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Synopsis


In an over-the-top video game style, two young men battle a gigantic Aztec statue.

Story


The film opens with a Super Nintendo-era title screen, with the game's menu reading NEW GAME, CONTINUE, and OPTIONS.  “Continue” is chosen, and the screen fades to black.  It is replaced with another title screen, showing a small thin young man and a larger, muscle bound one peering worriedly over their shoulders at a silhouetted figure.  The title card reads “Stage 3-4: Aztec Antics!”  The screen fades to black.


The camera pans across the interior walls of an Aztec building.  The pan reveals Aztec pillars, growing more and more run down, against a beautiful sunset with a large, blue lake and a gigantic temple on the horizon.  As the camera ends it's pan explosions take place on the left side of the screen, and our heroes fly on stage.  The larger one lands, hard but deliberate, on his feet, steadying himself with his hand on the ground as he slides across.  The smaller one lands with a rolling thud on his face.  He peels himself off the ground and rubs his head.  As he opens his mouth, a box rolls open over his head with his portrait in it, and fills with words.

MATT

*#(%, It's not enough we deal with the ice robots?  We have to explode our way out of there?”


The box closes and re-opens as the other opens his mouth.

ENOCH

We're almost home free.  Look, there's the light.  Let's just--


The box closes as the room rumbles.  A large living Aztec Golem enters into the frame and roars, shaking the whole screen.  Our heroes ready into battle poses and life bars appear on the top of the screen.  The word “READY...” pops into the center of the screen, replaced by the word “FIGHT!”


Matt leaps at Enoch, who tosses him into the air toward the creature.  Matt leaps up and fires a 1950's-styled ray gun in quick succession until he lands on the creature's chest.  He plants some small circular-shaped objects on it's chest and jumps off, landing on the ground.  He presses the a button on a small remote, detonating the circles on the Golem's chest into balls of fire.  All three characters pause, and the tiniest sliver of life falls off the creature's life bar.


The creature throws its arms over it's head and lets out a roar of anger.  It stomps its foot into the ground, and a large chunk of rock falls on Matt's head, knocking him to the ground, and taking away a quarter of his life bar.


Enoch assumes a meditative state, and fire bursts from his body into his hands.  He leaps into the air, and attacks the beast's chest with a flurry of punches.  As he punches the Golem, a meter appears on screen as his combo builds.  After his punching he lands on the ground and launches a fiery blast from his hands that strikes the Golem from it's face to his feet, doubling Enoch's combo.  Another very small piece of life ticks off the Golem's bar.  It reacts by picking up Enoch in its giant hands and driving him into the ground over and over and over and over and over and over again.


As Enoch is beaten into a pulp, Matt picks himself up off the ground.  He watches for a moment, and gets an idea.  He pulls a series of grenades from his pocket, which float gracefully in the air, before dropping unceremoniously to the ground with a 'tink.'  The Golem stops pummeling the crap out of Enoch to stare at them, and then at Matt, who smiles nervously and runs out of frame.  Suddenly, the grenades burst simultaneously with a cloud of dust.  When the smoke clears, the grenades are replaced by gangley, shoddy-looking robots that struggle to stay standing.  The idle about for a moment, then look at the Golem in unison.  In an instant, they've covered the Golem, attacking it with awkward-looking hands and banging their heads into it.


It drops Enoch as it tries to defend itself, who lands hard.  He shakes his head and looks to his left.  Matt has assembled a large pile of over sized gears and levers, and is failing to lift and assemble them.  Enoch rushes off screen to help him.


The golem resorts to smashing his own body against the side of the screen in order to crush the robots that crawl all over his stone skin.  With each slam of his body, the room shakes and his health ticks lower and lower.  Eventually the last robot is destroyed, and the Golem turns to his two adversaries.


Matt is sitting at the helm of a giant cannon, grinning maniacally.  Enoch has assumed his meditative stance, and flames build higher and higher around him.  Enoch soon readies himself, and leaps into the barrel of the cannon.  Matt aims and fires at the Golem's chest, and Enoch launches out, shattering the stone giant into pieces, reducing his life bar to nothing.  As the Golem cries out and crumbles, Enoch drops down from the top of the screen.  The two assume victory positions and the words “STAGE 3-4 CLEARED!!” flash onto the screen.  Before long, though, the room shakes again.  The dialog box reappears as Matt speaks.

MATT

What?  What the *($@ did we do this time???


Enoch looks at the head of the Golem which lies crumbled on the floor.

ENOCH

Get ready to run...  That was a load-bearing Golem.


The screen fades to black and is replaced with a title card showing the two running from a rolling boulder.  The card reads Bonus Stage!: Rolling Rock Run!!”

Method


I had a strong obsession with video games in my youth, and noticed I lost my obsession as games moved from 2-D hand-animated sprites to 3-D rendered worlds.  Much of this film would be a tribute to the insane, over-the-top visuals and stories of my old favorite games that helped inspire me to draw and animate.


True to the style of classic Capcom side-scrollers, the entire story would not only take place in one location, but ideally in one moving shot.  The stage would be very long, allowing for movement of the characters back and forth.  The characters themselves would be hand animated, but they would be presented in a low-pixel manner, making them seem blocky, as sprites from that time were.  While I would never go out of my way to make something look intentionally bad, the designers at the time were able to create innovative techniques by working within the constraints of the systems they were designing for, and I hope to work within some of their limitations in order to understand their process.

