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GAME WRITER’S STATEMENT 

 My interest in games is an ever-changing one.  I won’t say the game 

industry parallels my life, but I’ve grown up alongside the major evolution of the 

video game industry.  I played through the 8-bit era as a young child and 

watched, albeit from the sidelines, as the games grew ever more complex.  After 

experiencing a major spark in interest in video games through high school, I 

decided to make this my field of study, thus moving into a game design program 

in college. 

 Although my chosen degree was listed as game design, I’ve always 

considered what I now know as game writing to be my main focus.  In actuality, 

game designers and game writers serve the same basic purpose.  Designers 

create a game concept and work to make that concept fun for one or more 

players.  Writers create a concept and work to make it engaging not just for the 

players, but also for the viewers.  It’s true that the design is the real heart and 

soul of a game.  However, good writing can take that design and draw people in.  

A game should always be more fun to play than it is to watch, but a game that is 

fun to watch being played can easily transform those viewers into players. 

A mechanic is just a mechanic until it has a context, and a game world is 

just a collection of pixels or polygons until it has a story.  Writing is what creates 

the story and the role that allows the player to become an integral part of the 

game.  In many ways, writing is as essential to a game as it is to a book. 

So, why this game in particular?  As I have previously stated, I operate 

under the philosophy that a game should not just be fun to play, but also fun to 
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simply observe being played.  This is what I’ve set out to create in Captain 

Durangis.  Not only does it offer a unique and highly involving style of gameplay, 

but it features characters, situations, and environments that are entertaining for 

both the player and the observer.  This game is built around the kind of simple 

and smart humor that has been largely abandoned by the game industry for the 

last decade or so, and that humor is built into not just the story, but the very 

game mechanic itself to create a cohesive and highly immersive environment.  

This is my vision.  I don’t frown upon an epic journey or a tragic mystery 

story in a game.  These are important staples for the industry and are both very 

helpful in granting games the same potential mainstream appeal as movies and 

television.  The key is, and always has been, to make the game fun.  Designers 

make a game fun to play.  Can writers do the same?  I believe we can, and do, 

make games fun.  That’s all I’m striving for. 
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PLOT SUMMARY 

Executive Summary 

Act One: Discovery 

Opening Cinematic: Our two teenage friends (Kevin Durangis and Danny Che) 

are outside working on a trebuchet-style catapult as a rainstorm approaches.  As 

Kevin tosses Danny a hammer, a lightning bolt strikes the hammer in midair, 

traveling out of both ends and striking both of the boys.  Kevin’s blast is absorbed 

by his sweat-soaked headband and wristbands.  As Kevin and Danny pass out 

from the blast, the hammer continues along its path and lodges in Danny’s skull. 

 

Begin Game: After an unspecified amount of time, Kevin awakens from the 

lightning strike to find that Danny has gone missing.  He places his wet clothes in 

the dryer and sets out to find his friend.  The player searches around Kevin’s 

property for signs of what might have happened.  Though several strange items 

are found, there is no clear way for Kevin to know what any of the evidence 

means.  Discouraged, he returns to the house to retrieve his headband and 

wristbands, only to find that they glow with a strange power when brought close 

to his body.  Upon making this discovery, government storm troopers break into 

his house and secure him, taking him away to the secretive Department of 

Supernatural Research. 

Upon arriving, Kevin is taken to meet department head Agent Ben Kornish 

Sausage II.  Agent Sausage explains the situation; the blast that struck Kevin 
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was not standard lightning, but was actually of alien origin.  Having been 

absorbed by his headband, wristbands, and shoes, these articles now grant 

Kevin unnatural speed and agility.  The player takes this opportunity to test these 

powers out, discovering that Kevin’s natural clumsiness interferes with his 

supernatural powers.  Nonetheless, Agent Sausage goes on to explain that he 

needs Kevin’s help to capture a menace called Dr. Banchetta.  Seeing a picture 

of the villain, Kevin recognizes him as Danny Che.  He refuses to capture his 

friend and heads home. 

Pondering his decision at home, Kevin is met by the apparition of his late 

Great Uncle Nelson.  Anxious to get Kevin to stop debating the situation, Nelson 

asks him to look inside himself and ask if he honestly believes he has what it 

takes to be a hero.  Kevin believes he does have what it takes, a decision with 

which Great Uncle Nelson doesn’t seem to agree.  Kevin takes on the superhero 

name of Captain Durangis, dons his own superhero outfit, and heads out into the 

city of Finkleburg to start fighting crime.  Finkleburg is a relatively small, but 

dense city, set in contemporary times, featuring building of a generally modern 

and simple design. 

It isn’t long before Kevin runs into Dr. Banchetta, whom players must 

pursue through the city.  Banchetta explains that something is very wrong with 

the world, and until he finds out what it is, he needs Kevin to stay as far away as 

possible.  He uses his super power – telekinetic control of hardware materials – 

to pin Kevin to the wall as he makes his escape.  The Department of 

Supernatural Research brings Kevin back in, where he accepts his mission. 
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Act Two: Evolution 

The transition to this Act is marked by the key plot point in which Kevin, having 

been seemingly cast off by Danny, abandons his old way of life and commits to 

the role of a superhero.  In order to successfully face Banchetta, however, he 

must build up his skills and adapt to his powers.  To help him along this quest, 

the Department of Supernatural Research enlists the help of Austrian historian 

Uno Farnsworth Goeheimer, a specialist in supernatural phenomena much like 

the incident that has affected Kevin.  He references Kevin to the sites of four 

weapons, only capable of being properly wielded by someone with his power.  As 

Captain Durangis seeks them out, he also gets the chance to brush up on his 

hand-to-hand skills. 

 The first weapon resides in the jungles of southern China.  The jungle 

consists mostly of undergrowth and bamboo.  The player explores a small 

section of this jungle for a weapon called the Whip of Peace, connected to the 

legacy of Mohandas Gandhi.  In the process, strange robotic figures repeatedly 

attack Captain Durangis to keep him away.  Eventually, Kevin locates the Whip 

and uses it to defeat its guardian, a robotic panda dubbed “Jeff.”  From China, 

Kevin’s journey leads him back to Finkleburg where he searches for the Shield of 

Knowledge, made from the famed kite of Benjamin Franklin.  In the course of 

investigating its specific location, Captain Durangis discovers that the Shield is 

owned by a strange creature named “Geoff.”  “Geoff” is defended by a collection 

of employees from various food-delivery services.  By causing certain members 
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of this guard to battle each other, Kevin slips by and grabs the Shield, using it to 

defeat “Geoff” and grow in power. 

 Captain Durangis locates the two final weapons, the Dart of Truth and the 

Flying Disc of Justice, in a similar fashion to the Whip of Peace.  The weapons 

are located, respectively, in the snowy, desolate peaks of the Himalaya 

Mountains in Nepal, and in an underground vault, carved out of the natural stone 

to form large, dimly lit halls beneath the Federal District, or capital city, in Kevin’s 

home country.  Using these weapons to defeat their respective guardians, 

players build Captain Durangis up to what is, essentially, full power.  As a result, 

the Department of Supernatural Research sends him to finally take on Banchetta. 

Act Three: Responsibilities 

Now fully armed and prepared to meet Banchetta head-on, Captain Durangis 

heads back to Finkleburg to track him down.  He is now much more in tune with 

his role as a superhero – more confident, more skilled, and more willing to make 

his own decisions.  This development in his character ultimately ends up causing 

more conflicts within him than it solves. 

 Using a newly-discovered ability, Captain Durangis follows power lines 

through the city until they lead him to a switch that kills power to the entire city.  

Thanks to this darkness, he spots the general location of Banchetta’s lair, which 

still has power.  Thanks to several clues, including the help of a local steel 

company employee, he locates the secret lair and enters.  Just inside, he meets 

up with Banchetta, who mentions that he has discovered what is wrong with the 

world.  Captain Durangis, however, enjoying his new superhero role, is still 
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committed to capturing his old friend.  Banchetta runs off through his lair as 

Captain Durangis is forced to fight his way through enemy forces in pursuit.  He 

battles his way from the basement to the main lab on the top floor, where he 

does battle with Dr. Banchetta. 

 From here, the story begins to break off in a few different directions.  The 

ease with which the player defeats Banchetta, that is, how much health remains 

at the end of the fight, determines part of the story.  Banchetta sends his 

assistant, “The Dock,” to turn himself in, and he may or may not later escape 

custody depending on the outcome of the battle with Banchetta.  After this 

incident, Banchetta explains the situation to Captain Durangis – somehow, the 

lightning strike sent them both into a comic book world.  Banchetta has devised a 

means of escaping back to their world, and he offers Kevin the chance to join 

him.  The resulting choice by the player, to either join or refuse, determines the 

rest of the story.  In whatever case, whether in cooperation or pursuit, Captain 

Durangis and Banchetta board the escape craft and take to the skies. 

 Depending on the player’s choice, they are forced to battle either 

Banchetta or a collection of government agents as the craft, a shabbily-built 

steam-powered airplane, builds up speed over the city of Finkleburg.  The 

outcome of the first battle with Banchetta later determines whether or not “The 

Dock” returns to offer assistance.  As the plane picks up speed, the situation 

escalates until an electrical strike sends the plane back into the real world.  Kevin 

and Danny both retain their powers, but the ending varies based on the path 

taken in the final phase of the story. 
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Ending Cinematic Variations: 

a. After returning to the real world, Kevin and Danny join forces to continue 

fighting crime 

b. Considering what just happened, Kevin and Danny decide to forget about 

the superhero business for a while 

c. Kevin, Danny, and “The Dock” decide to turn their adventure into a video 

game 

d. After returning, the two find a copy of a comic book entitled Captain 

Durangis, the last two pages left blank 
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Main Plot Points 

1. The Lightning Strike (0 Hours, 0%) 

 Kevin Durangis and Danny Che are struck by lightning, obtaining their 

superpowers and being transported into the comic world.  As the strike transports 

Danny and Kevin to different points in time within the comic world, they become 

separated.  This act sets the story in motion and provides the basis for the entire 

game.   

2. The Initial Defeat (~4 hours, 30%) 

 Kevin encounters Danny, now identified as the villain Dr. Banchetta.  

Danny uses his powers to disable Kevin and make his escape.  Initially unwilling 

to track down and capture his friend, Kevin now accepts the task, albeit 

reluctantly, given to him by the Department of Supernatural Research.  This 

moment truly commits him to the role of Captain Durangis. 

3. Full Power (~10 hours, 85%) 

 Having obtained all of the mystical weapons he needs to battle Danny, 

Kevin begins to come into the height of his powers.  Until now, he has been at 

odds with the Department of Supernatural Research and simply following along 

with his orders.  Having reached a more powerful status, he now begins to see 

more eye-to-eye with the Department and act more confidently.  Kevin begins to 

call the shots. 
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4. The Truth Revealed (~14 hours, 95%) 

 Having been defeated by Kevin, Danny Che takes one last chance to 

reveal to him what he has learned.  He explains that he believes they have both 

become trapped in a comic book world, providing Kevin with evidence to support 

this argument.  He offers Kevin the chance to join with him as he attempts to 

escape into the real world.  Kevin is forced to choose between his mission and 

his friend as he decides where his trust lies. 

5. The Escape (~15 hours, 100%) 

 Kevin and Danny escape from the comic world.  They both retain their 

powers from the comic world.  Though his loyalties now lie with his friend once 

more, Kevin has gotten much more used to the superhero persona and changed 

somewhat in his personality, no longer just a blind follower. 
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Golden Path 
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MAIN CHARACTER DESCRIPTIONS 

Major Characters 

Kevin Durangis (a.k.a. Captain Durangis) 

 Kevin Durangis (pronounced dər-‘aing-gĭss) has lived his entire life in the 

same house on the rural outskirts of the city of Finkleburg.   

Character Traits: 

Clumsy 

- Notorious for running into walls (est. $40,315 in property damages) 

- Occasionally trips over own feet while standing still 

- Gets confused and dizzy juggling one ball, proceeds to fall over 

- Trips over own shoelaces when his shoes are already correctly tied 

- Once described by his doctor as a “tropical rainforest of face-plants” 

- Loses balance on the sidewalk more often than some people do on a 

tightrope 

Loyal 

- Often performs a task before people finish telling him what it is 

- Would jump off a bridge if a good friend told him to do it (and has done so 

twice) 

- Entire existence defined by peer pressure; if other people are doing it, it must 

be right 

- Never gets into fights with friends 
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- Makes sure to purchase at least three pieces of memorabilia from his favorite 

football franchise every year 

- Naturally-occurring source of school spirit 

Eccentrically Ingenious 

- Great at conceptualizing, terrible with execution 

- Four-time winner and reigning champion of regional “Improbability Fair,” an 

event which can only be won by completing the tasks in a way that cannot 

possibly lead to victory 

- Teachers and counselors have repeatedly needed to constrain him to 

thinking “outside of, but still within the same continent as ‘the box’ ” 

- He is only person capable of understanding his reasoning 

- Often develops great new ideas with no practical use 

Optimistic 

- A dreamer, always coming up with the next big thing 

- Constantly trying to copy things on TV, assuming they’re easier than they are 

- Believes that nothing can go wrong in making a sequel to a great 

movie…when something does, he always believes another sequel can fix 

everything 

- Comes up with an idea without taking into account that there is a possibility it 

can, in fact, not work 

- Spent an entire school year assuming he would come in the next day to find 

that his broken desk had been repaired or replaced 

Physical Features 
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Kevin Durangis is not necessarily out of shape, but extremely scrawny.  

He is fourteen years old, stands about five feet tall, and weighs just over 100 

pounds.  His low weight is mostly due to his high metabolism, which also 

accounts for his overwhelming enthusiasm and hyper behavior.  All of this 

combines to contribute to his clumsiness and recklessness.  Following his 

“accident,” he is granted super powers when he wears the headband, 

wristbands, and shoes that were on him as he was struck by lightning.  With 

these articles on, he can run nearly 20 times faster than any normal human, 

wield a variety of special weapons, and strike with amazing quickness, but his 

clumsiness and inexperience in fighting can severely impair his super powers. 

Sociological Features 

 Kevin Durangis has been described by others in many ways.  Some words 

and phrases often associated with him and his behavior include “idiot,” “insane,” 

“out of touch with reality,” “mentally unstable,” and “mad.”  It isn’t so much that 

Kevin is crazy (he is), but more that his mental processes cannot be understood 

by anyone but himself.  He’s quite intelligent and highly creative, but it’s 

impossible to follow his logic.  Thus, anyone caught working on a project of 

Kevin’s will not realize the full genius of it until it is completed.  It’s also worth 

noting, however, that anyone Kevin trusts enough to work with can command 

Kevin to do pretty much anything.  Therefore, Kevin’s original plans are scrapped 

as others take control, forever preventing Kevin’s ingenuity from shining out.  

Generally passive by nature, he looks to follow along and avoid confrontation 

rather than to stand up and attempt to lead. 
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Goals 

 In everyday life, Kevin Durangis has only ever strived for one thing: 

respect.  This drive commands his entire life.  His struggle for respect is what 

makes him so obedient and willing to do what people want him to do.  If he can’t 

get respect, he at least wants to be well-liked.  Naturally, this governs his actions 

as a super hero, as well.  In fact, the very reason he takes on the role is for the 

purpose of getting some respect.  After all, who doesn’t look up to a super hero? 

 However, the nature of the comic book world is throwing Kevin off-

balance.  He knows he is supposed to improve his skills and track down Dr. 

Banchetta, but he has no ultimate goal.  The world is driving him towards its own 

goal of preventing Banchetta from escaping.  The only goal Captain Durangis 

has to strive for is gaining the respect of the people around him.  Thus, he goes 

with the flow and doesn’t put up much of a fight.  Going along with the rules of 

the comic book world gives him the respect he needs, so he doesn’t need to 

think about all that much.  Since he has no real idea what is happening in the 

comic world, this is the only goal he has to strive for, and it plays a large role in 

governing his decisions in the end of the game as he must determine whose 

respect he values the most. 

 

Danny Che (a.k.a. Dr. Banchetta) 

 Danny Che (pronounced with a short vowel sound as “shĕ”) hails from the 

rural outskirts of Finkleburg.  He is the long-time best friend of Kevin Durangis.  

During the accident that sends him into the comic book world, he gets a hammer 
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lodged in his skull and is sent three weeks into the past.  He becomes cast as the 

villain of the comic world and hides out under the secret identity of Dr. Banchetta 

(pronounced băn-‘chĕt-tah). 

Character Traits 

Self-Centered 

-  Likes to see self in best possible light 

-  Perfectly fine with ruining the grading curve for the rest of the class by 

scoring too high 

-  Needs someone to look down upon, hence why he hangs out with a 

complete moron 

-  Not above helping others, but the end result must be of some benefit to 

him 

-  Tends to go against peer pressure for the sake of feeling superior 

-  Feels powerless when losing a debate 

Determined 

- Refuses to give up until a problem is solved 

- Does what is necessary to get the job done 

- Slips into mild insanity and extreme depression when a problem can’t be 

solved 

- Known to skip up to two full meals and hours of sleep for the sake of 

beating one  tricky section of a video game 

- Once passed out through sheer force of will 

Rational 
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- Looks at situations from every angle 

- Likes a good puzzle and fitting the pieces together 

- Demands evidence and proof 

- Takes the answer that makes the most sense, no matter how odd it may 

sound 

- Extremely good at checkers, but often refuses to play because jumping 

over enemy soldiers to capture them doesn’t make any sense 

Responsible 

- Focused on what he sees as the best solution 

- Likes to keep things in the proper order 

- Works to keep feelings in control – tries not to overreact 

- Got someone else to cut down the cherry tree that his father kept 

complaining about and refused to take credit, claiming “I cannot tell a 

lie…I didn’t chop down the cherry tree.  Well, technically, no one 

CHOPPED it down.  I called this one guy I know whose dad is a logger to 

have him come over and cut it down with a chainsaw.” 

- Unwilling to kill, unless as the absolute last resort 

Physical Traits 

 Like Kevin Durangis, Danny Che also fourteen years old, but older by a 

few months.  Danny is pretty much average across the board in terms of his 

physical characteristics.  His brown hair is cut in a very nondescript way and he 

doesn’t wear glasses or possess any distinct markings on his body.  He isn’t 

particularly strong or weak, nor very fast or very slow.  At about 5’ 3” and 125 
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pounds, there aren’t any glaring factors that stand out…except for one.  As a 

result of the lightning strike incident, Danny has a hammer lodged in his skull.  

While this doesn’t serve any real physical purpose, aside from being exceedingly 

weird-looking and constantly banging into things, it provides him with two great 

mental powers; Danny can control hardware materials with his mind and 

possesses an unbelievable intelligence.   

Sociological Traits 

 Danny Che is all about being rational and in control.  Every situation has a 

reasonable solution, provided he keeps his head about him.  Clear thinking is, 

and always has been, his most valuable asset.  As a result, he tends to like being 

alone.  Being alone gives him time to think.  This isn’t to say he’s anti-social, but 

with clear thinking and academic success having always been high priorities in 

his life, he needs some time away from people to help get rid of distractions and 

get the job done.  Due to his successes in life, he tends to have a bit of a 

superiority complex.  Danny follows his own path as he tends to view much of the 

world as irrational and confusing.  Thus, the people around him also tend to be 

viewed as irrational and confusing, none more so than Kevin Durangis.  Oddly 

enough, this irrationality makes Kevin his greatest friend, and the two work 

together on multiple projects as a formidable team.  Kevin is greatly important for 

helping Danny to understand the world, and his mind is thus invaluable to Danny 

in the comic book world. 

Goals 
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Danny Che knows that there’s something wrong with the world.  It could 

be the fact that he walked away from a lightning strike unscathed, it could be his 

newfound telekinetic powers, or it could be the fact that there’s a hammer lodged 

in his skull.  He’s determined to find the problem and put an end to it, no matter 

what that may mean for everyone else.  He also realizes that he is the only one 

who can find the answer, and is prepared for whatever resistance that may bring 

from the world.  For his “rebellious” thoughts, the government brands him a villain 

and seeks to bring him to justice.  Operating under the name of Dr. Banchetta, he 

goes into hiding to research the problem. 

 As it turns out, the problem is that he has been trapped inside a comic 

book world as a result of the lightning strike that gave him and his best friend 

special powers.  Thus, he’s left with the new problem of trying to escape from this 

world where he doesn’t belong.  However, the very nature of the comic book 

world demands that he follows a set path, and straying from the path means 

trouble.  In order to keep control of his actions long enough to make his escape, 

he needs to fight that system however he can.  Though cast as a villain, in the 

end, all he really wants is freedom. 

 

Agent Ben Kornish Sausage II 

 Agent Sausage (pronounced like the meat, ‘saw-sidge) is the true villain of 

the game, although this doesn’t become apparent until the final levels.  He is the 

top agent of the comic book world, making sure everything stays on-track and 

everyone fulfills their duties.  He is, essentially, a physical manifestation of the 
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comic book’s writer, a young man by the name of Benjamin Sausage 

(pronounced with a French inflection as “soh-sahzhe”).  While the character of 

Agent Sausage is nothing like his real-world equivalent, he serves the same 

purpose; he is the controlling factor for the entire comic world. 

Character Traits 

Relaxed 

-  There is no “try,” simply because nothing requires effort 

-  Makes almost anything happen by simply suggesting it should 

- Often believed to be half-asleep behind sunglasses 

- Constant state of ease prevents any need for sleep 

- Speaks exclamations, simply because there is no point in the extra effort 

Formal 

- Sticks to the established guidelines  

Controlling 

- Gets dead bodies to clear themselves off of the street 

- Trains people as people train dogs 

Boring 

- Occasionally falls asleep listening to own voice 

-  Flowers lose the ability to stand up straight in his vicinity 

Physical Traits 

 Standing at a perfectly average height of 5’ 10”, Agent Sausage has no 

unique physical characteristics that make him stand out.  However, to some 

degree, he stands out for precisely that reason – he is completely unremarkable 
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to look at.  He carries a medium build and weighs about 170 pounds.  At all 

times, he can be seen wearing a completely black suit, including a fedora, 

gloves, and sunglasses.  Agent Sausage has brown hair and eyes, though very 

little is ever seen of either, a Caucasian skin tone that isn’t too dark or too pale, 

and no facial hair to speak of.  His age is indeterminate as he was never “born” 

per se, but he appears to be in his mid to late thirties. 

Sociological Traits 

 Agent Sausage is completely devoid of emotion, even under the most 

stressful circumstances.  As a result, he always comes off as cool, collected, and 

at ease, even if things around him are slipping out of control.  This gives him an 

air of unflappable confidence that tends to make people uncomfortable.  To go 

along with this, he speaks in a dreary and boring monotone that reflects both his 

physical plainness and lack of emotion.  If he’s in trouble, he doesn’t scream.  

Sure, he says “Ah,” but it comes out as more of a moan than a scream.  His lack 

of personality and emotion, however, has nothing to do with any sort of 

upbringing or history as Agent Sausage has none.  His lack of emotion is related 

to his role.  In essence, Agent Sausage is the physical embodiment of the being 

of the comic book.  A comic book has no emotion – it is simply a pre-made story 

in which all of the characters are sent along a set progression.   

Goals 

Agent Sausage does a pretty good job of keeping everything in order.  

This is the only purpose for which Agent Sausage exists; he keeps everyone 

doing what is supposed to be done.  As the premier authority and controlling 
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factor of the entire comic world, he spends his time ensuring that the hero and 

villain have certain allies to aid them, ensuring that the sides of good and evil 

fight each other, and, most importantly, that the side of good emerges victorious.  

In a way, he is like the director of a movie, keeping everyone within their correct 

roles and making sure that the story progresses as it should. 

 

“The Dock” 

 When Danny Che was first absorbed into the comic book world and 

transported back in time, cronies and henchmen of all types swarmed to him to 

help him to fulfill the role of a supervillain.  Danny went to great lengths to avoid 

these henchmen, eventually becoming so successful at avoiding them that they 

all considered themselves to be failures.  Thus, they all destroyed themselves for 

failing their supposed master.  Soon afterwards, however, Danny became aware 

of the need for a henchman to help him out – one that he could have control 

over.  Using his newfound abilities as a superb genius, he rapidly devised a 

method to copy himself by using a teleportation device.  In the process, time in 

the comic world rapidly approached the point at which he and Kevin were struck 

by lightning in the real world. 

 At the exact moment of his clone’s creation, a massive power surge swept 

through the city as Kevin was absorbed into the world.  As a result, Danny’s 

clone absorbed the exact brain patterns of Kevin Durangis, coupled with Danny’s 

superpowers, making him exceedingly intelligent, but even more irrational.  

Danny emerged from the copying process unharmed, but his clone had been 
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horribly disfigured.  Originally wishing to name his clone Doc, an ideal name for a 

partner of Dr. Banchetta, Danny changed his plans slightly after seeing his copy’s 

face, which resembled a wooden post covered with barnacles and algae.  

Combining his original name with his nautical appearance, Danny’s clone was re-

dubbed “The Dock.” 

 Having the same mind as Kevin Durangis, “The Dock” shares Kevin’s 

unique way of looking at the world.  They share the same fears, the same 

dreams, and the same basic thought processes.  However, as a result of the 

superpowers that have translated over from Danny, all of Kevin’s mental traits 

are multiplied tenfold within “The Dock.”  He is almost impossibly obedient and 

immensely intelligent, making him the perfect henchman in theory, but his 

irrationality makes most of his original ideas completely useless to Danny.  

Nonetheless, his overall intelligence makes him perfectly capable of assisting 

Danny in his basic duties. 

 

Uno Farnsworth Goeheimer 

 Nearing his 60th birthday, Uno Farnsworth Goeheimer is the world’s 

premiere authority on supernatural events throughout history.  With his frizzy, 

mostly gray hair, moustache, and thick Austrian accent, some people have 

confused him with Albert Einstein, a comparison which he despises (namely, 

since Einstein speaks with a German, rather than Austrian accent), and which he 

avoids by wearing novelty very thick-rimmed glasses.  Easily excitable, 
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obsessive, and very focused on his research, Goeheimer has, in effect, banished 

himself to a remote area of the Austrian Alps for the sake of privacy. 

Ejected from an academy called “The Academy” for his nonsensical and 

ridiculous theories, Goeheimer went on to earn his degree in historical studies 

from his own, self-made, self-instructed university.  As a result of his “university,” 

and thus his degree, not being officially recognized, many do not officially 

recognize Goeheimer as a historian.  Nonetheless, he clings to the title and has 

continued to work along these lines for the last thirty years.  Every once in a 

while, someone comes along that requires his unique services and research.  His 

most lucrative business has been with the Department of Supernatural Research. 
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Minor Characters 

“Jeff” 

 Boss Character #1.  “Jeff” is the first fully-completed model in a series of 

robotic panda bears (PandaBots) soon to be let loose in the bamboo forests of 

China.  An international crime syndicate, aptly named 

C.R.I.M.E.S.Y.N.D.I.C.A.T.E. (Conglomerate of Rich Industrialists, 

Meteorological Experts, Sentient Yams, Novice Despots, Insurance Companies, 

Astrologers, and Telemarketing Employees), has devised a plan to take pandas 

off of the endangered species list by artificially inflating their numbers with the 

creation of robotic pandas which look and behave exactly like real pandas.  In so 

doing, they intend to allow pandas to be hunted to extinction.  These PandaBots 

can also be controlled remotely from anywhere in the world, making them 

effective weapons in and of themselves.  “Jeff,” the first complete model, has 

been granted true artificial intelligence in order to assist in the creation of the 

PandaBot army. 

 

“Geoff” 

 Boss Character #2.  A horribly mutated being, “Geoff” (pronounced “Jee-

off”) is, to put things simply, a twenty-foot tall, morbidly obese, half-man, half-

platypus (technically making him a fusion between a man and as many as five 

other animals).  His mutation is traced back to a vacation to Australia in which a 
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tour bus left him behind and he was attacked by a roving pack of radioactive 

platypuses living near the nuclear power plant. 

 Two years after this unfortunate incident, “Geoff” lives alone in his home 

on the west side of Finkleburg.  He has only two great passions in life – collecting 

and eating.  When possible, he will eat what he collects, but as he often collects 

rare and expensive artifacts, he can’t always kill both birds with one stone.  Thus, 

he is forced to rely on the various companies throughout the city that deliver 

foods.  His massive size and girth have made him into a virtually unstoppable 

eating machine, and thanks to his collecting, he is capable of maintaining the 

great funds needed to finance his eating habit.  This combination has made him 

the most valued customer of every delivery service in the city.  He provides at 

least 20% of the annual revenues to as many as thirty different food companies, 

and they will do anything to protect him and his money. 

 

Beethoven Kornish Frambo & Monks 

 Boss Character #3.  Beethoven Kornish Frambo is the head monk in the 

Temple of Truth, a Buddhist sanctuary nestled deep within the Himalaya 

Mountains.  He and his many followers in the temple are greatly enlightened, 

allowing them the ability to hover in midair and fly at great speed in order to 

defend the sacred artifact, the Dart of Truth.  Also worthy of note is the fact that 

Frambo and his followers are all hamsters.  Not only this, but Frambo is also 

quite fluent in human languages, though he blends them with his native accents 

of Indian and Hamster.  He and his followers spend the majority of their time 



Copyright © Doug Lynn, 2008 Page 30 
 

meditating, and the collective energy of their thoughts has kept the Temple of 

Truth suspended above the mountains for centuries.  In fact, they have 

generated such an excess of thought power that they have managed to build a 

reactor that can store this energy and use it to maintain the Temple’s position 

should their thoughts become hindered.  Though pacifists by nature, the monks 

will do whatever is necessary to protect their property. 

 

Yellow the XVI 

 Boss Character #4.  A lovable mascot of the Gell-E gelatin company, 

Yellow the XVI is an armor-plated gelatin being from the planet Jorgen VI.  His 

build is similar to that of an armadillo, with overlapping plates running down his 

back.  His front is left open as bare gelatin.  Interestingly enough, the gelatin that 

makes up the body of Yellow the XVI is not yellow, but red.  A wonder of nature, 

Yellow the XVI has no internal organs or systems, but is simply a sentient, 

humanoid (or rather, armadill-oid) mass of gelatin.  His exceedingly low 

intelligence, pudgy build, and excessively friendly demeanor make him the ideal 

mascot for appealing to Gell-E’s core market of young children.  No one knows 

how or why Yellow the XVI ended up on Earth, but he fulfills his duty as a mascot 

with dedication. 
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Great Uncle Nelson 

 An apparition disturbed from his slumber by Kevin’s excessive worrying, 

Great Uncle Nelson briefly appears to provide advice for his great-nephew.  

Standing 5’ 8” tall, Great Uncle Nelson wears a light brown hooded robe.  The 

hood perpetually shades his eyes, hiding much of his face.  He sports a long gray 

beard and an even longer moustache, capped off at its tips by golden rings.  The 

relationship between Nelson and Kevin is strained at best, as Kevin is always 

mysteriously interrupting his great-uncle at inopportune moments.  This, in fact, is 

what led to Nelson’s death.  While trying to sneak up on and capture a demonic 

pig-man that escaped from his brother’s laboratory, Nelson received a phone call 

from Kevin, the ringing having revealed his position, causing the pig-man to 

attack. 

 

The FOB Wall 

 The FOB Wall is the massive collection of food-service employees that 

serves to protect “Geoff” against any intruders.  The wall is built out of many 

competing factions, each made up of proud CEOs, arrogant chefs, and miserable 

minimum-wage earning delivery boys.  Though these companies can’t stand 

each other in most situations and have even entered into internationally-

recognized warfare with each other, when push comes to shove, they all manage 

to come together to defend their top customer.  However, with so much animosity 

and hatred hanging over the group, tensions are always high, and it doesn’t take 

much to spark a conflict that can tear the wall apart. 
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The Narrator 

 A grown man in an expensive Italian suit, the Narrator appears only once 

in person, but has an important role in the game – he follows Kevin around with a 

camera and microphone, narrating events that may need clarification.  He speaks 

in a baritone that is almost operatic, but his constant overacting generates more 

of a cheesy sound to his narration.  He works to make whatever he narrates 

sound as dramatic as possible, speaking with a tone that always suggests that 

someone is about to either throw the first punch in a fight or score a goal in a 

South American soccer game.  He has no recorded history or clear motivation in 

the comic book world; the Narrator simply exists. 
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NARRATIVE SCRIPT 

Chapter 1 - Discovery 

Opening 

TRIGGER: Game Start 
 
LOCATION: The open backyard behind Kevin Durangis’s  house – 
a generally wooded property.  Early afternoon.  Ove rcast 
skies, light winds. 
 
SOUNDS: Soft wind with occasional gusts moving thro ugh the 
trees, distant thunder that gradually grows louder 
throughout the scene.  No music except for a brief 
climactic moment when lightning strikes the two cha racters 
in the scene. 
 
CHARACTERS: Kevin Durangis (player character), Dann y Che 
(Kevin’s friend), Narrator 
 
INFORMATION CONVEYED: Establishes how Durangis and Che 
acquire their supernatural powers (to be discovered  later) 
and the disappearance of Che 
 
ACTION: 
 
Durangis and Che sit in Durangis’s backyard constru cting a 
small trebuchet-style catapult (about 2 feet tall).   They 
both wear typical street clothes – t-shirts, shorts , 
sneakers – but Durangis also wears an athletic head band and 
two wristbands.  A subtitle reads, “Not so long ago …” 
 
The camera slowly zooms in from far away as a chees y 
Narrator speaks. 
 
     NARRATOR 

We begin our story in the middle of a field 
outside the small city of Finkleburg, where Kevin 
Durangis is helping his friend, Danny Che, with 
the latest project for technology class… 
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The camera cuts to a close view of Durangis and Che , in the 
middle of a conversation.  Che is tightening some s crews as 
Durangis stands to the side talking. 
 
      

DURANGIS 
So I told her that the only way to access the 
file was to lower the fish tank into the exact 
center of the museum with a crane, then open the 
jar of pickles and extract three milliliters of 
fresh brine. Once she did that, it would just be 
a simple matter of exiting the hippo's mouth via 
the central heating system and inserting the 
serum into the radiator, allowing the car to 
process the download as usual. If she could have 
just done that, she wouldn't be stuck trying to 
clean that horrible bleach stain out of her 
shirt. I mean, seriously! 
 

CHE 
... What did that have to do with anything? I 
thought we were talking about what type of nails 
to use on this thing.  

 
DURANGIS 

Could be. I don't know.  
 

     CHE 
You make less and less sense every day.  Well 
anyway, thanks again for helping me out with 
this. 

 
DURANGIS  

Aw, come on, no problem.  I have a certain talent 
for hurling things into walls. 
 
   CHE 
You have a certain talent for hurling yourself  
into walls. 
 
   DURANGIS 
Like I said. 

 
   CHE 
How accurate do you think this thing will be? 

 
     DURANGIS 
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It’ll be perfect.  They used these things in the 
medieval days to siege castles, you know. 
 
   CHE 
Yeah, and... your point? 
 
   DURANGIS 
Do you see many castles around anymore?  I don’t 
think so.  They’ve all been sieged to their doom. 

 
   CHE 
That’s fine and all, but we’re not exactly trying 
to destroy a medieval castle. 

 
Thunder crashes… 

 
   CHE 
Looks like it might rain.  We should finish up 
soon. 
 
   DURANGIS 
So, how are you coming on the next project? 

 
     CHE 

Which one? 
 
   DURANGIS 
You know, the theoretical method for reducing our 
dependency on oil.  How’s that going?  
 
   CHE 
It’s not exactly the simplest prospect.  Why are 
you even asking?  It’s not due for another three 
weeks. 

 
Durangis crouches down. 

 
   DURANGIS 
No reason not to stay on top of it.  I’ve already 
got it all figured out. 
 
   CHE 
Really?  Don’t suppose you’d mind sharing that 
information with me. 
 
   DURANGIS 
  (Suspiciously) 
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Well, I don’t know… I don’t want you stealing my 
ideas.  I mean, this is revolutionary. 
 
   CHE 
It’s one of your ideas.  I can pretty much 
guarantee there’s no chance of my stealing it. 

 
Durangis pauses to think. 
 
     DURANGIS 
  Oh, all right.  Check this out… 
 
     CHE 
    (Mildly sarcastic) 
  I can’t wait…  
 
Durangis and Che lean in towards each other. 
 
     DURANGIS 
    (Softly) 
  Steam… powered… airplanes. 
 
Che gives a blank look. 
 
     CHE 
  Airplanes… 
 
     DURANGIS 
  Yes. 
 
     CHE 
  Running on… coal? 
 
     DURANGIS 
  Eh?  Eh?  You see what I’m getting at here? 
 
     CHE 
  …  You’re an idiot. 
 
They back away from each other. 
 
     DURANGIS 
  What? 
 
Che fiddles around with the catapult. 
 
     CHE 
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Okay, first of all, the overall physics involved 
with something like this are ridiculous.  The 
amount of coal you would need to make something 
like that would add so much weight to the plane 
that… 
 
   DURANGIS 
That’s the whole beauty of it!  As the plane 
flies, it gets lighter, so it takes less and less 
coal to keep it in the air.  Not only that, 
everyone on the plane can take turns shoveling 
coal into the boiler, so it gives everyone 
something to do on those long flights! 
 
   CHE 
That’s not exactly my idea of an ideal flight. 

 
Durangis stands up. 
 
     DURANGIS 

Ach, just like always.  Something about the way 
you think… you can never quite see the genius of 
my plans. 

 
Durangis takes off his headband, wipes his forehead , and 
puts the headband back on. 
 

   CHE 
Why do you wear that whole headband-wristband 
ensemble anyway?  You look ridiculous… like some 
50 year-old going out for a jog. 

 
   DURANGIS 
I get sweaty doing work like this, all right? 

 
   NARRATOR 
It seemed to be an ordinary day.  Everything was 
going smoothly, until… 
 
   CHE 
Hey, it looks like this board is coming loose.  
Toss me the hammer so I can nail it down. 

 
Durangis rears back to throw a hammer as above, lig htning 
begins to streak across the sky.  The scene slows d own as 
the following actions occur.  Durangis releases the  hammer.  
Suddenly, a lightning bolt strikes, hitting the ham mer in 
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midair.  The bolt splits and hits both Durangis and  Che.  
The event is narrated… 

 
     NARRATOR 

A bolt of lightning travels into the hammer, 
electrifying both Kevin and Danny.  The blast 
hitting Kevin is absorbed by his sweaty headband 
and wristbands.  Meanwhile, the hammer continues 
along its path… 

 
Full speed resumes.  The hammer flies into the came ra, 
which cuts to black. 

 
   NARRATOR 
… Lodging in Danny’s skull.  Under normal 
circumstances, our story would have ended here.  
But these were not normal circumstances, and this 
was no ordinary bolt of lightning… 

 
Cut to an indeterminate time later.  The screen fad es in 
from black to show Kevin lying face-up in a puddle of 
water.  He hasn’t moved since the lightning strike.   He 
opens his eyes and sits up groggily.  He looks arou nd, 
noticing that Che is gone.  He stands up clumsily a nd looks 
down at his wet clothes.  He stumbles off towards t he 
house. 
 
Inside, we see Durangis throw some of his wet cloth es in 
the dryer.  He heads up to his room for some fresh clothes, 
finding only a massive pile of dirty laundry. 
 
     DURANGIS 

That’s right… I was supposed to do some laundry 
this month.  I can’t go out and look for Danny 
like this… 

 
He looks toward his closet. 
 
     DURANGIS 

Of course, there’s always my prize-winning 
costume from the comic convention, but I can’t 
risk damaging it.  Oh, never mind.  I only need 
it until my clothes are dry. 

 
A very short collection of clips, none more than on e second 
in length, shows Durangis putting on his Spandex co mic hero 
costume, featuring all of the usual attributes – a cape, 
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knee-high boots, elbow-length gloves, and a mask.  The 
costume is obnoxiously colored with lime green and fuchsia 
colors.  He stands in his costume. 
 
     DURANGIS 
  Now, off to find Danny. 
 
He makes for the door, pausing for a second before leaving. 
 
     DURANGIS 

Hmm… I’m talking to myself again.  
 
He heads out the door, continuing his speech as he moves 
out of audible range. 
 
     DURANGIS 

… It’s almost like I’m giving myself a mission 
objective or something… 

 
Fade to black and transition to the backyard, where  Level 1 
begins. 
 
 

To Catch a Hero 

TRIGGER: Complete Level 1 
 
LOCATION 1: Durangis’s house, laundry room.  The ro om is 
approximately 10 x 6 x 7 feet.  A washer and dryer sit next 
to each other along the long wall.  On the short wa ll 
beside them, some shelves hold bottles of detergent  and 
bleach.  The doorway to the room is located on the opposite 
short wall. 
 
LOCATION 2: Department of Supernatural Research, pa rking 
garage.  Average parking garage – walls of concrete , 
numerous concrete support pillars.  Several vehicle s occupy 
the garage.  On one wall, a 10-foot section juts fo rward 
about 6 feet.  This section contains a metal slidin g door 
at its center.  The passage out of the garage is lo cated on 
the edge of the opposite wall, though it curves bac k behind 
the wall and out of sight. 
 
SOUND: Electric sparks, wall crashing and crumbling , wooden 
door being broken open, gas shooting from thick pip e, tires 
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screeching, metal door sliding and slamming, car do ors 
opening, closing, electronic hum. 
 
CHARACTERS: Kevin Durangis, Government Commandos 
 
INFORMATION CONVEYED: Durangis begins displaying po wers, 
introduces Department of Supernatural Research. 
 
ACTION: 
 
Durangis reaches into the dryer, taking his wristba nds and 
putting them on.  He then reaches for his headband.   As his 
hand comes closer, the headband begins to glow with  a blue 
light.  He retracts his hand quickly. 

 
DURANGIS 

What the? 
 
He again reaches for the headband, which again begi ns to 
glow.  He slowly puts it on his head as electricity  arcs 
between the headband and his head.  As soon as it i s on his 
head, a crash is heard downstairs.  Durangis spins his head 
around.  Seconds later, the door crashes open and a  dozen 
commandos dressed in black storm in. 

 
     COMMANDO 

There he is!  Secure him, quick! 
 
Half of the commandos blast Durangis with hoses att ached to 
tanks on their backs.  Thick fog sprays from the ho ses, 
freezing Durangis in place in an extremely awkward 
position.  The commandos carry Durangis out of the room, 
along with his bag of wristbands, and into a waitin g black 
van downstairs, which has driven backwards partiall y 
through the front door.  The doors to the van close  and it 
pulls forward, as one trooper remains outside.  He assesses 
the damage to the house quickly, carefully closing the door 
behind him, as though not to disturb anyone. 

 
We cut to a short montage of various clips, none lo nger 
than one second, showing the black van driving down  the 
street, an airplane taking off, flying, and landing , 
another black van driving down another street, and the van 
driving into a heavily guarded compound .   

 
Resuming normal animation, a heavy metal door slide s open 
as the van drives inside, the door closing behind i t.  The 
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narrator reads over this footage, followed by foota ge of 
the van pulling to a stop inside a garage.  Command os pile 
out and head for the door to the back, where Durang is is 
being stored. 

 
   NARRATOR 
Captured by government agents, our hero is taken 
to the highly secretive Department of 
Supernatural Research.  Before long, it becomes 
apparent that his powers are greater than they 
had anticipated, and they are just beginning to 
awaken… 

 
The troopers open the back doors of the van, recoil ing in 
fear.  Inside, Durangis has thawed out of his block  of ice.  
His headband pulses, steaming. 

 
   NARRATOR 
The powers concentrated in his headband 
completely thaw the block of ice in which our 
hero is trapped.    

 
Durangis lies lazily against the back of the van an d speaks 
with slurred speech. 

 
   DURANGIS 
I find a… a good… shower… great deals… cheap 
airfare… hotel included… koala bear… one of the 
best… I’ve ever seen.  Heh heh.  Yay! 

 
The commandos look at each other, confused.  Severa l shrug, 
and they cautiously approach Durangis and carry him  to a 
door in the back of the room. 

 
     DURANGIS 

(Being carried) 
Heeeeyyy, buddy!  Who’s a good little doggie?  I 
am!  Wheeeee! 

 
     NARRATOR 

Little did he know, he was about to discover the 
secret behind his accident… and discover his true 
power. 

 
The door closes and the screen fades to black. 
 
 



Copyright © Doug Lynn, 2008 Page 42 
 

 

Mystery Revealed 

TRIGGER: Begin Level 1.5 
 
LOCATION: Department of Supernatural Research, test ing 
chamber.  A plain, open box, approximately 25 x 25 x 20, 
with clean, white tile floors and walls and a self-
illuminating white ceiling.  A single chair sits in  the 
center of the room.  At the top of one wall is the window 
to the Control Room, approximately three feet high.   All 
that can be seen inside is a white ceiling and a fe w faces.  
On the left side of this wall lies a sliding metal door, 
behind which is an elevator. 
 
SOUND: Sliding metal door, crunch of bone & cartila ge.  
Heavy echo.  Eerily silent. 
 
CHARACTERS: Kevin Durangis, Agent Sausage 
 
INFORMATION CONVEYED: Explains the nature of the li ghtning 
strike, establishes training level. 
 
ACTION:  
 
Durangis awakens in the test chamber at the Departm ent of 
Supernatural Research.  He is slumped over in a cha ir in 
the center of the room as he opens his eyes.  He lo oks up, 
seeing the feet of two men in front on him – a troo per, and 
Agent Ben Kornish Sausage II. 
 
     TROOPER 
  He’s all clear. 
 
     AGENT SAUSAGE 
  Thank you. 
 
The trooper walks off.  The hiss of a sliding door is heard 
as it opens and closes.  Durangis looks up at Agent  
Sausage’s face, sitting up fully, though his neck r emains 
tilted to the side.  He yawns. 
 
     AGENT SAUSAGE 
  Welcome, Mr. Durangis. 
 
Durangis stretches his arms.  His neck is still til ted. 
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     DURANGIS 

Oh, man… I have to say, that freezing or whatever 
makes you feel great.  I feel so refreshed. 

 
He yawns again. 
 
     DURANGIS 
    (Yawning) 
  Ohhh, yeah!  That’s nice. 
 
He rubs his neck and looks down toward his shoulder s. 
 
     DURANGIS 
  Hmm.  My neck’s a little stiff though. 
 
He positions his other hand on his head and attempt s to 
push his head back up. 
 
     AGENT SAUSAGE 
  Do you need any assistance? 
 
     DURANGIS 

No, no, I’m fine, I do this all the time.  Just 
give me a… 

 
He grabs the top of his skull with both hands so as  to 
twist his head.  The view cuts to Agent Sausage, lo oking 
on, as we hear an extremely unsettling crunch and g runt 
from Durangis.  The view cuts back to Durangis, who se neck 
is now properly aligned. 
 
     DURANGIS 

There we go.  Now we’re in bus— …wait a second.  
Who are you?  Where am I? 

 
     AGENT SAUSAGE 

Welcome, Mr. Durangis.  Welcome to the Federal 
District.  To be more specific, welcome to the 
test chamber of the Department of Supernatural 
Research. 
 
   DURANGIS 
Umm… okay.  I’m not exactly up-to-date on my 
knowledge of the government, but I’ve never heard 
of the Department of Supernatural Research. 
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   AGENT SAUSAGE 
Well… 
 
   DURANGIS 
Wait, wait, let me guess.  You’re some kind of 
secretive branch of the government that’s run by 
the higher-ups in the military.  You deal in 
information so secretive that the very existence 
of the department can’t be known. 
 
   AGENT SAUSAGE 
What?  No.  The existence of the Department of 
Supernatural Research is common knowledge.  We’ve 
got a big sign out in front of the building.  
We’re one of the biggest tourist hotspots in the 
country.  We’ve spent millions on advertising in 
the past year alone. 
 
   DURANGIS 
Huh.  Well… I’ve never heard of you.  What kinds 
of stuff do you do, and why does that involve me? 
 
   AGENT SAUSAGE 
We’ve got an hour long promotional video that 
talks about what we do, but I’ll just give you 
the basics.  We research the supernatural. 
 
   DURANGIS 
Uh-huh.  I pretty much figured that from the 
name. 
 
   AGENT SAUSAGE 
Before we picked you up, you sustained an impact 
from a lightning strike, didn’t you? 

 
Durangis rubs his head, thinking. 
 
     DURANGIS 

Well, I don’t really remember what happened, but 
I guess, maybe. 
 
   AGENT SAUSAGE 
Well, to put it simply, the bolt of lightning by 
which you were struck was not of natural origin.  
It’s a phenomenon we’ve been following for years 
– a storm cell which pops up out of nowhere, then 
disappears minutes later without a trace.  Our 
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technology has evolved to track this energy 
field.  We managed to follow it to your city, 
where it discharged a bolt of energy.  That’s 
what led us to you. 

 
Durangis finally notices that his wristbands are gl owing 
blue.  He stares at his wrist. 
 
     DURANGIS 

Huh.  Do you think that might possibly have 
something to do with this? 

 
     AGENT SAUSAGE 

While you were passed out, we took the time to 
analyze you. 
 
   DURANGIS 
Gee, thanks for asking. 
 
   AGENT SAUSAGE 
Please pay attention.  The energy that hit you 
must have been partially absorbed by your 
headband and wristbands, then eventually 
discharged through your feet.  However, a latent 
radiation level still flows through your entire 
body.  When you dried your clothes, the buildup 
of static electricity reacted with the 
electromagnetic radiation you were exposed to.  
As a result, there is now a high-voltage energy 
current flowing through your entire body. 
 
   DURANGIS 
And this is somehow making my headband and 
whatnot light up?  Could be cool at parties, I 
guess, but I don’t see why I need to be here. 
 
   AGENT SAUSAGE 
I’m getting to that.  You see, the glowing effect 
is just a fluke – a signal that your body 
contains this energy.  As I said, we’ve been 
tracking this phenomenon for many years.  
Research has shown that you aren’t the first 
individual to have experienced this event.  Many 
influential figures throughout history have been 
hit with a similar bolt of lighting, and each 
time, the individuals have been granted special 
powers. 
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Durangis looks intrigued. 
 
     DURANGIS 
  Powers?  What kind of powers? 
 
     AGENT SAUSAGE 

It seems to depend on the type of strike.  No one 
is ever hit directly… the lightning strike is 
always channeled through some article of clothing 
or an object they hold at the time… for you, the 
headband and wristbands.  In your case, following 
the analysis, we have reason to believe that your 
physical capabilities have been altered in some 
way. 

 
     DURANGIS 
    (Intrigued) 

“Physical capabilities”?  What’s that supposed to 
mean? 
 
   AGENT SAUSAGE 
There’s only one way to really find out.  As I 
previously mentioned, this is the test chamber.  
We’d like to see what you’re capable of and what 
sort of potential you have.  I’m going to head up 
to the control room while we present you with a 
series of tasks to complete.  Good luck, Mr. 
Durangis. 

 
Agent Sausage turns to leave.  Durangis stands up q uickly. 

 
   DURANGIS 
Whoa, wait.  You still didn’t answer my first 
question.  Who are you? 

 
Agent Sausage turns around.  He walks back towards 
Durangis. 
 
     AGENT SAUSAGE 

I am the director of this facility.  I’m an agent 
of the federal government, and as far as you need 
be concerned right now, I’m here to work with 
you. 
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Agent Sausage reaches for his coat pocket.  The cam era cuts 
to Durangis as Agent Sausage’s hand extends towards  him, 
holding a business card. 
 
     AGENT SAUSAGE 
  My card. 
 
Durangis takes the card and reads it.  The camera c uts to 
Durangis’s POV. 
 
     DURANGIS 

“Agent Ben Kornish Sausage II.”  Your… your last 
name is Sausage? 

 
Durangis looks up confusedly from the card. 
 
     DURANGIS 
  Like… the meat things? 
 
     AGENT SAUSAGE 
  It’s pronounced “Soh-sazhe.”  It’s French. 
 
Durangis eyes Agent Sausage suspiciously. 
 
     DURANGIS 
    (Smugly) 
  … Right. 
 
Agent Sausage turns to leave.  He walks across the room to 
the sliding door at the far end.  The door opens an d he 
steps inside. 
 
     AGENT SAUSAGE 
  Good luck, Mr. Durangis. 
 
The door closes.  The camera rotates around to the standard 
play position. 
 
 
 

Mission Briefing 
 
TRIGGER: Complete Level 1.5 
 
LOCATION: The Department of Supernatural Research, control 
room.  A room about ten feet long and twenty feet w ide, 
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capped with spotless white tile floors, save for a metal 
trap door in the center of the floor, and metallic walls 
and ceiling.  A glass window on one of the long wal l 
overlooks the testing chamber.  A control panel sit s under 
the window, covered with random buttons and knobs.  One of 
the short walls is a clear, shaded window leading i nto a 
sort of “Control room control room” in which severa l people 
mill about doing random tasks. 
 
SOUND: Computer beeps and clicks, consistent fan wh irring, 
deep echo, sliding metal door. 
 
CHARACTERS: Kevin Durangis, Agent Sausage 
 
INFORMATION CONVEYED: Explains location of Danny Ch e, 
establishes general game objective 
 
ACTION: 
 
Durangis emerges from the test chamber, approaching  Agent 
Sausage in the control room. 
 
     AGENT SAUSAGE 

Well done, Mr. Durangis.  You’ve made the first 
step toward tapping into your true power.  With 
your training out of the way, you can now embark 
on your mission. 

 
     DURANGIS 

Mission?  Now?  Don’t you think I need more 
training?  You said yourself I only made the 
first step to tapping into my power. 
 
   AGENT SAUSAGE 
No, I’m afraid you can’t go through any more 
training.  The enemy you need to face is far too 
powerful for us to take the time to… 
 
   DURANGIS 
  (Interrupting) 
Wait, wait, wait.  If my enemy is so powerful, 
doesn’t that merit training myself as much as 
possible so that I can be fully prepared when I 
meet him and actually win? 
 
   AGENT SAUSAGE 
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Don’t be ridiculous, Mr. Durangis.  Dr. Banchetta 
needs to be taken care of immediately. 
 
   DURANGIS 
But I just said, if I want to take on this “Dr. 
Banchetta,” shouldn’t I be at my… 
 
   AGENT SAUSAGE 
  (Interrupting, slowly, forcefully) 
Are you prepared to accept your mission? 

 
Durangis pauses for a moment, sitting down in a nea rby 
chair. 
 
     DURANGIS 

I’m sorry, this is all just happening way too 
fast. 

 
He pauses again. 
 
     DURANGIS 

Okay, so I have to defeat this “Dr. Banchetta,” 
right? 

 
     AGENT SAUSAGE 
  Correct. 
 
     DURANGIS 

Okay, but who is he, exactly?  I’d kind of like 
to know what I’d be getting myself into. 

 
Agent Sausage claps his hands twice.  The lights di m and a 
section of the wall slides down to reveal a televis ion 
screen behind it.  The screen features a simple gra y 
background topped with the official-looking logo of  the 
Department of Supernatural Research.  Agent Sausage  steps 
off to the left as the screen cuts to a very blurry , 
Bigfoot-style image of Dr. Banchetta, subtitled “Ba nchetta, 
Dr. – No. 192648.” 
 
     AGENT SAUSAGE 

Dr. Banchetta.  Height, approximately 5 feet, 3 
inches.  Weight unknown.  Age unknown. 

 
The image is replaced by a split-screen view featur ing two 
more heavily blurred images. 
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     AGENT SAUSAGE 
Based on previous encounters and several capture 
attempts, we believe Banchetta to possess certain 
telekinetic powers, though the exact nature of 
these powers remains unknown.  Additionally, he 
is believed to possess a superhuman intelligence 
with an estimated I.Q. of nearly 500. 

 
Durangis whistles in awe.  Everyone in the room tur ns to 
look at him in disgust. 
 
     DURANGIS 

That’s… you know, it’s just… wow!  I mean, I wish 
I was that smart. 

 
Agent Sausage turns back toward the television scre en.  The 
image changes to a split-screen consisting of two v iews of 
Finkleburg, one containing yet another blurry image  of 
Banchetta. 
 
     AGENT SAUSAGE 

From his base located somewhere in the city of 
Finkleburg, Banchetta has worked on a number of 
evil deeds over the past several weeks, and is 
believed to be a threat to the government. 

 
     DURANGIS 
  Wait, what kind of deeds? 
 
Agent Sausage turns to Durangis. 
 
     AGENT SAUSAGE 
  Evil ones. 
 
Agent Sausage turns back toward the screen.  The sc reen 
image changes to a four-way split-screen of complet ely 
unidentifiable views of Banchetta.  One screen focu ses on a 
hammer lodged in Banchetta’s skull.  The image is b lurry, 
but at least somewhat visible. 
 
     AGENT SAUSAGE 

Current hypotheses link Banchetta’s powers to a 
hammer lodged in his skull. 

 
Durangis stares intently at the image. 
 
     DURANGIS 
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  That looks like my hammer… 
 
Agent Sausage continues. 
 
     AGENT SAUSAGE 

This hammer emits a blue aura and appears to be 
charged with an unknown power source. 

 
     DURANGIS 
  This all seems strangely familiar… 
 
     AGENT SAUSAGE 

Though his actual identity remains a mystery, he 
has been previously known by an additional alias.  
Upon initial contact, he referred to himself as a 
certain Danny Che. 

 
The screen image changes at last to a clear image o f Che.  
Durangis looks at the image in shock. 
 
     DURANGIS 

Whoa, whoa, wait, wait, wait.  Danny?  You want 
me to go after Danny? 

 
Agent Sausage turns back toward Durangis. 
 
     AGENT SAUSAGE 
  Yes, of course. 
 
     DURANGIS 

He’s my best friend!  How can you expect me to do 
this? 
 
   AGENT SAUSAGE 
Any feelings you have in regards to this case are 
irrelevant.  You must learn to remain emotionally 
detached. 
 
   DURANGIS 
Don’t give me that.  You’re asking me to battle 
and defeat my best friend!  What makes you think 
I would do that? 

 
     AGENT SAUSAGE 

Mr. Durangis, you’re a superhero.  You have an 
obligation to take down any villains identified 
as “evil.” 
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   DURANGIS 
Yeah?  I’m fine with that and all, but I know 
Danny, and he’s not evil. 
 
   AGENT SAUSAGE 
Dr. Banchetta is a major threat to the world as 
we know it.  You have a duty to… 
 
   DURANGIS 
  (Becoming angry) 
No, I… 

 
He pauses briefly, registering the word “duty” in h is mind. 
 
     DURANGIS 
    (Amused)  
  Heh!  Duty!  (Laughs.) 
 
Durangis snaps himself back into seriousness. 
 
     DURANGIS 

No… no.  That’s it.  I’m not going to be involved 
in this. 

 
He begins heading for the exit. 
 
     AGENT SAUSAGE 
  You can’t leave us, Mr. Durangis. 
 
     DURANGIS 
    (Exiting) 

Nope, sorry!  I’m not listening!  I’m out of 
here! 

 
Durangis walks off.  An agent standing beside Agent  Sausage 
moves to run after him.  Agent Sausage extends a ha nd and 
restrains him. 
 
     AGENT SAUSAGE 

No…  He’ll be back.  Trust me.  He’ll be back. 
 
Fade to black. 
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A Message of Inspiration 
 
TRIGGER: Begin Level 2 
 
LOCATION 1: Durangis’s bedroom.  A large pile of la undry in 
the center of the room, a bed on the far wall, a dr esser at 
the foot of the bed, a desk on the opposite wall, a nd a 
closet on the wall at the bed’s other end.  Posters  line 
the walls. 
 
LOCATION 2: The streets of Finkleburg.  Modern-styl ed 
buildings with flat angles and simple shapes.  Gene rally 
even split between metal-based, concrete-based, and  brick-
based buildings. 
 
SOUND: Low-pitched wind and hum sound for Nelson’s “aura”, 
general traffic din, clanking of screwdriver, whirr  of 
hover pad 
 
CHARACTERS: Kevin Durangis, Great Uncle Nelson, Dan ny Che 
 
INFORMATION CONVEYED: Launches Kevin on his mission , 
establishes the name of Captain Durangis 
 
ACTION:  
 
Durangis paces the floor nervously in his room, goi ng over 
everything he’s just been told. 
 
     DURANGIS 

I should have just gone along with it… but, he’s 
my best friend… but, what if he really is evil? 

 
His pacing speed increases. 
 
     DURANGIS 

…oh man… I don’t know… what if… oh man… oh man… 
so confused… I don’t know… oh man… 
 

Speed continues to increase. 
 
   DURANGIS 
…ungh… gah… meh… buh… nyah… ngh… grah… jeh… 
  

Monosyllabic expressions continue as his pacing pat tern 
breaks and he walks headfirst into the wall.  He fa lls onto 
his back and lies on the floor, staring at the ceil ing.  
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After a second or two, a hooded, robed figure with a very 
long beard and moustache leans in over his field of  view.  
His eyes are hidden by the hood and he is surrounde d by a 
blue glow.  Durangis looks confusedly at the figure  for 
several seconds. 
 
 
     DURANGIS 

Great Uncle Nelson? 
 
     NELSON 

Yes, my great-nephew, it is I. 
 
     DURANGIS 

But… didn’t you die in that escaping pig-man 
incident two years ago? 

 
Durangis drifts off into thought, and we see a very  brief 
flash of a demonic pig-man. 
 
     NELSON 

Indeed, and I was having a perfectly good time in 
the afterlife until I decided to turn on the 
radio this afternoon. 
 
   DURANGIS 
The radio? 
 
   NELSON 
Yes.   Your thoughts are being transmitted on 
every radio station in my room, and your 
incessant worrying is driving me insane.  You 
see, every thought you have is transmitted to my 
radio, played, and rebroadcast in every language 
in the Universe.  I came here to shut you up. 
 
   DURANGIS 
Well, I have to say, all things considered, you 
look great.  It must be great to have your body 
back unharmed. 
 
   NELSON 
Shows what you know.  I was always hoping to be a 
gopher. 

 
     DURANGIS 

Oh… 
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     NELSON 

Yeah…  
 

Long pause. 
 

NELSON 
Anyway, as I was saying, I’d like to help you.  
I’m afraid the best I can do in this form is 
offer advice. 

 
     DURANGIS 

Cool!  My very own ghostly mentor!  I always 
dreamed that someday… 

 
     NELSON 

Quiet!  Criminy, always on and on with you.  Can 
you please just listen for a minute? 

 
     DURANGIS 

You think I can’t listen? 
 
     NELSON 

You never could. 
 
     DURANGIS 

Then why didn’t you just say something? 
 
     NELSON 

I did!  Dozens of times! 
 
     DURANGIS 

I don’t remember you ever telling me to listen. 
 
     NELSON 

Because you weren’t listening!  Please, just shut 
up for a minute!  I’m sick of hearing you argue 
with yourself.  It’s been six hours!  Do you know 
how long that’s going to take to play back in 
every language? 

 
He calms down.  

   NELSON 
Okay, now look.  You’ve been granted super powers 
and the government wants you to track down your 
best friend.  There’s a perfectly reasonable 
solution to your dilemma.  It’s time for you to 
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look inside yourself; search deep down and ask 
yourself, “Do I really have what it takes to be a 
hero?  Does the world really need my help?”  Just 
ask yourself those questions, and I think the 
answer will be perfectly clear. 

 
     DURANGIS 
    (After a pause) 

You know, Great Uncle Nelson, you’re right. 
 
     NELSON 

Good.  I’m glad we’re on the same page here. 
 
     DURANGIS 

The world needs a hero right now, and I have a 
duty to use my newfound powers and be that hero. 

 
     NELSON 

Wait, no… that’s not what I meant. 
 
Durangis stands up. 
 
     DURANGIS 

It’s up to me! 
 
     NELSON 

What are you, crazy? 
 
     DURANGIS 

I can do it! 
 
     NELSON 

You’re the embodiment of incompetence, you fool! 
 
     DURANGIS 

World, get ready to meet your hero! 
 
     NELSON 

Would you please listen? 
 
     DURANGIS 

Because I’m coming! 
 
     NELSON 

LISTEN TO ME! 
 
     DURANGIS 
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From this day, Kevin Durangis will be known as…  
 
He pauses and thinks. 

 
   DURANGIS 
… Captain Durangis!  Ha!  It’s brilliant! 

 
     NELSON 

You know what, forget it.  I tried to help you, 
and you blew it.  Deal with your own stupid 
problems from now on. 

 
Nelson vanishes in a puff of smoke and swirling gas es. 

 
     DURANGIS 

Yeah… Captain Durangis… my secret identity… 
awesome!  Hmm… I’ll need to come up with a more 
original costume idea, though. 

 
A brief montage shows very short clips of Durangis changing 
into gray Spandex athletic clothing, putting his he adband 
and wristbands on over the costume.  He spins aroun d and 
triumphantly shoots a fist into the air. 

 
     DURANGIS 

YEEAAAHHH!!!! 
   

Durangis poses in his new costume and turns to head  out the 
door.  As he steps out, a foot appears in front of him, 
which he trips over, sending him falling down the s tairs.  
The camera pans up from the foot to reveal Great Un cle 
Nelson, who looks down the stairs at Durangis. 
 

   NELSON 
I hate you. 

 
Nelson again disappears. 
 
Fade through black to the streets of Finkleburg, wh ere 
Durangis struts proudly down the sidewalk.  On the next 
street corner, Che is crouched down next to a hemis pherical 
pad, quickly screwing away with a screwdriver.  Dur angis 
spots him, pausing in his walk. 
 
     DURANGIS 
  Is that… 
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He takes a few steps forward. 
 
     DURANGIS 
  I don’t believe it! 
 
He starts jogging towards Che. 
 
     DURANGIS 
  Danny! 
 
Che looks up from his work, looking worried. 
 
     CHE 
  Oh no.  Kevin, stop. 
 
Without thinking, Durangis stops his approach. 
 
     DURANGIS 

Danny, this is amazing!  I’ve been looking 
everywhere for you!  These government agents 
rounded me up and told me I’ve got some kind of 
super powers or something.  They said you were 
some kind of villain, and then they wanted me to… 

 
Che quickly goes back to his work. 
 
     CHE 

Kevin, I’m sorry, but I have to stay away from 
you for a while.  You need to stay away from me 
for a while.  Really.  I hate to do this, but I 
can’t trust you. 

 
     DURANGIS 
  Wh-  But, what are you talking about? 
 
Che finishes with his work.  He stands up, holding a small 
remote. 
 
     CHE 
  Back off, old buddy. 
 
He presses a button on the remote.  The pad floats into the 
air, curved side down, as a human-shaped figure app ears 
over the flat side.  The figure flickers several ti mes. 
 
     CHE 
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I’m still trying to figure it all out.  In the 
meantime, enjoy my matter-simulating hologram 
drones. 

 
Che runs off. 
 
     CHE 
  Sorry, Kevin! 
 
Durangis makes to run after Che.  Suddenly, two mor e 
holograms swing in from around the nearby buildings  and 
approach him.  They take on fighting stances, as do es the 
recently repaired hologram.  Durangis quickly stops , 
surveys the situation, and takes a fighting stance of his 
own.  
 
     DURANGIS 

Get back!  I know Kung-Fu!  At least… what I see 
in the movies… I guess. 

 
The camera rotates around to the standard play posi tion as 
a title reads “Finkleburg Streets.” 
 

Getting Down to Brass Tacks 

TRIGGER: Complete Level 2 
 
LOCATION 1: The streets of Finkleburg. 
 
LOCATION 2: The Department of Supernatural Research , 
control room. 
 
SOUND: Traffic noises several blocks away, light wi nd, deep 
rumble, brick-on-brick rattle, warbling hum for hov er pads.  
Computer beeps and clicks, fan for Department.  Van  and 
airplane engine noise, sliding metal door. 
 
CHARACTERS: Kevin Durangis, Danny Che, Agent Sausag e 
 
INFORMATION CONVEYED: Durangis’s initial defeat, se ts the 
mission in motion. 
 
ACTION:  
 
Durangis catches up with Che.  He calls out to him.  
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     DURANGIS 
Danny! 

 
     CHE 

Look, Kevin, just stop.  I can’t trust you. 
 
     DURANGIS 

What?  What’s going on?  What are you talking 
about? 

 
     CHE 

Look, some weird stuff has been happening over 
the last few weeks.  I’ve been trying to keep 
away from these government agents for all this 
time.  Something about the world has changed, and 
– 

 
     DURANGIS 

Well, yeah!  I’ll say something’s changed.  I 
mean, what with the hammer lodged in your skull 
and all… 

 
     CHE 

I don’t mean just me.  Or you.  Something about 
the world is different, and I’m going to get to 
the bottom of it.  Kev, you were just in 
government custody.  There’s no way I can trust 
you.  I need you to stay as far away as possible 
until I figure out what’s going on. 

 
     DURANGIS 

Aw, come on, Danny.  I just want to hang out 
again… 

 
He takes a few steps towards CHE. 
 
     CHE 

Stop.  Really, Kevin.  Don’t make me use this. 
 
He points to the hammer in his skull. 
 
     DURANGIS 

Really?  You can use it?  How does it work? 
 
He walks toward Che. 
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Che closes his eyes as the nearby buildings begin t o shake.  
The shaking grows more violent until nails suddenly  spring 
out and collect around Che.  Durangis stops in his tracks.  
The nails, all hovering in midair, turn and point t owards 
Durangis as Che opens his eyes.  The nails pin into  
Durangis’s clothing and pull him against a building , 
pinning him up. 
 
     CHE 

I told you, Kevin, you have to stay away from me.  
I didn’t want to do that. 

 
     DURANGIS 

That’s okay.  That was cool, though!  How long 
did it take you to learn that? 

 
     CHE 

Actually, I’ve never tried that before.  I’m 
surprised it worked so well. 

 
“The Dock” comes around the block on a hover pad.  He 
approaches Che from behind. 
 
     DURANGIS 

Whoa!  Sweet ride! 
 
     “THE DOCK” 

Quickly boss, this way!  The Dentist Army is 
coming! 

 
     DURANGIS 

Dentist Army?! 
 
     “THE DOCK” 

Hurry master! 
 
     CHE 

Relax, Kevin.  I had to tell him we were hiding 
from an army of dentists.  It was the only way I 
could convince him to do what I want.  They don’t 
really exist. 

 
He heads for the hover pad and gets on. 
 
     DURANGIS 
    (Extremely nervous) 
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But, but… how do you know?  I… I mean they could 
really be out there!  Right now!  They’re coming 
for me! 

 
     CHE 

Goodbye, Kevin. 
 
The hover pad flies off.  Durangis is left pinned t o the 
wall. 
 
     DURANGIS 
    (Terrified) 

Get me down!  Help me!  Dentists!  THEY’RE COMING 
FOR ME!  AAHHHH! 

 
Out of nowhere, a black van appears and drives up t o where 
Durangis is pinned.  It stops abruptly as governmen t agents 
pop out and pull him off the wall, putting him in t he van.   
 
     DURANGIS 

No!  It’s the Dentist Army!  Someone!  Daaa! 
 

A quick five second montage shows the van driving a way, a 
plane taking off, flying, and landing, a black car driving, 
and the doors to the Department of Supernatural Res earch 
opening and closing.  Inside, Durangis is escorted into a 
briefing room by two agents as a title reads, Depar tment of 
Supernatural Research.  He enters and approaches Ag ent 
Sausage. 
 
     AGENT SAUSAGE 

Welcome back, Mr. Durangis.  I understand you had 
a little run-in with our target. 

 
     DURANGIS 

I… I guess so. 
 
     AGENT SAUSAGE 

Surely by now you understand just how evil Dr. 
Banchetta is… 

 
     DURANGIS 

Well, actually, he didn’t seem all that evil to – 
 
     AGENT SAUSAGE 

… Which is why we need your help.  Dr. Banchetta 
has evaded capture for far too long, and we must 
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stop his experiments before they are completed.  
We need you to find him and bring him in. 

 
     DURANGIS 

Well, um… okay, but I don’t think he’ll be too 
happy.  I mean, he just pinned me to the wall 
with nails and said to stay away from him. 

 
     AGENT SAUSAGE 

Hmm, yes.  It would seem your powers aren’t fully 
realized yet… 

 
     DURANGIS 

No, that’s not what I mean – 
 
     AGENT SAUSAGE 

… Which is why we’re sending you to meet a 
historian who has access to a collection of 
mystical weapons that can help you on your 
mission.  Here’s a plane ticket… you’re going to 
Austria to meet Mr. Uno Farnsworth Goeheimer.  
You’ll learn the rest along the way. 

 
     DURANGIS 

But wait, I didn’t even get a chance to – 
 

The trap door beneath him opens up and Durangis fal ls into 
blackness. 
 
End Chapter 1 
 
 
 
 

Chapter 2 - Evolution 
 

History in the Making 

TRIGGER: Begin Level 3 
 
LOCATION 1: The middle of the Austrian Alps – the h ome of 
Uno Farnsworth Goeheimer, perched precariously on t he edge 
of a snowy mountain.  The building essentially cons ists of 
two rooms – the “home” room, complete with bathroom , 
bedroom, and kitchen accessories, all immaculately clean, 
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and the “office” room, nearly three times larger an d filled 
with loose papers and random historical artifacts, such as 
vases, paintings, and books.  Dusk casts an orange glow 
outside and in the “home” room. 
 
LOCATION 2: The jungles of southern China.  A bowl- shaped 
valley surrounded by sheer rock on all sides.  Some  trees 
fill the area, but the vegetation is mostly bamboo and 
undergrowth.  Early morning. 
 
SOUND: Whipping mountain winds for the establishing  shot of 
Goeheimer’s home, low-pitched hum for his office.  Various 
vehicle sound effects for the transition montage (a irplane, 
car, bus), as well as dramatic “whoosh” sounds when  
shifting from shot to shot in the montage.  Bird an d frog 
sounds for the jungle.  A brief, action-packed musi c cue 
for the transition montage. 
 
CHARACTERS: Kevin Durangis, Uno Farnsworth Goeheime r (a 
strange Austrian historian). 
 
INFORMATION CONVEYED: Establishes the role of Goehe imer and 
the setting for Level 3 
 
ACTION: 
 
Open on a shot of a seemingly vacant mountain lands cape.  A 
title reads, Mittelenirgens, Österreich .  The translation 
directly below reads, (Mittelenirgens, Austria) .  The 
camera moves to the side of a mountain, upon which the home 
and office of Uno Farnsworth Goeheimer is located. Another 
title reads, Das Zuhause und Büro von Uno Farnsworth 
Goeheimer, Historiker , followed by the translation, The 
home and office of Uno Farnsworth Goeheimer, histor ian .  
Inside, we see Goeheimer, a gray, frizzy-haired mus tachioed 
man with extremely thick-rimmed circular glasses, 
conversing with Durangis.  Goeheimer and Durangis s it on a 
couch in the “home” room. 
 
     GOEHEIMER 
    (Thick Austrian accent) 

Yes, yes, I have done considerable research along 
these lines.  I agree with Herr Sausage that your 
case is not unique.  Rare, certainly, but not 
completely unique.  I believe I have the 
information for which you are looking. 
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     DURANGIS 
Where do you keep anything in here?  I don’t see 
any filing cabinets or storage bins. 

 
     GOEHEIMER 

Let us take a short walk to my office. 
 
     DURANGIS 

Your office? 
 
The two get up and head for a small door, which loo ks much 
like a closet.  Goeheimer opens the door and gestur es for 
Durangis to step in.  Durangis reluctantly steps in to the 
small space, which turns out to actually be a close t.  
Goeheimer joins him and closes the door behind him.   The 
two are squeezed together uncomfortably in the spac e just 
large enough to hold them, and they shuffle around.   The 
only light being cast comes from Durangis’s headban d and 
wristbands. 
 
     GOEHEIMER 

I apologize for the darkness, but many of the 
items in here are sensitive to light.  I will 
have to ask you to turn off your, er, clothing. 

 
He gestures towards Durangis’s headband.  Durangis takes it 
off, along with his wristbands, and the light fades  away. 
 
     GOEHEIMER 

Very good.  Now, if you’ll excuse me. 
 
Goeheimer reaches for a lever behind Durangis.  The  back 
wall of the room opens, revealing Goeheimer’s “offi ce.”  
The light cast is very dim, but bright enough to se e what 
is happening.  The two step in as Goeheimer retriev es a 
small notebook.  He hands it to Durangis. 

 
   GOEHEIMER 
Here, take this.  This is the information on what 
you seek.  You may read it later at your 
convenience… perhaps on the airplane ride over. 

 
     DURANGIS 

Airplane?  Where am I going? 
 
     GOEHEIMER 
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To China, my friend.  You see, the exact location 
of your weapon is not known, for it was stolen by 
a most evil being several years ago.  He vanished 
somewhere in the jungles of southern China. 
 
   DURANGIS 
But wait, how am I supposed to find – 
 
   GOEHEIMER 
Here’s your ticket.  Now be gone!  Before you 
arrived, I was this close to proving my theory 
that nuclear-powered tortoises were responsible 
for the creation of the pyramids!  Those fools at 
the academy will never know what hit them! 
 
   DURANGIS 
But China is huge!  What am I looking for? 
 
   GOEHEIMER 
Out!  Research in progress! 

 
Goeheimer pushes Durangis back through the doorway and into 
the closet.  The door closes, causing the screen to  cut to 
black.  We see a five second montage of Durangis re -donning 
his gear, a plane taking off, flying, and landing, a taxi 
driving, and a safari bus full of tourists driving into the 
jungle.  The montage comes to an end as Durangis is  kicked 
off the bus by its angry driver.  He rolls across t he 
ground and sits up, shaking it off. 
   
     DURANGIS 

I said I was sorry!  I had no idea that was your re al 
hair! 

 
He stands up, and a title reads, “Somewhere in Sout hern 
China” as the camera moves into the standard play p osition. 
 
 
 

Endangered Species 

TRIGGER: Acquire the Whip of Peace 
 
LOCATION: The secret C.R.I.M.E.S.Y.N.D.I.C.A.T.E. 
underground energy-processing facility, a simple ca ve 
beneath the jungle in China.  The cave is lit by re cessed 
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lighting in the ceiling, but is almost entirely emp ty.  A 
pedestal located against the wall houses the Whip o f Peace.  
Large power cables run from the pedestal and throug h the 
wall behind it to an unknown location. 
 
SOUND: Dripping water, low howling wind, metal-on-s tone 
slam for sealing door, panda growls 
 
CHARACTERS: Kevin Durangis, “Jeff” 
 
INFORMATION CONVEYED: Brief backstory behind “Jeff, ” 
establishes boss battle 
 
ACTION:  
 
Durangis grabs the Whip of Peace from a pedestal ag ainst 
the wall.  He examines it in his hands for a few se conds, 
suddenly being hit in the side by a large, fast-mov ing 
ball.  He falls out of the way.  A heavy metal door  slides 
shut to seal off the entrance as the ball unrolls t o reveal 
itself as a large panda bear.  It speaks to Durangi s. 
 
     “JEFF” 

I’ll have to demand that you put that back 
immediately. 

 
     DURANGIS 
    (Startled) 

Ah!  A talking panda!  It’s the third sign of the 
apocalypse! 
 
   “JEFF” 
What?  No… no.  Eh?  No.  I again must insist 
that you put that back. 
 
   DURANGIS 
Who are you? 
 
   “JEFF” 
Unit No. 3.14159265-9.  You may call me “Jeff.” 

 
     DURANGIS 
  “Jeff?” 
 
Durangis stands up. 
 
     “JEFF” 
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Yes.  I am the first in what will be a massive 
army of PandaBots created by 
C.R.I.M.E.S.Y.N.D.I.C.A.T.E., the world’s largest 
international crime syndicate.  When unleashed 
upon the world, our massive numbers will take 
pandas off of the endangered species list, 
allowing them to be hunted freely once more.  
Then, once we’ve wiped out the panda population, 
we will finally be free to take over the world! 
 
   DURANGIS 
NOOOOOO-wait… what does wiping out the panda 
population have to do with taking over the world? 
 
   “JEFF” 
Their mind powers keep the leaders of the world 
in check.  With the pandas out of the way, 
governments across the world will crumble, paving 
the way for our army to march unopposed right 
over their borders!  But you shall never know of 
our plan! 
 
   DURANGIS 
But… didn’t you just explain it to me? 
 
   “JEFF” 
Silence! 
 
   DURANGIS 
That’s… kind of stupid.  So what do you need the 
Whip of Peace for? 
 
   “JEFF” 
Ignorant fool!  That object is a source of 
perpetual energy!  It provides the power we need 
to create and power the PandaBot army that will 
conquer the world! 
 
   DURANGIS 
Oh.  Ok.  Yeah, sorry, but… I kind of need this.  
I can’t let you have it right now. 

 
 
   “JEFF” 
Well, then… it seems you’ve given me the perfect 
excuse to DESTROY YOU! 
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“Jeff” moves toward Durangis, swiping his claws and  
growling. 

 
   DURANGIS 
  (Speaking to no one) 
Seriously?  A robotic panda bear?  This is the 
best you could do? 

 
Durangis takes a few steps back as the camera rotat es into 
the standard play position. 
 
 
 

The Ringing in Your Head 

TRIGGER: Complete Level 3 (Defeat “Jeff”) 
 
LOCATION 1: The secret C.R.I.M.E.S.Y.N.D.I.C.A.T.E.  
underground base 
 
LOCATION 2: Department of Supernatural Research, Co ntrol 
Room 
 
SOUND: Electrical sparks, alarms, klaxons, analog t elephone 
ringing (radio), explosion, fire, computer and cont rol 
effects.  Echo in Location 1.  Waterfall, flowing w ater, 
wooden Rickshaw cart, car & airplane engines. 
 
CHARACTERS: Kevin Durangis, Agent Sausage 
 
INFORMATION CONVEYED: Concludes level, establishes concept 
of wristband radio 
 
ACTION:  
 
Durangis defeats “Jeff” with the help of the Whip o f Peace.  
“Jeff” begins to overload, sparking and flashing as  alarms 
and klaxons ring out.  Durangis runs away from the coming 
blast, crouching down against the wall.  Instead of  
exploding, “Jeff” breaks apart into a pile of metal  scraps.  
Durangis stands back up cautiously and approaches t he pile.  
He taps one of the pieces, and nothing happens.  He  kicks 
it.  Again, nothing happens.  He kicks another piec e, 
harder this time, still nothing happens. 
 
     DURANGIS 
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    (Excitedly) 
  Ha ha!  Yeah! 
 
He stands triumphantly over the pile of scraps, rea ching 
down to pick up the head of the robot. 
 
     DURANGIS 
  Yeah!  Take that, panda robot thing! 
 
He drop-kicks the head.  As soon as his foot contac ts it, 
the head explodes, knocking Durangis back against t he wall.  
His eyes close as he passes out.  The view fades ou t, 
fading back into a period about ten minutes later.  The 
sound of a ringing telephone can be heard.  The are a near 
the “Jeff” rubble pile is on fire as Durangis opens  his 
eyes.  The ringing sound continues.  Durangis lazil y gets 
up, stumbling around for a few seconds before raisi ng his 
head and looking around for the source of the ringi ng 
sound.  He wanders over to the rubble, but can’t fi nd the 
source of the ringing.  He looks around some more, raising 
his arms in a shrug.  As he does, he turns to look at his 
left wrist.  He brings it toward his ear, finding i t to be 
the source of the ringing.  He attempts to answer t he 
“phone,” placing his wrist to his ear and speaking to no 
one. 
 
     DURANGIS 
  Hello?  Hel— 
 
The ringing continues.  He moves his wrist to his m outh and 
attempts to speak into it. 
 
     DURANGIS 
  Hello? 
 
The ringing continues.  He moves his wrist back to his ear, 
moving his right wrist to his mouth and trying agai n. 
 
     DURANGIS 
  Hello?! 
 
The ringing continues.  He attempts pressing on his  wrists 
to hit a button of some kind.  Finding none, he bec omes 
frustrated, going over to the wall and banging his head 
against it.  The ringing stops as Durangis stands i n 
surprise.  He hears a murmuring coming from his lef t wrist, 
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raising it to his ear to listen.  Agent Sausage is on the 
other end. 
 
     AGENT SAUSAGE 
  Mr. Durangis? 
 
     DURANGIS 
  Hello?  Hello?! 
 
     AGENT SAUSAGE 

I can’t hear you.  Speak into your right 
wristband, please. 

 
Durangis raises his right wrist to his mouth. 
 
     DURANGIS 
  Agent Sausage? 
 
     AGENT SAUSAGE 

It’s “Soh-Sazhe.”  Anyhow, in case you were 
wondering, I equipped your wristbands with a two-
way radio.  The receiver is on the left, the 
microphone is on the right, and the control 
switch is on your head.  It would seem you’ve 
figured out how to use it. 
 
   DURANGIS 
Yeah… I guess so.  So what do you want? 
 
   AGENT SAUSAGE 
Mr. Durangis, you must return here immediately.  
I have important information about your next 
task.  Get to the airport as soon as possible. 

 
A click is heard as Agent Sausage hangs up. 
 
     DURANGIS 

Well, okay, but it’s not going to be… hello?  
Hello? 

 
He slams his forehead against the wall to hang up.  The 
view quickly cuts to a travel montage (mini-clips) 
featuring Durangis running, Durangis on a raft sail ing down 
the river, the same raft sailing over a waterfall a s 
Durangis screams, a Rickshaw carrying Durangis thro ugh a 
city, an airplane taking off, flying, and landing, and a 
government van driving.  The montage ends with a sh ot of 
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the van driving into the Department of Supernatural  
Research.  Durangis walks into the control room, be ing 
greeted by Agent Sausage. 
 
     AGENT SAUSAGE 

Welcome back, Mr. Durangis.  Your next target is 
an object called the Shield of Knowledge.  Mr. 
Goeheimer in Austria will have the information 
you should need to recover the Shield. 
 
   DURANGIS 
So what was the information you wanted to give 
me?  You called me back here for something. 
 
   AGENT SAUSAGE 
Your information?  I only needed to tell you that 
Mr. Goeheimer should have your information. 
 
   DURANGIS 
Wait, wait… you had me travel all the way back 
from China just to tell me that I need to go to 
Austria? 
 
   AGENT SAUSAGE 
Yes.  You should leave soon if you hope to catch 
your flight out of… 
 
   DURANGIS 
Why couldn’t you have told me this over the radio 
you decided to put in my wrists?  It took me 25 
hours to get here! 
 
   AGENT SAUSAGE 
Mr. Goeheimer is waiting for… 
 
   DURANGIS 
I went over a waterfall!  I almost died!  Do you 
have any idea what a waste of artistic – I mean, 
monetary resources that trip was? 
 
   AGENT SAUSAGE 
Our driver will be happy to escort you to the 
airport. 
 
   DURANGIS 
Wait, can’t you at least… 
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Agent Sausage presses a switch on the wall.  A trap door 
opens below Durangis, sending him falling into the 
darkness, screaming.  A quick montage shows the gov ernment 
van driving, an airplane taking off, and an airplan e 
flying.  The montage cuts to black. 
 
 
 
 

In Your Own Backyard 

TRIGGER: Begin Level 4 
 
LOCATION: Goeheimer’s office 
 
SOUND: Low-pitched hum for office, bicycle wheels s pinning, 
car & airplane engine effects, bus engine, body fal l & 
roll, radio ringing 
 
CHARACTERS: Kevin Durangis, Agent Sausage, Uno Farn sworth 
Goeheimer 
 
INFORMATION CONVEYED: Establishes main objective fo r Level 
4 
 
ACTION:  
 
Durangis emerges from the airlock in Goeheimer’s of fice.  
Goeheimer stands at his desk looking over a pile of  papers.  
He notices Durangis as he looks up from his work. 
 
     GOEHEIMER 

Ah, wunderbar, my friend.  You’ve returned!  I 
trust the flight over was comfortable. 

 
Durangis approaches the desk. 
 
     DURANGIS 

Pretty much unremarkable.  Boring, actually.  If 
I had my way, I’ve got an invention that would 
give everyone something to do on those long 
flights. 

 
     GOEHEIMER 

Ah, I know what you mean.  Having your way, and 
all.  It’s much like my theory that nuclear-
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powered tortoises were responsible for the 
creation of the pyramids. 
 
   DURANGIS 
Well, maybe a little, I don’t know… 
 
   GOEHEIMER 
I tried for years to get my research properly 
funded… 
 
   DURANGIS 
  (Not paying attention) 
Uh-huh— 

 
Durangis glances around the room. 
 
     GOEHEIMER 

Everyone tried to tell me that the entire concept 
was to mad to even pursue… 

 
     DURANGIS 
  Yeah, that’s nice— 
 
     GOEHEIMER 
    (Irritated) 
  And then… dohhhhhh… the Academy… 
 
     DURANGIS 
    (Ignoring Goeheimer) 
  Great… 
 
     GOEHEIMER 
  Always with their meddling… 
 
     DURANGIS 
  Mm-hmm… 
 
Durangis begins to wander away. 
 
     GOEHEIMER 

They actually go through the trouble of trying to 
block my funding from the Department of 
Supernatural Research… 

 
     DURANGIS 
    (Ignoring Goeheimer) 
  Is that right? 
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     GOEHEIMER 

But now… this time… finally I’ll show them, and 
then, ohhh, they’ll be sorry.  They’ll be sorry! 

 
Durangis wanders back over towards the desk. 
 
     DURANGIS 

Yeah, okay, great.  So listen… I was wondering if 
you have the information on the next weapon… 
 
   GOEHEIMER 
  (Becoming excited) 
Ah!  The glove!  Most certainly! 

 
Goeheimer begins looking over his papers once again . 
 
     DURANGIS 
  Can I have it? 
 
     GOEHEIMER 
  Oh, ja. 
 
He reaches into the shelf behind him and grabs a fi le.  He 
hands it over to Durangis. 
 
     GOEHEIMER 

I must admit, I quite enjoy the story behind this 
one.  Exactly the sort of thing I got into para-
science for! 

 
Durangis takes the file. 
 
     DURANGIS 
  Is that so?  Okay, thanks.  Now where am I going?  
 
     GOEHEIMER 

The object you seek was purchased in an auction 
last year by a resident of the small city of 
Finkleburg, back in your home country.  He’s 
been… 
 
   DURANGIS 
Whoa, wait, wait… Finkleburg? 
 
   GOEHEIMER 
Ja!  You know of this place? 
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   DURANGIS 
I live there!  I’ve lived there my whole life! 
 
   GOEHEIMER 
Well, then, it should be quite easy for you to 
find what you need.  Now quickly, away with you!  
Those nuclear-powered tortoises aren’t going to 
confirm their own existence! 
 
   DURANGIS 
You’re still bothering with that? 
 
   GOEHEIMER 
Out! 

 
He pushes Durangis back through the airlock door.  The door 
closes, causing the view to cut to black.  Quickly,  we cut 
to a travel montage.  We see a view of Durangis rid ing a 
bicycle down the mountain, a taxi driving, the taxi  crashed 
into another car, Durangis attempting to hitchhike,  a truck 
driving, an airplane taking off, flying, and landin g, and a 
bus driving.  The montage ends as Durangis gets kic ked out 
of the bus by its angry driver.  He rolls across th e ground 
on the streets of Finkleburg as the bus begins to d rive 
off.  He comes to a stop in a seated position. 
 
     DURANGIS 
    (To bus driver) 

I told you, it must have been someone else!  I’ve 
never even been to Tajikistan! 

 
Durangis stands up.  As he does, his radio receiver  begins 
ringing.  He bangs his head against a nearby lamp p ost to 
answer it, moving his arms into speaking position. 
 
     DURANGIS 
  Hello? 
 
An unknown man answers. 
 
     MAN 
  Hi, is this Stephanie? 
 
     DURANGIS 
    (Confused) 
  Um… no. 
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Loud static is heard over the speaker.  Durangis cr inges 
from the noise.  The static soon breaks up.  Agent Sausage 
answers. 
 
     AGENT SAUSAGE 

Sorry about that.  Mr. Durangis, I have some 
information regarding this mission.  The man you 
are looking for goes by the name of “Ge-off.” 

 
(“Geoff.”) 
 
     DURANGIS 
  “Ge-off?”  Okay.  Great.  So where do I find him?  
 
     AGENT SAUSAGE 
  That information isn’t on record. 
 
     DURANGIS 
  What?  Then how do I track him down? 
 
     AGENT SAUSAGE 

How should I know?  This is your town.  I don’t 
know where anything is around there.  Why don’t 
you just look around?  Someone’s bound to know 
something. 

 
A click is heard as Agent Sausage hangs up.  Durang is 
lowers his arms.  A title reads, “Finkleburg (Again )…” as 
the camera rotates around to the standard play view . 
 
 
 

Special Delivery! 

TRIGGER: Make contact with Cheesolio’s Pizza delive ry boy 
 
LOCATION: The streets of Finkleburg 
 
SOUND: Rapidly repeating footsteps as crowd gathers , 
general traffic din, screeching tires, radio ringin g 
 
CHARACTERS: Kevin Durangis, the FOB Wall 
 
INFORMATION CONVEYED: Establishes FOB Wall sequence  
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ACTION:  
 
Durangis questions a Cheesolio’s Pizza delivery man .  He 
approaches him parked on the street. 
 
     DURANGIS 
  Excuse me… 
 
The delivery man turns to face Durangis. 
 
     DURANGIS 

This may sound like a stupid question, and I 
don’t have any idea why you should know, but do 
you have any idea where I could find someone 
named “Geoff?” 
 

The delivery man suddenly gets a look of panic on h is face.  
He opens his car door and reaches inside, pulling o ut a 
two-way radio.  He speaks into it. 
 
     DELIVERY MAN 
  We have a Code 1138, assemble immediately. 
 
Durangis stands off to the side. 
 
     DURANGIS 

A, um… 1138?  What does that mean?  Is that some 
kind of fancy delivery code? 

 
The delivery man drops the radio. 
 
     DELIVERY MAN 
    (Booming and intimidating) 

By the power vested in me by the Cheesolio’s 
Pizza corporation, I hereby deem that you shall 
never pass this point! 

 
Out of nowhere, dozens of Cheesolio’s vehicles appe ar and 
head for Durangis’s location.  On a nearby street c orner, a 
second delivery man from Tex’s Tacos, witnessing th e event, 
speaks into a radio of his own. 
 
     TACO MAN 

Attention all Taco Men, we have a 42 in effect, 
repeat, Code 42. 
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Several other delivery people from other restaurant s, all 
located nearby, witnessing the events, simultaneous ly speak 
into their two-way radios.  Meanwhile, the Cheesoli o’s 
vehicles stop, blocking the street, as employees of  all 
types exit the vehicles and form into a wall.  The company 
CEO emerges from a black car behind the wall, stepp ing 
forward. 
 
     CHEESOLIO CEO 

You will leave this area immediately, young 
troublemaker.  “Geoff” is of no concern to you.  
Should you choose to pursue him, my company 
stands ready to defend him at any cost! 

 
Durangis remains standing at the corner. 
 
     DURANGIS 
    (Puzzled, beginning to panic) 
  What’s… what’s going on?  Who are all you people?  
 
From the same locations as the Cheesolio’s vehicles , 
vehicles from all of the other companies all emerge  at 
once.  They quickly roll up and stop, their employe es 
getting out and adding to the human wall.  Durangis  looks 
at the formation. 
 
     DURANGIS 
    (Dark, fearful) 

The FOB Wall… the most impenetrable barrier known 
to man, built by man and of man… …s. 

 
The employees continue to add to the wall. 
 
     DURANGIS 

Not even my great-leg-length-stride-distance-
pace-frequency-ratio can overcome such a force. 

 
The employees all complete the wall, standing tall.   Among 
a group of Little Sonny’s Pizza employees, their su ited CEO 
emerges. 
 
     SONNY’S CEO 

We the employees of Little Sonny’s Pizza gladly 
come to the defense of our best customer. 

 
Durangis reflects to himself as he surveys the wall . 
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     DURANGIS 
Whatever they’re protecting is definitely over 
there… if only there was a way to slip by. 

 
     CHEESOLIO CEO 
    (To Sonny’s CEO) 

Your  best customer?  “Geoff” gives us more 
business than the entire East Coast! 

 
     SONNY’S CEO 

Yeah?  Well as far as we’re concerned, ever since 
you took all our business in the Midwest, “Geoff” 
makes up half of our annual income! 
 
   CHEESOLIO CEO 
Look, don’t blame me for the fact that you serve 
horrible food. 
 
   VOICE 
  (Southern Accent) 
Not so fast! 

 
Yet another company, Tex’s Tacos, emerges from the Wall.  
Their CEO steps forward. 
 
     TEX’S CEO 

Tex’s Tacos has no concern over you durnded pizza 
places, but just keep away from “Geoff” and 
everything will be just fine. 
 
   CHEESOLIO CEO 
Keep away?  Over my defaulted bailout loans! 

 
     DURANGIS 

Wow, I never knew you guys hated each other so 
much! 

 
The fighting CEOs turn towards Durangis.  The pizza  company 
CEOs both clap once, causing their employees to 
simultaneously face Durangis as well. 
 
     DURANGIS 

But I guess you both hate me even more.  Okay… 
time to run. 
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Durangis runs off as the two rival companies chase him.  As 
he runs, a call comes in over the wristband radio.  He 
punches himself in the forehead to answer it. 
 
     DURANGIS 
  WHAT?! 
 
Durangis continues running while talking into his r adio. 
 
     AGENT SAUSAGE 

Mr. Durangis, there’s no way you can break 
through the wall.  Their forces are too great… 
you’ll be torn apart. 
 
   DURANGIS 
What do I do, then? 
 
   AGENT SAUSAGE 
These companies all hate each other.  If you can 
get them fighting, maybe you can open up a hole. 
 
   DURANGIS 
But how?  They’re all intent on chasing me! 
 
   AGENT SAUSAGE 
Well, maybe if they had a little run-in with 
their rivals, they’d forget about you for a 
while.  I’m just throwing out ideas, though. 

 
There is a click as Agent Sausage hangs up.  The ca mera 
rotates around to the standard play position as Dur angis 
continues running. 
 
 

Calories – A Measure of Energy 

TRIGGER: Reach the residence of “Geoff” 
 
LOCATION: The residence of “Geoff.”  A main hallway  filled 
with expensive-looking artifacts, including the Shi eld of 
Knowledge, leading into a single large room with a giant 
chair on the far wall positioned next to the door t o the 
bathroom. 
 
SOUND: Deep rumbles for “Geoff” movement, pop-like 
explosion for exploding doughnuts 
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CHARACTERS: Kevin Durangis, “Geoff” 
 
INFORMATION CONVEYED: Sets up “Geoff” battle sequen ce 
 
ACTION:  
 
Durangis emerges from CL as the FOB wall argues in the 
background, blocking the street.  Durangis glances back at 
the wall in satisfaction.  As he turns to head into  
“Geoff’s” house behind him, he steps on a twig rand omly 
placed in the road.  The twig makes a loud snap, wh ich 
despite the loud arguing of the crowd, causes every one to 
stop and look in his direction.  The members of the  wall 
pause briefly and stare down Durangis before all ru shing 
towards him.  In a panic, Durangis rushes into the building 
behind him and closes the door just before the crow d 
reaches him.  His back pressed to the door, he sigh s in 
relief. 
 
     DURANGIS 
  Safe!  Boy… bunch of freaks. 
 
Durangis walks a few steps forward and locates the Shield 
of Knowledge, floating tantalizingly over a pedesta l.  It 
glows as he approaches.  He quickly grabs it and tu rns to 
leave.  A voice rings out. 
 
     “GEOFF” 
  Hey!  No touching! 
 
Durangis pauses briefly and tilts his head upward.  The 
camera shifts to reveal what he sees – “Geoff,” a t wenty 
foot-tall, morbidly obese cross between a man and a  
platypus. 
 
     DURANGIS 

Great toasted coconut on toasted white bread with 
toasted… wintergreen… spread! 

 
     “GEOFF” 

I’ve tried that before, you know… not too bad, 
not too bad… 
 
   DURANGIS 
Really?  How did you manage to toast… well, wh- 
what in the world are you supposed to be? 
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   “GEOFF” 
  (Suddenly breaking into tears) 
I don’t know!  I’m nothing!  I’m a freak!  Those 
damnable platypuses… platypi… plat… that platypus 
colony ruined my life!  All I have to live for 
now is food and my collection of priceless 
artifacts!  These goods… are all that hold me 
together. 
 
   DURANGIS 
(Sigh.)  Well… I guess that means you don’t want 
me to take this glove, then. 
 
   “GEOFF” 
That?  That’s my most prized possession!  It’s 
the remnants of Benjamin Franklin’s kite! 
 
   DURANGIS 
Yeah, well, sorry, but I kind of need this thing.  
Don’t worry, I’ll bring it back when I’m done 
with it, if you want. 

 
Durangis turns to leave. 
 
     “GEOFF” 
  No!  You can’t… 
 
“Geoff” reaches to a giant sack on his left.  He pu lls out 
a doughnut, staring at it intently.  He looks over at 
Durangis, who (inexplicably) walks in slow motion t oward 
the exit.  He glances back at his doughnut and begi ns to 
cry softly.  Glancing back at Durangis, he takes hi s 
doughnut and throws it.  It hits the floor just in front of 
Durangis and explodes.  Durangis jumps back and tur ns 
around to face “Geoff.”  
 
     DURANGIS 
  What was tha— 
 
Another doughnut sticks in his mouth.  He grabs it and 
throws it off to the side.  The doughnut explodes. 
 
     DURANGIS 

What’s in these things?  These are even more 
volatile than those Asian Polymer Donuts I got 
that one time. 
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“Geoff” readies another throw as the camera rotates  around 
to the standard play position. 
 
 

A Perfectly Legitimate Question 

TRIGGER: Complete Level 4 
 
LOCATION: Residence of “Geoff” (briefly), Departmen t of 
Supernatural Research 
 
SOUND: Angry & indistinct yelling, Shield plowing t hrough 
crowd of people, airplane & car engine effects, met al door 
sliding.  Computer beeps & clicks and fan for Depar tment 
 
CHARACTERS: Kevin Durangis, Agent Sausage 
 
INFORMATION CONVEYED: Acknowledges the fact that al l 
characters in the game are male, sets up another tr ip to 
Austria 
 
ACTION:  
 
“Geoff” reaches into his doughnut sack looking for another 
explosive doughnut to throw at Durangis.  As he rea ches 
through the sack, he begins to groan as his eyelids  become 
heavy. 
 
     “GEOFF” 

Curse you… robber… I’ll… you’ll never… just… 
wait… got to… face… 

 
He rears back to throw, but his eyes soon close as his arm 
drops and he falls asleep.  He sleeps in an upright  
position, snoring.  Durangis heads for the door to leave.  
He opens it, finding the members of the FOB Wall pr essed up 
against the building.  The people in the doorway sw at at 
him with their arms several times before he slams t he door 
shut.  Suddenly, his radio begins ringing.  He hits  himself 
in the head to answer it and positions his wrists t o speak. 
 
     DURANGIS 
  Hello? 
 
     AGENT SAUSAGE 
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Well done, Mr. Durangis.  You must report back 
here as soon as possible. 
 
   DURANGIS 
Just as soon as I get past this wall again.  Then 
I’ll come back and we can celebrate my victory.  
Your treat, buddy!  We’ll have a party!  We can 
call it Sausagefest!  Yeah!  Party! 
 
   AGENT SAUSAGE 
I’m afraid not, Mr. Durangis.  You have too much 
to do.  Also, it’s pronounced “Soh-sazhe.” 
 
   DURANGIS 
Yeah, fine, whatever. 
 
   AGENT SAUSAGE 
Please return immediately. 

 
There is a click as Agent Sausage hangs up.  Durang is 
lowers his arms and chuckles to himself. 
 
     DURANGIS 

Heh.  Sausagefest.  Hah…  Hmm…  Wait a minute.  
Sausage-fest… 

 
He goes back to the door.  He opens it and looks at  the 
angry faces, focusing on one at a time, noticing th at 
everyone is male. 
 
     DURANGIS 
  That’s weird. 
 
Durangis steps back.  He looks at the glove on his hand, 
then back at the crowd.  He shakes his wrist, activ ating 
the Shield of Knowledge.  He runs forward toward th e crowd, 
into the camera.  The view cuts to another travel m ontage, 
beginning with a shot of Durangis plowing through t he crowd 
with the Shield, a taxi driving, an airplane taking  off, 
flying, and landing, and the government van driving .  The 
montage concludes with a shot of the van driving in to the 
Department of Supernatural Research.  The view cuts  to the 
control room, where Durangis walks in through the d oor. 
 
     AGENT SAUSAGE 
  Welcome back.  Next up is an object known as the…  
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     DURANGIS 
Wait, wait, hold on.  There’s something I want to 
mention.  Okay, so I noticed a little something 
today.  Ever since I got these powers, society 
suddenly seems really male-dominated.  Everyone 
I’ve fought against has been a guy, everyone in a 
position of power has been a guy, everyone 
working here is a guy… actually, I haven’t seen 
any women at all since I got my powers.  Have any 
of you guys noticed this? 

 
There is a pause as the agents stare at Durangis an d 
Durangis glances around at them all.  Agent Sausage  breaks 
the silence. 
 
     AGENT SAUSAGE 

The next weapon is an object known as the Dart of 
Truth.  Mr. Goeheimer has requested to see you, 
so it’s off to Austria again. 
 
   DURANGIS 
Is anyone going to answer that question?  Where 
are all the women?  Females, girls, ladies, gals, 
chicks, dames, members of the feminine 
persuasion… 
 
   AGENT SAUSAGE 
You should really learn not to stand there. 
 
   DURANGIS 
Huh? 

 
Agent Sausage hits a button, sending Durangis falli ng 
through a trapdoor.  The view cuts to black. 
 
End Chapter 2 
 

Chapter 3 – Responsibilities 
 

20,000 Feet 

TRIGGER: Begin Level 5 
 
LOCATION 1: Goeheimer’s office 
 



Copyright © Doug Lynn, 2008 Page 87 
 

LOCATION 2: Himalaya mountains.  Four peaks at nort h, 
south, east, and west - the north peak the tallest – 
jutting out above a flat plateau in their center.  Late 
night.  Overcast on plateau, but open at mountain p eaks. 
 
SOUND: Low-pitched hum for office, howling winds fo r 
mountains, bicycle wheels spinning, airplane and au tomobile 
engines, “ka-ching!”, yak grunts, flapping wings.  Includes 
epic, celebratory music (a-la Beethoven’s “Symphony  No. 9 
in D Minor”). 
 
CHARACTERS: Kevin Durangis, Uno Farnsworth Goeheime r, Yak 
Farmer 
 
INFORMATION CONVEYED: Establishes Level 5, proof th at 
Goeheimer’s theory is correct 
 
ACTION:  
 
Durangis stands in the airlock of Goeheimer’s offic e.  It 
is pitch black.  All that is visible are his wristb ands and 
headband, along with his eyes.  He shuffles around,  
removing his clothing as he speaks. 
 
     DURANGIS 
  I’m really getting tired of this place. 
 
He has removed his wristbands.  They drop off the s creen.  
He moves to pull off his headband. 
 
     DURANGIS 

Why does he have to live in the middle of 
freaking nowhere? 

 
His headband drops off the screen.  Only his eyes r emain 
visible.  He sighs, reaching up in the blackness to  press 
the button next to him.  The door to the office ope ns, 
casting light on Durangis.  He is instantly welcome d by 
celebratory, epic music.  As Durangis slowly steps out, the 
music continues.  He looks around.  Confetti flies through 
the air, streamers decorate the ceiling, and the wo rd 
“Success!” is written all over the walls, both in E nglish 
and German (“Erfolg!”).  Goeheimer stands on the up per 
level.  He is wearing a party hat and throwing conf etti 
from a cup in his hand.  He spots Durangis down bel ow. 
 
     GOEHEIMER 
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  Ah!  Wilkommen!  Please, come in quickly! 
 
Goeheimer tosses the last of the confetti from the cup, 
then tosses the cup aside and runs down to greet Du rangis. 
 
     GOEHEIMER 

You’ve arrived at a most auspicious occasion, my 
friend! 

 
He reaches Durangis, extending his arms and grabbin g him by 
the shoulders. 
 
     GOEHEIMER 

I’ve done it!  Years of research and subsequent 
mockery have passed, but I’ve finally done it!  
Come!  Up here! 

 
Goeheimer runs up to the main desk (the desk where he 
traditionally bids farewell to Durangis).  Durangis  slowly 
follows.  He moves up to the desk and looks at it. 
 
     GOEHEIMER 

My proof that nuclear-powered tortoises were 
responsible for the creation of the pyramids! 
 
   DURANGIS 
  (Surprised) 
What, really?  Your stupid, horrible, crackpot 
theory?  I’ve got to see… 

 
He looks at the desk.  It is covered with a jumbled  mess of 
papers, none of which can be read. 
 
     DURANGIS 

I don’t get it.  How does a jumbled mess of 
papers prove anything? 
 
   GOEHEIMER 
Well… 

 
He glances down at the desk. 
 
     GOEHEIMER 

It’s not like there’s one solid piece of 
evidence.  I’ve spent years compiling all of this 
information.  Sure, it doesn’t look like much, 
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but when you read through it all, the evidence is 
irrefutable! 

 
Durangis looks at the stack of papers. 
 
     GOEHEIMER 

I plan to present my findings to the Academy 
first thing next week! 

 
Durangis continues looking at the papers.  He sets his hand 
down on the desk, causing the desk to crumble, reve aling it 
to be made of even more papers. 
 
     DURANGIS 

Present it?  There have to be at least 50,000 
papers here! 
 
   GOEHEIMER 
Well, it will take a few years, yes, but as I 
said… the evidence is irrefutable! 

 
He continues admiring his work as Durangis looks ar ound the 
office. 
 
     DURANGIS 

Well anyway… do you have the information on the 
next weapon? 

 
Goeheimer continues admiring his work.  Eventually,  he 
looks up at Durangis. 
 
     GOEHEIMER 
  Hm? 
 
     DURANGIS 
  The information? 
 
Goeheimer looks puzzled. 
 
     DURANGIS 
  The weapon? 
 
Goeheimer still looks puzzled. 
 
     DURANGIS 
  The next one. 
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Goeheimer remains unchanged. 
 
     DURANGIS 
  The next weapon. 
 
Goeheimer remains unchanged. 
 
     DURANGIS 

The information!  Do you have the information I 
came for? 

 
Goeheimer snaps out of his puzzled state. 
 
     GOEHEIMER 
  Oh!  Ja, ja.  Umm… 
 
He looks in the shelf behind him.  After a few seco nds, he 
pulls out a file. 
 
     GOEHEIMER 
  Ah! 
 
He hands the file to Durangis and prances merrily a round 
the room.  Durangis eyes him suspiciously, then rea ds the 
front of the file: 
 
     DURANGIS 
  “Pappy Hergescheimer’s Beef Stroganoff of Doom”? 
 
Goeheimer has grabbed a second cup of confetti.  He  runs 
over to Durangis. 
 
     GOEHEIMER 

Ah!  A slight miscalculation.  Where could it be?  
I had it right next to me just as I completed my 
research.  I started celebrating, put up 
streamers, made up some nice confetti… 

 
Goeheimer looks at the confetti in his cup, then lo oks 
around at the rest covering the floor.  He again lo oks into 
his cup. 
 
     GOEHEIMER 
  Oh, dear.  Well then, where is my tape? 
 
Goeheimer disappears in a puff of smoke.  An indist inct 
series of noises is heard.  After several seconds, the 
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smoke clears.  The confetti is gone, and Goeheimer holds a 
shoddy-looking file. 
 
     GOEHEIMER 
  There we are!  Good as new! 
 
He hands the file to Durangis. 
 
     GOEHEIMER 
  I hope you dress warmly, my friend. 
 
Cut to a travel montage.  We see shots of Durangis on a 
bicycle riding down the mountain, a taxi driving, a n 
airplane taking off, flying, and landing, an old tr uck 
driving, Durangis paying off a warmly-dressed yak f armer, 
and Durangis riding a yak up a mountainside.  The m ontage 
ends as Durangis hops off of his yak on a mountain plateau.  
The yak sprouts wings and flies away as Durangis wa ves 
goodbye.  Durangis looks around at the plateau.  It  is 
covered in snow and devoid of life. 
 
     DURANGIS 
  I don’t see a mystic temple anywhere… 
 
He looks around a bit more, noting the four mountai n peaks 
around him.  He sees a sign atop one of the peaks a nd 
sighs. 
 
     DURANGIS 
  This just has to be complicated, doesn’t it? 
 
The camera rotates around to the standard play posi tion as 
a title reads, “Himalaya Mountains, Nepal.”  
 
 

The Surest Path 

TRIGGER: Enter the Temple of Truth 
 
LOCATION: The Temple of Truth, interior.  The templ e is 
approximately 30 x 25 x 10.  Ornate Asian-style dec orations 
line the walls.  Approximately 7 feet from each of the 
longer walls, a row of columns about three feet apa rt 
extends from front to back.  On one of the shorter walls, 
an altar sits in the center of the floor, jutting o ut 
approximately five feet and containing a pedestal, upon 
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which the Dart of Truth sits.  A heavy wooden door lies on 
the opposite wall.  A bright red carpet extends fro m the 
door to the altar, filling much of the space betwee n the 
pillar rows. 
 
SOUND: Heavy door slam, ambient hum of Dart, light 
whooshing of flying hamsters 
 
CHARACTERS: Kevin Durangis, Beethoven Kornish Framb o 
 
INFORMATION CONVEYED: Establishes Level 5 boss batt le, 
backstory on Frambo 
 
ACTION:  
 
Durangis enters the temple.  A red carpet extends b ack 
towards the rear of the main hall.  Lining the carp et on 
both sides are numerous hamsters, deep in trance.  Durangis 
notices these hamsters as he enters. 
 
     DURANGIS 

Wow… even up here in the clouds, they still have 
some serious rodent problems.  Is there no place 
these hardy creatures can’t survive? 

 
Durangis looks down the length of the carpet.  At i ts end, 
a pedestal rests with the Dart of Truth sticking po int-
first into in.  Durangis walks down the carpet, abs orbing 
the eerie silence of the room, eventually coming to  the 
pedestal.  As he approaches the Dart, it begins to glow.  
He quickly pulls it from the pedestal and looks it over.  A 
voice suddenly breaks the silence from behind him.  In 
shock, he spins around and looks for its source. 
 
     VOICE 
    (Asian Accent) 

Would you be so kind, my young sir, as to tell me 
exactly what you believe you are doing? 

 
Durangis continues to look around, unable to locate  
anybody. 
 
     DURANGIS 
  What are y--  Who is that? 
 
     VOICE 
  Down here. 
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Durangis quickly looks down to see the temple maste r, 
Beethoven Kornish Frambo, a hamster.  He appears ju st as 
the other hamsters, except for a deep red robe and a very, 
very, very long, pointy beard (about 6 times his bo dy 
length). 
 
     DURANGIS 
  What the…  Who are you? 
 
     FRAMBO 

I must first apologize.  I have not yet welcomed 
you to our temple.  This is the Temple of Truth.  
For having even located this temple, I 
congratulate you.  None have entered the Temple 
of Truth since I and my followers first 
constructed it centuries ago. 

 
Frambo gestures to point out the other hamsters in the 
temple. 
 
     FRAMBO 

We have built this temple to honor the sacred 
object you now hold.  Through our centuries of 
meditation in its presence, we have achieved a 
level of enlightenment previously unknown to the 
world. 

 
Frambo rises off the ground, floating upward to mee t 
Durangis at eye level. 
 
     DURANGIS 
  Wow.  Congrats!  That’s a pretty neat trick. 
 
     FRAMBO 

My name is Beethoven Kornish Frambo, and I am the 
leader of this temple.  Now that we have been 
properly introduced, I must again ask what you 
are doing. 
 
   DURANGIS 
It’s really getting irritating having to say this 
to everyone, but see, the thing is, I need to 
borrow your… wait… did you say your middle name 
was Kornish? 
 
   FRAMBO 
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My name is of no significance.  Why do you seek 
the Stylus? 
 
   DURANGIS 
I mean, it’s just that I’ve got this other person 
I know with the same middle name as you.  I 
thought maybe you would know him or something. 
 
   FRAMBO 
Why is it that you seek the Stylus, young sir? 
 
   DURANGIS 
The what? 

 
He checks his hand quickly. 
 
     DURANGIS 

Oh, this thing?  That’s… well… it’s a long story.  
Basically heroics and salvation sort of stuff.  
All good, trust me. 

 
     FRAMBO 

While trust is a cornerstone of this temple, I 
cannot allow the unenlightened to wield the 
Stylus. 
 
   DURANGIS 
  (Drifting off into thought) 
Yeah, okay.  Sausage… Frambo… Kornish… 

 
Durangis begins walking toward the exit, moving to go 
around Frambo.  Frambo shifts his location to block  
Durangis’s path.  Durangis stops, shifts direction again, 
and is again blocked by Frambo.  This repeats one m ore 
time. 
 
     DURANGIS 

(Sigh).  Okay, so let me get this straight.  
You’re a gerbil? 

 
     FRAMBO 
  Hamster. 
 
     DURANGIS 

Hamster, right, okay.  And you built this place 
centuries ago? 
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   FRAMBO 
Correct. 
 
   DURANGIS 
So that makes you hundreds of years old.  I take 
it you live by a code of peace? 
 
   FRAMBO 
Yes.  Generally speaking. 
 
   DURANGIS 
Okay, so you’re a several-hundred-year-old, 
peace-loving hamster.  Why exactly should I 
surrender this back to you? 
 
   FRAMBO 
Good nature. 
 
   DURANGIS 
Right. 
 

Durangis brushes Frambo out of the way as he heads for the 
exit. 
 
     FRAMBO 

Also, I said generally  peace-loving.  In defense 
of our sacred property, we become a force one 
would dare not cross. 

 
As Durangis continues to head for the exit, the oth er 
hamsters in the temple begin hovering.  They all be gin 
flying around the room at increasing speed.  Durang is stops 
as the hamsters develop into a swarm. 
 
     DURANGIS 

A swarm of hamsters… flying hamsters…  And here I 
thought I’d seen everything. 

 
Durangis looks down at the Dart in his hand.  Its g low 
begins to pulse.  The camera rotates around to the standard 
play position. 
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Vacation 

TRIGGER: Complete Level 5 
 
LOCATION 1: Outside the Temple of Truth 
 
LOCATION 2: Durangis’s house (backyard) 
 
SOUND: Howling winds in the Himalayas, energy zaps and 
accelerating sci-fi engine effects for fall, hammoc k creak, 
light winds and chirping birds at Durangis’s house 
 
CHARACTERS: Kevin Durangis 
 
INFORMATION CONVEYED: Mysterious but unclear glimps e at 
Kevin falling down the page of the comic 
 
ACTION:  
 
Durangis leaves the temple and begins walking acros s the 
cloud bank.  He is lost in thought as he talks to h imself. 
 
     DURANGIS 

That’s so weird.  Kornish, Kornish.  It can’t be 
that common of a middle name.  Their last names 
don’t sound like similar nationalities.  Kornish… 
Kornish… 

 
Not paying attention to where he’s going, Durangis walks 
off the edge of the cloud bank and begins falling. 
 
     DURANGIS 
  I wonder if maybe—AAAAHHHHH! 
 
He continues falling down from the cloud bank.  As he 
falls, he flies past a series of white bars and var ious 
colors, but his fall speed prevents anything from b eing 
seen.  After several seconds, he lands on a hammock  and 
bounces slowly up and down.  As he slows, he takes a look 
around and notices that he is behind his house. 
 
     DURANGIS 
  What the… this looks like my backyard. 
 
He takes another quick look around. 
 
     DURANGIS 
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  This IS my backyard! 
 
He pauses and sits up. 
 
     DURANGIS 

Hmm… I don’t remember this hammock being here 
before, but whatever. 

 
He bounces up and down on the hammock several times . 
 
     DURANGIS 
  Well, I guess I could use a break, anyway. 
 
He lies back down and closes his eyes.  As soon as he does, 
his wristband begins ringing.  He grumbles impatien tly and 
rolls off the hammock.  The view cuts to black. 
 
 

Duty Never Sleeps 

TRIGGER: Begin Level 6 
 
LOCATION 1: The Department of Supernatural Research  
(control room) 
 
LOCATION 2: Goeheimer’s office and exterior, a 20-f oot tall 
pile of snow next to Goeheimer’s front door.  Sunri se. 
 
LOCATION 3: Outside the Federal District.  A typica l 
suburban community.  Simple Colonial houses and dup lexes 
with large green lawns along a main street.  Midday . 
 
SOUND: Computer beeps and clicks, fan whirring, dee p echo 
(Department), whipping winds, soft body-on-snow imp act, 
low-pitched hum (Goeheimer), Car, van, airplane, am bulance, 
bicycle, suspended cable car (montages), van engine , tire 
screech, loud crash, birds chirping (Federal). 
 
CHARACTERS: Kevin Durangis, Agent Sausage, Uno Farn sworth 
Goeheimer 
 
INFORMATION CONVEYED: Establishes Level 6, growing 
frustration within Durangis 
 
ACTION: 
 



Copyright © Doug Lynn, 2008 Page 98 
 

We open in the briefing room at the Department of 
Supernatural Research.  Durangis walks in and meets  with 
Agent Sausage.  They begin conversing before the au dio is 
introduced mid-speech. 

 
AGENT SAUSAGE 

I don’t find that amusing, Mr. Durangis.  I can’t 
imagine myself possibly being related to that 
filthy rodent. 

 
DURANGIS 

All right, I’m sorry, it’s just that I don’t 
think Kornish is that common of a – 

 
AGENT SAUSAGE 

And I would suggest you don’t bother thinking 
about how you ended up falling from the Himalayas 
to your house.  I’m quite sure it was all just an 
illusion. 

   
DURANGIS 

Well, okay, but it’s just weird is all.  I mean – 
 

AGENT SAUSAGE 
Mr. Durangis.  I have news regarding your next 
mission.  It seems there is still one more 
ancient weapon for you to locate.  Please return 
to Mr. Goeheimer in Austria for the details. 

 
DURANGIS 

Oh, great.  So why did I have to come all the way 
down here just to hear that?  You couldn’t just 
send me the plane ticket and a note? 

 
AGENT SAUSAGE 

You’ll have to leave now if you want to catch 
your flight. 

 
DURANGIS 

Well, maybe I don’t want to go, huh?  What would 
you do if I just stood right here? 

 
AGENT SAUSAGE 

If that were the case,  I would once again ask you 
to leave. 

 
DURANGIS 
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So, you’re just going to try and talk me into it?  
What could you possibly say that would make me 
even consider – 

 
Cut to a montage of the government van driving, a p lane 
taking off, and the same plane flying.  Cut in a sh ot of 
Durangis stuck at the airport being scanned by a ha ndheld 
metal detector at security.  Return to the montage,  showing 
a different plane taking off, flying, and landing, a train 
moving through the countryside, a car driving, and a 
gondola moving up a cable.  Cut to a shot of Durang is, 
falling hundreds of feet and landing in a very deep  pile of 
snow just outside of Goeheimer’s house.  He sinks i n nearly 
twenty feet and emerges from the side of the pile t hrough a 
door, which he closes behind him.  Inside, Durangis  meets 
Goeheimer in his office. 

 
GOEHEIMER  

Ah!  Wilkommen, my friend. 
 
 He checks his watch. 

 
   GOEHEIMER 
What are you doing here now? 

 
DURANGIS 

Yeah, I know, I’m late.  I missed my flight.  I 
also might have… um… fallen out of the cable car 
station.  I’m not really sure what happened. 

 
GOEHEIMER  

Thank goodness you didn’t fall through my roof!  
You could have destroyed my entire collection of 
historical toilets, used by numerous famed 
leaders throughout history!  Not only that, but 
possibly also my proof of nuclear – 

 
DURANGIS 

I know, I know, nuclear-powered tortoises 
responsible for the construction of the pyramids.  
I’ve had a bad day.  Just give me what I’m 
looking for. 

 
GOEHEIMER  

I already had it mailed to your Department of 
Supernatural Research.  Didn’t you receive it? 
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DURANGIS 
WHAT?! 

 
Cut to a montage of a bicycle drifting down the mou ntain 
road, the same bicycle flying over a cliff while Du rangis 
screams, an ambulance driving, a train moving throu gh the 
countryside, an airplane taking off, flying, and la nding, 
and the government van driving.  Inside, Durangis r eceives 
the information. 

 
AGENT SAUSAGE 

Sorry about this… we received this package only a 
few minutes after you took off.  Read through it 
when you get the chance.  For your next mission, 
we’re heading for a small suburb in the northwest 
corner of the Federal district.  There’s an 
access point to the secret bunker there.  I’ll 
drop you off at that point. 

   
DURANGIS 

Secret bunker? 
 

AGENT SAUSAGE  
Yes, where the item you’re looking for has been 
stored for generations.  Oh, it looks like we’re 
just about here.  That montage really speeds 
things up.  Hold on while I park… 

 
Cut to a shot of the van beginning to recklessly do  donuts 
down the street, stopping facing the opposite direc tion 
from which it started.  It backs into a nearby buil ding, 
causing the back doors to fly open, sending Durangi s flying 
out.  He rolls along the ground and sits up. 

 
AGENT SAUSAGE 

Sorry.  If anyone asks about this hole in the 
wall, it wasn’t us, all right?  Anyway, good 
luck. 

 
The van drives off down the street, leaving Durangi s alone 
in the abandoned building as the structure around t he hole 
collapses, closing it in.  He stands up as the came ra 
rotates around to normal play view. 
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Product Placement? 

TRIGGER: Locate the Flying Disc of Justice 
 
LOCATION: The underground vault beneath the Federal  
District.  A cavern with large stone doors on the e ntrance, 
approximately 70 yards in diameter with no clearly visible 
top.  Dark, save for a few light sources high up on  the 
walls of the cavern and a main light beam shining d own on 
the center of the floor from the ceiling. 
 
SOUND: No environmental sounds.  Rubbery bounce eff ects for 
Yellow, battle music beginning just prior to gamepl ay. 
 
CHARACTERS: Kevin Durangis, Yellow the XVI 
 
INFORMATION CONVEYED: Establishes Yellow the XVI bo ss 
battle sequence 
 
ACTION:  
 
Durangis locates the Flying Disc of Justice.  The d isc is 
encased in a red gelatin substance that makes up th e belly 
of a statue of an armadillo-like creature, standing  in a 
majestic pose.  A cone of light shines down from th e unseen 
ceiling, adding to the majesty of the statue.  As D urangis 
approaches the statue, the disc begins to glow.  He  reaches 
into the gel and grabs the disc, attempting to pull  his 
hand out, but finding it stuck inside.  He presses on the 
statue with his foot several times in an effort to free his 
hand, soon succeeding, falling backward as the stat ue falls 
in the opposite direction.  Durangis gets up and ex amines 
the disc.  Meanwhile, in the background, the statue  also 
gets up.  Noticing the movement, Durangis jumps bac k. 
 
     DURANGIS 
    (Surprised, nervous) 

Great simian bathwater in the rivers in the 
bowels of the Brazilian jungle!  It’s alive! 

 
The creature, engulfed in shadow, moves forward int o the 
light, revealing its very friendly-looking, pudgy f ace.  An 
engraving in the creature’s metal armor, just below  the 
neck, reads “Yellow the XVI.”  Durangis relaxes as his eyes 
widen. 
 
     DURANGIS 
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    (Amazed, in awe) 
Yellow the XVI?  Is it really you?!  Oh, boy this 
is amazing!  I’m such a huge fan of your 
commercials.  I mean, to be honest, I always 
thought you were computer-generated or something, 
you know, for the sake of the ad campaign, but 
here you are!  Real and in the flesh, or… well… 
in the… gelatin.  You know, kids everywhere love 
you.  Who wouldn’t?  You’re so adorable and 
friendly!  Ever since I was a kid, Gell-E has 
been the only gelatin-like dessert food substance 
product I’ve ever bought.  I just wanted you to 
know that. 

  
Yellow the XVI runs toward Durangis in a slow wobbl e, which 
is actually slower than ordinary walking.  He has h is arms 
outstretched, reaching for the disc. 
 
     DURANGIS 

No, I’m really sorry.  I hate to pass up the 
opportunity to get a hug from Yellow the XVI, but 
I’ve got to go. 

 
Durangis begins to turn to make his exit.  Mid-turn , he 
stops and looks back at Yellow, still wobbling towa rds him.  
Durangis glances down at the disc in his hands, the n back 
up at Yellow, who stops running and nods excitedly.  
 
     DURANGIS 

You want this back?  No… no, I’m sorry.  I really 
can’t.  Not right now, at least.  If you just 
wait here, I’ll bring it back as soon as I’m done 
with it. 

 
Yellow begins running again as Durangis turns to le ave.  
After a few steps, Durangis turns back around. 
 
     DURANGIS 

What, you’re going to chase me like that?  
Seriously, you’re better off just waiting for me. 

 
Yellow dives forward onto his gelatinous belly.  He  begins 
bouncing lightly across the floor as Durangis dodge s out of 
the way.  The bounces grow higher as Yellow proceed s to 
move around the room.  Durangis follows each bounce  
intently with his head.  As the bouncing continues to grow 
higher, Durangis focuses on Yellow’s belly.  He gla nces 
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back down at the disc, glowing in his hands, soon l ooking 
back up at Yellow. 
 
     DURANGIS 

No… don’t make me do this.  Not you.  Why, Yellow 
the XVI?  WHY?! 

 
Durangis begins sobbing uncontrollably.  Yellow con tinues 
bouncing off in the distance. 
 
     DURANGIS 
    (Sobbing uncontrollably) 

My parents always said they wanted to see the 
annoying gelatin man destroyed.  Why do I have to 
be the one that does it? 

 
He continues crying as the camera rotates around to  the 
standard play position.  He assumes a ready posture . 
 
     DURANGIS 
    (Nearly incomprehensible with grief) 
  I’m sorry!  Ah sa—ra-ba-da-ba-da-laaaaa!! 
 

Full Power 

TRIGGER: Complete Level 6 
 
LOCATION: Outside the Federal District, the governm ent van. 
 
SOUND: Van engine, rubbery bounce, crumbling concre te, 
goopy slurp 
 
CHARACTERS: Kevin Durangis, Agent Sausage, Yellow t he XVI 
 
INFORMATION CONVEYED: Kevin has acquired all he nee ds and 
is now powerful enough to go after Danny. 
 
ACTION:  
 
Yellow the XVI is hit by the Flying Disc of Justice  mid-
bounce and falls out of the air.  He hits the groun d on his 
back and rolls off into the wall.  Captain Durangis  catches 
the Disc and runs in place while crying. 
 
     DURANGIS 
    (Nearly incomprehensible with crying) 
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Daaaaaaaa!  Yellow!  Why did you have to be so 
adorable?  WHY?! 

 
Yellow stands back up, his mangled gelatin belly he aling 
itself as he smiles and giggles happily.  Durangis’ s tears 
of grief become tears of joy. 
 
     DURANGIS 

(Slightly more comprehensible, 
ecstatic, still crying) 

Yellow!  You’re okay!  Ha, ha, ha!  Yay!  I’m so 
happy right now!  I’m just so glad I didn’t hurt 
you or anything! 

 
Suddenly, the government van crashes through the wa ll in 
front of Yellow.  It hits him, sending him flying u p 
through the ceiling, creating a new hole.  He conti nues 
flying until he becomes a speck and disappears in a  sparkle 
of light.  Durangis breaks down again. 
 
     DURANGIS 
    (Incomprehensible, crying) 

DAAAAA!  Nooo!  Yellow!  Come back!  Da-ga-bu-da-
bla-da-ga-ma-ja… 

 
Agent Sausage emerges from the van.  Durangis conti nues 
crying. 
 
     AGENT SAUSAGE 

Congratulations, Mr. Durangis, you now have the 
weapons and skills you’ll need to battle Dr. 
Banchetta. 

 
Durangis continues crying. 
 
     AGENT SAUSAGE 

You’ve begun to come into the fullness of your 
powers.  It’s time to get going. 

 
Durangis continues crying. 
 
     AGENT SAUSAGE 

In recognition of your accomplishments thus far, 
I’m giving you this gold star scratch-and-sniff 
sticker. 

 
Durangis stops crying and walks over to the van. 
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     DURANGIS 
    (Intrigued) 
  Ooh! 
 
     AGENT SAUSAGE 
  Are you prepared to complete your mission? 
 
Durangis reaches the van and pauses. 
 
     DURANGIS 

Hold on… how did you get here?  I thought this 
place was underground. 

 
    AGENT SAUSAGE 

Er… well… mostly underground.  Don’t worry about 
it.  Get in the van and let’s finish this thing. 

 
Durangis opens the passenger door of the van and en ters.  
Agent Sausage enters and drives off.  The rubble ar ound the 
hole collapses, cutting the view to black. 
 

Scavenger Hunt 

TRIGGER: Begin Level 7 
 
LOCATION: The streets of Finkleburg, late evening. 
 
SOUND: Light hum for Kevin’s headband, analog phone  ringing 
(radio) 
 
CHARACTERS: Kevin Durangis, Agent Sausage 
 
INFORMATION CONVEYED: Kevin’s headband can follow 
electrical currents, hover pad trails are visible i n the 
dark.  Establishes Level 7. 
 
ACTION:  
 
Durangis arrives in Finkleburg at night.  The stree ts are 
deserted by people, but Che’s hologram drones swarm  around 
the city.  A pair of holograms float by as Durangis  stands 
in an alley.  His radio begins ringing.  He bangs h is head 
against the nearby wall to answer it.  Agent Sausag e is on 
the other end. 
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     AGENT SAUSAGE 
It would seem Dr. Banchetta has stepped up his 
presence here.  He must know you’re getting close 
to tracking him down. 
 
   DURANGIS 
It’s nice that Danny conveniently waited for me 
to build up my power before sending hordes of 
holograms after me. 
 
   AGENT SAUSAGE 
Yes.  Incidentally, this all works out to our 
advantage.  Our scientists have recently 
discovered that the propulsion unit on those 
hover pads leaves behind a trail of fluorescent 
gases. 
 
   DURANGIS 
Fluorescent? 
 
   AGENT SAUSAGE 
Yes.  If the lights go out, the trails will all 
light up like… um… well, they glow in the dark, 
that’s all you need to know. 
 
   DURANGIS 
Okay, so how exactly does this help?  There are 
hundreds of these things flying around. 
 
   AGENT SAUSAGE 
If you can shut off the lights for the city, then 
we’ll be able to find a general area where the 
trails all converge.  That can at least narrow 
your search. 
 
   DURANGIS 
Just a section of the city instead of the whole 
thing?  Well, that’s a start, I guess. 
 
   AGENT SAUSAGE 
Yes… well… regarding that. 
 
   DURANGIS 
What now? 
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Durangis notices a trail of blue light emanating fr om his 
wristbands.  He moves his right arm around, finding  that 
the trail always points in the same direction. 

 
   AGENT SAUSAGE 
The city’s Master Switch should allow you to shut 
down all the power, at least temporarily.  The 
problem— 

 
Durangis snaps his right arm back into speaking pos ition. 

 
   DURANGIS 
Whoa, whoa, wait.  There’s a switch somewhere 
around here that just shuts off all the power in 
the city?  Are you serious? 
 
   AGENT SAUSAGE 
Don’t be so naïve.  Every city has one.  As I was 
saying, the problem is that we don’t know where 
it is.  
  
   DURANGIS 
You mean you don't have the schematics to the 
power plant?  
 
   AGENT SAUSAGE 
Power plant?  What makes you think the Master 
Switch would be there?  No, it's likely just 
sitting around at a randomly chosen location 
somewhere in the city.  
  
   DURANGIS 
………  So let me get this straight.  I need to shut 
off the power so that I don’t have to search the 
whole city for Banchetta’s lair, right? 
 
   AGENT SAUSAGE 
Correct. 
 
   DURANGIS 
…But in order to do that, I need to search the 
entire city to find some universal light switch. 
 
   AGENT SAUSAGE 
Yes, that’s the basic idea. 
 
   DURANGIS 
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And I have to do it with this annoying blue trail 
coming off of my headband and wristbands? 
 
   AGENT SAUSAGE 
Blue trail?  What are you talking about? 
 
   DURANGIS 
I’ve got some kind of glowey aura coming off of 
my wrists.  It’s pointing off out into the 
street. 
 
   AGENT SAUSAGE 
Hmm… this is interesting.  You got your powers 
from a lightning strike, correct? 
 
   DURANGIS 
Yeah. 
 
   AGENT SAUSAGE 
Hold please… 

 
Some low-quality muzak begins playing.  This lasts for 
about ten seconds while Durangis listens in.  As he  
listens, he plays around with the glowing trail com ing from 
him, waving his right arm around, spinning around, and 
jumping back and forth.  Following the ten seconds,  Agent 
Sausage returns. 
 
     AGENT SAUSAGE 

Mr. Durangis, we have come to the conclusion that 
your headband and wristbands are reacting with 
the power lines beneath the street.  The trail 
you see is the direction of the electrical 
current’s flow. 
 
   DURANGIS 
Wow.  You figured that out pretty fast.  So what 
does it all mean? 
 
   AGENT SAUSAGE 
It just so happens, you can use this to find the 
Master Switch.  All power in the city flows into 
that switch, so all you really need to do is 
follow the pointer. 
 
   DURANGIS 
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Really?  That’s it?  But where does the power go 
after… 
 
   AGENT SAUSAGE 
Yes, that’s it.  You probably never noticed it 
before because you weren’t around power lines in 
the dark.  Anyhow, proceed to the target.  I’ll 
contact you again later. 

 
There is a click as Agent Sausage hangs up.  Durang is 
lowers his arms. 
 
     DURANGIS 
  Serendipity strikes again. 
 
He stands in place as the camera rotates around to the 
standard play position. 
 

L’Air 
 
TRIGGER: Complete Level 7 
 
LOCATION: The secret entrance to Banchetta’s secret  lair 
 
SOUND: Low wind howl, buzz of a neon sign 
 
CHARACTERS: Kevin Durangis, Agent Sausage 
 
INFORMATION CONVEYED: The cover that has protected Che from 
the authorities, the location of his lair. 
 
ACTION: 
 
Durangis opens the underground entrance to Che’s la ir.  As 
the door opens, he glances up at the side of the bu ilding.  
The camera zooms out and rotates up to reveal a gia nt neon 
sign on the side of the building, located just abov e a 
billboard.  The neon sign reads, “L’Air, by Banché III” 
(pronounced with a French inflection as “Bohnsha Tr wah,” 
sounding much like an overly French version of Banc hetta).  
The billboard below features a picture of Che weari ng a 
very fake French moustache and beret, holding a fan cy glass 
jar with the exact same picture on it.  Below, a ca ption 
reads, “Premium Fresh Air for the Dignified Respira tor, 
Direct from the French Alps.” 
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The camera holds this view as Durangis calls up Age nt 
Sausage. 
 
     DURANGIS 
  Agent Sausage… I think I found the place. 
 
     AGENT SAUSAGE 

What, the L’Air factory?  The place that was 
mysteriously opened by Monsieur Banché III just 
after Banchetta disappeared? That sounds pretty 
farfetched to me.  What would Banché III’s L’Air 
have to do with Banchetta’s secret lair? 

 
The camera cuts back to Durangis. 

 
   DURANGIS 
……… 
 
   AGENT SAUSAGE 
Hello? 
 
   DURANGIS 
Okay, I’m going to go ahead and ignore that.  I’m 
going in now. 

 
Durangis enters the secret lair. 
 
End Chapter 3 
 

Chapter 4 - Hero 
 

Diving In 

TRIGGER: Begin Level 8 
 
LOCATION: Banchetta’s lair, basement manufacturing 
facility.  Largely empty, simply a concrete floor a nd 
walls, low ceiling.  A huge metallurgical foundry i n the 
corner automatically takes iron bars from a pile, m elts 
them down, and forms them into parts for hover pads .  A 
conveyor belt along the wall takes these parts past  various 
robotic arms, which assemble them.  The room is bis ected by 
a long lab table cluttered with a few scientific 
instruments (burners, beakers, flasks).  The table extends 
from one wall across the center of the room, leavin g only a 
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small opening against the opposite wall.  On each w all 
parallel to it, a sliding metal door sits facing th e closed 
end of the table.   It is night, though there are n o 
windows to the outside in this room. 
 
SOUND: Steam and fire, metal clangs, sparks, motors , and 
other industrial sounds as hover pads are construct ed.  
Moderate echo. 
 
CHARACTERS: Kevin Durangis, Danny Che 
 
INFORMATION CONVEYED: Che and “The Dock” are workin g to 
solve an unknown problem.  Establishes Level 8. 
 
ACTION:  
 
Durangis walks in through a sliding door.  He enter s a 
small laboratory in the basement of the secret lair .  Che 
is crouched down in the opposite corner working on a 
damaged hover pad.  The door closes behind Durangis , 
causing Che to jump up.  He whips around and gestur es for 
Durangis to keep back. 
 
     CHE 

Okay, Kevin, take it easy.  I know the government 
sent you here.  Just… keep away from me for a 
little while longer. 
 
   DURANGIS 
You’d like that, wouldn’t you? 
 
   CHE 
No, seriously, I think I figured out what’s going 
on.  I’ve got “The Dock” working on it upstairs.  
We’ve been trying to solve the problem for days 
now. 

 
Durangis begins to walk slowly through the room, na vigating 
around a long lab table. 
 
     DURANGIS 

Honestly, I’ve got no idea what you’re talking 
about.  I’m just here to do my job.  I need to 
arrest you. 
 
   CHE 
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Look, if I’m right about what’s going on, there’s 
no way it’s going to be that simple.  I don’t 
want to end up fighting you. 
 
   DURANGIS 
I don’t want to fight you either… but to be 
honest, I am interested in seeing what you’re 
made of. 
 
   CHE 
Don’t do this… 
 
   DURANGIS 
Hey, I’m not trying to make this hard.  Come on, 
Danny, let’s go. 

 
Durangis has made it around the table.  Che rushes out of 
the room through a door behind him.  Durangis runs after 
him, running through the door.  As he moves into th e next 
room, he is faced with a dozen hologram drones.  Ch e is 
paused at the back of the room.  He glances back at  
Durangis. 
 
     CHE 

I’m not quite ready yet.  I just need a little 
more time! 

 
Che opens the door and heads through.  The hologram  drones 
begin to crowd Durangis.  He moves into a ready pos ition as 
the camera rotates around to the standard play view .  
 

Uncertainty Principle 

TRIGGER: Reach Banchetta’s Main Laboratory 
 
LOCATION: Banchetta’s lair, main laboratory.  Table s line 
the walls, leaving a large, open area in the center .  The 
tables hold seemingly random experimental materials , such 
as flasks, Bunsen burners, beakers, and test tubes full of 
colorful liquids.  Giant mainframe computers are po sitioned 
in various locations around the perimeter.  The rig ht half 
of the far wall is pushed back, with a raised balco ny with 
a railing hugging the walls within this section.  T he next 
corner features a pneumatic tube, used to take peop le to 
the top floor. 
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SOUND: Bubbling, sparking, computer beeps and click s, 
ambient hums and whirs.  Battle music swells as the  scene 
nears the transition to gameplay. 
 
CHARACTERS: Kevin Durangis, Danny Che 
 
INFORMATION CONVEYED: Establishes Banchetta boss ba ttle 
sequence. 
 
ACTION:  
 
Durangis enters the main laboratory.  Che stands in  the 
center of the room, talking on a walkie-talkie. 
 
     CHE 

Well I don’t care how, just make it quick.  We’re 
out of time.  He’ll be… 

 
He turns around and sees Durangis in front of the d oor. 
 
     CHE 
    (Into radio) 
  Now.  I need it done now.  I have to go. 
 
Che turns off the walkie-talkie and places it on th e table 
behind him. 
 
     DURANGIS 
  Hey, Danny.  I need to arrest you now, okay? 
 
     CHE 

Kevin, do you even know why you have to arrest 
me?  Why you’re doing this at all? 

 
     DURANGIS 
  Because you’re evil. 
 
     CHE 

No, no.  I mean do you know why you personally 
have to do this? 

 
Durangis thinks for a minute. 
 
     DURANGIS 

Well, I… umm… I don’t know, I guess maybe… I 
don’t know. 
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     CHE 
You came to arrest me, and you don’t even know 
why you’re doing it? 

 
     DURANGIS 

Nope.  All I know is I’m the hero here.  I know I 
have to arrest you. 
 
   CHE 
No, you don’t. 
 
   DURANGIS 
Okay, maybe I don’t know for sure I have to 
arrest you, but something just keeps telling me I 
need to.  Now come here. 

 
Durangis takes a few steps towards Che.  Che backs off. 
 
     CHE 

Kevin, you need to know… I’ll do whatever I can 
not to be turned over to those agents.  For both 
our sakes. 

 
     DURANGIS 

Well, what kind of friend are you if you won’t 
even let me arrest you?  It’s a simple favor to 
ask. 
 
   CHE 
We have to leave, Kevin.  We both have to leave. 

 
Durangis begins walking slowly towards Che. 

 
   DURANGIS 
We will.  I just need you to come over here so I 
can escort you out of the building, say the magic 
words, you’re behind bars, problem solved.  
Everyone wins! 
 
   CHE 
You don’t seem to get it, but it looks like I’m 
not going to get a chance to explain.  If you’re 
set on arresting me, then I’ve got no choice but 
to resist. 
 
   DURANGIS 
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And if you’re set on resisting, then I’ve got no 
choice but to resist… in order to… make you… stop 
resisting. 

 
Durangis has reached Che. 
 
     CHE 
  What? 
 
     DURANGIS 
    (Yelling) 
  Stop resisting! 
 
Durangis slams a palm into Che’s chest.  Che falls back 
through the table, shattering it.  Durangis’s eyes widen in 
surprise. 
 
     DURANGIS 
  Holy sugarless gum! 
 
Che gets up quickly. 
 
     CHE 
  Jeez, Kev, what’s your problem? 
 
     DURANGIS 
  Umm… 
 
Che runs to a hover pad in the corner.  He jumps on , takes 
off, and begins flying around the room. 
 
     CHE 
  I guess this is what it comes to? 
 
     DURANGIS 
    (Yelling) 
  Stop resisting! 
 
     CHE 
  Listen, I… 
 
     DURANGIS 
    (Interrupting) 
  Stop resisting! 
 
     CHE 
  Are you okay? 
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     DURANGIS 
  Umm… stop… resisting?  I don’t know. 
 
Durangis moves into a fighting stance. 
 
     DURANGIS 

I guess I’m just hyped-up.  You know, getting 
caught up in the moment.  Seriously, though… 
you’d better stop resisting. 

 
The camera rotates around to the standard play view . 
 
 
 

Breaking the 3.5-th Wall 

TRIGGER: Complete Level 8 
 
LOCATION: The main laboratory within Banchetta’s se cret 
lair.  The room has been largely destroyed by the p receding 
battle between Kevin and Danny.  Wires are sparking , the 
windows are broken, and most of the tables and equi pment in 
the room have sustained significant damage.  The pn eumatic 
tube in the far corner is the only thing left that is fully 
operational.  Nearly midnight. 
 
SOUND: The muffled sound of police units outside, s parking 
wires, and the occasional glass breaking. 
 
CHARACTERS: Kevin Durangis, Danny Che, “The Dock,” The 
Narrator 
 
INFORMATION CONVEYED: The major plot twist of the s tory in 
which Che reveals that he and Durangis are trapped within a 
comic book. 
 
ACTION:  
 
Durangis has just defeated Che.  The police are wai ting 
outside to take Che into custody.  Durangis and Che  are 
both in the big open space in the center of the roo m trying 
to catch their breaths.  Che is sitting lazily whil e 
Durangis stands over him. 
 
     DURANGIS 
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    (Panting and wheezing) 
All right, Danny… I’ve… you’ve just been… 
surrender, and we’ll… uh… you… you had enough? 

 
     CHE 
    (Panting and wheezing) 
  Yes… it’s… I think you… yeah. 
 
     DURANGIS 
    (Still breathing heavily) 

All right… just give me a minute… I’ll just… let 
me catch my breath, and then I’ll… take you down 
to the police. 
 
   CHE 
  (Breathing a bit more normally) 
Tell you what… if I have my henchman turn himself 
in now… will you at least give me enough time to 
tell you what I know? 
 

Durangis coughs and sits down. 
 
     DURANGIS 
    (Breathing heavily) 

Oh no, this isn’t… this isn’t going to be some 
kind of… long- winded explanation that stops the… 
the action is it?  I didn’t come here to learn 
how to… build a jet-ski… or whatever.  Can’t we 
just get back to… back to the, uh… the fighting? 
 
   CHE 
You sure?  You seem like you’re still a little 
winded there. 

 
     DURANGIS 
    (Beginning to catch his breath) 

Yeah, yeah, fine… whatever, never mind.  Just, 
uh… do whatever you just said while I… yeah, I’ll 
just sit here for a minute. 

 
Che grabs a walkie-talkie, which was apparently sit ting 
behind him. 
 
     CHE 
    (Into radio) 
  “The Dock?” 
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“The Dock” emerges a split-second later from the pn eumatic 
tube in the corner. 
 
     “THE DOCK” 
  Yes, Master? 
 
     CHE 
  Is everything ready? 
 
     “THE DOCK” 
  Yes, Master. 
 
     CHE 

Then it seems I no longer require your services.  
Now quickly, go down and turn yourself in. 
 
   “THE DOCK” 
But Master… 
 
   CHE 
Dentist Army… 

 
Durangis shivers. 
 
     “THE DOCK” 
    (Enthusiastically) 
  Yes, Master!  Right away! 
 
“The Dock” runs and dives out of the window.  Secon ds 
later, a large crash is heard below. 
 
     CHE 
  He’ll be all right.  Now then… 
 
     CHE 

Kevin, ever since the lightning strike, 
something’s been wrong.  Something about this 
whole world. 
 
   DURANGIS 
  (Speaking normally again) 
“Wrong?”  What’s that supposed to mean? 

 
CHE 

I mean, haven’t you noticed anything strange 
about this place over the past few weeks? 
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   DURANGIS 
Strange?  No… 

 
The camera zooms in through Durangis’s eye, transit ioning 
into a flashback sequence.  A variety of images fro m past 
cutscenes briefly appear, one by one.  The images a re run 
through a sepia filter with heavy grain and grit, a s though 
from a very, very old movie.  Ragtime-style piano m usic, 
similar to a silent movie soundtrack, plays over th e 
sequence. 
 
Images seen are: Stormtroopers capturing Durangis, Agent 
Sausage’s business card, Che throwing nails at Dura ngis, 
“Jeff” exploding, the formation of the FOB Wall, “G eoff” 
weeping over the loss of a doughnut, the hamster mo nks 
flying through the air, and Durangis falling and la nding on 
his hammock.  Cut between shots are images of Yello w the 
XVI waddling towards the camera, coming closer each  time.  
The entire sequence lasts no longer than ten second s. 
 
The camera flies back out from Durangis’s eye.  The  scene 
continues. 
 
     DURANGIS 
  …No stranger than usual, anyway. 
 
     CHE 
  Seriously? 
 
     DURANGIS 
    (Defensively) 

What?  I mean, maybe it’s just me, but I thought 
the world was always insane.  If you’re asking me 
if the world is any more insane than usual, 
you’re barking up the wrong tree. 
 
   CHE 
Fair enough. 
 
   DURANGIS 
Come to think of it, though… 

 
The camera zooms back in for another grainy flashba ck.  The 
entire scene of Durangis falling from the Temple of  truth 
to his house is shown.  Durangis narrates. 
 
     DURANGIS 
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There was that time I fell from a cloud bank in 
Nepal.  That was a bit different.  There were all 
of these white bars flying by while I was 
falling, but that was probably something to do 
with a lack of oxygen.  What’s weird is that I 
somehow landed in the hammock behind my house. 

 
The scene ends, the camera zooms back out. 
 
     DURANGIS 

I had to go on a mission right after that, so I 
just sort of forgot about it. 

 
CHE 

  Wait a minute… 
 
     DURANGIS 
  And then there was that other time… 
 
The view zooms in again.  Another grainy sequence b egins.  
The scene is of Durangis noticing that the members of the 
FOB Wall are all male.  Again, he narrates. 
 
     DURANGIS 

I sort of noticed at one point that I hadn’t seen 
any women in a while.  I never did get a solid 
answer on that one. 

 
The scene ends, the camera zooms back out. 
 
     DURANGIS 
  Again, I’ve been kind of busy. 
 
     CHE 
  Just hold on, Kev, I think— 
 
     DURANGIS 
  …Ooh!  But I remember something else… 
 
The camera zooms in yet again.  Still grainy, we no w see 
live-action footage.  Stock video of old steam loco motives 
and the Old West. 
 
     DURANGIS 

…I was hunting down Jesse James on the old Union-
Pacific Railroad.  I had to stop him before he 
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reached his secret horde of gold-plated silver 
bars in the uranium mines beneath Salt Lake City… 

 
The scene ends, the camera zooms back out. 
 
     DURANGIS 

…No, wait… that one didn’t really happen.  Oh!  I 
know! 

 
The camera zooms in again, but Che interrupts. 
 
     CHE 
  Kev, stop it! 
 
The camera zooms back out. 
 
     DURANGIS 
    (Snapping into reality) 
  What? 
 
     CHE 

Kev, listen to me!  I know what’s been going on, 
all right? 
 
   DURANGIS 
Wait, what?  You… what do you mean?  When did 
that happen? 
 
   CHE 
I’ve been piecing it together for a while now.  
I’m not entirely sure how it… oh, never mind.  
I’ll just give you the simple version.  Kev, 
we’re trapped inside a comic book. 
 

Durangis looks confused. 
 
     DURANGIS 

This coming from the guy who always says my ideas 
are crazy and far-fetched? 
 
   CHE 
Oh, come on, it’s simple.  First off, everything 
is propelling you along a set series of events.  
Haven’t you gotten some sense of that?  Isn’t it 
odd that the Department of Supernatural Research 
found you so fast?  This world is trying to cast 
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us as hero and villain… to sort of… pit us 
against each other. 
 
   DURANGIS 
  (Increasingly exasperated) 
"This world?"  What, are you suggesting that 
Mother Nature's got some kind of hidden agenda 
here?  Are you trying to tell me that the entire 
Earth is a sentient being?  I mean… oh, wait… 
this sounds like the plot to some bad sci-fi 
video game or something.  Are you sure we aren't 
in one of those?   
 
   CHE 
Calm down, Kev… 
 
   DURANGIS 
  (Becoming nervous) 
Or… wait… does this mean that plants really do 
know what I'm thinking?  You told me they weren't 
capable of…  
 
   CHE 
Okay, Kev, just shut up.  How about this… you 
know how you were describing that time you fell 
from the mountains to your house? 
 
   DURANGIS 
Yeah. 
 
   CHE 
Well, I think what you did was fall out of a 
panel of the comic book.  You landed down at the 
bottom of the page somewhere. 
 
   DURANGIS 
But… look, even working from the assumption 
you’re not completely mental, how would something 
like that even happen? 
 
   CHE 
You must’ve done something you weren’t supposed 
to do.  I told you, it’s trying to send you along 
a set timeline.  You broke the timeline and 
temporarily crossed dimensions somehow. 

 
Durangis thinks about this for a few seconds. 
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   DURANGIS 
And the fact that there aren’t any women? 
 
   CHE 
Oh, there are women, all right.  I don’t know 
where you’ve been hanging out, but I’ve seen 
plenty of women around.  
 
   DURANGIS 
What?!  
 
   CHE 
  (Increasingly lusting) 
Oh, yeah.  And they’re all gorgeous.  Every 
single one.  You know how comic books are 
sometimes.  Yeah.  Horribly over-sexualized 
women… everywhere… a mockery of the feminist 
movement… it’s a travesty… 

 
Che drifts off into a daze. 

 
   DURANGIS 
I hate you. 
 
   CHE 
  (Breaking from trance) 
Anyway… I guess this whole situation explains 
that guy, too. 
 
   DURANGIS 
What guy?   
  

Che points to the camera.  Durangis turns around an d looks 
into the camera.  The camera then turns around to r eveal 
the Narrator, holding the camera at arm’s length as  he 
looks into it. 
 
     NARRATOR 

Suddenly, our hero spots a man with a camera.  
Intrigued by this man's unique ability to always 
be in the right place at the right time, Captain 
Durangis takes him on as a new sidekick, to be 
known from this day forth as… Camera-Man! 

 
The camera swings back around to look at Durangis a nd Che. 
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     DURANGIS 
    (To Narrator) 

No, that’s… that’s okay, buddy.  You just… keep 
on doing your own thing. 
 
   NARRATOR 
Come now!  Camera-Man could be a great sidekick!  
Why, I could even… 
 
   DURANGIS 
  (Interrupting) 
No, just… please.  Maybe later. 

 
Durangis turns back to face Che. 
 
     DURANGIS 

I forgot about him.  He hasn’t really said 
anything in a while. 
 

     CHE 
Anyway Kevin, I’ve found a way out.  “The Dock” 
and I have been working on a way… 
 
   DURANGIS 
  (Interrupting Che) 
Wait, wait… even if what you say is true, how did 
we get transported into a comic book in the first 
place? 
 
   CHE 
Don’t you get it?  The way we came is the way we 
came in! 
 
   DURANGIS 
Eh? 
 
   CHE 
I’m sorry… for some reason, I just felt a strange 
need to say that particular line. No, look… the 
lightning strike.  That’s how we ended up here.  
That’s how we can get out, too.  Just come on, 
Kev, you know I’m not really evil.  The 
Department of Supernatural Research is behind all 
this.  They want you to capture me in order to 
prevent my escape from the comic world.  That’s 
why they say I’m evil.   
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The camera begins to slowly zoom in on Che from the  side, a 
window behind him.  Che steps onto a wooden crate w ith one 
leg, standing heroically with a hand resting on his  raised 
knee, the other hand thrusting into the air slowly as he 
speaks.   

 
   CHE 
  (Dramatically) 
If they get their hands on me, they can convert 
me into the villain they need me to be and allow 
the hero-villain relationship between us to play 
out… until THE END… of TIME! 

 
Che stands in a dramatic pose as four loud bangs ar e heard 
at the door leading into the room.  As the characte rs turn 
to look, more bangs continue to be heard. 
 
     DURANGIS 

I was kind of expecting a lightning strike there, 
but I guess that works too.  

 
     CHE 

Sorry, Kevin, but we’re out of time.  You have a 
choice to make right now.  I can take you with 
me, but if I do, they’ll be after both of us 
until we manage to get out.  Either you turn me 
in and fulfill your duty to this world, or you 
join with me and we can get back to ours. 

 
The banging grows louder. 
 
     CHE 
  Which will it be, Kevin? 
 
Players are presented with a choice to either join or not 
join with Che.  Their choice determines the conclus ion to 
the cutscene and the layout of the rest of the game . 
 

Choice Conclusion: Join 

TRIGGER: Choose to join Banchetta 
 
LOCATION: Banchetta’s lair, main laboratory 
 
SOUND: The muffled sound of police units outside, s parking 
wires, the occasional glass breaking, pneumatic tub e hiss 
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CHARACTERS: Kevin Durangis, Danny Che 
 
INFORMATION CONVEYED: Durangis joins with Che in hi s 
attempt to escape the comic world 
 
ACTION: 
 
Durangis faces Che. 
 
     DURANGIS 

You were always the smart one.  I’m going to go 
ahead and assume you know what you’re talking 
about. 

 
     CHE 
  So you’re coming with me? 
 
     DURANGIS 
  Yeah. 
 
Che grins. 
 
     CHE 
  Glad to hear it. 
 
     DURANGIS 

Careful.  If you really are evil, I’m still going 
to have to do something about it, and that smile 
was pretty borderline. 
 
   CHE 
Relax.  We’ve been over this already.  We’re 
friends, remember? 
 

Durangis looks around the room. 
 
     DURANGIS 
  So… how are we supposed to get out of here? 
 
     CHE 
  Remember that little entrance my henchman made? 
 
Che points to the pneumatic tube in the corner.  Du rangis 
turns to look. 
 
     DURANGIS 
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  Nice. 
 
Durangis and Che walk over to the tube.  Che opens it up, 
gets inside, and sits down. 
 
     CHE 
  This will take us up to the hangar. 
 
He lies down. 
 
     CHE 
  Just close the door… 
 
He reaches up and closes the door. 
 
     CHE 
    (Muffled) 
  …And press the magic button. 
 
He presses a round button next to his right foot, u sing his 
foot.  A loud hiss is heard as Che shoots upward th rough 
the tube and off the screen.  A few moments later, Durangis 
opens the door and looks up the now-empty tube.  Th e view 
fades to black as he begins to step inside. 
 

Choice Conclusion: Not Join 

TRIGGER: Choose not to join Banchetta 
 
LOCATION: Banchetta’s lair, main laboratory 
 
SOUND: The muffled sound of police units outside, s parking 
wires, the occasional glass breaking, pneumatic tub e hiss 
 
CHARACTERS: Kevin Durangis, Danny Che 
 
INFORMATION CONVEYED: Durangis chooses not to join with 
Che, leading to another pursuit. 
 
ACTION: 
 
Durangis faces Che. 
 
     DURANGIS 
  I can’t do it, Danny.  I’m sorry. 
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     CHE 
  What?  But… 
 
     DURANGIS 

Look, I know we’re friends.  We’ve been friends 
for a long time.  Whatever the case, you’re still 
evil, and as a superhero, it’s my job to stop 
evildoers. 

 
Che begins stepping casually and slowly towards the  
pneumatic tube in the corner.  Durangis follows. 
 
     CHE 

Oh, Kevin.  Kevin, Kevin, Kevin…  I have to say, 
this really disappoints me.  I was offering you 
the chance to come with me and get out of this 
funhouse.  We don’t belong here… neither of us. 

 
Che reaches the pneumatic tube.  Durangis stands ab out ten 
feet away. 
 
     DURANGIS 

Well, if nothing else, I can at least take YOU 
out of THIS funhouse. 

 
Durangis gestures to the laboratory. 
 
     DURANGIS 

Sorry, Danny, but this is it.  I’ve got to arrest 
you… 

 
He begins to walk toward Che.  As soon as he begins  to 
move, Che quickly opens the door to the tube and ge ts 
inside.  He presses a button with his right foot an d shoots 
up off the screen.  Durangis rushes to the tube, op ening 
the door and looking up the now-empty shaft.  As he  looks, 
the view fades to black. 
 

Irrationality is the Only Rational Solution 

TRIGGER: Begin Level 9a or 9c 
 
LOCATION: Banchetta’s lair, top floor, the hangar.  A 
pneumatic tube in the near corner, wooden floors th at have 
been torn up, wooden walls and ceiling.  A large wo oden 
airplane, build like a steam locomotive with wings,  sits in 
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the middle of the room, pointing towards a long ram p that 
leads down to the street.  Night. 
 
SOUND: Pneumatic air hiss, steam engine chug, deep rumble, 
airplane propeller.  Action music. 
 
CHARACTERS: Kevin Durangis, Danny Che 
 
INFORMATION CONVEYED: Kevin knows how to fly the pl ane they 
intend to escape in.  Establishes Level 9a, 9c. 
 
ACTION:  
 
Che emerges from the pneumatic tube in his hangar.  While 
stepping out, he forgets to close the door behind h im.  
Several moments later, Durangis flies up through th e tube, 
flying out of the open exit and across the room.  A  loud 
crash is heard off to the side as he lands.  Che ig nores 
Durangis’s accident behind him, instead looking on,  
worried, at the sight before him.  In front of Che lies the 
escape vehicle – a large airplane built largely fro m wood 
and consisting of various other scraps which look a s though 
they have been found just lying around the lair.  B eneath 
the cockpit, an engraving reads, “‘The Dock.’”  Che  looks 
at it with great concern. 
 
     CHE 
  What in the name of bananas is this? 
 
He walks around the plane, surveying it carefully. 
 
     CHE 

This is what I left him to work on for the past 
three days? 

 
Clanking and crashing can be heard in the backgroun d as 
Durangis begins to get up.  Che continues circling the 
plane. 
 
     CHE 

This thing will never get us out of here!  I 
mean, look at it!  How am I even supposed to fly 
something like this?  It doesn’t even have real 
engines!  Even if it did, it would fall apart as 
soon as it started moving! 
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Durangis stumbles back into the scene, dusting hims elf off 
as he staggers towards Che. 
 
     CHE 
    (Depressed, hopeless) 

It’s just… I’m sorry, Kevin.  I don’t know how 
we’re supposed to get out of this one. 

 
Durangis takes his first glance up at the plane.  H is eyes 
widen in awe. 
 
     DURANGIS 
  This is it… it’s real! 
 
     CHE 
  I let you down… 
 
     DURANGIS 
  It’s real!  I can’t believe it!  Ha ha!  Danny… 
 
      CHE 
    (Depressed, defeated) 
  What do you want, Kev? 
 
     DURANGIS 
  Who did you say designed this thing? 
 
     CHE 
    (Mocking, upset) 

That would be my pathetic, incompetent henchman, 
“The Dock.” 
 
   DURANGIS 
Let him know that he’s a genius and a visionary! 
 
   CHE 
What are you talking about? 
 
   DURANGIS 
This plane!  This beautiful plane!  Oh, wow… I 
never thought I would see the steam-powered 
airplane actually come into being! 
 
   CHE 
The steam pow-- 

 
Che’s eyes widen in surprise. 
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     CHE 

This thing?  This is the design you came up with 
to help reduce oil dependency? 
 
   DURANGIS 
Yes!  It’s the most beautiful prototype I could 
have imagined! 
 
   CHE 
This isn’t making me feel any better.  I’m 
telling you, you can’t fly an airplane with steam 
power.  The logistics behind this thing are… 
 
   DURANGIS 
Oh, I can’t can I?  Just watch me try. 

 
Durangis begins running around the room in a hyper- fast-
forwarded Benny Hill-style montage.  Wacky music (“ Wackety 
Sax”-style) plays as he essentially does nothing bu t run 
around.  After several seconds, the montage ends as  
Durangis grabs Che and drags him around to the rear  of the 
airplane.  The view cuts to the inside, where a lar ge 
locomotive boiler sits next to a pile of coal. 
 
     DURANGIS 

Okay, we’re ready to go!  Hop in the cockpit and 
prepare for takeoff. 

 
     CHE 

Man, that was brilliant!  You’d better not let me 
down, here.  Oh, just one thing first. 

 
Che presses a big red button on the wall of the air craft’s 
interior.  The wall in front of the plane folds out  into a 
ramp, leading down into the street below.  Che head s for 
the cockpit section where he stands before a series  of 
controls, the steering yoke being the only mechanis m of any 
importance. 
 
     DURANGIS 

Okay, hang on… we’ll be on our way eventually. 
 
   CHE 
Eventually? 
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Durangis begins shoveling coal rapidly into the boi ler.  
The boiler begins to give off steam, which slowly f ills the 
hangar more and more.  As the shoveling continues, the 
wheels of the plane slowly begin to turn.  The plan e rolls 
forward onto the ramp and quickly rolls onto the st reet.  
It maintains its speed and even begins speeding up as it 
continues down the street.  Inside, the plane is vi brating 
to an absurd extent.  Che remains at the controls. 
 
     CHE 

I have no idea how this is even remotely working, 
but it’s incredible!  Ha! 

 
Che pulls back on the steering yoke and the plane t akes to 
the air. 
 
     CHE 

Oh, yeah, Kevin… I forgot to mention something… 
we need to be traveling at 700 miles an hour in 
order to travel back.  Can this thing make that 
kind of speed? 

 
     DURANGIS 

Who do you think you’re talking to?  I mean, yeah 
it’s a bit of a stretch, but sure! 

 
     CHE 

All right, then we’ve got it made!  Keep 
shoveling! 

 
The plane flies out over a lake.  Several tiny jets  follow 
directly behind it.  Inside one of the cockpits, we  see the 
face of an agent. 
 
     CHE 

Belay that order, Captain… looks like we’ve got 
company. 
 
   DURANGIS 
But I need to shovel to keep us in the air! 
 
   CHE 
Multi-task, then!  Use your super speed or 
whatever it is you have! 

 
The plane barrels on, pursued by the jets.  Two age nts pop 
out of their jets and land in the open entranceway of the 
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plane.  Durangis puts down the shovel as the camera  rotates 
around to the standard play position. 
 

Pursuit 

TRIGGER: Begin Level 9b or 9d 
 
LOCATION 1: Banchetta’s lair, hangar 
 
LOCATION 2: Steamplane. 
 
SOUND: Pneumatic air hiss, steam engine chug, deep rumble, 
airplane propeller.  Action music. 
 
CHARACTERS: Kevin Durangis, Danny Che 
 
INFORMATION CONVEYED: Che intends to escape on a sh oddy-
looking airplane.  Establishes Level 9b and 9d. 
 
ACTION: 
 
Inside the hangar on the top floor of the lair, Che  emerges 
from the pneumatic tube in the corner.  He gets out  and 
immediately makes for the entrance to the steam-pow ered 
airplane.  He enters, pressing a large red button j ust 
inside the doorway.  Quickly the walls of the hanga r begin 
to fold down as a ramp extends down into the street  below.  
As this occurs, Durangis emerges through the same p neumatic 
tube in the corner. 
 
Back in the plane, Che reaches the cockpit and pres ses a 
series of buttons on the control panel.  Loud mecha nical 
noises are heard as steam begins to hiss.  The plan e slowly 
begins to roll forward onto the ramp.  Durangis rus hes 
forward towards the plane, locating the entrance an d 
climbing aboard as the plane rolls onto the ramp.  After he 
climbs aboard, the plane rolls down the ramp and ra pidly 
picks up speed. 
 
Che presses a final button labeled as “Full Autopil ot.”  As 
he watches the plane’s progress, Durangis walks up behind 
him. 
 
     DURANGIS 
  Danny! 
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Che turns around. 
 
     CHE 

Kev?!  Oh, man, you don’t know how happy I 
actually am to see you.  I was seriously afraid 
you’d stay behind and get stuck here. 
 
   DURANGIS 
Come on, Danny.  It’s over. 

 
Che takes on a disappointed look. 
 
     CHE 
  Wha… you’re serious? 
 
     DURANGIS 

Hey, I’m just doing my job.  I’ve gotta arrest 
you. 

 
Che sighs. 
 
     DURANGIS 

And incidentally, what do you think you’re doing 
with my plane? 
 
   CHE 
You like it?  “The Dock” built it.  I was a bit 
put off by it at first, but it’s actually working 
pretty well.  He even managed to automate every 
system, so I can just sit back and wait for the 
end. 
 
   DURANGIS 
Pretty brilliant, isn’t it? 
 

The airplane slowly takes to the air, soon rising u p above 
the skyline. 
 
     CHE 

We’re already airborne, Kevin.  I’m not looking 
to turn back.  We’ve got to get back. 

 
     DURANGIS 

And I’ve still got a mission to complete, so… 
yeah. 
 
   CHE 
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You realize you’re pretty well exhausting all the 
options, here, right?  There’s a good chance 
you’ll make me do something I really don’t want 
to do. 
 
   DURANGIS 
You’re going to eat that French fry that’s been 
under the couch for the last three months?  I’ve 
got to say, I admire your courage, but what does 
that have to do with anything? 
 
   CHE 
No, no, not that.  I meant me fighting you. 
 
   DURANGIS 
Oh.  Well, we’ve been over this before.  There’s 
a simple way out of that.  You just have to come 
with me and we’ll call it done. 
 
   CHE 
You know I can’t do that.  I mean, literally, I 
can’t… we’re airborne. 
 

Che steps out of the cockpit area and moves into th e main 
open section of the plane, circling around Durangis .  
Durangis keeps his eyes on Che. 
 
     DURANGIS 

Sorry then, Danny.  Looks like I need to soften 
you up some more before you’re ready.  It’s for 
your own good, so don’t worry. 

 
The plane moves out over the surface of the lake, 
continuing to pick up speed. 

 
   CHE 
Here we go again, then. 

 
Durangis enters a fighting stance. 
 
     DURANGIS 
  Here we go again. 
 
The camera rotates around to the standard play posi tion. 
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“The Dock” is In 

TRIGGER: Defeat Banchetta Part 1 in Level 9d 
 
LOCATION: Steamplane, the skies over Finkleburg 
 
SOUND: Rushing wind, mechanical clanking of boiler,  steam 
hiss, whirr of hover pad, body fall, metal-wood cra sh, 
airplane prop 
 
CHARACTERS: Kevin Durangis, Danny Che, “The Dock” 
 
INFORMATION CONVEYED: Establishes return of “The Do ck,” 
sets up second half of battle 
 
ACTION: 
 
Che crouches down, catching his breath after a roun d of 
battling.  Durangis stands by the opposite wall, al so 
catching his breath. 
 
     CHE 

You know… I’m starting to get the feeling we’re 
both invincible or something. 
 
   DURANGIS 
Okay, but I hit you more than you hit me.  That 
means I win, right? 
 
   CHE 
I do have to admit, you seem to be a little 
better off than I am right now. 

 
Che stands up.  The two begin to catch their breath s. 
 
     CHE 

I’m not done yet, though.  The plane is still at 
only about half the speed it needs to be. 
 
   DURANGIS 
Then I guess I’ll have to shut it off after I 
arrest you.  Come on, Danny. 

 
Durangis approaches Che. 
 
     CHE 
  No, wait, just… hold on… 
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Che continues attempting to catch his breath.  Sudd enly, 
the sound of a hover pad is faintly heard outside, along 
with a faint voice. 
 
     “THE DOCK” 
  Master— 
 
Durangis continues towards Che. 
 
     DURANGIS 

Come on, let’s just make this easier on both of 
us.  We can still… 

 
A crash is heard near the door.  Durangis and Che b oth turn 
to look.  At the entrance, “The Dock” has crashed h is hover 
pad and fallen into the plane.  Lying on his stomac h, he 
gets up and notices Durangis and Che. 
 
     “THE DOCK” 

Master!  I managed to break free!  I came as soon 
as I could to help you with the escape! 

 
     CHE 

Excellent, “The Dock.”  I know the perfect way 
for you to give me a hand.  I’m a little tired.  
Help me hold off Captain Durangis for a while, 
would you? 
 
   “THE DOCK” 
Absolutely, Master! 

 
“The Dock” runs over to Che’s side.  The two take o n ready 
postures. 
 
     DURANGIS 
  Ugh.  When will the madness end? 
 
Durangis takes on his own ready stance as the camer a 
rotates around to the standard play view. 
 

Sausagefest ‘97 

TRIGGER: Reach 500 mph in Level 9c 
 
LOCATION: Steamplane, the skies over Finkleburg 



Copyright © Doug Lynn, 2008 Page 138 
 

 
SOUND: Mechanical clanking of boiler, steam hiss, r ushing 
wind, heavy thump on wood, shoveling coal, coal fal ling 
into boiler, whirr of hover pad, body fall, airplan e prop  
 
CHARACTERS: Kevin Durangis, Danny Che, “The Dock,” Agent 
Sausage 
 
INFORMATION CONVEYED: Establishes return of “The Do ck,” 
sets up battle with Agent Sausage 
 
ACTION: 
 
Durangis puts a shovelful of coal into the boiler. 
 
     DURANGIS 
  How we doing up there? 
 
Che stands in the cockpit area.  He looks down at t he 
gauges below him. 
 
     CHE 
  Just over 500.  Keep shoveling! 
 
     DURANGIS 

I’m not sure how much longer I can keep this up.  
I can do one or the other, but it’s hard to keep 
up with both. 
 
   CHE 
Less talking, more shoveling! 

 
Suddenly, the sound of a hover pad is heard faintly  
outside.  Its pilot speaks out. 
 
     “THE DOCK” 
  She’s flying!  Ha! 
 
Durangis puts down the shovel and snaps into a figh ting 
posture.  Noticing “The Dock,” he relaxes. 
 
     DURANGIS 
  You! 
 
“The Dock” jumps from his hover pad into the plane.   He 
runs towards the cockpit. 
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     “THE DOCK” 
  Master! 
 
Durangis looks on with interest, but soon picks up the 
shovel and continues shoveling coal.  “The Dock” re aches 
the cockpit. 
 
     “THE DOCK” 

Master!  I’ve escaped from custody!  They were 
all so obsessed with coming after you that I just 
managed to slip away! 

 
Che remains focused on flying. 

 
   CHE 
Okay, good work, “The Dock.” 
 
   DURANGIS 
Hey guys!  You think maybe one of you could come 
back here and give me a hand? 
 
   CHE 
  (To “The Dock”) 
Yeah, he’s right.  Go back there and help out. 
 
   “THE DOCK” 
Yes, Master! 

 
“The Dock” runs back to the boiler.  Durangis quick ly stops 
shoveling. 
 
     DURANGIS 
  Good.  Take this. 
 
Durangis hands the shovel to “The Dock.” 
 
     DURANGIS 
  Now, you need to— 
 
     “THE DOCK” 
  What speed do we need to reach? 
 
Durangis pauses for a moment, not expecting “The Do ck” to 
know what to do. 
 
     DURANGIS 
  700 miles an hour. 
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     “THE DOCK” 
  Leave it to me. 
 
He begins shoveling. 
 
     DURANGIS 
  You actually know how to work this? 
 
     “THE DOCK” 
  Who do you think built it? 
 
     DURANGIS 
  Okay, then.  I’ll go deal with the agents. 
 
He looks around for a moment. 
 
     DURANGIS 
  Speaking of… where did they go? 
 
A loud bang is heard on the roof.  Durangis and “Th e Dock” 
both look up. 
 
     DURANGIS 
  What the interbang was that?! 
 
Che calls out from the cockpit. 
 
     CHE 

Go and check it out, Kev.  We’ve got things 
covered in here! 

 
“The Dock” resumes shoveling.  Durangis heads for t he exit 
door.  He looks out and spots a ladder structure ju st out 
to the front side of the door.  He climbs out onto the 
ladder and follows it up to the roof.  He steps up onto the 
roof and looks around, but can’t see anything.  As he looks 
to the back of the plane, he spots Agent Sausage wa iting 
for him. 
 
     AGENT SAUSAGE 

Hmm.  This isn’t exactly what I expected.  I 
hoped he’d send his clone up. 
 
   DURANGIS 
Agent Sausage? 
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   AGENT SAUSAGE 
You’re violating the terms of your duty. 

 
Durangis snickers at the word “duty.” 
 
     AGENT SAUSAGE 

Your duty is to this city, and it’s determined by 
the rules our society has established.  You don’t 
get to make your own duty. 
 

Durangis breaks down laughing.  Agent Sausage looks  on 
somewhat puzzled.      
 

DURANGIS 
    (Laughing) 

I can too make my own duty!  Yeah, maybe I did 
violate my duty.  No need to rub my face in it! 

 
Durangis continues laughing. 
 
     AGENT SAUSAGE 
  You’re not going to take this seriously? 
 
Durangis continues laughing. 
 
     AGENT SAUSAGE 

It’s pronounced “Soh-sazhe,” by the way.  In any 
case, you will fulfill your role as hero, and you 
will serve this world for as long as your duty 
requires it. 

 
Durangis continues laughing.  Agent Sausage moves i nto a 
fighting stance. 
 
     AGENT SAUSAGE 
  Even if I have to see to it myself. 
 
Durangis begins to break out of his laughter.  He g iggles 
as he moves into a fighting stance and the camera r otates 
around to the standard play position. 
 

Ending #1 

TRIGGER: Complete game through Level 9a 
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LOCATION: The skies above Finkleburg, the streets o f real 
Finkleburg 
 
SOUND: Airplane prop, mechanical clanking of steam boiler, 
steam hiss, electrical zaps, thunder, wood and meta l 
crashing together and against ground (plane crash) 
 
CHARACTERS: Kevin Durangis, Danny Che 
 
INFORMATION CONVEYED: Durangis and Che escape into the real 
world.  Concludes the game. 
 
ACTION: 
 
The plane approaches an electrical storm as it near s the 
speed of sound. 
 
Cut to inside the plane. 
 
Che, who is firmly strapped to the floor, pilots th e plane 
into the storm, clearly enjoying himself immensely.  
 
     CHE 
  (Insane laugh) Yeah!  WOOOOOO! 
 
Che continues his laughing as the camera rotates to  view 
the back of the plane, where Durangis is pinned aga inst the 
back wall from the speed.  He rocks his head back a nd 
forth, screaming in terror. 
 
     DURANGIS 

GAAAAAAaaaAAggle-ababble-aboogle-idooble-y… 
(insane, terrified babbling continues). 

 
The camera cuts back to Che.  He turns to face Dura ngis. 
 
     CHE 
    (Mock Scottish accent) 

We’ve stressed the warp drive beyond capacity!  I 
don’t think we can take much more of this, 
Captain!  The ship’s tearing apart at the seams! 
 
   CHE (Cont’d.) 
  (Normal voice) 
Ha ha!  I’ve always wanted to say that! 
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The camera cuts to the exterior, where the plane do es a 
flyby over the lake as it makes for the electrical storm. 
 
Another cut reveals a close shot of the plane hitti ng the 
storm. A bolt of lightning strikes, and the screen washes 
out to white. 
 
The view cuts to the real world.  The skies are cal m and 
clear. 
 
A small lightning storm emerges from out of nowhere , 
folding out from a center point.  After a second or  two, 
from this same center point, a white flash appears,  
accompanied by the plane.  The storm collapses back  into 
the center as the plane crashes toward the lake bel ow. 
 
Cut to the inside of the plane, where Che celebrate s his 
victory. 
 
     CHE 

Yeah!  Yeah!  Get some!  Get some!  Yeah!  Hey, 
Kev, it worked!  Woooooo! 

 
Cut to the view through the cockpit as the plane co ntinues 
crashing toward the ground. 
 
Cut back to Che, who has now lost his smile.  Duran gis is 
still pinned to the wall in the background, screami ng. 
 
     CHE 

Ah.  Yeah… I think I kind of regret this decision 
now. 

 
He pulls back on the steering yoke. 
 
Cut to exterior view down on the ground.  The plane  levels 
off slightly, skidding across the lake and through the 
camera. 
 
Cut to side view as the plane skids up to the shore  and 
hits a cement barricade, shattering into pieces. 
 
Cut to two respective interior views of Che falling  forward 
into the controls and Durangis flying off of the ba ck wall. 
 
Cut to slow-motion side shot of Durangis flying thr ough the 
air.  His terrified screaming is heard at the same slow 
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speed.  He flies past Che, inadvertently grabbing h im on 
the way through.  The two fly forward as the Shield  of 
Knowledge activates itself in front of them. 
 
Resume normal speed for a series of shots as Durang is, 
still holding Che, flies through the shattering wre ckage 
and through a nearby building, flipping to take a n ose-dive 
into the ground.  He bounces off of the Shield and flies 
into the air, performing a flawless midair quadrupl e-flip- 
1260. 
 
He lands safely on a nearby rooftop, dropping Che a nd 
falling onto his back.  He is still screaming hyste rically, 
the Shield of Knowledge still engaged out in front of him.  
He writhes around on the ground as Che stands up. 
 
     CHE 
  Kev… 
 
Durangis continues screaming. 
 
     CHE 
  Kev? 
 
     DURANGIS 
    (Crying) 

I don’t wanna be here anymore!  I don’t wanna see 
the scary elephants, mommy! 

 
     CHE 
  Hey, Kev! 
 
     DURANGIS 
    (Calming down) 
  Muh-buh-I… I need… look… ponies… huh? 
 
Durangis slowly opens his eyes. 
 
     CHE 

Dude, Kevin, that was awesome!  I had no idea you 
were so agile and sure-footed! 

 
Durangis keeps looking straight ahead. 
 
     DURANGIS 
  H-What?  Where am I?  What happened? 
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     CHE 
You just did like 20 flips in the air!  That was 
incredible! 

 
Durangis takes note of the Shield in front of him.  He 
waves his hand to shut it off, then slowly sits up.  
 

   DURANGIS  
I… wait, what about the plane? 

 
Che gestures behind Durangis to the random scraps l ining 
the shore that once formed the plane.  Durangis sta nds up, 
turning around to face the shore.  He and Che walk over to 
the edge of the roof. 
 
     DURANGIS 

So… everything looks the same.  But what happened 
to the agents? 
 
   CHE 
It worked, Kevin.  We made it! 
 
   DURANGIS 
This is the real world? 
 
   CHE 
Yeah.  Well, it better be anyway. 

 
Durangis flips the Shield back on.  He turns it off  and on 
several times. 
 
     DURANGIS 
  But I still have all of my powers… 
 
     CHE 

You know what, Kev?  After all that we just went 
through, I’d say just forget it.  Don’t question 
it. 
 
   DURANGIS 
Forget it?  Are you kidding?  I’ve got 
superpowers!  I’m a for-real crimefighter now!  
I’m gonna go nuts with this stuff! 
 
   CHE 
You know, I guess that’s a good point.  What else 
interesting are we supposed to do? 
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   DURANGIS 
What, you too, Mr. Afraid-of-Danger? 
 
   CHE 
Seriously?  Danger?  I’ve got superpowers too!  
We’re out of the comic world now.  What do you 
think the real world could throw at us that could 
stop us? 
 
   DURANGIS 
Exactly!  Wait… us?  Are you suggesting… 
 
   CHE 
That’s right, Captain!  We’re going to be the 
greatest crimefighting duo since… um… what was 
it?  Brody Harris and Roy Reilly?  No, wait, it 
was… uh… 

 
Durangis starts walking backward slowly toward the edge of 
the roof. 

 
   DURANGIS 
Heh.  Look at super-genius here.  He can’t even 
remember the names of those… 

 
He reaches the edge and begins to fall, but manages  to 
regain his balance.  He stands back up and looks do wn the 
edge. 
 
     DURANGIS 
  Wow.  That would have been embarrass- 
 
Out of nowhere, a wrecking ball swings in and colli des with 
Durangis, throwing him, screaming, several dozen ya rds away 
as Che watches from the roof. 
 
The screen cuts to black before transitioning into the 
secondary end credits sequence.  The secondary sequ ence is 
a simple scrolling credit format. 
 
End of Chapter 4. 
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Ending #2 

TRIGGER: Complete game through Level 9b 
 
LOCATION: Steamplane in the skies over Finkleburg, 
Finkleburg streets 
 
SOUND: Airplane prop, rushing wind, mechanical clan king, 
steam hiss, electrical buzz & sparks, crumbling bri ck & 
concrete, body-wood impact, slide across dirt, othe r body 
falls 
 
CHARACTERS: Kevin Durangis, Danny Che 
 
INFORMATION CONVEYED: Durangis takes his friendship  
seriously.  He and Che escape into the real world.  
Concludes the game. 
 
ACTION: 
 
Che, having just been hit by an attack, flies backw ard into 
the plane’s controls.  He smashes up a section labe led 
“Fancy Autopilot Mechanism.”  Durangis stands facin g Che in 
a crouched fighting stance.  As the controls are sm ashed, 
Durangis exits his fighting stance and looks on wit h 
concern.  Che gets up slowly, turning around to sur vey the 
situation.  Seeing the autopilot system smashed, he  quickly 
begins to press every button on the control panel i n a 
panic. 
 
     CHE 
    (Panicked) 

Oh, great.  I get “The Dock” to build this thing 
for me, and then I don’t bother to figure out how 
it works. 

 
Suddenly, the plane takes a rapid nose dive, knocki ng Che 
forward and sending Durangis sliding forward into t he 
cockpit controls next to him.  They both stand back  up and 
begin fiddling with all of the controls. 
 
     DURANGIS 

Why can’t you just put this thing in manual 
control and land?  There’s still the small matter 
of arresting you. 
 
   CHE 
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Kevin, seriously?  You’re still on about this?  
Well, congrats, anyway… it looks like you managed 
to stop me from escaping.  I hope you’re happy. 
 
   DURANGIS 
What are you talking about?  How was the plane 
meant to help you escape from this so-called 
comic world? 
 
   CHE 
It’s not about the plane, you idiot!  It’s that 
electrical storm I was trying to hit.  That’s the 
same energy that put us in here! 

 
Che wiggles the steering yoke.  Nothing happens. 
 
     CHE 

I can’t control it manually!  The plane still 
thinks autopilot is turned on, so it won’t 
recognize my controls.  The button that shuts off 
the autopilot is broken, which, again… bravo, 
Kev. 

 
The plane continues to plummet towards the ground. 
 
     CHE 

Hey, if nothing else, at least you managed to 
defeat the villain, Mr. Superhero. 

 
Durangis watches through the front window as the pl ane 
continues toward the lake below.  He glances over a t Che as 
he reflects a statement in his mind. 
 
     CHE 
    (In Durangis’s mind) 

Electrical storm… energy… storm…  It’s that 
electrical storm I was trying to hit.  That’s the 
same energy that put us in here! 

 
Durangis looks down at his right arm.  His entire b ody 
begins to glow with the same blue aura that covers his 
headband and wristbands.  The glow grows brighter a s the 
plane nears the surface of the water.  Durangis act ivates 
the Shield of Knowledge, wrapping his other arm aro und Che 
as electricity begins to quickly spark around them.   There 
is a bright flash, causing the screen to wash out t o white. 
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The view cuts to the same lake in the real world.  The view 
is completely calm for approximately 1 second befor e a 
white flash appears just over the surface of the wa ter.  
Durangis and Che emerge from the flash flying rapid ly along 
the surface.  Durangis, with the Shield still equip ped, 
skips off of the water’s surface and onto land.  He  slides 
across the ground and through five buildings, the S hield 
drilling clean holes in each wall.  His speed slowl y 
decreases with each impact.  Following the fifth bu ilding, 
he releases Che, who rolls off to the side and come s to a 
stop.  Durangis continues sliding as the Shield 
deactivates.  He slams into a door and lies against  it 
uncomfortably for several seconds. 
 
Che shakes it off and stands up, taking a look arou nd.  He 
notices that there are no agents, nor any sign of t he 
plane. 
 
     CHE 
  Son of a…  Is this… 
 
He looks at the buildings he and Durangis slid thro ugh, 
looking straight down the line of holes. 
 
     CHE 
  Seriously?  Awesome! 
 
His eyes follow the path of the crash back around t o 
Durangis, who is still pressed against the door. 
 
     CHE 
  Kev!  Are you alright? 
 
Durangis waves an arm lazily in the air, his face s till 
pressed against the door.  He gives a quick thumbs- up and 
slowly rolls over into a seated position, his back pressed 
against the door. 
 
     DURANGIS 
    (Dazed, drunken-sounding) 

Happy anniversary, Mr. Robertson.  I got you a 
puppy!  It’s inside the cotton candy!  Here’s the 
key to open the laugh-a-day calendar!  I hope 
this is your best Arbor Day ever!  Heh.  
Wheeeeee! 
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Che walks over to Durangis as his dazed mumbling co ntinues.  
Che knocks on his head three times as though knocki ng on a 
door. 
 
     CHE 
  Hey, Kev… 
 
     DURANGIS 
    (Snapping out of dazed state) 
  Face… POMEGRANATE!  H—What? 
 
Durangis glances around quickly. 
 
     CHE 
  Hey, how did you manage to do that? 
 
     DURANGIS 
  Do… what?  Huh?  What? 
 
     CHE 
  You zapped us back into the real world! 
 
     DURANGIS 

Real world?  Oh, yeah… I was on the plane and… 
GAAHH! 

 
He quickly stands up, closes his eyes, and activate s the 
Shield. 
 
     CHE 

No… no, Kev, we’re not crashing anymore.  We’re 
on the ground. 

 
Durangis reopens his eyes and relaxes his stance. 
 
     DURANGIS 
  Wait… did you say “real world?” 
 
     CHE 
  Yeah.  How’d you pull that off? 
 
     DURANGIS 
  You mean… you were right? 
 
     CHE 
  More or less. 
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     DURANGIS 
  Oh, man… I’m sorry. 
 
     CHE 
  Sorry? 
 
     DURANGIS 

You were right all along.  I should have gone 
along. 
 
   CHE 
Kev, don’t sweat it.  As long as we’re still 
good. 
 
   DURANGIS 
Chill, bud.  You were always my friend.  I just 
thought you were evil on top of that. 
 
   CHE 
Yeah… about that… 
 
   DURANGIS 
Hmm? 
 
   CHE 
I couldn’t help but notice we still have our 
powers.   

 
Durangis flips the Shield on and off several times.  
 

   CHE 
I was kind of hoping we’d lose them. 

 
Durangis pauses, flicking the Shield back off. 
 
     DURANGIS 

But… superheroes!  Both of us!  Superheroes equal 
awesome! 

 
     CHE 

That place did some nasty stuff to us.  
Seriously… we battled each other.  I was shooting 
nails at you! 

 
     DURANGIS 
  But… 
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     CHE 
Kev…  I don’t want this happening again.  We’re 
not superheroes.  We’ve got other things to do.  
We’ve got the real world to worry about. 

 
     DURANGIS 

I see… you want to steal my idea for the 
steamplane, don’t you? 
 
   CHE 
You know what?  Come on.  Let’s get home.  I 
could use a break.  Being a villain takes a lot 
out of you. 
 
   DURANGIS 
What?  Answer my question! 

 
Che walks past Durangis and off the screen. 

 
   DURANGIS 
I knew I should have gotten a patent on that 
thing… 

 
Durangis walks off after Che.  The camera slowly be gins to 
zoom out. 
 
     NARRATOR 

And thus, it would seem, the saga of Captain 
Durangis came to an abrupt and only minimally 
humorous conclusion.  However, the saga of the 
legendary Camera-Man was only beginning!  It 
seems it is my lonely duty to stand guard, armed 
with my trusty camera and microphone, until such 
time as… 
 
   DURANGIS 
  (Off-screen) 
Okay, that’s enough.  For the last time, you’re 
not my sidekick or whatever.  Give me that thing… 

 
The camera jostles violently before falling to the ground.  
Upon impact, cracking and glassbreak sounds are hea rd as 
the screen cuts to static.  After several seconds, the 
static transitions into the secondary end credits s equence. 
 
End Chapter 4. 
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Ending #3 

TRIGGER: Complete game through Level 9c 
 
LOCATION: The skies above Finkleburg, Finkleburg 
 
SOUND: Airplane prop, rushing wind, mechanical clan king, 
steam hiss, large electrical sparks, deep rumbles, heavy 
wood-on-concrete impact, crashing and shattering wo od & 
metal, body falls 
 
CHARACTERS: Kevin Durangis, Danny Che, “The Dock,” Agent 
Sausage 
 
INFORMATION CONVEYED: Agent Sausage is defeated, Du rangis 
and Che escape into the real world.  Concludes the game. 
 
ACTION: 
 
Durangis knocks Agent Sausage from the top of the a irplane.  
Agent Sausage falls towards the water, screaming in  
perfectly calm monotone.  He falls out of view.  Du rangis 
looks up as the plane approaches the electrical sto rm.  He 
jumps back down inside the plane and yells to Che. 
 
     DURANGIS 
  Are you insane? 
 
     CHE 
  Could be.  Grab onto something, you fool! 
 
Durangis looks around for something.  He grabs a ha ndle on 
the edge of the entrance opening.  The plane contin ues on 
until it hits the electrical storm, vanishing in a flash of 
white. 
 
In the real world, we see a shot of the ground at t he base 
of two tall buildings.  A portal opens up in the gr ound 
directly between the buildings, folding out from a center 
point to create a circle of lightning in a black vo id.  The 
airplane emerges from the portal, emerging such tha t its 
wingspan stretches perpendicular to the two buildin gs.  It 
rises straight up and slows rapidly as it slowly be gins to 
roll on its axis.  The portal below collapses in on  itself 
as the plane rises to a level just above the roofli ne of 
the nearby buildings.  It continues to roll until i ts wings 
align perfectly with the buildings beneath them, al l while 
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slowing to a stop and falling back down.  The plane  falls 
backward a short distance until the wings catch on the 
rooftops, balancing the hull perfectly between them . 
 
Upon impact, Durangis falls out of the entrance and  onto 
the roof.  He lies on the roof twitching.  After se veral 
seconds, Che emerges from the entrance, followed by  “The 
Dock.”  Che slides smoothly out of the plane and wa lks over 
to Durangis, helping him up.  “The Dock” jumps out,  
standing in the background staring at his plane in 
wonderment. 
 
     DURANGIS 
    (Holding his head) 
  Ow!  That… seriously, ow! 
 
     CHE 
  We made it! 
 
     DURANGIS 
    (Still clutching head) 
  Remind me not to do that again. 
 
     CHE 
  Do what? 
 
     DURANGIS 

The whole dimensional shift thing.  That really 
leaves a nasty stinging sensation. 

 
     CHE 
  That’s probably the crash. 
 
     DURANGIS 
  No… that’s a separate pain… it’s the good kind. 
 
Durangis shakes his head and lowers his hands.  Che  looks 
around at the setting. 
 
     DURANGIS 
  Well, I guess I better thank you. 
 
     CHE 
  What? 
 
He glances back at Durangis briefly. 
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     DURANGIS 
You were right.  That place was crazy.  At this 
point, I don’t really care if this is the real 
world or not… as long as we’re out of there. 
 
   CHE 
No… it is.  I know that much. 
 
   DURANGIS 
In any case, you got me out, so… yeah, thanks, I 
guess. 
 

Che looks at Durangis, then glances over at “The Do ck.” 
 
     CHE 
  I think you get to chalk that one up to this guy.  
 
Durangis looks over at “The Dock.”  He turns and wa lks over 
next to him, standing admiring the plane.  Durangis  puts a 
hand on his shoulder, like a proud father. 
 
     DURANGIS 

You’re a genius, man.  You made my dream into a 
reality. 

 
“The Dock” turns around to face Durangis, brushing his hand 
off of his shoulder. 
 
     “THE DOCK” 
  Your  dream?  I thought of this days ago! 
 
     DURANGIS 
    (Irritated) 

Well, so did I, and I’d prefer not to have you 
taking credit for my ideas! 

 
The two have a staredown as they argue. 
 
     “THE DOCK” 

Well, I guess it’s too bad that this is my idea, 
then! 
 
   DURANGIS 
Look, buddy, I’ve got all kinds of stuff like 
this!  No one else can ever… 

 
Durangis looks to Che. 
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     DURANGIS 
  Danny… what’s going on here? 
 
     CHE 

Eh, not sure, something with the lightning 
strike, our personalities crossed… long story 
short, when I cloned him, he got your brain. 

 
Durangis pauses briefly to reflect on this news. 
 
     DURANGIS 

The greatest gift that could ever be hoped for.  
Enjoy it, “The Dock.” 
 
   “THE DOCK” 
Oh, I will.  After all, it gave me the power to 
make this… 

 
They all turn and look back at the plane. 
 
     “THE DOCK” 
  A marvel of modern engineering… 
 
As they stare at the plane, the wings buckle and th e hull 
separates.  The hull falls as the wings fold in and  fall 
with it.  A loud crash is heard below.  The three v iewers 
remain undisturbed. 
 
     DURANGIS 
  Ah, well.  You can always make another. 
 
     CHE 

You know, I was wondering… what do we do with 
“The Dock” now?  He’s not really from this world.  
I’m not sure he’ll fit in. 
 
   DURANGIS 
Sure he will!  A genius of his caliber would be a 
great asset to any company under the sun.  What’s 
one more hideously ugly employee to the corporate 
system, anyway?  “The Dock,” what sort of skills 
do you have? 
 
   “THE DOCK” 
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Oh, well, let’s see… dentistry, tennis, amateur 
telemarketing, yoga, competitive eating, caber-
tossing, engineering— 
 
   DURANGIS 
  (Interrupting) 
Hup-tup-tup… let’s go with engineering.  What 
kind of engineering? 
 
   “THE DOCK” 
All kinds.  Electrical, mechanical, chemical, 
aerospace, software— 
 
   DURANGIS 
  (Interrupting) 
Hold up… you’re a software engineer? 
 
   “THE DOCK” 
Sure, why not? 
 

There is a pause as Durangis’s eyes light up. 
 
     CHE 

Kev, stop it… you’ve got that horrible, insane 
idea look in your eyes. 
 
   DURANGIS 
Danny, I just got an idea. 
 
   “THE DOCK” 
Ooh!  So did I! 
 
   DURANGIS 
Quiet!  This one’s mine! 

 
Durangis turns back to Che. 
 
     DURANGIS 

You know how you always wanted to design a game, 
but you couldn’t come up with an idea? 
 
   CHE 
Yeah… 
 
   DURANGIS 
And then you didn’t know any programmers that 
could make it happen? 
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   CHE 
Y—ohhhh…  Yeah! 
 
   DURANGIS 
Wouldn’t this make a great game? 
 
   CHE 
Hold on… we were just inside a comic book… I 
mean, literally, in a comic book, and the first 
medium your mind jumps to is video game? 
 
   DURANGIS 
Come, on, think about it. 
 
   CHE 
Well, we could add in some fighting mechanics… 
maybe some random pointless quests… sure!  I’m 
still picturing more of a story-based game, 
though. 
 
   DURANGIS 
Story, huh?  Who’s writing it? 

 
They pause and think for several second. 
 
     CHE 

I don’t know.  I don’t think we know any good 
writers. 
 
   DURANGIS 
We’ll figure it out.  Let’s just avoid getting 
whoever wrote the comic we were in… that was some 
terrible stuff! 
 
   CHE 
Well, I don’t know if that’s really fair.  I 
mean, writers work really hard and… yeah, it was 
pretty bad.  But anyway, what about you? 
 
   DURANGIS 
Producer and spokesperson.  Hands-down.  That’s 
where the money is, suckers! 
 
   CHE 
We’ll work it out on the fly. 
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   “THE DOCK” 
Master, I hate to interrupt, but how do we get 
down from here? 

 
The three pause and look around the roof, finding n o sign 
of a ladder or door to lead them down. 
 
     CHE 

Huh.  That seems like a bad design for a rooftop.  
Okay, well, let’s see… provided I still have my 
powers, I could extract a bunch of nails and use 
them to build a stairway… that’d be a very, very 
nice addition to this building.  Ooh, but I have 
to make sure I don’t damage the overall 
structural integrity of the building, and… 

 
Che continues rambling on randomly as Durangis spot s a set 
of wires running from one building to the other.  H is view 
follows the wires over to the other building, where  a fire 
escape leads to the ground. 
 
     DURANGIS 
    (Interrupting Che) 

Never mind that.  I’ve got a better idea.  Follow 
me! 

 
Durangis runs toward the edge of the building.  As he runs, 
he reaches behind himself and begins fumbling for t he Whip 
of Peace.  Still fumbling, he trips as he approache s the 
edge of the building.  His momentum carries him ove r the 
edge as he lets out a scream.  Quickly, Che closes his eyes 
as the hammer in his skull begins to glow.  He open s his 
eyes and slowly looks up.  As he looks up, a plank with two 
nails in it rises from below the roof.  Durangis gr ips the 
plank as his feet dangle below.  The plank moves ov er the 
roof and drops down, bringing Durangis to his feet.   The 
plank falls to the roof as Che’s hammer stops glowi ng. 
 
     DURANGIS 
  Sorry about that. 
 
     CHE 
  Take two? 
 
     DURANGIS 
  Take two. 
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     CHE 
  After you, Captain. 
 
Durangis grabs the Whip from behind his back and it  lights 
up. 
 
     DURANGIS 
  Let’s go make a video game! 
 
All three run for the edge and let out a battle cry .  
Durangis jumps from the edge and rears back to use the Whip 
as Che and “The Dock” grab his legs.  Durangis, fly ing 
through the air, brings the Whip forwards as the sh ot 
freezes, initiating the final credits.  The credits  feature 
comic-frame-style images from the game, shown in 
progression along the game’s storyline. 
 
End Chapter 4. 
 
 

Ending #4 

TRIGGER: Complete game through Level 9d 
 
LOCATION: The skies over Finkleburg, Finkleburg 
 
SOUND: Airplane prop, rushing wind, large & small 
electrical sparks, mechanical clanking, steam hiss,  deep 
rumbles, crash and shatter of wood & metal, heavy w ater 
splashes, shattering brick & concrete, wooden door opening, 
paper crumpling, paper ripping 
 
CHARACTERS: Kevin Durangis, Danny Che, “The Dock” 
 
INFORMATION CONVEYED: Despite the battle, Durangis,  Che, 
and “The Dock” escape into the real world.  Conclud es the 
game. 
 
ACTION: 
 
Che is hit by an attack.  The impact knocks him bac k 
through the plane towards the open exit door.  He s lides to 
a stop, crashing into “The Dock” in the process.  “ The 
Dock” topples over forwards as Che recovers and qui ckly 
rises into a kneeling position.  Durangis walks tow ards 
him. 
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     CHE 

Well, Kevin, you might be interested to know that 
this entire fight has been completely pointless.  
We’re just seconds away from that lightning 
storm, and we’ll be on our way out of here. 

 
The airplane rolls to the left as it makes a final turn for 
the storm.  Back inside, “The Dock,” who is lying o n his 
stomach, begins sliding towards the open door.  He 
scrambles around trying to get a grip on something.  
 
     CHE 

All we need to do now is stay inside, and 
everything-- 

 
“The Dock” catches hold of Che’s ankle as he slides .  Che’s 
feet fly out from under him as he and “The Dock” co ntinue 
sliding toward the door.  They fly out, but at the last 
second, Che manages to reach out and grab the side of the 
door frame.  “The Dock,” still clinging to Che’s an kles, 
trails behind him.  Durangis walks up to the entran ce as 
the plane levels out.  He stands tall over Che and “The 
Dock.” 
      
     DURANGIS 

All right, Danny, time to face facts.  You lost.  
Looks like I finally beat you at something. 

 
Che strains as he holds on. 
 
     DURANGIS 

I mean, I actually won!  I’m a superhero, and I 
beat the villain! 

 
Durangis leans forward, sticking his upper torso ou t of the 
doorway.  He raises his left hand. 
 
     DURANGIS 

And it’s all thanks to my trusty gadgets.  I just 
love th— 

 
Durangis flicks his wrist and activates the Shield of 
Knowledge.  As soon as he does, the rushing wind in  the 
doorway carries him out.  He manages to grab onto “ The 
Dock” before falling to his doom.  He latches onto his 
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ankles as Che fumbles briefly in his grip.  Che loo ks 
behind him, seeing Durangis added to the end of the  chain. 
 
     CHE 

You idiot!  Haven’t you ever heard of wind 
resistance? 
 
   DURANGIS 
What?! 

 
From an angle near Durangis’s position, Che repeats  his 
last statement, but all that can be heard is the so und of 
rushing wind.  Meanwhile, in the background, the li ghtning 
storm rapidly approaches. 
 
     DURANGIS 
  What?! 
 
     CHE 
    (Yelling) 
  I said, haven’t you ever heard— 
 
As Che speaks, the plane enters the lightning storm .  Upon 
impact, the screen cuts to white. 
 
The white dissolves into a view of the sky in the r eal 
world.  Several bright flashes appear as the lightn ing 
storm emerges out of nowhere, folding out from a ce ntral 
point.  Moments later, the plane emerges through th e storm.  
The lightning storm collapses back into the center.   Back 
on the plane, Che continues his sentence. 
 
     CHE 
  …Wind resistance?! 
 
Che looks out in front of him, his eyes widening.  Behind 
him, Durangis speaks. 
 
     DURANGIS 
  What?! 
 
As Che looks on, the plane takes a nosedive towards  the 
water below, heading towards the city.  With the cr ash 
imminent, he begins screaming.  Durangis continues to look 
his way attentively. 
 
     DURANGIS 
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Look, it’s hard enough to hear with all the wind.  
Could you please stop screaming so I can hear 
what you’re saying? 

 
Che continues screaming.  Durangis glances around t he 
bodies in front of him and starts screaming, as wel l.  “The 
Dock” remains relatively neutral.  The plane inexpl icably 
begins to level out as it approaches the surface of  the 
water.  It contacts the water, skipping off of the surface 
like a stone.  This repeats several times before th e plane 
skids into a dock (clearly labeled with the phrase “The 
Dock”) by the shore.  Upon impact, both the plane a nd the 
dock shatter to bits.  The trio, still attached to each 
other, whip forward as one.  As Durangis points sky ward, 
Che’s grip releases and they fly into the air.  The y 
proceed forward in an arc, screaming the whole way.   Their 
path leads them into the sky and down toward the ro of of a 
building, Durangis leading the chain.  As he nears the 
roof, he releases his grip with his gloved hand and  
activates the Shield of Knowledge beneath his feet.   They 
crash through the roof, falling through the clean h ole 
drilled by the Shield.  Loud crashing is heard unti l, after 
several seconds, a door at the base of the building  opens.  
Che emerges first, followed by “The Dock” and a stu mbling 
Durangis. 
 
Che places his hands on his hips, looking around 
triumphantly.  He inhales a big whiff of air throug h his 
nose. 
 
     CHE 
  Ah… the real world. 
 
Durangis continues stumbling towards Che. 
 
     DURANGIS 
  Wha- what just… 
 
Durangis glances up at Che, then quickly surveys th e scene 
around him. 
 
     DURANGIS 
  Oh!  Right… 
 
He walks up and pins one of Che’s arms behind his b ack. 
 
     DURANGIS 
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  By the power vested in me by… um… 
 
Durangis looks around, spotting “The Dock” standing  off to 
the side, viewing the scene. 
 
     DURANGIS 
  …That guy over there… 
 
He gestures toward “The Dock.” 
 
     DURANGIS 
  …I hereby place you under arrest until I… um… 
 
     CHE 
  Kev? 
 
     DURANGIS 
  Until I Kev, thank you, and… wait… oh, me! 
 
     CHE 
  Kev, what are you doing? 
 
     DURANGIS 

What’s it look like I’m doing?  I’m arresting you 
Danny.  You can escape into the real world, but 
you can’t escape from the long arm of justice, 
you little… 

 
Durangis pauses mid-speech.  His expression to a mo re 
confused look. 
 
     CHE 
  …And there it is. 
 
     DURANGIS 

Did you say “the real world”?  Did I  say “the 
real world”? 

 
Che nods. 
 
     DURANGIS 
  Then it was… you were right? 
 
Che grins.  Durangis releases him from his grip. 
 
     DURANGIS 
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Sooo… that whole thing with the fight was pretty 
much pointless? 
 
   CHE 
As I’ve already pointed out. 
 
   DURANGIS 
So let me get this straight… I fought you, I beat 
you, you gave me the option to join you, I chose 
not to, I fought you again, I beat you again, and 
somehow we still both escaped into the real 
world, which is exactly what I was trying to 
prevent by fighting you.  Make sense? 
 
   CHE 
With you so far. 
 
   DURANGIS 
So what was the point of the choice? 

 
Che thinks for a moment. 
 
     CHE 

I don’t think there ever really was a choice on 
your end.  You’re stuck in a set timeline in that 
world.  The best you can really get is the 
illusion of choice. 

 
     “THE DOCK” 

Perhaps… all choice is naught more than an 
illusion… 

 
The view moves to “The Dock,” looking up longingly at the 
night sky. 
 
     “THE DOCK” 

Perhaps we are all part of our own, larger story… 
a story called… life. 

 
Durangis and Che look on with curiosity. 
 
     DURANGIS 

You know?  Your subhuman, hideously deformed 
clone has a point.  And might I point out, he’s 
quite an eloquent and moving speaker. 

 
     CHE 



Copyright © Doug Lynn, 2008 Page 166 
 

I had no idea your mind was filled with such 
philosophical questions, “The Dock”. 

 
The three pause for several seconds and look longin gly up 
to the sky.  Durangis suddenly breaks the mood. 

 
   DURANGIS 
Whoa, whoa, wait, hold on.  You were talking 
about a set storyline.  Then… does that mean that 
we were supposed to escape from there? 
 
   CHE 
I don’t think so. 
 
   DURANGIS 
But you said it yourself; it’s a set timeline. 
 
   CHE 
For you.  You’re the hero.  You also weren’t 
aware of the nature of the comic world.  I, on 
the other hand, wasn’t working under the confines 
of the agents of the comic world.  I was able to 
write part of the story myself – the outcome. 
 
   DURANGIS 
Ohhh… I see.  You took advantage of the comic 
world and used its set storyline mechanic to 
basically force us to escape from the comic 
world. 
 
   CHE 
I wasn’t really thinking of it that way, but 
yeah, I guess so.  Seems kind of ironic, now that 
I think of it.  I guess it kind of makes sense 
that I ended up as a villain… free will has no 
place in a comic. 
 
   DURANGIS 
Well, in general, the idea of one person randomly 
changing the course of the future at will isn’t 
exactly the sort of thing that’s smiled upon in 
any situ— 

 
Suddenly, Durangis is hit in the face with a flying  piece 
of litter.  It is a comic book entitled, “Captain D urangis 
in: The Way We Came is the Way We Came In.”  A few arcs of 
electricity continue to flow across it before event ually 
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subsiding.  The comic book remains stuck on Durangi s’s 
face. 
 
     DURANGIS 

Huh.  I don’t think this is the most dignified 
thing that’s ever happened to me. 

 
As Durangis speaks, Che notices the title on the co ver of 
the book. 
 
     CHE 
  What the… 
 
He removes the book from Durangis’s face.  He takes  it and 
looks at the cover for a moment. 
 
     CHE 
  “Captain Durangis…” 
 
     DURANGIS 
  Yeah? 
 
Che looks up from the book. 
 
     CHE 
  Not you. 
 
He looks back down at the cover. 
 
     CHE 

Well, yes, it is you, but not in the way, I mean 
it’s… I wasn’t talking to you. 

 
Che flips the book around to show Durangis.  Durang is grabs 
it from his hands. 
 
     DURANGIS 
  Whuzzah… 
 
     CHE 
  Yeah. 
 
     DURANGIS 
  Okay, that’s a little weird. 
 
     CHE 
  A little? 
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     DURANGIS 

Well, I have to admit, after going through all 
that stuff, my standards on “weird” are a bit 
different. 

 
The camera focuses on Che. 

 
   CHE 
Ah.  Still, I don’t really think we should ever 
mention this again. 
 
   DURANGIS 
Yeah, I have to admit, I kind of agree. 
 
   CHE 
Then why are you still flipping through the 
comic? 
 
   DURANGIS 
Hoping I can prove you wrong.  Ah, there we… bah.  
You win. 
 
   CHE 
What? 

 
The camera again reveals Durangis.  The comic is op en to 
the last pages. 
 
     DURANGIS 
  You were right.  About the ending. 
 
He turns the book around for Che to see.  The top-l eft 
corner of the first page contains a jumbled mess of  images 
from the end of the game.  The rest of the two-page  section 
contains comic panels filled with blank white squar es. 
 
     DURANGIS 
  It wasn’t supposed to happen. 
 
     CHE 

Fine, great.  Now will you please bury that thing 
and get away from it? 
 
   DURANGIS 
I’ve got a better idea. 
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Durangis holds the comic book like a matador’s cape  in 
front of Che. 
 
     DURANGIS 
  Go on.  Have at it. 
 
Che rolls his eyes. 
 
     CHE 
  Oh… 
 
     DURANGIS 
  Come on… 
 
Che pauses briefly. 
 
     CHE 
  …Oh, all right. 
 
Che closes his eyes as a rumbling is heard.  Within  
seconds, he is surrounded by nails.  He opens his e yes as 
the nails shoot through the comic book, filling it with 
holes. 
 
     DURANGIS 
  Nice.  Now, my turn. 
 
Durangis grabs the Whip of Peace.  He tosses the co mic book 
in the air.  Several extremely brief shots show the  Whip 
slicing through the air, combined with the sound of  paper 
shredding.  Following this, Durangis stands amid a shower 
of confetti, holding the Whip. 
 
     DURANGIS 
  There, now wasn’t that more fun? 
 
Durangis puts the Whip away. 
 
     CHE 

Yeah, you win this one.  At least we’re done with 
that pesky comic book world, though. 
 
   DURANGIS 
Agreed.  Now let’s get out of here.  I could do 
with some normal clothes again. 
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Durangis, Che, and “The Dock” turn to walk off into  the 
distance.  Their conversation grows quieter as they  move 
away. 
 
     CHE 

That suit you’re wearing could probably use 
washing, anyway. 
 
   DURANGIS 
I don’t know… do you think superheroes ever wash 
their suits? 
 
   CHE 
What, you think they keep them that clean with 
their super powers?  Sorry, but I’ve never heard 
of a hero conjuring up laundry detergent as a 
power. 

 
As they continue walking, the last of the confetti falls to 
the ground.  The camera follows one of the larger p ieces – 
a section of the cover.  The shred, in its incomple teness, 
reads, “ory by Ben Kornish Sausage II.  Illust”.  A s the 
camera focuses on the name, the view fades to black . 
 
The view cuts into the final credits.  The credits feature 
comic-frame-style images from the game, shown in 
progression along the game’s storyline. 
 
End Chapter 4.  
 
 
 

ARTIFACTS 

Level 3 

The Whip of Peace 
 
The weapon description for the Whip of Peace is provided to players in Level 3: 

A Weapon of Nonviolence (see Captain Durangis Design Document ).  Within 
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the story, it is presented to Captain Durangis in the form of a file in the cutscene 

“History in the Making” within Chapter 2: Evolution . 

Description: 

Mohandas Gandhi didn’t develop his strategy of nonviolence alone.  While 

standing in a pasture among a herd of cows on a perfectly ordinary day, he was 

struck by a bolt lightning.  Apart from knocking him unconscious, the electrical 

strike permanently burned off his hair, creating his signature bald appearance.  

Upon recovering from the strike several hours later, he heard a voice speaking to 

him from nearby.  He looked around with puzzlement and bemusement, unable 

to discover the source of the voice.  However, he couldn’t help but notice that 

one of the cows was staring at him quite intently.  Through some rather confused 

statements on both sides, Gandhi soon discovered his newfound ability to talk to 

the cow standing before him.  The cow, communicating through telepathy, had 

also been struck by the same bolt of lightning.  This cow, interestingly enough, 

was also named Gandhi. 

Though many considered him insane, Gandhi the man continued to 

converse with Gandhi the Cow.  He shared tales of the Indian people and the 

British Empire, and the cow continued to offer advice.  She helped Gandhi the 

man to learn the value of nonviolence as a means of protest, a practice utilized 

by her people for centuries prior against annoying ranchers.   

Eventually, Gandhi the Cow was hit by a train operated by the British East 

India Company.  Overcome with grief, Mohandas Gandhi began marching to the 

sea where he planned to join his best friend in the afterlife.  Along the way, he 
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preached the ways of his cow friend and gained many followers.  This walk 

became known as the Salt March, and Gandhi found his place in history as he 

continued to preach the advice of Gandhi the Cow for many years. 

After returning, Gandhi worked up the courage to go back to the site of 

Gandhi the Cow’s death.  All that remained of his friend were a few strips of 

leathered hide.  He took these strips and preserved them in a jar of salt to 

commemorate his source of inspiration. 

When used by one with the mystical power, the strips of leather are 

believed to have the power to combine into a single whip, and this whip 

generates an electrical field, greatly increasing its damaging properties.  Without 

this power, it is scarcely more than a few strips of leather to the naked eye.  

However, due to the supernatural nature of the lightning strike and the high salt 

content of the jar, the Whip continues to emit extraordinary amounts of energy.  

For many years, the jar sat idle, preserved at the Mahatma’s former homestead.   

Approximately one year ago, however, the Whip vanished without a trace.  

One of the Whip’s guards had later been found to have been distracted by a 

seemingly random telemarketing call during the period in which the jar was 

stolen.  Though the Whip had slipped off of the radar, continuous sweeps were 

made to keep track of its energy signature.  Several weeks ago, a concentration 

of fluctuating energy was discovered somewhere in the jungles of southern 

China.  While precise targeting is impossible due to the fluctuations inherent to 

the Whip’s energy, a general region within the jungle has been identified as the 

likely location of the item in question. 
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C.R.I.M.E.S.Y.N.D.I.C.A.T.E. 
 
The description of the CRIMESYNDICATE organization is provided to players in 

Level 3: A Weapon of Nonviolence (see Captain Durangis Design 

Document ).  It is contained within the same file as the information for the Whip 

of Peace, provided in the cutscene “History in the Making” within Chapter 2: 

Evolution . 

Description:  

 The Whip of Peace is believed to be in the possession of the international 

crime syndicate known as the Conglomerate of Rich Industrialists, Meteorological 

Experts, Sentient Yams, Novice Despots, Insurance Companies, Astrologers, 

and Telemarketing Employees, or CRIMESYNDICATE.  It has long been 

suspected that there could potentially be a CRIMESYNDICATE base located in 

the jungles of southern China, but the density of the foliage in the area has 

prevented accurate satellite imaging from taking place.  The energy spike from 

the Whip of Peace has narrowed the search area, but the area cannot be 

secured due to its status as a preserved panda habitat.  As the worlds most 

powerful criminal group, CRIMESYNDICATE often makes use of such tactics to 

avoid detection. 

The exact founding date of the CRIMESYNDICATE Organization is 

unknown, but their name first came into public knowledge on December 31st, 

1962, when they issued a demand to the United Nations asking for $500 Trillion 

to prevent the takeover of every government on Earth.  The organization claimed 
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to have taken control of the New Year’s Ball in Times Square, threatening to halt 

the lowering of the Ball during the New Year’s celebration, thus stopping time 

everywhere but inside the secure “time bubble” surrounding the 

CRIMESYNDICATE headquarters.  From within the bubble, CRIMESYNDICATE 

claimed, they could instantly rewrite the laws of every government, giving the 

organization complete dominion over the world.  The United Nations took a 

chance and decided not to pay the money.  Luckily, CRIMESYNDICATE turned 

out to be bluffing, having not actually taken control of the Ball.  Though scientific 

research later came to suggest that the New Year’s Ball did not actually control 

time, the world was still shaken by the threat. 

Since that time, CRIMESYNDICATE has set about raising money through 

its various commercial fronts.  Every few years, the organization uses its funds in 

an attempt to carry out a world domination plot.  Each plot has emerged as a 

complete failure, but world governments have remained powerless to take on the 

broad-reaching and disturbingly moist organization.  Despite 

CRIMESYNDICATE’s massive power, the governments of the world have come 

to be more annoyed by than afraid of the organization, essentially letting them 

have their fun with the occasional doomed plot. 

 

Level 4 

The Shield of Knowledge 

The weapon backstory for the Shield of Knowledge is provided to the player 

within Level 4: Knowledge is the Best Defense Against Toot h Decay  (see 
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Captain Durangis Design Document ).  Within the story, it is presented to 

Captain Durangis in the form of a file in the cutscene “In Your Own Backyard” 

within Chapter 2: Evolution . 

Description: 

The story of Benjamin Franklin and his kite is a well-known one, but not all 

details of the story are true.  It is generally considered that Franklin was carrying 

out this experiment as a means of proving that lightning was a form of electricity.  

Ben Franklin was not setting out to prove this; it was a fact he was already 

convinced was true, and he felt that it did not merit proof.  (The assumed 

reasoning is that Franklin believed only idiots would refuse to believe his 

hypothesis.)  The real truth to the story lies in knowing what was truly at the end 

of the kite string.   

A key was not the target for the bolt of electricity.  Instead, the kite string 

led to a pair of George Washington’s dentures, which Ben Franklin hoped to 

polarize in an effort to create the world’s first point-diode radio receiver.  As there 

were no radio transmissions on earth at the time, these were not what he was 

trying to hear.  Benjamin Franklin was attempting to listen for transmissions from 

alien spacecraft. 

Sure enough, the bolt of lightning came.  It proved more powerful than 

Franklin had anticipated, knocking him out.  The only power granted to him was 

that of Exorbitant Fertility, leading to his legendary seductive capabilities.  

However, he was so obsessed with his newfound power that he missed the most 
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significant result of the experiment – Washington’s dentures picked up the signal 

of a passing alien spaceship. 

The burnt remnants of the kite were passed down from generation to 

generation, traced by the scientific community and historians of the day.  Betsy 

Ross, the famed creator of the first American Flag, was the first to salvage the 

remnants of the kite.  She fashioned its fabric into a single glove, which Benjamin 

Franklin proceeded to take with him to France several years later.  It later passed 

to Napoleon Bonaparte, serving as a powerful hypnotic device that allowed him 

to conquer the bulk of Europe.  However, in a rush prior to the Battle of Waterloo, 

he forgot to pack the glove for transport to the front lines.  A local farmer 

stumbled across the glove soon after Napoleon’s departure and used it, to great 

effect, for herding sheep.  In 2005, his ancestors discovered the history behind 

the glove, sold it in an auction in Sydney, Australia, and retired to Switzerland.  

The glove’s new owner, “Geoff,” left Australia following an accident and took it 

with him to the city of Finkleburg. 

Theories suggest that one with the mystical power can utilize the glove to 

generate a high-frequency energy field resulting in the creation of a thin layer of 

dense plasma.  The resulting plasma field would effectively create a partial 

bubble around the user impenetrable by practically anything on the planet. 

 

The Mayor’s Journal 

The Mayor’s Journal appears in Level 4: Knowledge is the Best Defense 

Against Tooth Decay (see Captain Durangis Design Document ).  The journal 
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serves as a clue in tracking down “Geoff,” the owner of the Shield of Knowledge.  

The mayor of Finkleburg has left his journal behind in his abandoned and ruined 

office in City Hall, where he had been trapped for over a month.  Each entry is 

listed on a new page. 

 

April 23 rd – Ordered takeout pizza again tonight.  Went with the Cheeseburger 

Pizza Lover’s Pizza again… that’s the one with the miniature cheeseburger 

pizzas on top of it.  This makes… I suppose… my twelfth time having that 

particular one and my 137th consecutive Pizza Night.  Frankly, I’d like to stop 

now.  The deal wasn’t that bad at first… “We only want one thing – just order 

pizza from us… the Par-Cheesy Pizza Corporation appreciates your business.  

Everything will be fine.  Do not panic.”  After 137 nights of this, though, I have the 

feeling they have no intention of releasing my wife. 

April 24 th – The fish companies have started duking it out again.  The cannons in 

the Twin Mast Towers and the Elongated Corporate Headquarters Building were 

blasting all though the night, keeping me awake.  I don’t mean to be troubling or 

anything, but I have to admit I’m a little concerned for the safety of the citizens 

when people start firing cannons from skyscrapers.  I’ve been trying to resolve 

the conflict peacefully – I’ve held meetings with Rear-Admiral Stephenson and 

Commodore Semaphore threatening to call in the National Guard, but I need the 

approval of the City Council to declare war against a corporation.  Ever since the 

Councilmen were enslaved by Commodore Semaphore as delivery men, I can’t 

get them back around to vote on anything. 
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 I’m scared.  I’m so, so scared. 

April 27 th – I didn’t get the chance to write last night.  The folks at Par-Cheesy 

forced me to go on a scouting mission at the Little Sonny’s Complex down the 

road.  Ever since they devoted the bulk of their staff to cover that constant stream 

of deliveries, they don’t have any spies left.  It’s strange, though.  They employ 

over 1,000 delivery drivers, but I still can’t get them to deliver here.  What’s more, 

it seems like they just run back and forth along the same route constantly.  

Where do all of those resources go?  I’ve tried asking, but they don’t want to 

have anything to do with me.  I’m on good terms with the people at the 

MEEEAAATTTT!!! Corporation after covering up the Salmonella Plague of 2003, 

but the fast food corporations don’t seem to be all that concerned with the pizza 

places.  Come to think of it, the MEEEAAATTTT!!! folks seem to do an awful lot 

of deliveries, too.  Maybe I can ask them.  Hopefully I can get an answer without 

giving up the entire city. 

April 29 th – The tops at MEEEAAATTTT!!! made me sign an executive order 

giving over all the taxes in the city to their company for all time.  It didn’t have 

anything to do with an answer to the delivery question, they just felt like it.  As it 

turns out, they’re part of a conglomerate with Par-Cheesy, so I had to do it in 

order to ever see my wife again.  I don’t know what to do!  The entire city is 

coming to ruin and I’m powerless to stop it!  Rear-Admiral Stephenson and 

Commodore Semaphore have blasted their buildings halfway into rubble, the 

police force has been reassigned to work delivery routes, and now I’ve been 

locked up in my office.  All forms of communication have been cut off and the 
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windows have been boarded up.  All I have is my State of Emergency flare gun.  

I’ve avoided using it because declaring a state of emergency typically serves as 

a means of ensuring that no one will ever come to help, but it’s looking more and 

more like I’m left with no choice.  I’ll just have to ride it out and see what 

happens.  Since taking on the police force in their ranks, the Par-Cheesy 

conglomerate has been able to deliver to my office, so at least I have a steady 

supply of food and refreshment. 

May 28th – It’s all over.  I’ve got nothing left to do.  The government finally 

responded to the State of Emergency.  They sent in nearly 4,000 troops to pacify 

the area.  Within thirty seconds of entering the city limits, they were approached 

by representatives of the food corporations and offered lifetime military service 

discounts.  It also turns out the general commanding the force is an old friend of 

a certain Rear-Admiral Steven S. Stephenson.  The troops came into town, 

called off the State of Emergency and they… I mean, they… they had lunch.  

They just willingly sat down and had lunch!  It was horrible to watch!  Our own 

brave soldiers, being treated to lunch, left and right! 

 I can’t… there’s just… oh, it’s horrible! 

June 1 st – They’ve recalled the troops.  Only the upper command and two 

hundred troops walked out of the city.  The rest were granted an honorary 

discharge and went to pursue careers as food delivery personnel.  I’m getting out 

of here, though.  There’s nothing left for me.  I’ve spent the past month burrowing 

out of the office with the plastic sporks they keep sending me with my daily pizza 

ration.  I should be far enough to get past the towers and make my escape into 
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the wilderness.  Perhaps someday, I can befriend the squirrels and rabbits and 

creatures of the forest.  If I can gain their trust, I hope to one day rally my 

woodland friends and return to this city.  Amidst all the madness, my delivery 

men continually returned to one word – a name… “Geoff.”  This constant name… 

the delivery routes… it’s all starting to make sense.  This “Geoff” seems to be a 

key figure to the corporations controlling the city.  Perhaps that’s the key to their 

defeat.   

These delivery crews know something.  I’m telling you right now… the 

secret behind this, “Geoff.”  The delivery men know.  They know… something.  

Someday, my woodland friends.  Someday, you and I shall come to this city and 

discover the secret behind “Geoff” and take back society. 

 They’ll be here to deliver my ration at any moment.  I must leave at once. 

 

“Geoff” 
 
The description of “Geoff” is provided to players in Level 4: Knowledge is the 

Best Defense Against Tooth Decay (see Captain Durangis Design 

Document ).  It is presented to Captain Durangis within a file given to him within 

the cutscene “In Your Own Backyard” within Chapter 2: Evolution . 

Description: 

 Very little is known of the presumed owner of the Shield of Knowledge, 

one so-called “Geoff”.  Hospital records indicate that he suffers a terrible 

mutation as the result of an accident sustained during a vacation in Australia.  

After being left behind by a safari tour bus, “Geoff” was attacked by a roving band 
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of radioactive platypuses living on the outskirts of a nuclear power plant.  The 

wounds he sustained resulted in a blood mutation that later transformed him into 

a manner of half-man, half-platypus.  Given the already hybrid-like nature of 

platypus DNA, is could be said that “Geoff” is technically a cross between a man 

and as many as five different animals.  The mutation in “Geoff” has also resulted 

in a massive increase in physical size.  Following the incident, he grew to a 

height of twenty feet. 

 Now living somewhere within the city of Finkleburg, “Geoff” has become a 

massive recluse.  Prior to his accident, the extremely wealthy “Geoff” built up a 

large collection of priceless artifacts, turning his home into a virtual museum.  

Many of these objects have reappeared on the market over the past several 

months, having sold at independent auctions for exorbitant sums of money.  

However, all other records of these exchanges have mysteriously vanished.  No 

address has been revealed, and any other contact information has been 

destroyed beyond recognition.  Evidence suggests that some unknown party is 

deliberately working to keep “Geoff” hidden.  His name has, however, appeared 

in the annual business reports for several major restaurant corporations based in 

the area. 

 

Level 5 

The Dart of Truth 

The weapon backstory for the Dart of Truth is provided to the player within Level 

5: The Danger of the Truth  (see Captain Durangis Design Document ).  
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Within the story, it is presented to Captain Durangis in the form of a file in the 

cutscene “20,000 Feet” within Chapter 3: Responsibilities . 

Description: 

Origins of the Dart of Truth are again traced to Asia, where the myths 

surrounding the creation of Buddhism meet with the real story.  Siddhartha 

Gautama, the famed founder of Buddhism, sat on the beach one late summer 

afternoon with a journal of ancient paper and his writing utensil.  As he sat 

writing, waiting for a ship to arrive, he decided to take a little nap.  Unaware of 

the storm that was closing in, he rested his journal on his chest and drifted off to 

sleep. 

Several minutes later, a strange supernatural bolt of lightning struck his 

stylus and traveled through his body.  He awoke rapidly, but something was 

different.  He no longer felt any connection to the physical world.  In actuality, the 

lightning had merely induced a state of cataplexy in the Buddha, but this moment 

has since been recorded as the time at which he achieved “enlightenment,” or 

Nirvana.  Ignoring the rain and wind, the newfound Buddha picked up his stylus 

and recorded the Four Noble Truths of Buddhism. 

The stylus used by the Buddha to write these truths was preserved in a 

temple high in the Himalaya Mountains.  There it remains, to this day, its true 

power only able to be accessed by one who controls the mystical power.  This 

power can allow the user to wield the stylus as a throwing dart.  As the same 

energy that affected the Buddha flows through this stylus, upon impact, it is 
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believed that it can inflict this same state of cataplexy into the target.  The target 

would, thus, be rendered effectively harmless for a short period of time. 

 

The Temple of Truth 
 
Information on the Temple of Truth is provided to players in Level 5: The Danger 

of the Truth  (see Captain Durangis Design Document ).  The information is 

presented to Captain Durangis in the same file containing the information on the 

Dart of Truth, provided in the cutscene “20,000 Feet” within Chapter 3: 

Responsibilities . 

Description: 
 
 The Dart of Truth, a myth in and of itself, has not been seen or reported of 

in historical records for nearly 300 years.  As a result, it has come to be believed 

that this object is held in an equally mythical temple.  The “Temple of Truth” has 

been theorized to exist ever since the Dart itself disappeared, but visits to or 

sightings of the mysterious structure have ever been reported. 

 Early records indicate that a group of highly-devoted followers of 

Siddhartha Gautama took possession of his stylus and set about the construction 

of a temple in which it could be forever enshrined.  The identity of these followers 

was never revealed, so no data is available concerning their homeland or 

potential destination.  Thus, the position of the famed temple has been difficult to 

determine.  However, in the event its existence is more than mere myth, the fact 

that it has been unseen for so many years suggests a remote, inaccessible 

location in the area, likely somewhere within the Himalaya Mountains. 
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 Incidentally, based upon years of research, supernatural historian Uno 

Farnsworth Goeheimer has postulated that the temple was constructed by a 

variety of rodents.  Goeheimer also suggests that these rodents are likely 

powered by some manner of miniaturized nuclear reactors.  Consequently, this 

theory has been largely discounted.  Additional research suggests that 

construction by small dogs and a sentient lichen-like organism is far more likely. 

 Despite the belief that the Temple of Truth is no more than a myth, efforts 

have been made to track its location.  The Department of Supernatural 

Research, in its efforts to track a variety of strange lightning storms, has 

developed scanning technologies that can pick up on the energy patterns they 

produce.  Recently, a similar energy pattern was detected emanating from a 

remote region of the Himalayas.  Based upon the various myths and legends 

surrounding the Dart of Truth, the Department of Supernatural Research believes 

that this may be the location of the object in question.  An exact location fix has 

not been possible thus far due to the object’s inherent energy fluctuation.   

Researchers believe that if the strange energy signature is indeed the 

Dart, it is most likely located within the Temple of Truth.  Despite a full range of 

satellite imagery, however, no visual evidence of the temple has been found. 

 

Level 6 

The Flying Disc of Justice 

The weapon backstory for the Flying Disc of Justice is provided to the player 

within Level 6: Fighting Injustice with, um…JUSTICE!  (see Captain Durangis 



Copyright © Doug Lynn, 2008 Page 185 
 

Design Document ).  Within the story, it is presented to Captain Durangis in the 

form of a file in the cutscene “Duty Never Sleeps” within Chapter 3: 

Responsibilities . 

Description: 

The United States Supreme Court case of Marbury v. Madison is regarded 

as the point at which the process of Judicial Review, or the declaration of laws to 

be unconstitutional, was established as a role of the aforementioned court.  Had 

it not been for a supernatural influence, however, this decision never would have 

come to pass. 

Chief Justice John Marshall had long suffered from obsessive-compulsive 

disorder.  He would often spend hours at a time trying to get his powdered wig to 

look just right before attending court.  Any reflective surface he came across 

would mean another round of straightening and fluffing.  One of these incidents 

occurred just outside the Supreme Court, where Marshall stood for 57 minutes 

adjusting his wig in a reflection in a puddle of water. 

In the time spent fixing his wig, a storm gathered, and a bolt of lightning 

struck Marshall’s wig, severely singeing its ends, but dampening the blow 

considerably.  The blast knocked Marshall out for several minutes.  Upon waking, 

he had not only lost his obsessive compulsion, but was also granted the ability to 

control the minds of those around him.  When the time came to rule on Marbury 

v. Madison, Marshall influenced enough minds among the Court to rule in favor 

of his judgment. 
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Over the years, the wig of Justice Marshall was passed down to 

succeeding Chief Justices, worn only in their rookie year in the role.  As wigs 

declined as a fashion, the wig was cut down into a toupee and colored.  The 

tradition has continued to this day, and every new Chief Justice gets the chance 

to wear the toupee.  Incidentally, the spare ends cut from the wig were preserved 

in the International Hairdressers’ Scientific Research Center, a branch of the 

Department of Supernatural Research, and later fashioned into the world’s first 

fiber-optic Internet cable.  Between new Chief Justices, the toupee is kept in a 

secretive underground storage bunker beneath the Federal District. 

When used by one with the mystical power, this toupee can be used as a 

flying disc, capable of traveling for miles and cutting through solid metal, thanks 

to the plasma field it generates.  The path of the toupee can be controlled to a 

limited extent, allowing in to be recalled and fly back to the user like a 

boomerang. 

 

The Catacomb 
 
Information on The Catacomb is provided to the player in Level 6: Fighting 

Injustice with, um….JUSTICE!  (see Captain Durangis Design Document ).  It 

is presented to Captain Durangis within the same file as information on the Flying 

Disc of Justice, provided in the cutscene “Duty Never Sleeps” in Chapter 3: 

Responsibilities . 

Description: 
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 Beneath the Federal District lies a secret system of passageways known 

as the Catacomb.  Accessed from a number of equally secret locations on the 

surface, The Catacomb is divided into several separate sections, each used to 

house a different mystic artifact with great historical significance to the nation.  

These artifacts are kept under the tightest security – their locations are never 

revealed, and even their existence is never spoken of in history textbooks. 

 Within the northwestern branch of The Catacomb, the Grand Toupee is 

kept under lock-and-key.  A system of tunnels holds the clues used to access the 

main chamber, where the Toupee is continually kept under guard.  Guarding the 

Toupee, however, is a task that can be entrusted to no human being.  

Fortunately, an extremely agreeable and docile alien has been found to do the 

job. 

 After arriving from the planet Jorgen VI, the gelatin-based creature 

guarding the Toupee was employed for several years as a corporate mascot and 

spokesperson.  Though he still maintains an active role in this endeavor, he 

spends the bulk of his time on guard within The Catacomb  His soft, gelatin body, 

largely protected by armor plating, allows him to bounce to great heights and 

ensnare would-be attackers.  However, due to the immense secrecy of The 

Catacomb, no one has ever set foot in his presence, save for the CEOs of the 

Gell-E Corporation.  As a result, he spends much of his guard duty time 

practicing his adorable skills of showmanship. 

 In return for his services, the creature asks for only one thing: hugs.  Lots 

and lots of hugs. 


