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The World Of Hell

by Ray Brady 

An Action/Sci-fi feature film concept

with multiple merchandising/format possibilities. 

A feature film leading to a Platform Video Game, A Three-dimensional board game (like Chess with models of the combatants). Model miniatures and Action figures. Top-trump cards. Children’s animation series. Possible live action series. Comics and colouring books. Children’s dressing up costumes with toy weapon accessories
An Action/Sci-fi feature –The Pitch
In the blinking of an eye you could find yourself instantly transported into the futuristic nightmare game world known only to the combatants that inhabit it as Hell. A world where to live you must fight, everyone and everything is your enemy including the environment, where nature is predatory and it is always night. To sleep means death, you must be ever vigilant, no chance ever to rest. No combatant knows if there ever has been a winner, or whether anyone has ever escaped, only to keep moving as long as you can, keep fighting or die.

Whilst on her way to work one morning Dawn Turner is instantly teleported to the nightmare games world known by its inhabitants only as Hell. Controlled by the Players, a Vegas type disk hovering in the skies over the game board, where they bet and thereby place players onto the planet surface below them. They watch through giant remote monitors that follow the individual players as they meet and do battle.  Hell (the planets surface) is a place where it is always night, with an environment deadlier than any ever imagined. There Dawn quickly realises that her present reality is filled with deadly combatant challengers, attempting to progress through the games-board and killing all in their way, to the center and there solve the puzzle to win the game and thereby escape back to their everyday realities. The terrain she must pass through is full of natural hazards, all terrifyingly destructive. Surrounded by the other combatants (drawn from all periods of earth’s history, past and future, known and mythical) all challengers for the winners goal. Allying with some of the other combatants, they move towards the center of the arcade video game familiar reality on their multi-layered quest. After defeating many fabulous adversaries and surviving an environment more deadly than any portrayed on film and solving the puzzle at the center, Dawn and her new fiends beam up to challenge and defeat the mysterious Players. Faced with the threat of imminent attack from closing Player relief ships (we now see there are several other games discs and boards beneath them). Dawn and her new friends, teleport back to their individual realities. All at the exact moment of their abductions, all fully conscious of their experiences, but having no way to prove them.

In “Terminator 2” the T-2000 brought to the screen a character that could take on almost any shape at will. In the “Predator” we were entertained by an alien warrior, who came to earth to hunt humans like a big game hunter. In Alien audiences were thrilled by a creature that continually metamorphosed to adapt to its present environment. All the above followed in the traditions of “monsters” in movies, evolving new and distinct creatures to terrify. In “Highlander” audiences reveled in a scenario which enabled warriors to be drawn together from all over time on the premise that as long as you managed not to loose your head in combat you were immortal.

Taking guidance from these successful and highly original screenplays, big box office success’s as generic precedents, I have taken the best idea’s from the above to formulate an amalgamation and evolved these successful concepts to their logical evolutionary end. By coming up with an scenario where a distant alien race have the technological capability to take warriors from earth at any point in time to compete in their gambling combatant game. My warrior characters are drawn not only from the past but also from the future, also from legend and mythology. Also the scenario enables the gathering of fantastical and highly original new creations, inhabitants of the alien world. Not one, but many fabulous monsters to entertain and enthrall audiences. This film is a game based (Top Trumps) scenario, therefore a video game can be designed and marketed along side or before the films release, to promote and complement the films cross media potential. The potential merchandising potential is enormous with the obvious model and comic, children’s animated version, rights to be exploited. Hell is a Cameronesque nightmare world, though politically correct with no “isms” i.e. Sexism, Racism, Ageism, Weightism, Homophobiaism, Creedism. A game structured script for maximum merchandise potential. Taking the best of the tradition of “monsters” in cinema i.e. Ray Harryhausen’s “Clash of the Titans” and bringing the genre right up to date with sophisticated new professional technological advances. There is a necessary place in film traditional monster’s (fear of the other, return of the repressed childhood fears) and a universal appeal for story telling incorporating fantasy and mythology. The essential differences between past science fiction films and “The World of Hell” are, strong characterisations realised by quality performances, an intelligent coherent script without incongruous flaws, dynamic innovative camera work, artistic use of present state of the art post production effects. All to achieve a film reality that doesn’t purely attempt to achieve realism, but to create, in an artistic way, a phantasmagoric and beautiful world deadly in every part as the Atropa Belladonna.

The central theme of family connections is carefully developed, between Dawn and her ally’s. Killcurron: Wise and a witty teacher father/grandfather figure. Grim: childlike and can be likened to a pet dog and the Wooky in “Star Wars”. Vet: The potential suitor, continuously flirting with Dawn, his dialogue is full of double-entendres. Shi-listu: The little sister. Illia: The loyal and protective big brother (he suggests a “bonding of allegiance” to be made between them when Dawn saves his life). Dawn is the central mother figure. There is a comic interplay between the “family” group and lessons are learned by their interactions. I.e. experience knowledge and respect all through listening to the elders, gentle sarcastic humour, which teaches. A moral theme of central importance is that of allegiance and working problems out together as a group brings strength and success. This will prove to be a popular and safe marketable, previously tried and tested, the formula for “Star Wars”. Generating many products and possibilities of potential spin-off’s, for the family market, with universal appeal to all generations from young children to the adults that take their children to the cinema, who will appreciate the subtle intelligent adult reading beneath the superficial action of the story. 

The Players not only draw combatants from different time periods in earth’s history but also whole pieces of topographical landscapes. Therefore the back-lots of used old sets in a large studio can be simply made over with minimal dressing, thus making significant savings in set construction. A simple report from a studio (Babelsburg?) of redundant sets on the back-lot, followed by availability and a recce to ascertain the variety available i.e. War-zones, Dickensian London, Medieval Castles and fortified buildings, sci-fi futuristic sets, Desert and Mountainous terrain, Western town etc. All allow for the maximum of production values whilst allowing the inclusion of comic genre reference and interplay, the continual switching of terrain allowing subtle juxtapositions for ironic effect.
HELL – TREATMENT   (12 pages)
We open on a series of mysterious CUs of the alien Player’s on the game’s disc. In the center of the games board is a holographic 3-D representation of the battle between Atropa and Fish. The last desperate moments of a mortally wounded Atropa are seen as Fish emits a powerful blast of electricity, which knocks Atropa backwards to the floor stunned, it falls backwards into a large pool of oil. Fish, firing another blast of electricity, ignites the pool of oil. Atropa writhes and thrashes as it burns; emitting a screeching sound that gets louder to it eventually builds in pitch and level till it explodes. The 3-D image deconstructs and disappears and is replaced by 3-D letters saying “combatant dead, end of game”. A cheer goes up form the large group surrounding the main holograph, obviously the defeat in a major one. The game Controller announces, “Player 13 your last seven life credits will be extracted now”. We see a desperate Player 13, as he backs away shouting no to the Controller before he looks at his large electronic armband. We see a close up of the multi-digited armband, as the seven remaining lit green lights begin to, one by one, go out to black. As the last light goes out a blue light begins to encompass his arm then his entire body, as the power builds the player clenches his fists in agony, screams as first his arm then his entire body, deconstructs as it is digitally erased till he completely disappears. The Controller says, “New Game, next Player come forward”. We then see the new player come forward, with he’s head hung low, he steps up and take Player thirteen’s place, he looks at his arm band and sees that he has only four green life credits left on his arm bands computer screen. He approaches the Controller and whispers something in his ear, the Controller types into his monitor and conveys the message to his superior. In a language that is a guttural form of English he confirms the acceptance of the bet by a nod of his head. The Controller announces the acceptance of the bet to the floor, who all cheer in mockery and derision. The new Player in a last desperate attempt to reverse his fortunes has bet his last four life credits and himself against the chance to play one last game. If he looses then he will be exiled to the planet surface below, amongst the combatants of the next game. The Controller announces, “Your choice of random access combatant will be selected now”. Stretching forth his hand it is immediately surrounded by hundreds of dancing multi-coloured particles, rising from the games board controls before him. The new Player hesitantly places his hand above the Controllers, who removes his leaving the new Players surrounded by the dancing lights, the particles envelope his hand. Clenching his fist he draws it to his chest, we see a blinding flash, and the computer says, “Combatant designated, time port opening, arrival imminent”.

Dawn Taylor enters her bedroom from her en-suite bathroom; she tiptoes not wishing to disturb the sleeping figure beneath the duvet of the bedrooms double bed. We see her enter a children’s bedroom and going up to the beds, carefully tuck both sleeping children back in under the covers before giving them both, a four year old boy and a three year old girl, tender kisses on their foreheads. We see her holding her brief case under one arm as she grabs a croissant from the kitchen fridge, holding it in her mouth she makes for the front door and lets herself out.

Starting her car she sets off for work. We see her driving up Park Lane relaxed and happy; she is singing along to a Sandy Shaw track on the radio, suddenly there is a blinding flash of light. Dawn is confused and terrified having been instantly Tele-ported to the nightmare games world known as Hell. She is standing in a landscape not too dissimilar to the bombed out remains of Dresden after the blitz bombings at the end of the Second World War. Hearing the sounds of howling, snarling dogs approaching, Dawn looks around for somewhere to hide. Running down a nearby ally way she sees her route is blocked by rubble. Dawn stoops to pick up a wooden beam from the debris to defend herself. As she turns to face the dog pack the ground begins shake and tremble as an earthquake begins. The dog pack break off their attack and scatter in the direction they approached as the ground begins to crack and split causing a division between Dawn and the dogs. Dawn scrambles up the rubble and leaping, catches hold of the top of a wall and pulls her self up onto it. As she turns she sees the cracks in the ground begging to close as the shaking resides, the cracks close and disappears as if they had never opened, the trembling stops. Walking through the disserted streets, she decides to rest momentarily; she sits down amongst some ruins. A faint blue vapour raise from out of the ground around Dawn. She starts to feel drowsy, stretching she lies back against a wall and closes her eyes. Fine shoots begin to break out from the ground around where Dawn is resting. The tri-coloured tentacle like tendrils quickly begin to grow thicker as they emerge, creeping across the floor towards Dawn and beginning then to twist themselves round her legs. Tickled by their movements, Dawn awakes and hastily shakes of the vines, which quickly recede back into the ground. Hearing terrifying yelps nearby, Dawn searches and discovers a wounded dog enmeshed in Tri-core tentacle vines. The plant begins to retract its vines back into the ground crushing the life out of the dog as it is squashed against the earth. As more gas is released from the ground Dawn flees. Hearing a distant rumble like an oncoming steam train and hearing piercing deep squeals like those of a gigantic pig slowed down. As the sound of pounding and smashing rubble nears, Dawn cowers behind a low wall as an immense erect bull like creature smashes it way through a nearby wall. Moving straight across her plain of sight it reaches the wall of a ruined building opposite and pounds its way into the stone of the wall and tunnels it’s way out of site.

Dawn sets off to explore the formidable landscape. The skies are full of black and golden storm clouds, unlike any she has ever seen. Electrical discharges flash, high lighting the edges of the clouds. As a cloud lights up from electric burst, it look for a second like there are creatures sitting on the edges of the clouds, Dawn shakes her head and stares again only to see darkness. Resuming to make her way across in the oncoming darkness, she works her way through the rubble of the devastated terrain. Clearing a ruined building Dawn sees a faint luminosity shining in the distance through the oncoming blackness of descending night. She wanders towards the light to find it is a perimeter wall. The impenetrable barrier runs out of sight in both directions. An organic mesh of tree like vines fifty meters in height. Fluorescent yellow in colour and bejeweled in twinkling gem stone crustaceans, parasites living on the surface of the organic wall. Touching the surface Dawn realises it is covered with a slimy slippery resin. Attempting to scale the wall Dawn realises the wall is emitting a sulphurous vapour, which is toxic, making her choke. Falling of the wall the ground begins to rumble. Hearing an approaching Smasher, Dawn dives into a bunker like hole to see a Smasher appear and charge right into the wall’s surface. As the wall repels it, the Smasher is thrown high out into the air. Its stocky legs continue to move as if frantically running on the spot. Squealing it impacts, it’s weight take it ploughing under the surface. The ground shakes, as it reappears, the ground erupts as it leaps from the earth into the air. Landing heavily, it continues back into the Games board interior, its momentum not ever slowing, it smashes its way into the wall of a ruin and is gone, except for a distant fading rumble. Dawn looks towards the wall to see the breach made by the Smasher now almost repaired as the wall grows back, replacing lost and damaged tissue, repairing before her eyes the damage caused by the Smashers impact. 

Deciding to head back into the interior, Dawn spies a faint light glowing around the edge of a doorway in a crumbling ruin. The door opens and a figure appears and beckons her before disappearing back into the interior. Dawn reaches the door and enters the dimly lit interior. The door is closed suddenly behind her, she quickly turns to see an ancient cowering man with his hands raise din a gesture of submission. His visage is wizened and deathly white in pallor, with extremely blood shot eyes. Hiding her alarm she calmly introduces herself. He introduces himself as Sawney the leader of the Bean Clan. He offers Dawn shelter and sustenance. He leads her through a warren of dimly lit passages, off which small cell like shelters house other members of the Clan. Dawn asks many questions, happy to meet someone to talk to. He tells Dawn that she is in Hell, that nearly everything and creature in Hell is hostile and predatory, that it is always night and to take rest without someone watching over you would mean almost certain death. That he and his Clan are scavengers that had lived by hiding in the cellars and passengers longer than recounted memory. He shows her to a small room and points towards a rough looking bed covered with a pile of animal skins. He tells her to wait and rest while he fetches food. Alone she hears the distant sound of a weak baby crying. Failing to ignore the crying, she takes a flaming torch from its mount on the wall and sets off to investigate. We see Sawney Bean opening a small flask containing a white powder, he sprinkles a little of the fine powder into a goblet of fluid, sealing the bottle he places it back in his pocket. Picking up a spoon, he stirs and mixes in the powder whilst saying to himself as he licks his lips, “A little sleeping draft is what you be wanting now, then sleep deep, sleep for the last time” before chuckling to himself and breaking into a deep revolting coughing. He places the drink on a tray with some bread, he then picks up the tray, he is visibly drooling. Walking down a damp and dark tunnel, Dawn grimaces when she notices a smell so foul she has to fight of an urge to vomit. She covers her mouth and proceeds, coughing in disgust. The sound of buzzing flies is the only audible sound, which steadily increases as she nears the crying. Lifting a weird animal skin door covering, she sees a solitary crib standing in an apparently empty room. The smell is appalling, forcing her to cover her face with her handkerchief. As she approaches the crib she almost falls, slipping on the slimy floor surface, which is covered with dark congealing blood. Peeping into the crib she sees a baby wrapped in blood soaked furs, gurgling as dark red fluid drips into its mouth, its face is covered in fluid. Dawn raises her torch to see a decapitated human head, hanging from a hook, fresh blood drips from the jagged severed neck. Recoiling in terror she notices the ceiling is covered in human cadavers, hanging on hooks like curing meat. Dropping her torch, Dawn lets out a horrified stifled scream and flees the room. She hears the sound of approaching feet and voices, ducking into a small dark opening, a group of the cannibal’s pass. Dawn sees only their legs and hand’s, which are carrying clubs and bloody serrated knifes. Stepping back out into the passage, she takes off in the opposite direction. Noticing that the flames of the torches on the walls of the tunnel are being blown one way, Dawn realises the draft is most probably coming from outside. She quickly moves in the draft direction. Ducking out of sight once more to let another group of pursuers pass narrowly escaping being seen and capture by the cannibalistic clan, she sees a doorway, passing through, she escapes to the surface. Stooping Dawn notices that the ground is dotted with pools of oil.

Unfurling strips of rags, dipped in oil, around another piece of timber from nearby rubble, Dawn light's it off her lighted torch. Thus armed with two flaming torches and a collection of prepared replacements tied to her belt she sets off for the first time armed and slightly more secure. Hearing a dog like whining and yelping Dawn investigates to find Grim struggling in the grip of the Tri-core. At first uncertain at first whether to try and help, Grim is at least seven feet tall, totally covered in fur. Grim yelps, sound so puppy like, she takes pity and using her flaming torch she burns the vines of the Tri-core, which releases its hold, shrinking out of sight. Realising that she could have put her self in danger Dawn takes a few steps back nervously, Grim using telepathy, levitates Dawn towards him. At first startled and defensive Dawn relaxes as Grim gently embraces her, behaving in a dog like fashion licking her with big sloppy licks of his tongue in gratitude. Basically articulate, Grim, tells Dawn "My name Grim...Grim happy now...Grim was scared...Grim owes human lady his life...want to be Grim's friend? Grim help and guide lady human...Grim your friend now!” Dawn realises Grim has a child like mentality but is gentle and friendly and introducing herself readily accepts his offer of company. Walking into a clearing in the ruins they encounter Vet besieged by Harpies. Swooping down from the black skies with piercing shrieks the Harpies attempt to flail and rend Vet with their enormous razor sharp talons. Vet ducks and dives whilst firing short controlled burst of automatic machine gun fire into the attacking Harpies though with seemingly no effect. Pointing to pools of oil, Dawn asks Grim to levitate the oil from the pools to hit the Harpies, after first passing over her flaming torch to ignite the oil. After setting fire to three Harpies, that crash screaming to the earth, they scare off the remaining Harpies. That retreat upwards, until they disappear high into the black clouds. Vet introduces himself as a genetic Vet combat clone commando 1st class, snatched from a battle raging onboard the Earth space station Plaith. He thanks them for their intervention saying that he was just warming up and that he was just about to go on the offensive having observed their weaknesses. Dawn asks Vet to join herself and Grim, arguing that a group would be stronger and able to watch each others backs when resting. Vet laughs and says half mockingly that as a commando 1st class he never needs to rest and in whilst in guerrilla terrain, it tactically would be best to make his own way, believing an untrained group will attract too much attention. He wish’s them luck and says that he hopes to see Dawn again soon, attempting to compliment her by saying that she is a "born fighter...and potential Officer material". Taking her hand, gently he upturns it and formally kisses her palm whilst bowing. Acknowledging Grim with a small formal bow he wishes them luck and departs sprinting, with a random meandering gait. With the sounds of battle heard in the background we Dawn and Grim crawl on their stomachs onto a vantage point. They see Ghost and Shadow are in combat with Fish. Ghost is an almost white in colour, with a mane of white hair that is alive and seemingly floating round her head, growing and receding at will she attempts to attack Fish with it. She is clad in Arabian flowing garb and is teamed with Shadow. Shadow is a ninja warrior clothed from head to foot in a non-reflective black material that makes Shadow very hard to see, in that he looks flat, without three dimensions, and therefore it is hard to decipher weather at any time weather he is approaching or retreating. He brandishes a highly reflective sword, the mirror like edge he uses to guide reflected light into the eyes of his opponents to dazzle them. Fish their opponent is very tall, covered with body armour shell, breathes through gills and posses a long scorpion like pointed tail, which is constantly moving and flicking forward, in attempts to spear his opponents. Every attempt to stab Ghost fails because she has the ability to partially or wholly become insubstantial, which allows Fish's tail to pass through her without harming her. Shadow preferring to use his incredible speed and agility to duck and dive to avoid Fish's tail thrusts. Emitting an electrical discharge like a Ray, Fish manages to stun Shadow, leaping forward with a ferocious charge Fish is just about to kill Shadow when the battle is disrupted by a freak ice shard storm. Gigantic sheets of frozen ice start to fall from the ski in driving forty five-degree angles. The ice is like groups of clustered stalagmites, which forces the combatants to run for shelter. Ghost amalgamates with Shadow and they escape as one. Fish curls himself up like a crustacean and rolls for the cover of a nearby cave. Dawn and Grim roll down the embankment they were laying and watching from, down and into the shelter of a wall. As the ice shard storm quickly subsides Proteus leaps from the ruins and attacks catching Dawn and Grim of their guard. Proteus is a post-apocalyptic shape-changing mutant. His skin surface is a diaphanous membrane, completely transparent enabling one to see the movement of his muscles beneath his skin. Possessing great speed and incredible strength, snarling ferociously with panther like movements he stuns both Dawn and Grim with a series of swipes and kicks. On the brink of defeat Shi-listu appears and joins the fray, siding with Dawn and Grim. Shouting to catch Proteus's attention, as it turns, she lands a balletic series of martial arts kicks and chops down on Proteus . Allowing Dawn and Grim to regain their feet. A now enraged snarling Proteus then beats the trio back into the ruins of a devastated church. Driven back into the central devastated hall of the ruin Proteus continues in his onslaught of bestial rage. Dawn attempting to land a blow to Proteus's head with a log, Proteus, ducks and flails out at Dawn sending her sprawling away. Dawn falls stunned against a stone statue, which she clings onto to stay on her feet. As she clasps the statue it begins to glow, shattering to reveal the once petrified form of Kullcorrun the shaman magician. As Proteus advances for the kill, with a quick look round to assess the situation, Kullcorrun raises his staff from which he fires an blue energy blast at Proteus, the shock waves causes the remaining roof to collapse. Startled and out numbered Proteus shrinks to a quarter of his normal size and flees, bounding through a small opening. As the dust clears we see Kullcorrun standing surrounded by a faintly luminous force field. Raises his arms the force field disappears. Kullcorrun awakens Dawn, together they free Shi-listu as Grim levitates the rubble covering him, freeing himself. Kullcorrun explains that he was petrified by an opponent, the Gorgon and that the embrace of Dawns spirit broke the spell incarcerating him. Shi-listu introduces herself as the usurped daughter of the murdered Emperor Timinin-ijoumo the III, forced to disguise herself as a peasant, turned rebel leader. An almost unbelievable since she is diminutive in stature, slight of build and no more than seventeen years of age. Kullcorrun explains that his senses picked up telepathic commands from the disc, he points to the opaque moon in the sky. That they are in a games world, and that the only chance they have is to make their way to the center of the board. There he senses they might possibly find a way of reaching the players, located on the disc in the sky, Grim nods and woof’s in agreement. Together they set out again only to be quickly be attacked by Illia Blooda Kavanovich, who takes Dawn hostage, causing a stand off. A distant rumbling becomes audible, within seconds building to a deafening roar as a flash flood inundates the scene, sweeping the combatants up and away, separating Dawn and Illia B. Kavanovich from the others. They are deposited on the ground as the flood reaches an arid desert terrain, the water draining quickly into the cracked fissures of the soil. Dawn reasons with Illia B. Kavanovich, attempting to persuade him to join them. Since she carries no weapons and is of no threat he accepts the alliance and they set off to look for the others. Dawn and Illia are attacked by creatures that come out the surrounding rocks. Welding his two battle-axes, Illia leaps into battle with a battle cry of “I’m Illia Blooda Kavanovich, Troll slayer. Prepare to meet your Gods”. His blows, though immensely powerful, fail to cut the stone creatures. His efforts to repel them failing, backed into a corner, Dawn smashes one with a blow from a broken stalactite. Realizing though they are incredibly strong the rock men are very brittle, Dawn kicks out spinning one rock man into another, when their arms bash together, both their arms shatter. The rock men look at each other like two naughty children having let out a secret. Dawn tells Illia to use the sides of his axes, the heavy blunt blows set off vibrations that shatter the rock creatures. Knowing their weakness has been discovered they flee. Dawn and Illia set off towards the central beam. The Duelists block their path. Giant battling monsters engrossed in their own mortal combat, fifty feet in height, they absorb everything they come into contact with. Not controlled by the Players, they battle with each other remorselessly oblivious to the rest of the Games board or the other combatants. One Duelists skin is covered in a surface like a writhing mass of multi-colored maggots, continuously burrowing out on to the skin surface, turning as quickly as possible one hundred and eighty degrees to bore back under the skin. The other Duelists skin surface is a blazing inferno of flaming volcanic like magma. They square off like wrestlers looking for a moment to take advantage. They circle each other, their feet destroying all buildings or rocks, beneath their feet. Vomiting forth a blast of fiery discharge onto the earth, the fire Duelist stoops quickly to gather the now molten soil, fashioning it into snow ball like shapes to throw at it's opponent. Lumps blasted on impact from the Maggot Duelist, on landing on the ground, quickly return to the main body by wriggling back to it across the earth. Diving forward the Maggot Duelist leaps and grapples with its opponent, literally tearing and punching lumps from each other. Interlocked together they wrestle to the ground, rolling towards the direction of the wall. A loud noise like a thunderclap is heard, they roll backwards. All their movements are reversed including the buildings reconstructing themselves. Within ten seconds they are back to the point where we originally saw them. They separate backwards and move away from each other with backwards roaring. A second thunderclap is heard. They begin to move towards, each other roaring as they notice each other as if for the first time repeating their meeting, which we have just seen in reverse. They continue to move forwards replaying the events again, caught in a time loop, forced to play out the same fight scene ad infinitum. Harpies attack Dawn and Illia, whilst fighting them off there is an attack of the Pits. Evading a swooping Harpy Dawn is thrown off balance and falls backwards into a Pit. Clinging onto the edge, she calls for Illia's help. As Illia leaps across the Pit to rescue her, Dawn losses her grip on the edge and falls down into the chasm. Illia crosses his battle axes across his chest before saying, "Today is as good as any to die”, he then jumps into the Pit after Dawn, just as the Pit begins to quickly close up with out a trace. We see Shi-listu, Grim and Kullcorrun in combat with Ghost and Shadow during a Pits and Harpies attack. Whilst ducking to avoid a swooping Harpy, Shi-listu is mortally wounded by Shadow who in turn is thrown into a Pit by Grim, which closes and seals as Ghost attempts to use her hair to rescue him. Shadow in the interior is seen bracing him self astride the crack, using a hand and foot on each side to brace himself. Ghost sends her forth her hair, snaking it descends into the crack. Grasping it Shadow begins to absail up the crack towards the surface, as the fissure begins to close in on its self. As the fissure closes Shadow is pulled straight up by Ghosts receding hair, the fissure closes crushing Shadow, who lets out a howl of rage turning to pain as he dies. Ghost lets out a scream of rage, braking off her hair trapped in the closed fissure. She sees escape as is her best option. Her hair flies out like a whip, enfurling a high rock outcrop, she jumps, her hair receding back into her head, which pulls her body forward. She swings up and into ruins. Kullcorrun blasts a swooping Harpy that crashes to earth screaming as it burns to death. We see a gigantic underground cavern as Dawn is seen free falling from the roof followed by Illia both landing in the underground lake. They clasp hands and check to see that they both are unhurt. Then begin to swim in search of a subterranean tunnel, to hopefully make their way under the Duelists. They reach and begin to explore a dry tunnel. They discover the tunnels are infested by Tri-core, which we see for the first time as a whole as they attack Dawn and Illia. They escape to a higher level where they encounter Suck. During the ensuing battle Fish appears and kills Suck. A Smasher breaks though the tunnel wall destroying the remains of Suck. A flash flood pours through the opening the Smasher has made, the force of the water washes the Dawn and Illia away in one direction, Fish clamping himself on to the wall scales the rock face to the ceiling and dives into the new tunnel left by the exiting Smasher. Kullcorrun and Grim are seen placing Shi-listu on a funeral pyre, which they proceed to light. They are seen momentarily mourning before continuing on their quest. Mounting a hillock Dawn and Illia see Vet battling with Proteus. When Vet is knocked senseless by Proteus, Dawn and Illia join the fray, siding with the unconscious Vet, as Proteus is about to dispatch him. In the ensuing battle they defeat and kill Proteus but to their horror discover that a Dog Pack has attacked and mauled the unconscious Vet. They fight off the Dog Pack and revive the badly wounded Vet, who insists that they leave him and to carry on by themselves. Dawn is firm and tells Vet to stop spouting his gung-ho manual of macho and to be silent. Together Dawn and Illia continue towards the center, walking Vet between them, resting on their shoulders. Kullcorran and Grim are attacked by a group of cannibals. As they battle with them, the cannibals that fall stunned or wounded, are either taken by the rock creatures and enveloped into the stone. Or torn apart by the hyena like scavenging Dog Packs that are hanging round the edges of the fight, waiting for easy prey. Driving off the last of the cannibals an earthquake rocks the landscape. Grim and Kullcorun are forced to separate to escape the earthquake. Kullcorun searches for Grim when the earthquake has ceased and sees the silhouette of Grim through the arch of a ruined building. His calls are ignored, when Kullcorun approaches he sees vine like dancing tendrils surround the edges of the arch. Attempting to look away Kullcorun fails to resist the movement’s hypnotic actions, and is transfixed. Gorgon reveals her self, malevolent, sneering triumphantly in entrapping her victim. As she stares at Kullcorun her eyes begin to glance over, then begin to glow. A cork pops out of one of Kullcoruns flasks and a trickle of fluid arises, shining liquid silver. Floating upwards, in front of Kullcoruns face it quickly forms a disc. Straightening into a flat reflective disc, it turns into a mirror as Gorgon discharges a petrifying blast from her eyes. The mirror image bounces back towards the Gorgon petrifying her with her own blast. The fluid dissembles back into fluid and floats back down and into Kullcoruns flask, the cork then resealing itself. As Kullcorun says "Once beaten, twice sly". Embracing Grim he restores him to life. Using telekinesis Grim levitates himself and Kullcorrun into the air to avoid a flash flood, carrying them towards higher ground. Dawn and Illia are seen desperately half-walking, half-carrying, Vet through the residing waters of the flash flood, when they are attacked by Fish. Knocking Illia backwards, he falls and is quickly swept away by the current. Vet has sunk beneath the water. Fish is about to kill Dawn when Vet leaps on to Fish's back ramming a broken stalagmite up through Fish's neck. Attempting to push it up into Fish's head, Fish expels blade like fins from his shoulders that pierce Vets arms. Flicking his tail up he spears Vet through. Fish then reaches over his head and begins to pull Vet by his head upwards. Using his blade like tail too slice Vet in half. One of Illia's battle-axes embeds into Fish's chest. Enraged, fluid gurgling in his throat Fish emits a bestial growl. Letting go of Vet's head he grasps the axe attempting to dislodge it form his chest as Illia charges forward swinging his remaining axe over his head in a wide arch's shouting a war cry, "Back to the depths of Hades Troll spawn", he strikes a death blow that completely cleaves off Fish's head, killing Fish. Fish forces his tail completely through Vet and himself, they fall together locked in death. Kullcorrun and Grim levitate into the scene, united they approach the Temple of the energy beam. Surrounded by a force field of impenetrable lighting blasts, Dawn suggests that Grim and Kullcorrun combine their powers to assault the energy field in an attempt to break through. Using his telekinetic powers and Kullcorruns magic they launch a combined energy blast at the force field. As they both weaken, beginning to fear failure, a Smasher attracted by the vibrations pounds its way into view, attacking the point of their directed energy blasts. The combined impact of which destroys the energy field, the explosion destroying the Smasher. Entering the Temple Dawn and Kullcorrun figure out how to operate the teleportation link, between the Games board and the Players Disc. Appearing on the Players Disc they are beset by the Players security Bouncing morphing liquid metal robots, Ghost reappears having followed the group from the Game board. Helping Dawn and her comrades they fight together and defeat the robots, capturing the Players disc Controller. He warns them that even though they will escape now, they will be soon be drawn back and brought to the justice of the Players federation. At the threat of an imminent attack from the closing Player relief ships, they teleport back to their individual realities. Dawn having mentally suggested Grim to sabotage the control panel with his telekinetic powers, causing the Players Disc to fall to the earth and destruction. Kullcorrun reappears in an ancient stone circle in Ireland, Grim in the cave home of his family in the middle of playing with his children, Illia reappearing in the midst of huge battle between humans and trolls, axes raised he leaps to the aid of his besieged war-lord surrounded by a dozen or more assailants. Shouting "By the blood, for your Liege and humanity, victory and honour" Illia Blooda Kavanovich surges forward leading a phalanx through a sea of trolls. Forcing a path through the pressing throng. Reaching his war-lord they clash broad sword and axe over their heads in a triumphant salute. Turning their backs to each other, they leap upwards and forwards, mounting the heads and shoulders of the nearest trolls, they leap deep into the pressing troll forces, who cower and scatter in shock by the audacious attack. Together they shout to rally the men, "On, on, death to the Troll spawn" laughing as they rend down blows. A mighty roaring cheer rises from the human army, they surge forward with renewed vigour knowing victory will be certain lead by their fearless noble leaders. Dawn reappears driving her car up Park Lane in London. She veers to avoid a braking car in front of her, screeching to a halt beneath the statue of Archilles. 

A Player security robot amongst the wreckage of the destroyed Players disc is seen removing a computer disc marked " Game flight recorder " from the burnt out console wreckage. Passing it to a floating robot courier, which deposits the disc inside itself and jets off. It is seen entering a gigantic floating castle type building, then travelling along a hall way decorated with large display cases containing various warriors frozen crynogenically in suspended animation. Entering a immense metallic hallway it hovers towards a large circular table at the far end at which are seated the Players Council of inquiry. The hall begins to darken, the only light source emitting from the computer consul in the center of the table. The floating robot courier floats into the center and lowering itself, removes the disc for its interior and extending its robot arm inserts the disc in the central computer council and jets out of sight. A 3-D holographic image of Dawn and her allies confronting the Players on the, now destroyed, disc appears. The Players Council of inquiry watch intently. 

The End.
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