e Maroon island - demo episode: trial of the titan
runtime: 90 to 100 seconds
style: cinematic intro with interactive elements
_goal: introduce world, tease character, create epic fight moment with tournament-
style reward

e scene structure and breakdown

act 1 - awakening the monster (0:00-0:48 from the demo)

act 2 - arrival of chris mc (0:48-0:58)

i@ Scene 1: Chris Falls into Temple

e Camera Direction: High drone shot spiraling down with Chris as he drops from the vortex.
Slight motion blur, camera shakes on impact.

e Lighting & FX: Sky glow pulses with trailing light streaks. Dust erupts on impact.

e Sound & Mood: Sonic boom trails into deep thud. Brief silence afterward.

e Timing: 0:48-0:50



e Narrative Intent: Chris enters like a weapon—deliberate, jarring. Not a savior, but a force

i@ Scene 2: Gauntlet Pulse

e Camera Direction: Close-up on his fist as he rises. Quick push-in as energy flickers across
the gauntlet.

e Lighting & FX: Electric sparks ripple. Ancient glyphs light up subtly in the stone around
him.

e Sound & Mood: Crackling hum, rising pulse tone.

e Timing: 0:50-0:51

e Narrative Intent: Signals activation — Chris is ready, and the temple responds.



i@ Scene 3: Boss Roars from the Jungle

Camera Direction: Cut to a low-angle push through the jungle canopy. Ends on the boss
framed in silhouette as he roars toward camera.

Lighting & FX: Flash of red-gold light behind the boss. Jungle trees sway unnaturally.
Sound & Mood: Roar layered with thunderous reverb. Jungle birds scatter.

Timing: 0:51-0:52

Narrative Intent: Reasserts the boss’s threat. Shows that something ancient has seen the
intruder.



i@ Scene 4: Chris Rises in Silence

e Camera Direction: Slow horizontal pan around Chris as he stands in ruins. Cloak sways
with dust wind.

e Lighting & FX: Warm ambient backlight through temple cracks. Motes of gold drift in the
air.

e Sound & Mood: Silence, then soft ambiance — temple breathes, waiting.

e Timing: 0:52-0:56

e Narrative Intent: Builds anticipation. Shows restraint. Chris is in control and aware.



i@ Scene 5: Dialogue Close-up

e Camera Direction: Tight frontal close-up. Chris stares ahead, half-lit. Light arcs along
gauntlet as he lifts it slightly.

Lighting & FX: Emphasis on facial shadows and gleaming energy lines across the glove.
Sound & Mood: Low synth swell under voice.

Dialogue (Optional): “They called for help... | answered with war.”

Timing: 0:56-0:58

Narrative Intent: Cold heroism. Establishes Chris’s archetype: not righteous, but
relentless.

%& ACT 3 — BOSS ENCOUNTER (0:58-1:20)

Title: TRIAL OF THE TITAN SERPENT



i@ Scene 1: Arena Forms, Ruins Rise

e Camera Direction: Wide aerial crane shot pulling back from Chris as stone slabs shift into
formation around him.

e Lighting & FX: Dust bursts, orange glow under slabs, ancient glyphs light up in sequence.

e Sound & Mood: Low mechanical grinds, deep temple bass, distant serpent rumble.

e Timing: 0:58-1:00

e Narrative Intent: The battlefield is awakening — Chris is chosen, like it or not.



i@ Scene 2: Serpent Coils in Full View

Camera Direction: Orbiting shot around the Titan Serpent as it rises and coils between
ruins.

Lighting & FX: Its scales pulse with energy. Backlighting creates lens bloom across edges.
Sound & Mood: Deep 808 rumble, serpent growl merges with ambient drones.

Timing: 1:00-1:02

Narrative Intent: Unveils the scale of threat. This is not just a monster — it’s a trial.
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i@ Scene 3: HUD Prompt Appears

e Camera Direction: POV-style over-the-shoulder view. Transparent HUD layers in with
crisp animation.

Lighting & FX: Neon blue flickers, glitch pulses. Selections shimmer with particle trails.
Sound & Mood: Futuristic Ul beeps, selection clicks.

Timing: 1:02-1:04

Narrative Intent: Moment of choice. Viewer sees how Chris fights — high-tech meets
mythic.
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i@ Scene 4: Shock Harpoon Equipped

Camera Direction: Mid-shot push-in on Chris’s arm. Gauntlet rotates and morphs.
Lighting & FX: Sparks, arcs of electricity, gauntlet glows blue-white at core.

Sound & Mood: Mechanical shift sounds, electric charge-up sizzle.

Timing: 1:04-1:06

Narrative Intent: Chris prepares — and reveals tech can strike gods.



i@ Scene 5: Serpent Lunges — Combat Begins

e Camera Direction: Whip-pan tracking shot as serpent dives; shaky cam follows Chris
diving into a roll.

Lighting & FX: Dust clouds, tail impact cracks earth, harpoon glows faintly.

Sound & Mood: Sudden whoosh, crash, thud. Percussion spikes with movement.
Timing: 1:06-1:10

Narrative Intent: Dynamic motion — action begins. Viewer is thrown into the fight.
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i@ Scene 6: Pillar Climb + Harpoon Fire

Camera Direction: Camera ascends with Chris as he sprints up pillar. Quick cut to over-
shoulder slow motion.

Lighting & FX: Lens flare on harpoon glow. Energy ripple on launch.

Sound & Mood: Sound slows down — heartbeat-like bass, then a sharp harpoon snap.
Timing: 1:10-1:16

Narrative Intent: The climax of the action beat. Chris isn’t lucky — he’s skilled and
deliberate.



i@ Scene 7: Impact + Serpent Crash

Camera Direction: Tight shot of harpoon impact into glowing spot - quick cut to wide of
serpent crashing.

Lighting & FX: Bright flash at hit point, debris kicks up, shockwave of impact.

Sound & Mood: Roar blends with explosion bass. Arena wall crumbles.

Timing: 1:16-1:20

Narrative Intent: Chris lands a decisive hit. But this isn’t over — just a moment of
triumph.

%& ACT 4 — CLIFFHANGER SETUP (1:35-1:45)

Title: THE DARK SPIRAL



i@ Scene 1: Spiral Emerges in the Distance

Camera Direction: Starts behind Chris with a slow orbital pan. Reveals a second, more
ominous spiral vortex forming in the distance.

Lighting & FX: Distant spiral is darker, almost eclipsed in color. Subtle lightning flashes
within.

Sound & Mood: Low rumbles intensify, paired with a dark ambient swell. A single
distorted chime rings.

Timing: 1:35-1:41

Narrative Intent: A quiet moment of dread. The battle may be over — but something
worse is coming.



i@ Scene 2: Chris Locks Eyes on the Spiral

Camera Direction: Slow push-in on Chris’s back, cape fluttering. His gauntlet hand
tenses, weapon still charged.

Lighting & FX: Subtle wind FX, faint backlighting from the vortex outlining Chris.

Sound & Mood: Distant energy surges crackle — not from Chris, but from the spiral.
Timing: 1:41-1:43

Narrative Intent: Sets up mystery and anticipation. What’s in that spiral? Is this trial part
of something bigger?



i@ Scene 3: Glitch Transition to Logo

e Camera Direction: Frame holds wide on Chris facing the spiral, just before a hard glitch
cuts the image.

Visual FX: Glitch distortions ripple across screen - wipes into black background.

Text Onscreen: Bold title/logo with minimalistic distortion effects.

Sound & Mood: Sharp data-glitch sound, followed by silence.

Timing: 1:43-1:45

Narrative Intent: Final suspense hit. Leaves the viewer with a burning question and
strong brand impact

@& ACT 5 — TOURNAMENT RESULTS (1:20-1:35)

Title: TRIAL COMPLETE
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i@ Scene: Results Display

e Visual: A clean Ul panel appears, centered on a stone arena platform surrounded by
jungle foliage.
HUD Info:
o Name: Chris MC
Time: 59.4s
Accuracy: 91%
Bonus: Critical timing
Rank: 13 out of 100
Buttons: [RETRY] [STATS] [NEXT]
e Sound:
o Futuristic tone as Ul loads.
o Calm ambient jungle with occasional distant creature call.
o Female voiceover (confident, synthetic):
o “Trial complete. Next challenger incoming.”
Timing: 1:20-1:35
e Narrative Purpose:
o Establishes the game-like structure behind the cinematic.
o Grounds Chris’s performance as impressive but not final-tier.
o Builds anticipation for multiple challengers or escalating trials.
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