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Synopsis


	In the style of a mid-nineties fighting game, two boys fight a giant Aztec golem in an abandoned temple.





Story


	The video opens with a title screen and character select menu.  After our two main characters are chosen, they enter the film's stage, a crumbling, abandoned Aztec temple.  The two jump onto screen, and a Giant Golem follows suit, jumping from the sky, shaking the ground as he lands.  Life bars fill up at the top of the screen with a timer between them.


	The word “FIGHT!” flashes onto the screen, and the game is on.


	The smaller of the two characters leaps into the air, firing his guns wildly at the monster, which never make a dent.  He lands, and clicks his two guns together.  After a bout of mechanical whirring, the two guns fire out a joint blast which fills the room with blinding light.


	The Golem stands smoking, but unharmed.


	The giant creature lifts his giant foot in the air and stomps it back down to the ground.  Rocks and boulders fall from the ceiling, one of them crushing the failed marksman.


	The other, larger character steps into the fray.  He leaps high in the air, and lands on the monster's chest.  He lets out a flurry of punches in the monster's face.  After a few moments of this blurred barrage, the Golem simply reaches up with his hands and picks the man off with two fingers.  He holds him in place, watching his attacker struggle, then simply flicks him to the other edge of the screen.


	Waiting for him is the first hero, now making adjustments to a giant cannon.  He pulls a lever on the machine, and a large door opens from the side.  With a bit of effort, the smaller character manages to roll the other into the chamber he's opened up.  He clicks the door shut, and jumps into the seat of the cannon.


	The creature is advancing now, and charges the cannon with all it's massive size.  The boy at the helm of this grand cannon fires it into the creature's face, launching his companion straight through it.  The Golem stands still a while, faceless, then crumbles to pieces on the ground.


	Leaping from the seat of the cannon, our small hero makes a showy pose as the word “VICTORY!!” flies on-screen.  After a brief moment of satisfaction, he's punched in the face by his companion, who is still smoldering from his recent firing from a cannon.





Method


	This film is a tribute to the fighting games of the mid-to-late nineties, and I plan to work within the limitations forced upon game developers at the time.  For example, the two main characters will be done as low-resolution “sprites,” which were common as the result of the relatively weak hardware of the time.  As for the monster, he will be constructed of individual elements that make up the different parts of his limbs.  These elements will then be moved in a manner similar to a 2-D stop motion puppet.  This technique was common as a means of creating very large characters while conserving disk space.





	For music, I'm working with Joshua Jones, who as experience with many different types of music, and video game music specifically after scoring the video-game themed Internet show Mega 64.


