
MARSHAL DEFENCE

Opening Cinematic Script — Production Draft

61st Century Earth  |  British Military Voice & Tone


SCRIPT NOTATION GUIDE

AUDIO DESCRIBED / VISUAL  = direction heard by audio description track AND seen on screen
VISUAL  = seen on screen only — no audio description
BLACK TEXT ON WHITE  =  spoken dialogue
[ GOLD STAGE TEXT ]  =  on-screen event or technical direction
WHITE TEXT ON BLACK  =  text card appearing on screen


CONFIDENTIAL — PRODUCTION DRAFT


  CHARACTERS — OPENING CINEMATIC  

FIRST SCIENTIST
41st century government scientist. Uneasy. Following orders they question but will not refuse. Speaks with the particular tension of someone who knows something is wrong and has chosen compliance anyway.
SECOND SCIENTIST
41st century government scientist. Mirrors the First Scientist's unease. Neither leads nor resists — simply follows. Delivered with the flat resignation of someone who stopped arguing some time ago.
THE MARSHAL
61st century. The highest-ranking officer in the British defence programme. Calm, serious, direct, and engaging. Dry British military voice. In this scene they are at their most settled — the version of the Marshal the player meets before the frustration of Missions 1-4 begins to build. Absolutely certain everything will be fine.
THE MAN (Senior Officer)
61st century military base. Senior officer — concerned, experienced, and not convinced the Marshal's plan is wise. British military tone. Sceptical but loyal. His final frown says everything his words did not.
THE WOMAN (Staff Officer)
Brief appearance. Professional, efficient. Her role is purely functional in this scene — delivering the message that the Trainee has arrived.



  SEQUENCE 1 — STUDIO LOGO  

AUDIO DESCRIBED / VISUAL  The screen is completely black. Silence for a moment. Then a sound — low, building, purposeful. The studio logo fades in from the darkness.

[ STUDIO LOGO APPEARS — AUDIO STING PLAYS ]

AUDIO DESCRIBED / VISUAL  The logo holds for a beat then fades back to black. The audio sting resolves and falls away. Silence returns.

[ SCREEN RETURNS TO PITCH BLACK — COMPLETE SILENCE ]
PRODUCTION NOTE:  The studio logo audio sting should be understated rather than grand — this opening is not building to spectacle. It is building to dread. The silence after the sting matters as much as the sting itself.



  SEQUENCE 2 — PITCH BLACK AND OPENING TEXT  

AUDIO DESCRIBED / VISUAL  The screen remains pitch black. A pause — long enough to feel deliberate. Then text appears, white against the darkness.

Some things cannot be explained.

AUDIO DESCRIBED / VISUAL  The text sits on screen. Audio description reads it aloud. Then it fades.

[ TEXT FADES — SCREEN RETURNS TO BLACK ]

AUDIO DESCRIBED / VISUAL  Another beat of darkness. Then the next line appears.

Some things were never meant to be created.

AUDIO DESCRIBED / VISUAL  The text sits. Audio description reads it. It fades.

[ TEXT FADES — SCREEN RETURNS TO BLACK ]

AUDIO DESCRIBED / VISUAL  A final beat of darkness — slightly longer than the previous two. The weight of what follows building in the silence. Then the scene changes — not with a fade, but a direct cut.

[ HARD CUT — STRAIGHT TO NEXT SCENE — NO TRANSITION ]
PRODUCTION NOTE:  Each text card should be read by the audio description track in a neutral, unhurried voice. No music under the text cards — silence only. The hard cut to the next scene should feel abrupt and slightly unsettling after the stillness of the text.



  SEQUENCE 3 — 41ST CENTURY  |  THE LABORATORY  

AUDIO DESCRIBED / VISUAL  A clinical laboratory. Cold light. Sterile surfaces. Two figures lie unconscious on tables — one man, one woman — connected to monitoring equipment. Their faces are still. Whatever they were before this room brought them here, they are something else now. Or about to be.

41st Century

AUDIO DESCRIBED / VISUAL  The timestamp sits on screen, then fades. The laboratory remains.

AUDIO DESCRIBED / VISUAL  A door opens. Two scientists enter. They carry syringes — each one filled with a liquid that catches the light in a way that is difficult to explain. They move with the particular tension of people who know what they are about to do and have not fully made peace with it.


  Scene Dialogue — The Laboratory  

FIRST SCIENTIST
(low, uneasy — not quite speaking to the second scientist, not quite speaking to themselves — somewhere between the two)
I don't think this is right yet.
SECOND SCIENTIST
(flat resignation — someone who stopped arguing some time ago)
Nor I. But we just have to do what we are told.

AUDIO DESCRIBED / VISUAL  Both scientists look at the subjects on the tables. A long moment. Whatever doubt they carry, they carry it quietly.

FIRST SCIENTIST
(to the second scientist — the question carrying everything neither of them has said out loud)
Are you ready.
SECOND SCIENTIST
(exhaling slowly — making a decision that has already been made)
As ready as I can be. So let's do it.

VISUAL  Both scientists move to their respective subjects. They press the syringes against the skin. A beat — a last moment before everything changes. Then they push — the full liquid entering the bloodstream in one slow, deliberate motion.

[ THE LIQUID ENTERS — BOTH SUBJECTS AT THE SAME MOMENT ]

AUDIO DESCRIBED / VISUAL  Nothing. For a moment — nothing. Then the subjects' eyes open. Not slowly. Not gently. All at once. What looks back from those eyes is not what went under.

[ BOTH SUBJECTS WAKE SIMULTANEOUSLY — EYES OPEN — SOMETHING HAS CHANGED ]

AUDIO DESCRIBED / VISUAL  The subjects rise from the tables. Their movements are wrong — too certain, too controlled, too fast. They turn to the scientists. The scientists step back. They have no time to do anything else.

VISUAL  The subjects attack the scientists with their new abilities — energy, force, power that has no name yet. The scientists are overwhelmed immediately. They did not prepare for this. Nobody did.

[ SUBJECTS ATTACK SCIENTISTS WITH NEWLY MANIFESTED ABILITIES ]

AUDIO DESCRIBED / VISUAL  The subjects find more of the liquid — the same liquid that changed them, stored nearby. They take it. They force the scientists against the wall. They push the syringes in. The liquid goes into the scientists' bloodstreams now. The subjects watch. And they smile. Not warmly. Not with relief. With something else entirely.

[ SUBJECTS INJECT SCIENTISTS WITH THE LIQUID — FORCING THE TRANSFORMATION ]

AUDIO DESCRIBED / VISUAL  The smiles on the subjects' faces are wicked. There is no other word for them. Whatever the experiments were supposed to create — this is something different. Something that was not planned for. Something that knows exactly what it is.

VISUAL  More enter the room. And more after them. Drawn by something — a signal, a pull, an understanding that needs no words. The room fills. An army, of a kind. Not recruited. Not trained. Simply arrived.

[ MORE TRANSFORMED FIGURES ENTER — THE NUMBER GROWING — AN ARMY ASSEMBLING ]

AUDIO DESCRIBED / VISUAL  Then the dragons come. Without explanation. Without announcement. They simply appear — vast, impossible, belonging to no category anyone in this room has a word for. The mages, the transformed soldiers, the others — they do not run. They do not attack. They go toward the dragons.

[ DRAGONS APPEAR — NO EXPLANATION — NO ORIGIN — THEY ARE SIMPLY THERE ]

AUDIO DESCRIBED / VISUAL  One of the transformed figures reaches out and places a hand on the nearest dragon. A gesture of — healing. Care. Recognition. As if they know each other. As if they have always known each other.

VISUAL  The dragon responds. It smiles — not in any way a creature has smiled before in this world. Something shared between them. Something that requires no language.

[ THE DRAGON SMILES — SOMETHING PASSES BETWEEN THEM — ALLIANCE WITHOUT WORDS ]

AUDIO DESCRIBED / VISUAL  They all look toward the darkness together. The mages, the zombies, the soldiers — all transformed, all wicked, all certain. And the dragons alongside them. Looking at something the camera cannot see. Something that is not here yet. Something that is coming.

VISUAL  The united force — human and dragon, created and inexplicable — stares into the darkness ahead of them. They are ready. Whatever they are ready for.

[ ALL FORCES UNITED — LOOKING INTO THE DARKNESS — THE ALLIANCE IS MADE ]

AUDIO DESCRIBED / VISUAL  The screen goes pitch black.

[ PITCH BLACK — COMPLETE ]

PRODUCTION NOTE — THE DRAGONS:  The dragons must never be explained in this sequence. They arrive. That is all. No reaction shot from the mages that suggests they expected them. No audio cue that frames them as summoned. They are simply present. The hand placed on the dragon by the transformed figure should feel instinctive rather than planned — as if both sides recognise something in each other that neither could articulate. This mystery must be preserved completely.
PRODUCTION NOTE — THE SMILES:  The wicked smiles of the transformed subjects are the most important visual moment in this sequence. They must read as genuinely disturbing — not theatrical villainy but the smile of something that has found what it is and is entirely comfortable with that. The actor direction for this moment: do not perform evil. Simply be certain.



  SEQUENCE 4 — THE TIME JUMP  

AUDIO DESCRIBED / VISUAL  The black holds for a beat. Then text appears.

61st Century

AUDIO DESCRIBED / VISUAL  The text sits. Audio description reads it.

2,000 Years Later

AUDIO DESCRIBED / VISUAL  The second line appears beneath the first. Together they carry the full weight of what the audience has just witnessed — and how long what was started in that laboratory has been building. The text holds. Then fades.

[ TIME CARDS FADE — SCENE CHANGES TO MILITARY BASE ]
PRODUCTION NOTE:  The '2,000 Years Later' card should land with the particular quality of something vast made simple. The audience has just seen the origin of a threat. This card tells them it has had two thousand years to grow. No music needed. The number does the work.



  SEQUENCE 5 — 61ST CENTURY MILITARY BASE  

AUDIO DESCRIBED / VISUAL  A 61st century military base. Advanced, evolved, enormous. Technology that would be unrecognisable to anyone from the era just witnessed. Two men stand in conversation — one clearly concerned, one clearly certain. The certain one is the Marshal.


  Scene Dialogue — The Military Base  

THE MAN
(urgent — the concern of someone who has been watching something build for a long time)
It's really bad, sir. Our threats need to be eliminated as soon as possible.
MARSHAL
(calm — completely, effortlessly calm — the version of the Marshal before any of the game's weight reaches them)
I know. I know. This will be handled. I have a Trainee coming that I've recruited to take this task.
THE MAN
(the concern sharpening into professional objection — this is not how things are done)
Marshal — no. That's not what you're supposed to do. You can't throw them in like that. They're new. They haven't done much training.
MARSHAL
(the particular certainty of someone who has already decided and is not going to be talked out of it — dry, warm, completely unbothered)
It's fine. They will learn on the job. They'll climb the ranks. And hopefully —
(a beat — the lightness of someone who has genuinely thought this through and is pleased with the conclusion)
— I can retire. I'll have handed them the honour of my title.
THE MAN
(the sound of someone who has run out of professional arguments and is reduced to a single sceptical syllable)
Urr.
MARSHAL
(the warm certainty of someone who has never once doubted this plan)
Everything will be fine.

AUDIO DESCRIBED / VISUAL  A woman enters the room. Staff officer — efficient, professional, brief.

THE WOMAN
(professional, matter of fact)
Marshal. Your Trainee is here.
MARSHAL
(immediately — no hesitation, turning toward the door)
Ah. Thank you. I'll be right there.

AUDIO DESCRIBED / VISUAL  The woman exits. The Marshal turns back to the man. A brief moment between them — the man still concerned, the Marshal still certain.

MARSHAL
(warm, genuine, moving toward the door — the apology of someone who does not intend to change their mind)
I'm sorry. But I've got to go. Everything is going to be fine.
(a beat — one final statement of complete conviction)
I'm sure of it. We have the best towers. Trust me.
THE MAN
(the resignation of someone who knows they have lost this argument — but the concern has not left)
All right. Don't blame me that I didn't warn you that it's dangerous.
(a beat — genuine warmth underneath the scepticism)
Good luck anyway.
MARSHAL
(warmly — meaning it)
Thank you. Goodbye.

AUDIO DESCRIBED / VISUAL  The Marshal exits. The man stands alone for a moment. He frowns. Not theatrically. Simply — frowns. The face of someone who is not convinced, and who hopes very much that they are wrong.

VISUAL  The man watches the door where the Marshal exited. The frown holds. A beat. Then the scene fades.

[ FADE TO BLACK ]

ACTING NOTE — THE MARSHAL:  In this scene the Marshal is at their most settled, warm, and certain. This is the Marshal before the frustration of Missions 1-4 and before the shock of Mission 5. They are genuinely, completely confident that everything will be fine. That certainty is not arrogance — it is the quiet conviction of someone who has thought this through and believes in what they are doing. Play it with full warmth. The contrast with the worried Marshal of Mission 10 will do the rest.
ACTING NOTE — THE MAN:  The Man's concern must never tip into comedy. He is a serious officer raising a legitimate professional objection. His 'Urr' is the sound of someone who has been overruled by someone they respect and cannot quite bring themselves to say what they actually think. His frown at the end should be his most honest moment — private, unperformed, genuinely worried.



  SEQUENCE 6 — TITLE REVEAL AND GAMEPLAY MONTAGE  

AUDIO DESCRIBED / VISUAL  The black holds for a beat after the scene fades. Then the title appears — emerging from the darkness the way everything in this game begins. From nothing. Into something that cannot be ignored.

[ TITLE CARD APPEARS FROM BLACK ]

MARSHAL DEFENCE

AUDIO DESCRIBED / VISUAL  The title holds. Then, beneath it and around it, gameplay begins to appear — brief flashes of what the player is about to experience. Towers being placed. Enemies advancing. Defensive lines holding and breaking and holding again. The world the player is about to inhabit, shown in fragments.

[ GAMEPLAY MONTAGE — VARIOUS CLIPS — TOWERS, ENEMIES, DEFENSIVE LINES, KEY MOMENTS ]

AUDIO DESCRIBED / VISUAL  The clips are varied — showing the range of what is to come without revealing specific story beats. Light Soldiers advancing. A Dragon appearing in the sky. A Shield Mage moving through a defensive line. The Freeze Tower slowing a wave. Gold accumulating. Towers upgrading. A rank promotion screen. The sense of a war being fought and, for now, being held.

[ MONTAGE CONTINUES — BUILDING IN PACE AND INTENSITY ]

AUDIO DESCRIBED / VISUAL  The montage resolves. The title returns — full screen, final, certain. The game begins.

[ TITLE CARD RETURNS — FULL SCREEN ]

MARSHAL DEFENCE

[ MAIN MENU APPEARS — THE GAME BEGINS ]

PRODUCTION NOTE — GAMEPLAY MONTAGE:  The montage should show capability without showing story. The player should see what the game is and feel the scale of what they are about to face without understanding the specifics of where the story goes. No boss encounters visible. No Mission 5 revelation moments. No transformation. Those belong to the player's own journey through the game.
PRODUCTION NOTE — AUDIO DESCRIPTION TRACK:  The audio description track for the opening cinematic should be recorded as a separate pass from all character dialogue. Neutral, clear, and paced to match the visual timing. The descriptions in this script are a content guide — the final audio description text should be refined to match the final cut's exact timing and visual content.



  APPENDIX — OPENING CINEMATIC OVERVIEW  

Complete Sequence Summary
SEQUENCE 1  Studio Logo
Audio sting. Logo fades in and out. Returns to black.

SEQUENCE 2  Pitch Black / Text Cards
Two text cards on black. Hard cut to next scene — no transition.

SEQUENCE 3  41st Century Laboratory
Scientists. Subjects. The experiment. The transformation. The dragons. The alliance. Pitch black.

SEQUENCE 4  The Time Jump
'61st Century — 2,000 Years Later.' Two cards. Fade to military base.

SEQUENCE 5  61st Century Military Base
The Marshal and the Man. The Trainee is ready. The Marshal exits. The Man frowns. Fade to black.

SEQUENCE 6  Title Reveal and Montage
MARSHAL DEFENCE title from black. Gameplay montage. Title returns. Main menu.


Story Threads Established in Opening Cinematic
The Experiment — 41st Century
Government scientists follow orders they do not believe in. The mage transformation goes wrong — or rather, goes somewhere that was not planned for. This thread resolves in Mission 5 when the player and Marshal discover the full truth of what the government created.
The Dragon Mystery — Unresolved
The dragons appear without explanation in the 41st century. They recognise the transformed figures. An alliance is made that has no spoken agreement behind it. This thread is never resolved in Marshal Defence — it is the open question that the ending and the sequel are built around.
The Marshal's Certainty — Established and Significant
The Marshal in the 61st century scene is completely certain everything will be fine. They have a plan. They believe in their Trainee. They are ready to retire. The entire game that follows is the story of what that certainty costs and what it produces. The Man's frown is the opening cinematic's final image — a quiet warning that everything the Marshal is certain about is about to be tested.
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