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• r~esday 27th Januarv 
&J\~ednesday 28t h January 1987 

ARTISTS 

KNIGHTMARE PILOT 

STUDIO A 

'VTR No: HI0935l 

Dungeon Master ................. HUGO MYATT 
Monk+C/K Guard i an .......... ,. , . R I CHARD BONEH ILL 
Lillith ................ ,",.," MARY MILLER 
Wa 11 Mons ter " ............. ,... GUY STANDEVE~I 
'Olgarth' 

CONTESTANTS (Wednesday 78th only) (Arrive oqon) 
PATRICK GOFF (STMEON MORRIS - 'So~re' Cnntestant) 
PATRICK GOFF (STMEON MORRIS - 'So~re' Cnntestant) 
ANDREW I_LOYD 
JOE SMITH 
ELEANOR TREMAIN 

Chaperone 
JENNY GILBERT 

DRESSING ROOMS 
Dressing Rm 1 
Dressing RrTl 2 
DresSlng Rm 3 
Dressing Rm 4 
Dressing RrTl 8 
Dressing Rm 9 

- Hugo Myatt 
- Richard Boneh i l l 
- Mary Miller 
- Guy Standeven 
- Eleanor Tremain 

Patrick Goff. Andrew Lloyd 
Joe Smith, Simeon Morris 

CAMERA SCRTPT Ig. 1.R7 
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KNIGHT.MARE PILOT 

27th & 28th January t987 

" ", 

CREW 

Director """"""""""""""" SALLY FREEMAN 
PA """""""""""""""""" SUZANNE DUNCANSON 
Des i gner """"""""""""""" ROS I NGL IS 
Vision Mixer """"""""""""" TIM JEFFES 
Floor Manager """"""",.,',.,"" TOM HUr-.IT 

·- ·~ri·· ." 
, , , , , , , , , , , , , , , , , , , , , , , " TONY GEORGE 

Carner as """', .. , .. ,. o', • , • , • , •• , ••• " STEVE K I LROE 
Sound ...... ,"""',.,""""', .. ,.,' WALTER SPARROW 
L i gh t i ng """""",.,',.,", .. ,"'" ROGER LAW 
Makeuo """""""""""""""" '_OU I SE WI '-'_SHER IC PENWARDEN 
Cos tume """"""""""""""'" PRUE HANDLEY IRACHAE'_ GRAP~S 

Stage ",.,"""""",.,"""""'" JOE KING 
Electrician """"""""""""'" GERRY SKATE 
Vision Controller"""""""""", ??Y,~. ~· I I_A~! 
Technical Supervisor """""',.,"" TONY BARTON 
Product ion Buyer """"""""""" POI_'_ Y BURNS 
Gr i d Adv 1 sor """"""',.,""""" JEAN PEYRE 
Illustrator"""""""",.""",., DAVID ROWE 
Computer Graohics """""""""'" 'Space"Jard'-GA~Y UJC.L\S/r-.ITG~I_ HA'_I_ 

Life Force Expert """""""""'" ROBERT HARRIS 
H 0 s t e s s """""""""!!!'!!!!!!!!! ,I;, Y ~ ~',s, J,~Ff~ 1 t S 

Hos t es s ""',.,""""""""""'" 1_ Yr'\'~'E J':FFR T f::S 
Ed i tor """""""',.,""""""" ANDY SM T TH 
Post-Prod Sound, , , , . , , " , , . " , , , " , . " VIC THlJRSTOr\l 

VES 2 - Thu/Fri 29th & 30th January + Sun 1st February 

STS Man 2nd February 

Title Music - T;:mqerine Dream 'Retrcwnl'/E Froesp.,C Frc=luhe, 
P RclnrT);:mn/fV1CA Recnrcis T nc/MCI_ 1 SL!C)/Sd2 RcJG/NV 

Ci) 
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Tuesday 27th January 
& Wednesday 28th January 

VTR: 
VTR No: 

KNIGHTMARE PILOT 
HI09351 

R/T: 20'00" 
TX: TBA 

STUDIO A 

STUDIO SCHEDULE 

Tuesday 27th January 

1430 CR/VTR 

1730 
(possibly 
earlier) 

18 ['5 WRAP 

a) C~E(l< 'C(}US:J,/Ay'L'P'(J~J' R~S or CO~PlITE~ 

b) RECORD nn ~G IRIS th~ fo11owinq 
illustr,1ttons: 

R~ 33 - WALL MONSTER Room 
C/A~ O~jpcts on Table 

Rm 98 - CORRIDOR Room 
Rm 10a- WELLWAY Room 
Rm Ib - MONK Room 

C) Record on to VTR: Rm 1a - SNAKE Room 
VTR No. H109644 

0) CHECK Artists in their positions: 
(i) Rm 3a - Wall Monster Rm 

(ii) Rm 6a - Causeway Room (Lillith's) 
(iii) Rm 10a- Wellway Room with C/K 

Guardian 
(iv) Anteroom with Dungeon Master 

(1) Rernrri f)/lnoenn- M;:::1c:tpr \lIn i f npn:l~c: ::u'"\1 

d) Record Dungeon-Master V/O if necessary 

Wednesday 28th January 

0830 Set/LU 
0930 CR/VTR programme+C/As+INTERJECTIONS for C/As 
1300 LUNCH 
1400 LU 
1430 CR/VTR 
U"'I c:; ~/R~P 

FACILITIFS (NB Adviso rs' MonItor to go to b1ac~ between rooms) 
Tuesday 27th January 
VTR 1 Record & P'back 
VTR 2 Record Composite VTR No. HI09644 
VP 2 2 ports - Record & p'back 

illustrations (13 &14) . 

Wednesday 28th January 
VTR 1 Record AdVisors 
VTR 2 Record programme 
VTR 3* P'back HIOgS44 
yp 2 P'bac~ illustration 



KNIGHTMARE P I!_OT 

1 . Rm 1 a 

2.Rm 3a 

3.Rm lOa 

4.Rm Ib 

5. Rm 6a 

Antechamber 

( iii) 

HI09351 PROPS 

- Blue Box for SNAKE 
- SNAKE 
- Knapsack (also Anteroom) 
- Helmet (also Anteroom ) 

- Lamp 
- Jewel 
- Key Symbol 
- Food object 
- Table (Refectory type) 

- Decorated Sword 
- Gauntlet 
- Blue cylinder for Well 

- Medieval chopper 
- Food object 
- Table 

- Blue blocks as reauested 
by designer to match 
illustrations 

- Chnlice (for Dungeon Mnsrer ) 

I . ; .. "\ 



Page 

2-8 

9 

lCJ- l S 

18 

19 

2n-~4 

25-2f; 

27-28 

9-11 
15-15 

35-35 

lLl-14b 
32-34 

( i V) 

8.1 .87 

KNIGHTMARE GAMEPLAN HI09351 

Antechamher 

1st Level 

Rm la - VTR Rm with SNAKE 

Rm 3a - WALL MONSTER Rm - jeweL 
food, key symbol 

Rm 4a - BOMB ROOM with long fuse 

Rrn Sa - BOMB ROOM with short fuse 

Rm 5a - CAUSEWAY ROOM ('Lillith's') 

Rm 9a - CORRIDOR Rm (Key symbol on 
illustration) 

Rm lOa - WELLWAY Rm with CIK Guardian 

2nd Level 

Rm .lb - MONK Rm with Chopper 
- Food on table 

INTERJECTIONS 

DUNGEON MASTER Interjections 
OLGARTH+DlJNGEON MASTER Inter jections 

LILLITH Interjections 
MONK MONSTER Interjections 

~UESTIONS+~ESPONSES 

OU;ARTH 
MONK MONSTER 

i \ ') 

Source 
VTR . 

IRIS 

COMPUTER 

COMPUTER 

COf"IPUTER 

IRIS 

qTS 

IRIS 



(v) 

KN r GHTMARE P II OT SOUND FX HI 09351 

1. Appearance of Adventurer and AdVisors 
2. Transition from Rm to Rm 

* 3. Noise to Signal 'Warning' to Adventurerand 
Advisors that something is about to happen. 

4. Noise to Signal appearance of Dungeon Master 
5. NOise to signal appearance of Wall Monster 
6. Noise to signal appearance of sword 
7. Noise to signal appearance of Causeway (Magic noise) 
8. Sound of crumblIng masonry (Disappearance of Causeway) 
9. Snake nOise 
lO.Falling down well 

* II.Approaching footsteps 
* 12.Babble of voicesJ getting louder - slightly 

hysterical 

13.life Force Clock: appearing/ebbing away/ 
getting stronger 

14.Bomb Fuse 
IS.Sound of dripping water for Wall monster 'Olgarth' 
l~.Bnmh pYolodinq j~ ~jstance 

* These are the onlv SOllnd FX that will he out on when 
recording 

NOTES: 

a) All mics to be concealed 
b) Echo on all voices in Dungeon Rms 
c) Wall Monster - to have deeper timbre and echo) 

speaks thru Latex mask 
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Wernpc;(i;=jV /R~h ",1C1nllrlrV 1987 

~~ITr;HTMARf: pTun HlnQ3S1 
RIIN~I HJG ()RDf:R 

ITEM 

1. TTllI S~rJUtNC~ 

\ Cno: 4riql18 Prpsents 
\~R Tr~~tS Hln2~hl( \Hl17~) I 

( DUNGEON MASTJ:R V In + TV \ 
, 
f 
:") T NTRnm I(T TON I .• 

! DUNGt:ON MASTER 
ADVENTI JRcR 
?-S f)\1/ADvp·ln lRER 

i 
MeU DI JNGcON M.L\STER 
Mel J ADV1:NfURER 
;-s 

i 
~n\/TsnRS rT1:--ni fest 
4-S .L\DVT<;(IRS/Dtl"IGf:ON MASTER 
Sinqlpc; Af)VTStlRS ,_ to R 
ws ClS ]")'v1 qoes to seat 
ReFlCt j m AD'ft:MTlJRER tCll(PS 

'<naosClC'<. 

I (Post-orad UFE FORa:) 
;-S 

I 
2-S OM 1anos helmet to AD 
\,.15 ])\'1 turns to ADVISORS 

l 
01 Dl JflJG~ON MASTER R. Z. 0 . 
OJ ADVf:~1TIJRf:R 
7-<; 

I 

I_oc:\<ed-off OIl .L\DVENTIIRER 
SOllnci FX - Tr;1ns it ion FX 

3. SNAI<E RCYY-1 vrn H (f1%44 SNAKE RCXJ-1 + FX 
AD\lENTURtR enters + F,X 
r:' !~ Tj~(lrI' M~STt:.:q 
\'S ··3-'s AD\/T SORS 

I" ',"oj" '.r:J - I-Kf!7T;)(. 1''\ .) 

'I , WAI_I_ f'l()NSITR RrYM 'flJjARTH' s' 
1.1;11 I MOilstpr T l Iusfrat wn 
AD\,ttflITURtR in frrm Reh q 
CIA nRJ::CrS 
DllW1E0N M.L\STER 
\.o./S+3-'1 ADVT~S 
MTX in WAU_ ~NSTER 
C/As t)'1+ftGMTH 
All) Ouestinns/Answers 
(j A IlRJ:CrS ~j/) 
T 11llstr(1~ ion/Af)\jF:NnJ~m/ 

ADVTSORS AID 

Sounr. FX -Trrlns tt ton FX + 

( 1/ j j ) 

CN"1 :J)I INn 

3 R.Mic 

4 RM" . . IC 
.1 RlMic 
4 
3 
1 
4 
3 F.Mic 
1 
3 
4 
1 

3 
1 
4 
3 
1 
3 
4 

I. 
3 I 4 I 

I 

Y \ 
I 

2 R.Mic 

3 
lJ 
1 F.Mic 

2+ R.Mic 
4 F.~ i c 

M;irli festCltion FxjDeT8n \ festClt.ton FX 

( \Ii · ) 

AREA RIT OIT 

)Post-
)Proo 
A/Rfll 

tVRm 
AlRm 

VTR 3 

VP2 
Voj(1 

I VP7 
A/Rfll 
~m lClC'< Void 

VP? 
VP2 
VoIcV 
,L\jqm 



/ 

IITM (NIt SOUND AREA RIT nIT 

s. 1st ~B ~~ 
T[IlJstratlorl Camll~er 
ADvt:NTlIR~R i.n Can 1_ 2. R.Mtc void 
n.UNG~ON M,A.STER 3 R.Mic AlRrn 
MJ'ITSORS LI F,Mic IVRm 
Sound FX - Transiti.on FX , 

Fuse FX 

h, 2nd Pa'1B RCXJv1 
T1Iustrc:ltlOfl Carputer 
,A.D'I1:NTIJRER in Can ,_ 2 R,Mic Void 
DUNGEON MAS-n:R 3 R.Mic .~rTl 
ADVTSORS 4 F,Mic A/RfTl 

Sound Fx - Transition FX 
Fuse Fx 
Bomb exoloOtnq FX 

7. CAUSr:wAY RW 
T l1ustratlm (arouter 
MJV1:NTIIRER in R of frnre 2 R,Mic Void 
(lAs DUNGEON MASlERI R.Mic A/Rm 

U'_I_ITH R,Mic Votcj 
Cal Jsewav in & out Camuter 
ADVTSORS 4 F,Mtc AJR.rTl 

SOllnd FX - Transition FX 
Cc:llJsew("w I "13g.i. c I FX 
Cnusew.::lV breaktnq UD FX 
,_ T'_I_TTH IblOt-lin~i' 

R, CORRTOOR Rfrn 
T 11 list rCltTnn VP2 
AD\A::NTURER in fr(Jll beh Ccrt 2 R,Mic ! V01n 
DIINGr:nN MASTER rlt lJC1Ck WCl 11 3 R M' ! AJR.m . ,1C 
ADVTSORS 4 F,Mic A/RfT1 

Souno FX - WClrninq FX 
r-~, ,~.-l ~-t: ~_. 

Snuno FX - WClrninq FX 
Sounc1 of Arm; 
rTflrchino FX 
Trans i.t Ion FX 

~, WE'_I WAY ROCM 
T I lustrCltlOn VP2 
ADvt:NTIIRER in f rCJTl Can R ") R,Mic Void 1-

AD\lT~S+nIJNGEON MASITR 4 F,Micl A/Rm 
R,Mic 

CIA SWIRD 
Snunc1 FX - TrClns i tim FX 

Swish of <;t.K)RD FX 

HI, rvnNI( (v'()NSTER R(()'v1 
n I LJstrClti on \/P2 
AD\JENTIJRER in frcm C;:rl R ") I R,Mtc Void 1 

ClA. DUNGFJ)N MASltR R,Mic A/Rrn 
CIA MlNK MJNSITR R,Mic Void 



TTF.l'1 CN1 SOl INn AREA RIT OIT 

r1Jr-J< rvnNSITR RfYM contd 
DONGt:ON MASTl:R 3 R.Mic A/RfTl 
ADVTSffiS 4 F.Mic A/RfTl 
AID r:JUcSTTONS & ANS1-fRS 
HO_D for Freeze ~t end 

1 OCl. END SEnUI:NCE 
DlI~JGt:nN MASTER 4 R.Mic A.Rrn 

f)U~JGI:ON MAST1:R 2 R.Mic Void 

m II"GI:()N MASTJ:R 3 R.Mj( A.Rrn 
SOllnc1 FX -

1.1. rNn CRtD ITS 
SlRoller Post-

Pro(\ 
C=o: ,t;CP 

NB RC::CORD A'_'_ C/As ,l'l,FTJ:R RECORDING THE PROG~M'ME m \.Jednesdrlv 2Rt't JanllClr\/ 



\ ~NIGHTMARE PIlOT 

\ Hl09351 

l~naDSnc~+H2IMe t set / 
I in bv Dunqeon M(1ster'sl 

chClirl 

lITEM II 

~DIT in Post-Production 
Cap: Anglia Presents 

EDIT in Post-Production 

-1-

I 

~VT~R~ __________________ I 
TITLES Hl02551 DUNGEON MASTER V/O: 

Welcome watchers of 11lusion~ 

to the Castle of Confusion. 
1 . CAM 3 I -----------------------------------------------

f1CU DUNGEON MASTEq 
seated 

(Sh ot 2 Ca~ 4 next ) 

They say Life's but a Game 

- so welcome to the game 

where you can lose it -

Your Life that is. 

Grams 



j 
I 
l 

/ 
! 

I 
f (On Shot i Carn 3) 
l 

! 
! lITEM 27 
I 
" ~ 

l 

-2-

2. CAM q I 

DUNGEON MASTER in 
Antechamber 
MS RS rises & steos 
down frorl seat 

WIDEN as DUNGEON 
MASTER wal~s twos 
c100rway 

ISTOP TAPEI 

DUNGEON MASTER: 
Here in the Dungeon of Deceit, 

I alone am Master. I 

But those who journey here from 

your time must master it also 

to gain a just reward . . The 

first Adventurer is now 
first Adventurer is now 

without, so ENTER STRANGER: 

-1-



r , 
f 

I' 
I 

/ 
/ (After 

I 
I 

Stop Tr1oe) -3-

3. 

(~ 

~CA~M~l ________________ / 
LOC~ED-OFF on OoorWr1V 

" I 

without ADVENTllRER 
POSITION ADV~NTURE . 
~ +15" 

ADVENTURER MANIFESTS + 

TRANSITION SOUND FX 

=CA~M~4 ________________ / 
2-S DUNGEON MASTER: 

State your particulars please. 

ADVENTURER: 

CANSWERSJ GIVING NAMEJ AGE AND 

AREA IN WHICH HE/SHE LIVES) 

5. CAM 3 / 
MCU DUNGEO~I MASTER 

DUNGEON MASTER: 

Now state your purpose here. 
" v " ..., L L I L \.,. Y V U I 1-1 U I 1-1 U .J C I I CIt:: • 

5. ~CA~M~l ________________ / 
MCU ADVENTURER 

ADVENTURER: 

I seek Knighthood. 

Post­
F'rOCl 
Trans­
ition 
FX 



\ (on Shot SCam 1) , 
i 

7 . -"'-'CA....:.:...M-'------'-4 ________ 1 

2-S 

ISTOP TAPEI 

-4-

DUNGEON MASTER: 

Before Knight you must first 

become SquireJ for the 

Silver Spurs preceed the 

Gold. 

Silver is your reward if 

you survive this adventureJ 

and you can have three 

Advisors to aid you. 

Call them to us: 

ADVENTURER: 

(CALLS THREE CHRISTIAN NAMES) 



StOD Ti1pe) -5-

R. ~CA~M~3 _______________ / 
'_OCKED-OFF on 
Advisors Are(l 

ROI_'_ TAPE 15" 
without ADVISORS 
POSTTTON ADVISORS 
~ +15" 

9. CAM 1 
4-S AovrSORS + 
nUNGEn~1 MASTER 

10. C.AM 3 
S PJG'-~S 1 eft to . ht rlq _ 

m 

ADVISORS ARE MANIFESTED 

EN PANEL + TRANSITION 

SOUND FX 

/ 

/ 

DUNGEON MASTER: eTn AOVJSO~S) 

Who guides this Adventurer 

on his Quest? 

PANEl MEMBER 1: 

(GIVES NAMEJ AGE AND AREA IN 

WHICH HE/SHE LIVES) 

PANEL MEMBER 2: 

(GIVES NAMEJ AGE AND AREA IN 

WHICH HE/SHE LIVES) 

PANEL MEMBER 3: 

(GIVES NAMEJ AGE AND AREA IN 

WHICH HE/SHE LIVES) 

Post­
Prod 
tape 
rans-

it ion 
FX 



",. 

f/f4 ( ;f/" 

/ 

I (On Shot 10 Cam 3) 
/ 

•• t" 

11. CAM 4 
WS 

Turns & goes to 
seat. Puts down 
Chalice & oic'<.s 
uo Knaosac'<+ 
Helmet. 
Turns bac'<. to 
ADVENTURER 

12. CAM 1 
CIA ReClction as 
ADVENTURER t8'<es 
I<n(iOSrK'<. 

EDIT in Post-Production 

-6-

I 

DUNGEON MASTER: (EXPMIS TVE) 

Welcome all. Now ........ to 

survive in the dungeon you 

must also eat. Food and drink 

can be found but it IS scarceJ 

so when found, store it 

immediately in this 

knapsack. I (HANDS KNAPSACK TO 

ADVENTUR~R WHO PUTS IT OVER 

SHOUI_DER. ) 

...!-VT.!...!.R.!--_______________________ _ I 
LIFE FORCE CI_OCK 

13. CAM 3 
2-S 
2-S 

I 
This is your own Life Forrp. 
This is your own Life Force. 

Fa i 1 to sustain it and it 

wi 11 ebb away 1 ike this ... 
When it reaches this point you 

will die ... 

In any Knightly Quest you must 

Seek Truth and Justice. 

Justice of course is Blind, 



I 
I 

! 

1 
J 

(on Shot 13 Cam 3) 

l4. CAM l 
2-S 
DUNGEON MASTER h~nds 
HelrTJet to ADVENTlIRf:R 

15. CAM 4 
WS as DUNGEON MASTER 
turns to ADVTSORS 

l Fi . CAM 3 
CU DIJ~IGEON MASTER as 
talks to ADVENTURER 

EASE (JUT to 2-S 

17. CAM l 
CU ADVENTlJRER 

(S~ot 18 Cam 3 next) 

-7-

DUNGEON MASTER contd: 

and as you don this helmet~ / 

you also become blind~ 

although there's just enough 

vision to collect objects 

directly below you. I 

Your adVisors remain here 

where with magic they 

can be your eyes. Their 

voices will reach you 

through the helmet. II also 

may be with you~ yet not 

with you~ for there are places 

in the dungeon where even I may 

not safely go. To earn your 

Spurs you must conquer fear 
Spurs you must conquer fear 

and use both logiC and guile 

to find the downward path and 

escape. The only way is 

Onward. There is no turning 

back. /We 11 .... Are you 

ready to enter the first 

Chamber? 



/ 

/ 

(nn Shot 17 Cam 1) 

18. CAM 3 
2-S 

19. CAM 4 
I_OCKf:D-OFF on 
ADVENTUR~R + Door 
nS he wal~s t~ru 
door 

ISTOP T.4PEI 

I 

-8-

ADVENTURER: 

Yes. 

I 

DUNGEON MASTER: 

Turn then. Face the door 

and take a step forward. 

ADVF::NTURr::R PUTS O~I HI:I_M~T. 

N8 Pnsslhlp STnp TAPE ~ftpr SHOT 18 tn R~PO Campra 4 

Post­
PT60 
tape 
rans-

ition 
FX 



j 

Stoo Taoe) 
- rao oor, o/s 

oov ,l\DVTSORS+ 
MOr)i~or 

Cam."l DUNGf::()NM,l\STf:R 
Cam 4 - WS+3-S ADVTSORS 

oS directed 

lITEM 3 Room Ia! 

20. VTR 3 + CAM 2 
VTR HI09S44 SNAKf: RM 
+ 
ADVENTUR~R enters 
frof"l beh C0rnera 
centre 

-9-

I 

ACTION PANEL GUIDE 

ADVENTURER THROUGH ROOM 

POSSIEI E DUNGEON MASTER 

INTERJECTIONS: 

20a. CAMS 3+4 AS DTR~CTFD I 
Cam 3: DUNGEON MASTER 
C(=lrn 4: ADVTSORS 

IFADE ADVTSORS MONTrORI 

(Shot 21 Cam. 2+VP2 next) 

INTERJECTION A: 

Beware Team: Here be wor~s 

- this one is deadly: 

INTERJECTION B: 

I am a Dungeon Master not an 

Oracle. Do not question me: 

ADVENTURER MAKES FOR EXIT. 

-9-

Post­
Prod 
Sound 
Trans­
it ion FX 



-r. / f " 
tT 

~,f:' , 

/ 

{On Shot 20 VTR 3+C~m 2) 
-;r;:'rl I. reDo to WAI_'_ MnN ST~RI -10-

too cpntre of fr~~el 

lITEM 4 - Room 3al 

2 1 . \/P 2 _ .. °----,,-,-,-C A-"-M---=.2 ______ 1 

WALL MONSTER ROOM PANEL DESCRIBE ROOM TO ADVENTURER 
+ 
AD\/t~ITlJRtR enters - THERE IS A TABLE ON WHICH ARE 
fr0~ he~inr c~mer;:, 
riqht A LAMP, JEWEL, SYMBOL AND FOOD. 

21a. CAM 4 ~S DTRECTED I 
ADVTSORS 

72. ~VP~2~ .. ~~~~_~~ __ 1 
elJ OBJECTS on TClbie 

23. \/P2 + (~M 2 
.l\/R 

I 

WARNING SOUND FX 

2 !l. -"<-!.CA-,-M.:-. _________ 1 

C/~ 

DUNGEON MASTER: 

Warning: Warning: You 

have delayed too long, 

Manifestation now occurring, 

Stand quite still , 

Adventurer: 

Sound 
Warnlnc 
FX -



(()n Shot 73 Cr:1rn 3) -11-

MIX in 
7~. =CA~M~l _________________ / 

~/AI_I_ MONSTf:R 

CAs T) i. rected) 

MANIFESTATION FX 

nIINr,FnN MLl~TFR T NTI="R Il="rT (fl \ . 

DUNGEON MASTER INTERJECT (A): 

I am a Dungeon Master not 

an Oracle. 

Do not question me: 

-11-

Post­
PrOCl 
sound 
ManIfest­
ation Fx 



-12-

~~ CAM ________________ 1 

CIA 

~ 7 =CA-'--M __________ I 

CIA 

DUNGEON MASTER: 

You are fortunate. This is a 

Wall Monster, category level 

One. Such malignants feed on 

Life Force but rarely prove 

fatal and usually they are 

not very clever. You must 

defeat him wIth Truth~ and when 
he speaks, you 

MUST ANSWER : 

OLGARTH: 

T am Olgarth of Legend. I have 

riddles of different times - of 

di fferent 1 egends. I have three 

riddles. One truth may pass you 

oni two directs YOUj three 

commands ~e: Fail three times 

and r feed on You: 



'iO 
" <.) I 

-13-

Cl\M ___ ~~_~ __ I 

CIA 
DUNGEON MASTER: 

Listen Team. You can confer 
but only the blind one may 

answer. Two correct answers 

send you down the right 

oath. Three could prove even 

more valuable. 

OLGARTH; 

(QUESTION SESSION - SEE SEPARATE 

SHEET FOR ANSWERS) 

-n-



. 1 
f 

INSERT AT PAGE 14 

01 GARTH QUESTIONS & RESPONSES: 

~CA~M~ ________________ / 
C/ A 01 GARTH' QUEST t ON 1: 

Here is my first: Dux Bellorum, 

Romans called him. Others name 

him as Pendragon or the Bear. 

Some say he never lived but poets 

made him lIve for ever. 

Name the King: 

ADVENTURER & PANEL ANSWER 

OlGARTH RESPONSE 1: 

(IF CORRECT): TRUTH ACCEPTED. 

(TF WRONG): FALSEHOOD: ARTHUR 

is his name: 

OlGARTH QUESTION 2: 

Here is my second: Percival and 

Galahad sought it. Others seek it 

still. It has been called 

liThe CUD that heals/J, Give 

its co~on calling. 

ADVENTURER & PANEL ANSWER 

-14-



(As fJirected) 

.. --_ ... -
----------~------ - -

INSERT AT PAGF 14a 

OLGARTH QUESTIONS & RESPONSES contd: 

OLGARTH RFSPONSE 2: 

~ IF CORRECT): 

(IF WRONG): 

the GRAIl_', 

TRUTH ACCEPTED 

FALSEHOOD: It is 

01 GARTH QUESTION 3: 

Here is my third: at Crecy he 

had just sixteen years. At 

Poitiers his foes were seven­

fold. He was the chief flower 

of chivalry of all the worldJ 

but what was the colour of his 

robe? 

ADVENTURER & PANEL ANSWER: 

OLGARTH RESPONSE 3: 

elF CORRECT): TRUTH ACCEPTED. 

OF WRONG): FALSEHOOD: BLACK 

for the BLACK PRINCE IS what 

sought: 

-14a-



INSERT AT PAGE 14b 

NOTES FOR ALL QUESTION SETTING 

SESSIONS: RESPONSES: 

1) If failing to give any answer) 

substitute "FAILURE" for "FALSEHOOD" 

+ the CORRECT ANSWER. 

2) If dithering over 

Alternatives then: 

INTERJECT (angrily): 

"ONE RIDDLE - ONE ANSWER -

NAME IT NOW:" 

-14b-



/ 

(As f)lrf~cteCj) 

OLGARTH RESPONSES: 

1. Pass on Adventurer. I have 

fed only twice from you but 

hunger still, 

Perhaps we may meet again? 

2. Two i s ~'le score J you may 

know more. Justice lies on 

the right hand but its 

seeker must be fleet of 

foot, 1 hunger J but others 

wi 11 fa 11 ow : 

-15-

3. ThiS alone I know for truth. 

Ruby is not her name" yet 

Ruby is all her desire~ 

(As [)irp.ctp(i) 

-15-

DUNGEON MASTER INTERJECTIONS: 

A) I am a Dungeon Master not 

an Oracle. 

Do not ques t i or. me: 

B) Hurry .. Team, .... is 

spending too tong in 

this chamber: 

C) Don't forget your bonus" 

Team. Adventurer) you 

must say: I COMMAND YOU: 



-!1)/17-

(on As Dlrectecn 

IFADt OUT Wa I [ Mons tf~r I WAI_'_ MnNST~~ FADES OUT 

3n, CAM IDUNGEON MASTER: 
~~-----------------

CIA Listen~ Adventurer. You may 

?-1.. ~VP:-.::2~ ____________ _ 

CU nRJ~CTS on TA~le 

I 

carry only two objects apart 

from food. One of these 
present is merely a symbol. 

It is enough to merely 

r efTlembe r it ~ 

but your advisors must 

advise which: 

Sound 
Defl1c:m i -
fest~tion 
FX 

31 A. VP24-CAM 2··- !!· " S D T ~F:CT::I) 

\,/A'-'_ Mnf\IST~~ R()()M AD ,_ T R RF:TWF:EN AD\/~NTIJ~F:R/A1)\/TSORS 
..L 

ADVJ:NTlJR~R 
+ PANt1 

IFADt AnVrSORS Monitnr! 

TRANSTTT0N SOUND FX 

-lh/17-
(NO P AGt: 1.7) 

Post­
pro(l 
~(1 
Tran.c;-
' t ' ~v 1. . 1. on I '\ 



-18-

lITEM 5 - Roo~ 4al 

-.:'" COMPUTER + CA.M 2 I -.. 
Computer materialise 
BOMB ROOM+Long Fuse 

+ 
ADvENTUR~R enters 
carnerrl left 

32a. CAM 4 AS DTq~CT~D I 
ADVISORS 

33. C.~M .--________ 1 
-VA 

IFAD~ ADvTsnRS MonJtnrl 

DUNGEON MASTER: 

This Chamber is mined: 

Beware~ The Bomb IS unstable. 
sn \eeo well clp8r. Out Fast 

or YOli perish: 

ACTION ........ . 

PANEL GUIDE ADVENTURER THROUGH 

ROOM. 

-18-

Post­
Prod 
Sound 
Trans­
ttlon 
FX 



IJTEM 6 - Room Sal 

34. COMPUTER + CAM 2 
Computer materialise 
BOMB ROOM+Short Fuse 
+ 
AnV~NTUR€R en~prs 
froll) t")ehillrl 
CCll'l'}er8 lefr 

-19-

/ 
PANEl GUIDE ADVENTURER THROUGH 

ROOM. 

348. CAM 4 
ADVlSf)QS 

/ 

3LJ >. CAM 3 AS n {RF:CTED I 
DUNGEON MASTER 

IFAn~ ADVTSORS MonItorl 

DUNGEON MASTER: (INTERJECTS) 

Bm'lr, e'Cr>iosion irrrlinent: 
tscaoe for ye l : : Li.fe: 

ACTION ...... . 

-18-

Post­
Prod 
Sound 
Trans-
i tion FX 
+ 
130fTll) 
t'lllr 



(As Dirpcte(1 ) 

lITEM 7 - Room 6aJ 

35. COMPUTER + CAM :2 
Co~puter Materialise 
CAUSEWAY ROOM 

3t;. 

3~a. 

+ 
ADVt~ITURtR stancis 
R of frame on 
leoqe 

CAM 
CIA 

CAM I~ 

ADVTSORS 

-20-

I 
PANEL DESCRIBE ROOM TO ADVENTURER. 

/ DUNGEON MASTER: 

Warning., TeaM: SHE commands 

here: SHE wi 11 not tolerate 

my presence: Even as I spea!<" 

She rejects me (ECHO) 

She rejects me. 

DUNGEON MASTER DISSOLVES OR 

COMPRESSION SHRINKS 

Sound 
Echo 
FX 

Sound 
37. =:.C.~-,,-M _________ /I_ Il'_ITH: (BLOWS DUNGEON MASTER FX 

CIA 
OUT OF THE ROOM ) 

No Master, but a MISTRESS rules 

here. r have many narrles, bu t 

you may c811 me Lillith . 

Tell me Small BlInd Person, 

what is your desIre? 



n i ree tee!) -21-

~C,A~,M~ _________ /Lrl_1 ITH contd: (TO PANEL) 

CIA Chatter~ chitter, chatter 

(As Direc~p'cj) 

It seems we have Bats in our 

Belfry, Beware~ Spies -

I not only hear YOUJ I see YOU too, 

Speak direct and don't be rude. 

'ILLITH: 

What then do you bring me? 

LILLITH: 

A baub 1 e is it, I have so many 

course, but perhaps one ~ore 

wouldn't go afTliss, You mllst 

of course brlng it to me 

and plClce 1 t .. , where else 

-21-



l CAS Directed) 

39. COMPUTER 
Computer drives 
CAUSEWAY in 
R/T: 10" 

(As Directeci ) 

I 

-2 : -

LIII ITH contd: 

but at my feet. Now. Let 

me see if I remember how to 

do this. Oh yes: 

LII LITH: 

Hurry now: It's perfectly 
Hurry now: It's perfectly 

safe. You can trust me with 

your life: 

Sound 
'Magic' 
FX 



't 
l 

/ 

(As I)irecteci) 

4(). COMPUTER 
Computer drives 
CAUSEWAY out 

(As Directer ne~ t) 

/ 

-23-

LILLITH: 

Thank yOUJ Dear Boy. 
WellJ now that you've proved 

that you can use your legsJ 

why don't we find out if you 

can grow wings. 

-23-

Post­
!YFOO 
SOi:Jrld 
Masonry 
breakIng 
UP FX 



(Ae:, DHected) 

/FADE ADVISORS MGnltorl 

-24-

LILLITH INTERJECT 1 : 

That is beyond my power; 

much as I hate to admit 

it. 

TRANSITION SOUND FX 

-24-

Post­
PfOc1 --sound 
Trans­
ition 
FX 



(AS Directed) -25-

lITEM 8 - Room gal 

4l. lIP'" + Cam 2 / 
CORRIDOR ROOM 
+ 

ADVr:NTIJRER in from 
t)ehinrl C(imer8 

47.. CAM) 
DUNGF.Ofll MASTER 
fr(irned At t)8C'< 
of W;i t l 

42a. CAM 4 
ADVISORS 

/ 

WARNING SOUND FX 

DUNGEON MASTER MANIFESTS IN 
COMPRESSION 

DUNGEON MASTER: 

WarninQJ Team: No sooner do I 

take my eyes off you but 

you blunder into the 

great Corridor of the 

Catacomb. This is patrolled 

bv the ArrD,\/ cf - " 

The Dead. Exit wIth haste 

or your Quest Ends Now: 

-25-

Sound 
Warning FX . 
+ 
Sound 
of Army 
mnrchin 



(As DirectA(i) 

/ 

/FAD~ ADVTSORS Monltor/ 

(Shot 43 VP2+C~~ 7 next) 

-26-

PANEL GUIDE ADVENTURER. 

TRANSITION SOUND FX 

-25-

Post­
PrOCl 
Sound 
Trans­
ition 
FX 



lITEM 9 - Room 10al 

43. \/P~ .:. CAM 2 

WELLWAY ROOM 
+ 
ADVENTUR~~ in from 
C(lfT1er(l riqht 

43~. ~CA~M~4 ________________ 1 

AO\lTSO~S .~ f)lING~()N 
'~/\::;Tr:q 

lJ?:IJ. CAM 
~----------------

C/ A St.IOq l) 

43c. CAM 3 
DUNGEnN MASTE~ 

(As Olrpcte(i) 

I 

-7..7-

ROOM IS BLACK ADVENTURER IS 

ADVISED TO USE LAMP, 

PANEL DESCRIBE ROOM TO 

ADVENTURER - WARN HIM OF 

THE DANGER} AS SWORD MOVES 

TOWARDS HIM. 

DUNGEON M/~,STER: 

CautionJ Team: The guardian 

of the wellway cannot be 
reasoned Hith: 

To pass through the Well 

to a lower level you will 

need agility - not wits: 

PANEl & ADVENTURER 

ACTION - ADVENTURER IS GUIDED 

BY ADVISORS TO AVOID SWORD AND 

CLIMB DOWN WELL 

-27-



CAs Direct~cn 

!FADE ADVISORS Monitor! 

(S~ot 44 VP2+Cam ? next) 

-28-

TRANSITION SOUND FX 

-28-

Post­
Prod 
Sound 
Trans­
ition FX 



(As DirActeO) 

lITEM 10 - Room 157 

44. \IP~ + CAM 2 
MONK ROOM 
+ 

ADVENTURF:R ill 
from C~~p.r8 riqht 

4411. CAM 4 AS DJR~CT~D 
ADVISORS 

4'1. CAM 
CIA 

I 

-29-

I 
PANEL DESCRIBE ROOM TO ADVENTURER 

- THERE r S FOOD ON THE TABLE. 

/ 
DUNGEON MASTER: 
WarningJTeam. Life Force 

energy levels are low ... , 

it is in no condition for 
--n.J~ ~ ~ 

combat,/ This is a level 2 

malignant, LOsIng here 

would be fatal. 

/'. I 

I- \ (( t': ,_J - , 

411 , =.:CA....:.:....M"---_______ I MONK MONSTER: 

CIA Hail to you .. Dogsbottom Adventuring 

Cur. I guard these .Halls, 

(£'Is Oirr.cted) 

Face meJ or the rig~t pa~~ is 

closed to you, 

-?q-



-30-

47. =.:.CA...!-M~ _______ /DUNGEON MASTER (IN COMPRESSION): 

CIA LlstenJ Team. Level 2 guards 

are notoriously rude and vulgar 

but can't attac~ you until you 

fail to answer their riddles ... 

you must challenge him by saying 

"I CHALLENGE". Even though your 

energy level is critical you 

mustn't touch any food 

until you've defeated hIm. 

ADVENTURER & PANEL: 

DECIDE TO CHALLENGE. DIRECT 

ADVENTURER TO CONFRONT THE 

MONSTER. 

ADVENTURER: 

I challenge. 

LJ R • ='-CA-'-.-M'-----________ /MONK MONSTER: 

CIA Challenge accepted, blind mewllng, 

-30-



(AS I)irfcted) 

(As I) i rpc teei) 

-31-

MONK MQNSTER contd: 

offal- brained fool. I have' 
f 

three riddles. One truth will 

pass you; two will aid you; 

three co~ands my allegiance. 

Fat chance of thntJ Dogsbottom: 
- - --

Are you ready? 

ADVENTURER REPLIES 

MONK MONSTER· 

Then here is my first. 

(SEE SEPARATE SHEET FOR ~UESTIONS 

AND ANSl~ERS) 

-31-



INSERT AT PAGE 32 

MONK MONSTER QUESTIONS & RESPONSES: 

MONK MON~TE~ QUESTION 1: 

Here is my first: It was the 

noblest Knight who bro~e the 

Table Round 

Because a Woman dragged him down 

In penance and to death/ 

He wore this gown, 

Name him: 

ADVENTURER & PANEL ANSWER 

MONK MONSTER RESPONSE 1: 

(IF CORRECT); TRUTH ACCEPTED, ' 

CI F WRONG): FALSEHOOD: LAUNCELOT 

was he: 

MONK MONSTER QUESTION 2: 

On four great legs the Dragon stands 

His awesome power you soon will rue 

Name ~e now his Brother WORM ~ 

Who only stands on legs of two . 

'DVENTURER & PA~EL A~SWER 

-32-



,/ 
j 

/ 
/ 

INSERT AT PAGE 33 -
MONK MONSTER QU~ONS & RESPONSES 
contd: 

MONK MONSTER RESPONSE 2: 

(IF CORRECT): TRUTH ACCEPTED. 

(IF WRONG): FALSEHOOD: The WYVERN 
was the Beast I see~: 

MONK MONSTER QUESTION 3: 

Here is my third: 

Those Warrior Priests who wear 

this cloth 

Are not allowed, by oath 

to shed your blood 

Instead, a Club they use to 

crush and maim , 

This weapon - I would wish 

to ~now its name? 

POSSIBLE SCRIPT ADDITION: 

A Clue perhaos. Dpgsbottom? 

A Blow you feel upon your face 

I t breaks your nose .... 

It is the .......... ? 

ADVENTURER & PANEL ANSWER 



I 
I 

INSERT AT PAGE 3~ 

MONK MONSTER QUESTIONS & RESPONSES 
contd: 

MONK MONSTER RESPONSE 3: 

(IF CORRECT): TRUTH ACCEPTED. 
OF WRONG): FALSEHOOD: THE CLUB 
IS A MACE. 

NOTES FOR ALL QUESTION SETTING 

SESSIONS: RESPONSES: 

1) If failing to give any anserj 

substitute "FAILURE" for 11FALSEHOOD" 

+ the CORRECT ANSWER. 

2) If dithering over 

Alternatives then: 

INTERJECT (angrily): 

"ONE RIDDLE - ONE ANSWER ~ 

NAME IT NOW:" 



{ 

./ 
/ 

/ 

/ 

- 3:;-

MONK MONSTER INTERJECTS 1: 

Hurry Offalhead: Talk1ng to 

yourself won't help, 

MONK MONSTER INTERJECTS2~ 

Time up weakling, 

MONK MONSTER RESPONSE 1: 

One's the score, Pass on 

La~e Brain~ for its plain to 

see you'll not get much 

further. 

MONK MONSTER RFSPONSE 2: 

Two's the score~ so pass on 



MONK RESPONSE 2 contd: 
Adventuring Cur. You can help 
yourself to food. After all 

I've had a bit of 8 meal out 

of you. And you can take with 
you this weapon. Strike no blow 

with it. The path is downward, 

but the danger lies above. 

MONK RESPONSE 3 : 
/--:::-Three I S the score) so 

congratulations great powerful 

good-looking young Sir. Yours is 

but to command and I serve you 

now until death. Help your 

illustrious self to some 
grub and we'11 be on our way. 

n 
rc:) \" \ 'J 



(As l)lre,Gte,d 

' .. 

, , 

{stde TAP!:l 
, ..... 

-3?;a-

MON~ RESPONS~ 3 cont.ct: 
But jllst rel11el'l1ber: Pm a 

bodv9u~rd - not a 9U'lde; 
After all ~ rive got 'lTJe· 'pride . 

' ~o~~' , .. ~) t{t.J . 

rAFTER MONK'S FINAL ~E $PO~SE 

~ ~V~QYONE HOLD POSITIONS & 
~ STOP RECORDING. 



/TTtM Ina/ 

4C1. CAM 4 
DUNGEON MASTER 
tnAntprnnm 

/ 

-37-

DUNGEON MASTER (OOV): 

Warning~ Team: Complete temporal 

disruption approaching: 

Time has now become the 

enemy: 

50. CN1--='J=:?---,,-,-_ '-'-' ________ / 
DllNGEON MASTER eiv) 
,i ~ '11.IIP 'm i d 
::~TT freeze frame 
, ; ' ~ " ',1,1.1'- '/" , ~ , l,1 

::~TT freeze frame 
t inal scenes in 
Anteroom and 
Chamber ,in 
Post-ororluctJon 

Sl. CAM 3 
DUNGEON MAST~R in 
Anteroom 

DUNGEON MASTER (in vis): 

/ Oh Dear. Temporal disruption is 

complete. Time Flies as the 

Romans would say, and although 

all continues in your world, 

here time has flown. All 

adventuring now must cease 

'7 



- 3 S-

DUNGEON MASTFR contd: 

until you phase with us once 

more. Will our team triumph 

in Level 2 or will young 

meet a sticky end. And if 

he does~ why should you care 

for here~ nothing is real 

and all must surely be 

an illusion. 

Join us again for KNIGHTMARE 

and Just keep telling 

yourself: It's only a 
YUUI::,ell: lL~urlLya 

G ' 't ' t? ame .... ,"" 1 sn 1 , 

_ "Z , 



• 
t. 

. .. 
-3:-

-... 

lITEM III 

t 

=s/~,c=a~.9~g=en~ ______________ 1 
• .. END ROll_ER 

# 

• 

CAM I 
Cap: ACP 
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