            The World Of Hell
Fifty words or less - 

Hell is the ultimate nightmare sci-fi adventure epic. A Cameronesque nightmare world with a game structured intelligent script for maximum merchandising potential, incorporating fantasy and mythology, strong characterisations, dynamic innovative camera work to achieve a phatasmagorical and beautiful world, yet deadly in every part.
An Action/Sci-fi feature outline
Whilst on her way to work one morning Dawn Turner is instantly teleported into the nightmare games world known by it's inhabitants only as “Hell”.  A place where it is always night, with a deadly environment.  There she quickly realises that she has been abducted by an advanced race of aliens for use in a gambling game. Dawn must either play or die as a ‘Combat Challenger’.  She must progress into the centre of the games-board and thereby win the game in order to escape back to her every day reality. The terrain she must move through is full of natural hazards, all terrifyingly destructive. Surrounded by other combatants, an assortment of outlandish races and creatures drawn from all periods of earth's history, past and future, known and mythical. All are challengers for the winner’s goal, all battling to survive each other and the obstacles put in their way by the masters of the Game, the ‘Players’.

Dawn has been chosen by one of the players, who has lost nearly all his points.  Dawn is a desperate gamble for him, a long shot - a weak untrained, female human, who if she survives to the end would make him the champion of the Game.  Dawn desperate to return to her family, finds inner resources and, strengths to overcome all the odds and monsters, befriending, some of the more friendly combatants they team up and working together move towards the centre of the arcade-game-like multi-layered quest.  After defeating, many fabulous combatants and surviving an environment more deadly than any ever portrayed on film, they solve the puzzle at the centre. Dawn and her friends then, instead of being merely satisfied with escaping the game, they decide to take on challenge and defeat the mysterious ‘Players’ themselves, in an attempt to prevent others having to suffer playing the game in the future. Faced with the threat of imminent attack from ‘Player’ relief ships closing in, they teleport back to their normal realities, at the exact moments of their abductions, fully conscious, of their experiences, but having no way to prove them.
Creature designs and script treatment available. Creature drawings by Brendan Lonnergan.
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