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What this Book Is…and Isn’t

 

What this book is not, is a book that teaches you how to write. 

 

This book is about the basic structural composition of written series pitches, series proposals and series bibles.  Any inferences to story structure in this book are solely included to assist with the structural integrity of each section.

 

You should also note, this books sample series is a sci-fi action adventure. However, the concepts presented here are the same for any dramatic show, sci-fi or otherwise.

 

Also, the terms ‘series pitch’, ‘series proposal’ and ‘series bible’ may be used in different ways by others in film and television.

 

This book is not the begin-all end-all of series pitches, series proposals and series bibles. The subject is as widely varied as there are ways to write them. 

 

What this book is, is part of our process for developing series, both for our company and our clients. In fact we would ask you not to limit yourself to just this book on the topic, but to investigate all possible avenues of learning. That being said, this book was written in part because we discovered, that there is no single book on the market addressing the subject.

 

Why a Book about Series Bibles?

 

With a combined sixty plus years in the entertainment industry, our journey has taken us from being readers, to writers, to development executives, to story consultants and finally to becoming producers.

 

Even though each position had different responsibilities, the focus of all of them was always on good, concise, gripping story. 

 

As the television industry developed, it became more and more important for all storytellers, writers and producers alike, to 'be on the same page', immediately and 

consistently. 

 

We needed not just a benchmark for each show, but a starting point, a virtual lighthouse in the fog of unintended 'artistic wander', that often happens with the creative process.

 

As the industry developed, that benchmark, that lighthouse, became the television series bible.  

 

Originally the series bible was an afterthought, a way of staying consistent with changing staff. It eventually became a way to lock down the starting point, the vision of what the series would become. 

 

Later, it became a development tool, and eventually, a type of pitch tool, in its more abbreviated form, the TV series proposal. 

 

In the past, it became a much needed and sought after tool. Today, it has become more indispensable than ever. It is said that television is in a new golden age, but we submit that our entire entertainment culture is in a new golden age. 

 

We also believe that with the advent of e-book series, web series, streaming series,graphic novel series, et al, the use of a series bible is more pertinent than ever before. Because of this we decided that a book on series bibles should be first in our series of how-to books.

 

Whether you are just starting out or you are an established writer, we hope that this modest book will act as your lighthouse in the dark, or at least a night light, to keep you from bumping your knees on the often avoidable obstacles during a series’ creation.

 

First, What is a Series?

 

●     A number of things or events that are arranged or happen one after the other

●     A set of regularly presented television shows involving the same group of characters or the same subject

●     A set of books, articles, etc., that involve the same group of characters or the same subject

 

-Merriam Webster

 

 

Many believe that the modern series started with the 18th century’s Three Musketeers and Sherlock Holmes.

 

However, the series as we know it really began with pulp fiction. Pulp fiction was a phenomenon of inexpensive short novel printed on cheap pulp paper. These books hit the publishing scene around 1896 through the 50’s. Pulp fiction then led to radio drama serials, that in turn led to, yes, series television.

 

  

What is Series Development?

 

Series development is the development of a long form story from a concept, into a working series of ‘episodes’.

 

Traditionally, series development begins with coming up with a compelling concept, a good ‘what if’ for a show, then moves forward to:

 

-The Series Arc: The mystery or quest…the story engine that propels and sustains the series over the length of the show.

 

-The Episode Arc. The incidents that propels each episode. The pattern or patterns that a given episode's story could have. An episode mini-quest or mystery that propels its story engine. 

 

-Genre: What type of story is being told. Is it police procedural, sci-fi, romantic comedy, etc. Or some mix of multiple genres?

 

-Tone, Theme, and Style: Is it a gritty urban drama, showing us how to fix a broken city, or is it a light-hearted urban comedy that shows us the lighter side of poverty?

 

-Character Development: Who the characters are, what they want, what they unknowingly need and what they do about their situation? (This very importantly includes villains!)

 

-Storylines: All the possible directions and ways that make sense for the show to move storytelling forward. This should lead to several episode concepts for your bible or proposal.

 

-World building: What the setting is, what the pertinent backstory is of the world, how it works and how these all affect the characters.

 

-Set Pieces: What are the locations of the series? Are they police stations, space ships, apartments or cruise ships? Then make a glossary of them for your series.

 

What to Ask Yourself About Your Series?

 

Before you begin developing your series, past the initial concept, you should ask yourself several key questions. These questions will test your concept for both ‘audience’ interest and most especially, for your own. The reasons are twofold.

 

First, if you don’t have enough interest in your series, you won’t write it. If you don’t write that first pilot script/novel/webcomic, et al, you won’t have the staying power your series needs.

 

Second, if you don't ask the hard questions about why your audience will love the series, they won't spend the time on your first episode, much less the rest of the series. 

 

Use the following questions as your litmus test for moving your concept forward as a series.

 

- Why is your series interesting?

 

- What is/are the hook(s) of your series?

(We suggest that there are always three, the main series hook, a multi-episode hook and a hook for each episode) 

 

- How is my series different from other shows?

(Series can have similarities, but they can’t be carbon copies or so similar to an existing series that there is nothing new to explore in your ‘world’.)

 

Series Pitch, Series Proposal or Series Bible.

 

In this book, we provide three examples of these types of documents.

 

A series pitch is short and sweet, a series proposal should be longer, and a full series bible…well, that can be as long as needed. Series ready bibles have been know to hit 100 plus pages in length. 

 

 

 

 

What is a Series Pitch?

 

A series pitch can be verbal, or written. A verbal pitch is often called an ‘elevator pitch’. This is a pitch that is short, concise and with enough punch to convey your concept, and hopefully get the sale. 

 

A written series pitch is a little different.

 

Written series pitches are usually one to five pages in length, preferably no longer. The good ones usually have a great elevator pitch/logline as its first few sentences.

 

A written pitch elaborates enough in a few pages to give enough of a sense of the series, without being so in depth that a Producer won’t take the time to read it. Anything longer, and you are taking a chance it won’t be read at all.

 

 

Series Pitch Example

 

What follows is a sample series pitch. We need to remind you, there are so many formats out there, that someone is bound to disagree with this format. That’s fine. Again, we are simply sharing what has worked for our company and our clients over the years.

 

For demonstration purposes, we have created an homage to an existing science fiction franchise. We will use this homage as the example for each of the three documents. 

 

A: Series Pitch Example

 

Farthest Star

 

You are a by-the-book Starcarrier Captain, hunting down dangerous rebels known as Corsairs, in a distant sector of space. It's been years since the rebellion and the death of your wife at the hands of the rebels. You've become obsessed with your work. All seems quiet on the bridge, uncomfortably quiet until a hail comes in. It's from a Starcontrol facility, one you've never heard of, one kept a secret. So secret even he was not aware of its existence. Now, the facility is under attack, by a Corsair raider and is about to be destroyed.

 

The facility is relatively close. You are there in minutes. Your screen reveals the perpetrators. You can’t believe it, the raider is THE ship you have been seeking for years. Your bane, your pain…the ship that took your wife from you, the raider named Resolute. You call battle stations, then you see it.

 

A monstrously huge diamond-shaped ship, larger than the largest asteroid.

 

You steady yourself and order shields up and weapons powered. You move for the attack, when a hail comes in, from the facility. You let it through, it’s the head researcher, a Commodore."Do not fire, you are too close to the relic ship, do not fire!"

 

Only, your ship is getting hammered now. But, you bite your lip and obey, putting yourself between the facility and the attacking Resolute. The facility is falling apart and its tiny staff boards your ship, right before the facility explodes.

 

Then your port engine takes a damaging hit. Orders be damned. 

 

‘Fire!’

 

The two ships dance in an impossible ballet of light and destruction. The Resolute fires the last of its torpedo complement. One hits the Argo, blowing out decks of personnel into cold space, the other…hits the alien relic ship.

 

The battle continues and the Argo makes a vital blow on the Resolute, killing it engines in a grand explosion. Neither crew notices the alien ship coming to life. That is until they hear the sound.

 

Both ships personnel are incapacitated by a sound that comes not from the air, but from inside their heads. Then it happens. The space around them turns white, blinding, and then suddenly, it stops. You and the crew look at the screen just as the alien ship disappears. Then helm interrupts with data that doesn’t make any sense. You check and recheck, but it’s true. You aren’t in known space anymore, you aren’t even in your own galaxy and your ship…hangs dead in space. Worse, now you’re under immediate attack and realize the only people you can turn to for help, are your worst enemies.

 

Farthest Star is the story of two diametrically opposed crews fighting for their lives, in an unknown galaxy. They seek to solve the mystery of their journey so that they can get back home.

 

 

 

Producer’s Statement

 

Farthest Star is a science fiction adventure series.

 

From the moment of the Argos accidental  adventure, everything becomes desperate. The ‘normal' intensity of the stresses a combat starship goes through are unhinged as they are hurled into a hyper-violent galaxy where their every act and choice affects their chances for survival.

 

The core of the series is watching these enemy crews faced with an extraordinary situation and how they do, and don’t, work together to survive.

 

Much of the drama and action of the series springs from this. The crews are constantly finding their morals and identities coming into conflict with their day to day desperate situations. It’s hard to fight off attacking aliens and unknown phenomena when half the crew is rebelling or plotting a mutiny.

 

A prime component of this series is that it is about interpersonal drama as much as action. Contact is made with often hostile aliens, combat is a constant part of their lives, but the norm is that the crews are in a constant state of discontent and brinkmanship. Usually, these sequences will have an operatic tone, with two levels of action being played out in a high adventure, high stakes environment.

 

In spite of the intensely dramatic tone and action of the episodes, there are times of basic humanity and even humor. These occasions are key to highlighting the series’ theme, but these events never overshadow the stakes of the series. In all situations, the ‘human’ reactions of the characters are delivered in such a way as to accentuate the pressure of the crews’ moral and physical plight. This furthers the theme of the show, that survival makes strange bedfellows.

 

The overall aim and appeal of Farthest Star lie in giving the audience characters they can relate to and actual care about, in situations that will put them at the edge of their seats, and in so doing, creating a type of Science Fiction show for today's more sophisticated sci-fi fans

 

Tone & Style

Farthest Star is a exercise in contrasts. Establishment vs. Commoners, discipline vs. disorder, positive vs. negative, good vs. evil, conventional vs. unconventional.

The style of the series will reflect these contrasts.

  

Farthest Star will have a distinctive cinematic style to highlight the lives the crews are living. In the Argos and on missions, the visual style will be gritty, with dramatic lighting, energetic editing and 'you are there' camera movements, to express the 'real world' they are in.

 

Scenes are to be naturalistic and utilitarian, militaristic.

 

The Argo is akin to modern submarines. The words cavernous, gloomy, gothic and claustrophobic are appropriate, depending on the area of the chip. Dull low light pervades the ship most of the time. Only the ship's hydroponic park sits in the middle of the warship, as an oasis of humanity. A place where people connect, play...and scheme.

 

The Fighter landing bay, Fighter ships, recon ships, and even the disabled Resolute are other key pieces of the Argos’ world that will feature heavily in the series. The Starcontrol gear will all have a distinctive militaristic look gunmetal grays and blacks, angular edges, slightly bulky 'dangerous' look.

 

The same can be said of the Corsair gear, except it looks more weathered, with darker browns instead of grays, with an edge of old fashioned western meets barbaric design flair. Heavy on the personalized gear, where Starcontrol is all homogenized and general issue.

 

With this blend of design and shooting style, Farthest Star will have a unique and atmospheric look that will complement and enhance its unique and dramatic themes.

 

 

The following ‘walkthrough’ should help you forge your own project’s pitch. Remember, stick to the template before diverging or expanding. This will keep things clearer and speed up the process.

 

B: Series Pitch Walkthrough

 

(Establishing shot of the inciting incident location, establish time, mood and mindset) 

You are a by-the-book Starcarrier Captain, hunting down dangerous rebels known as Corsairs, in a distant sector of space. It's been years since the rebellion and the death of your wife at the hands of the rebels. You've become obsessed with your work. All seems quiet on the bridge, uncomfortably quiet until a hail comes in. It's from a Starcontrol facility, one you've never heard of, one kept a secret. So secret even he was not aware of its existence.

 

 

(Last sentence revelation ‘punch’) 

Now, the facility is under attack, by a Corsair raider and is about to be destroyed.

 

 

(Further exploration and clarification of the situation, the emotion, tension, realization and reaction of…) 

The facility is relatively close. You are there in minutes. Your screen reveals the perpetrators. You can’t believe it, the raider is THE ship you have been seeking for years. Your bane, your pain…the ship that took your wife from you, the raider named Resolute. You call battle stations, then you see it.

 

 

(Specific, even jaw-dropping revelation and/or realization) 

A monstrously huge diamond-shaped ship, larger than the Ceres asteroid.

 

 

(The reaction action to the revelation/realization) 

You steady yourself and order shields up and weapons powered. You move for the attack, when a hail comes up, from the facility. You let it through, it’s the head researcher, a Commodore.

 

 

(The surprising reaction from the revelation object or person) 

‘Do not fire, you are too close to the relic ship, do not fire.’

 

 

(Tension builds, moves are made to do the selfless, brave or ‘right’ thing.)

Only, your ship is getting hammered now. But, you bite your lip and obey, putting yourself between the facility and the attacking Resolute. The facility is falling apart and its tiny staff board, right before its destruction.

 

 

(Danger is imminent or resulting. Decisive often risky, bold confrontational action made in regards to the scenario) 

Then your port engine takes a damaging hit. Orders be damned. ‘Fire!’

The two ships dance in an impossible ballet of light and destruction. The Resolute fires the last of its torpedo complement. One hits the Argo, blowing out decks of personnel into cold space, the other…hits the alien relic ship.

 

 

(The decisive action begins the ticking clock of the ‘set sail’ event.) 

The battle continues and the Argo makes a vital blow on the Resolute, killing it engines in a grand explosion. Neither crew notices the alien ship coming to life. That is until  they hear the sound.

 

 

(The beginning of the Springboard event.) 

Both ships personnel are incapacitated by a sound that comes not from the air, but from inside their heads. Then it happens. The space around them turns white, blinding, and then suddenly, it stops.

 

 

(Realization and reaction to the Springboard Event. The show has ‘Set Sail’ and the stakes and emotion are driven home.) 

You and the crew look at the screen just as the alien ship disappears. Then you hear it, helm interrupts with data that doesn’t make any sense. You check and recheck, but it’s true. You aren’t in known space anymore, you aren’t even in your own galaxy and your ship…hangs dead in space. Worse, now you realize the only people you can turn to for help, are your worst enemies.

 

 

(Closing sentence(s),that establish what the core of the show is and is all about.) 

Farthest Star is the story of two diametrically opposed crews fighting for their lives, in an unknown galaxy. They seek to solve the mystery of their journey so that they can get back home.

 

 

(Genre statement, result of the ‘Set Sail’ moment on the tone of the show.

The reaction of the situation on normal life.

What kind of situation took place?

What consequences actions mean in the new situation?) 

 

 

Producer’s Statement

Farthest Star is a science fiction adventure series.

From the moment the Argos accidentally sets sail, everything becomes desperate. The ‘normal' intensity of the stresses a combat starship goes through are unhinged as they are hurled into a hyper-violent galaxy where their every act and choice affects their chances for survival. 

 

 

(What does the main drama of character to character interaction spring from?) 

The core of the series is watching these enemy crews faced with an extraordinary situation and how they do, and don’t, work together to survive.

 

 

(What is the specifically defined core of the drama in the series?)  

Much of the drama and action of the series springs from this. The crews are constantly finding their morals and identities coming into conflict with their day to day desperate situations. It’s hard to fight off attacking aliens and unknown phenomena when half the crew is rebelling or plotting a mutiny.

 

 

(What are the external challenges and how do they affect the dramatic core?) 

A prime component of this series is that it is about interpersonal drama as much as action. Contact is made with often hostile aliens, combat is a constant part of their lives, but the norm is that the crews are in a constant state of discontent and brinkmanship. Usually, these sequences will have operatic tone, with two levels of action being played out in a high adventure, high stakes environment.

 

 

(What is the dichotomy of the tone?

Is there another, lighter side?) 

In spite of the intensely dramatic tone and action of the episodes, there are times of basic humanity and even humor.

 

 

(How does this dichotomy accentuate the series main thrust of the show?) 

These occasions are key to highlighting the series’ theme, but these events never overshadow the stakes of the series. In all situations, the ‘human’ reactions of the characters are delivered in such a way as to accentuate the pressure of the crews’ moral and physical plight. This furthers the theme of the show of survival makes strange bedfellows.

  

 

(What is the visceral appeal of the show?) 

The overall aim and appeal of Farthest Star lie in giving the audience characters they can relate to and actual care about, in situations that will put them at the edge of their seats, and in so doing, creating a type of Science Fiction show for today's more sophisticated sci-fi fans.

 

 

(What are the theme’s dynamics?

What are the moral dynamics?)

 

Tone &Style

 

Farthest Star is an exercise in contrasts. Establishment vs. Commoners, discipline vs. disorder, positive vs. negative, good vs. evil, conventional vs. unconventional. 

The style of the series will reflect these contrasts.

 

 

(What is your statement of the moral/theme push?) 

The style of the series will reflect these contrasts.

 

 

(What is the visual theme and tone that you want to convey?)

Visually, the Argos will echo the style of Farthest Star will have a distinctive cinematic style to highlight the lives the crews are living. In the Argos and on missions, the visual style will be gritty, with dramatic lighting, energetic editing and 'you are there' camera movements, to express the 'real world' they are in.

Scenes are to be naturalistic and utilitarian, militaristic.

 

 

(What kind of production style do you visualize the show having?)

Farthest Star will have a distinctive cinematic style to highlight the lives the crews are living. In the Argos and on missions, the visual style will be gritty, with dramatic lighting, energetic editing and 'you are there' camera movements, to express the 'real world' they are in.

 

 

(What are three words that can describe the look of a common scene?) 

Scenes are to be naturalistic and utilitarian, militaristic.

 

 

(What is your description of the main set piece? <City, Hospital, etc>) 

The Argo is akin to modern submarines. The words cavernous, gloomy, gothic and claustrophobic are appropriate, depending on the area of the chip. Dull low light pervades the ship most of the time. Only the ship's hydroponic park sits in the middle of the warship, as an oasis of humanity. A place where people connect, play...and scheme.

 

 

(What are some of the lesser set pieces and their descriptions?) 

The Fighter landing bay, Fighter ships, recon ships, and even the disabled Resolute are other key pieces of the Argos’ world that will feature heavily in the series. The Starcontrol gear will all have a distinctive militaristic look gunmetal grays and blacks, angular edges, slightly bulky 'dangerous' look.

 

 

(What is the basis of the look of character clothing, accouterments and how does it reflect their station?) 

The same can be said of the Corsair gear, except it looks more weathered, with darker browns instead of grays, with an edge of old fashioned western meets barbaric design flair. Heavy on the personalized gear, where Starcontrol is all homogenized and general issue.

 

 

(How will set pieces and accouterments accent the series theme(s)?) 

With this blend of design and shooting style, Farthest Star will have a unique and atmospheric look that will complement and enhance its unique and dramatic themes.

 

 

 

What Is A Series Proposal?

 

Like a pitch, a series proposal can be verbal, or written. We are focusing on the written proposal here.

 

Written series proposals are usually 6 to 15 pages in length, preferably no longer. 

 

A written proposal is usually provided when an interested Producer wants more details after a successful pitch. It gives a much more detailed look at the series for them to make a better decision. It can also prove to be a good development tool for any writer developing his or her series.

 

A: Series Proposal Example

 

Farthest Star

proposal for a one-hour action series 
written by Wade T. Pena & Phil Zizza
created by Wade T. Pena

 

Take a clean-cut by the book Starcarrier Captain and his crew. Without warning, throw them to the far end of the universe in an unknown galaxy, their ship half destroyed. They immediately come under attack. Their mortal enemies they were tracking down, their only 'friends' in this new galaxy, where they are forced to join forces. To survive, even work together and somehow, someway, track down the ancient ship that can transport them back home. This is the Sci-fi drama of "Farthest Star."

  

"Farthest Star" is the story of a by the book Starcarrier Captain who discovers the location of the rebels responsible for the death of his wife, but when their ships are accidentally transported to another galaxy, he must do the unthinkable and partner with the rebels in a desperate attempt to get back home.

  

Farthest Star is:

-CAPTAIN GRAY, a handsome hardened 40 something who thinks the Corsair rebels are the lowest form of life until he realizes they are his crew’s only hope back home. Now, he must fight his own urges every day, not to push them all out an airlock, for the greater good.

-KEKOA, the Corsair Captain that Gray blames for the death of his wife. Only Kekoa knows the real truth.

-LARA COLTON, the leader of the secret facility that held the alien ship that stranded them. She is in charge of tracking down the location of the ship and getting them back home. Only she is keeping a secret about the alien ship from the Captain and crew.

-BETORR, the crusty chief with a past he left behind when he joined Starcontrol. Only now, his past has caught up with him in the form of a Corsair crewman that knows his terrible secret.

-AMON KIN, a career criminal that joined the Corsairs for personal gain. Now, he secretly plots mutiny and has a disturbing number of followers.

-CASS LEE, a beautiful young Starcontrol officer who is a closet manipulator with a penchant for Amon and helping his plans for mutiny.

-T’ARA ROARK, a beautiful half-Crujaan female, and former crewman of the Argos, before quitting to join the Corsairs. She still finds herself secretly attracted to the Captain and confides in her old friend, Betorr. Kekoa's confidante, she keeps the secret of Captain Gray's dead wife.

-DANIEL PEREZ, fresh out of Starcontrol Academy, he has been seduced by Cass to help the mutineer cause. His genius with the ship's systems makes him an important pawn in her plans

 

Both crews soon learn that from now on they'll be living in conflict—with their fellow crew members who view each other with suspicion, and with the new alien species that seek to destroy them at every turn.

 

The adventures the ship gets involved will take them from the lowest backwater planets to the gleaming spires of power hungry star empires. Each episode of "Farthest Star" focuses on the secrets each crewman keeps, internal power plays while at the same time struggling for survival among the stars all while seeking a way home.

 

CAPTAIN JOHN GRAY

Is a handsome hardened 40 something Starcontrol Captain with 25 years of nonterrestrial service.

Captain Jon Gray is a career Starcontrol Captain that has lost his way, since the death of his wife. For years he has tracked down the rebel ship that caused her death. When he finally corners the ship, attacking a secret Federacy outpost, both ships are flung across the universe to an unknown galaxy. Now, he has to make a truce with his most hated enemies, to survive in a desperate bid to find the alien ship responsible for their predicament and get them all home.

 

KEKOA

Kekoa is the leader of the Corsairs and former Starcontrol Captain. He was friends with Captain Gray during his time with Starcontrol. After their two crews became stranded, he and Gray were immediately at odds, but both realized they had to join forces or die. Gray blames him for the loss of his wife, but only Kekoa and T'ara know the truth about her death. A secret, if discovered, could destroy their alliance and threaten their survival.

 

BETORR

Betorr is the crusty Security Chief with a past, a past he left behind to join Starcontrol. Only now, his past has caught up with him, in the form of a Corsair crewman that knows his terrible secret. Now he must decide between the demands of the mystery crewman, or face the truth and the loss of his life in Starcontrol.

 

DANIEL PEREZ

Daniel Perez is the newest addition to the Argos and a long time fan of Captain Gray. Restless for adventure, he wound up with more than he could imagine. Feeling lost and out of place amongst his crew, much less the Corsairs, he falls for and is seduced by Cass to help the mutineer cause. His genius with the ship’s systems makes him an important pawn in her plans. He soon realizes he must choose between love and honor.

  

T’ARA ROARK

T'ara Roark is the attractive half alien in the room. Always stuck between worlds and cultures, she never completely fit in when she was a Starcontrol officer. When her colony came under attack in the Demilitarized zone, she jumped at the chance to join the more species diverse Corsairs. But when they became stranded with her old ship, the Argos, old feelings of allegiance emerge. Now, she finds herself stuck between worlds again, and when rumors of mutiny surface, she must decide which world she loves most.

  

CAPTAIN LARA ‘DOC' COLTON;Ph.D. QUANTUM MECHANICS

Doctor Lara Colton was the lead researcher on the ancient alien craft that took them from their home galaxy. Once a highly respected member of Starcontrol’s archaeological division, she is now relegated to tracking down the location of the ship and getting them back home. Only she knows the real truth behind the attack on her facility. A truth that neither crew knows about, or her hidden agenda. Every day she becomes more attached to Captain Gray and his crew, which makes what she must do, even more difficult.

 

AMON KIN

Amon Kin is a career criminal that originally joined the Corsairs for personal gain. He is the original source of information for the Corsairs on the origins of the ancient alien ship, but he has not divulged everything to them. Only he knows if he doesn’t take command, their chances of returning are dim at best. Now, he seeks to create a successful mutiny and stakes everything on the seduction of a young Starcontrol officer. But, what he didn’t expect, was to fall in love with her.

  

LT. COMMANDER CASS LEE

Cass Lee is the Argos’ communications commander. Always diplomatic and loyal, to a fault, she finds her beliefs challenged by the barbaric Amon Kin. At first refusing her attraction to the rogue, she soon falls for him and becomes his lover. Now, she has become his primary conspirator in his planned mutiny. But, she falls for young Daniel Perez as well and is torn between the two, until Amon forces her to use Daniel’s feelings for her, to their advantage. Now she is secretly torn between both factions and both men.

 

GENERAL BIBLE BIO QUESTIONS

CHARACTER TITLE / NAME IN CAPS, age, how the character appears and years of duty/job.

Early life and family's economic standing.

His/her mental capacity, how he/she addresses his work, personal cost, and/or side.

Personal problem(s) and how he spends his time.

Demeanor and how it does or doesn't change, depending on the situation.

What he/she thinks of the current situation, how his personal history affects that view and what emotional gut instinct is about his opinion on the current situation.

What worries him and what he does to compensate or fix it.

How he tests others and/or their resolve to prove themselves.

How the character will evolve over the course of the series and what traits stay static.

 

 

PILOT EPISODE

 

Note for this section: In this section, a short four plus page episode summary is usually provided for proposals. This summary should not be taken as a definitive template for all stories. It is not. This is merely an example of one type of story and what it's type of structure entails in a basic prose format.

 

ACT I

 

In 2507 Captain Jonathan Gray of the Starcontrol Starcarrier  Argo, is at the end of a three year mission to hunt down dangerous interstellar rebels known as Corsairs. It’s been years since the death of his wife at the hands of the Corsairs, and he is still obsessed with finding the ship responsible. Unexpectedly, In the middle of their final journey home, An emergency hail comes in. It’s from a Star control facility, a facility so secret he was not aware of its existence. 

 

Upon arrival, Gray's screen reveals the perpetrators. He can’t believe it, the raider the Resolute, THE ship he has been seeking for years. He calls battle stations, then he sees it.  A monstrously huge diamond-shaped alien ship, larger than an asteroid.

 

The secret facility is falling apart and its tiny staff ejects in life pods and boards the Argo, right before the facility explodes. The two ships dance in an impossible ballet of light and destruction. The Resolute fires the last of its torpedo complement. One hits the Argo, blowing out decks of personnel into cold space, the other…hits the alien ship. Neither crew notices the alien ship coming to life. That is until they hear the sound.

 

Both ships personnel are stunned by a sound that comes not from the air, but from inside their heads. Then it happens. The space around them turns white, blinding, and then without warning, it stops. The crews look at their screens just as the alien ship disappears. The crews check and recheck, but it’s true. They aren’t in known space anymore, not even in their own galaxy and both ships are dead in space. Worse, both ships come under immediate attack from unknown hostile fire.

 

Alien fighter ships descend on the two ships in a hail of blaster fire. The Argo and Resolute desperately fire all remaining lasers as best they can on the strafing enemy. Kekoa, the Resolute's Captain hails the Argo. Gray doesn't want to respond but is compelled by his Security Chief Betorr. Kekoa recommends a back to back maneuver that they used before when he served as Gray’s former First officer. Memories flood in and Gray begins to protest until Kekoa asks if he wants to be righteous and dead, or realistic and alive. Gray agrees and the two ships defend themselves, back to back.

 

Within minutes, the Marauders turn tail, but not before tractor beaming the alien ship away with them. The two ships are too damaged to move, but they are alive.

 

ACT II

 

The two crews are in awe at their circumstances and Captain Kekoa initiates a “Parle’, for a truce. Meantime, Kekoa’s first officer, Amon Kin, secretly plans to mutiny but puts his plans on hold despite calls by his confederates to initiate the mutiny now.

 

The meeting between Captains and their command crews takes place on docked shuttles between the ships. Present at the meeting from the Argo are Captain Gray as his first officer, Lt. Commander Cass Lee and Chief Betorr. From the Resolute are Captain Kekoa, Amon Kin and T’ara Roark, also a former Starcontrol officer.

 

The two cautious Captains greet each other. Kekoa suggests an extended truce, at least until they can find their respective crews...and the alien ship. While the two Captain’s speak, Lee is staring at Amon, who is at first unaware. When he notices, he gives a roguish smile and winks. The startled Lee turns her attention back to the Captain.

 

Gray is hesitant about the offer of extended truce, as anger dances in his expression. Kekoa lays it all out. His engine’s hyper coils are fried and Star control always keeps extras. Argo’s sensor transducers are shot and the Resolute has spares. There are too many unknowns for us not to work together. Gray nods. Amon goes to protest and he stops as Kekoa raises a hand. They agree to send over supply shuttles with six technicians each. All to be escorted by security on both ships. Kekoa extends his hand. But Gray does not take it. “You have your truce Captain, for now,”and they depart.

 

Elsewhere, the Marauder and human crafts from earlier are in a huge landing bay. Hoards of armored alien warriors swarm the human fighter crafts, guns at the ready. Humans are being taken prisoner, some being shot if they show resistance. The defeated men and women filter by a group of Marauder officers. The largest of the officers is their Field Marshal. A junior officer walks up to the group and addresses the Field Marshal. “Excellency, there is no sign of the aliens following.” The Field Marshal smiles, turning. “But we know they will come, don’t we? They will come.” 

 

Later, back on the Argo, teams and equipment have been sent to each ship to effect repairs on the Resolute’s engines and the Argo’s sensors. Captain Gray summons Doctor Colton, the head of the rescued alien ship research team. The Captain wants answers about the ship. She says she has none but may be able to track and find the alien ship when their sensors are back online. The Captain gives her every resource to make it happen, but he does not trust her.Gray calls on Chief Betorr to watch her.

 

On board the Resolute, Lt. Daniel Perez assists with the repairs of the Resolute’s engines but gets his first taste of the Corsairs dislike of Starcontrol. Lt. Commander Lee has to work with Amon Kin to repair the Argo’s engines. She rebuffs his advances, while he secretly plants a covert device in their engineering section.

 

The engines go live on the Resolute, proving Perez’s worth to their new allies, right before the Argo’s sensors are successfully repaired. Dr. Colton scans for and finds the alien ship’s signature. It’s located in a distant nebula. Both ships get underway immediately for the coordinates, without knowing exactly what they are up against.

  

 

ACT III

 

Telemetry comes in and they discover the marauders are at a huge ring shaped-space station the size of a world, that would be suicide as a direct assault. They decide on a two team covert insertion. One team to find the crew, one team to find the alien ship.

 

Tension still runs high between Gray and Kekoa, but when confronted by Kekoa, Gray confirms the truce will hold until after the operation.

 

Amon and Lt Commander Lee gather at the Argo meeting room for assault planning. Amon amorously moves on Lee again and she rebuffs his advances.

 

Later, the Argo and Resolute attack crews meet at the Argo's pilot ready room. The briefing is given and the teams are established. Bravo team for crew rescue consists of, Amon Kin, Cass Lee and Alpha team for freeing the alien ship from its berth made up of Dr. Colton, Betorr, and Lt. Perez. The two Captains are oversight back on the Argo.

The dual crew teams run through simulations on Argo’s simulation deck, but all goes less than smooth. The diametrically different approaches illustrate that the Corsairs must take Starcontrol’s lead on the missions. Amon and the Resolute crew push back but the former Starcontrol officer, Kekoa, approves. This creates more animosity toward him and between the crews.

 

With relentless practice, the team simulations get better but not to the level that makes the Captains comfortable. They arrive at the outskirts of the nebula now and both Captains decide they must be on the missions, to make sure the missions are successful. 

 

 

ACT IV

 

Part one of the plan is for the Resolute’s crew to capture two alien ships, en route to the station, then use them for the assault teams. The Resolute crew watches in distaste as the pirate rebels do the unpalatable task that is necessary for their success. 

 

Before Alpha team takes off, Amon plans to shoot Kekoa on the mission and take command. Both ships find non-regular docks to the station, and carry dimensional bridgers, to transport them back to their ships through dimensional portals. Once they get to the holding cells, a firefight breaks out. Although Amon planned to shoot Kekoa, he has to make a choice. Does he kill Kekoa, or save Cass? 

 

The Bravo team has to silently kill multiple aliens before finding their quarry, the alien ship. But cut off by a guarded walkway, Dr. Colton, Betorr and Gray have to spacewalk to it. 

 

Back with Alpha team, Amon saves Cass instead of killing Kekoa. They release the crew, but they now have to get them to their fighter ships, because their dimensional bridger was destroyed.

 

Dr. Gray and Betorr move towards the alien ship in their suits, but she says she has to go alone or the ship might activate. They stand watch, slightly out of sight. But when a firefight starts to break out at their airlock, Betorr goes to tell her they have to leave now. It is then that he sees her doing something to the ship, inserting a pyramid into the side, instead of just putting on a transponder, then in a flash of blinding light, the alien ship disappears.

 

Alpha Team is away with all fighters, firing their way out of the station. Bravo team uses their dimensional bridger to get back to the Resolute. Gray is furious and mystified at Colton, but they have no time for questions. The Argo and Resolute move toward the station to retrieve the fighters as they are pursued by enemy ships.

 

Kekoa and the fighters get back to the Argo’s larger intact landing bays, but now their ships are under heavy attack. The Resolute’s main engines take a heavy blow and can’t hyper drive away. Kekoa orders his crew to abandon ship but now has to protect the Argos as it picks up the crews’ life pods. Kekoa fights to the end to save his crew, then the Argo, fully expecting to be left behind as he kamikazes his ship into an alien base ship. But at the last moment, Gray takes the chance of inserting a dimensional bridger to the Resolute barely saving Kekoa. But, the Resolute is lost.

 

A surprised crew sees the alien armada halt pursuit, giving them precious time to spool their hyperdrive and escape.

 

Gray and his command crew go to sickbay to see Kekoa, who is being treated for injuries from the battle. He thanks him, suggests they merge crews to survive and infers he will look the other way when they get back to let them escape. Then he extends his hand and the two Captain’s finally shake.  

 

To the side, T’ara asks Amon what would happen if Gray ever found out what really happened to his wife when the Resolute killed her. Amon smiles, then sees Cass at the door nod for him to follow her. He exits and she takes him to a side office. She thanks him for saving her, he begins to leave, but she grabs him and surprisingly…kisses him. 

 

Dr. Colton leaves the room, Betorr sees and follows, then confronts her. He saw what she did and now she needs to explain herself.

 

Meanwhile, back at the alien station, the alien Commander is told that the Argo has escaped, per his orders. “Good, the prophecy has begun.” And we see on his desk, an ancient looking representation of the Argo. 

 

 

EPISODE STORY CONCEPTS

 

COLONY

The Argos is attacked by a mysterious enemy that can dimensionally teleport aboard their ship. They are imprisoned on a penal colony, for accidentally trespassing through the attacker's system. Now, they must engineer an escape by overcoming an enigmatic, impenetrable prison. Also, if they don't escape quickly, the enemies reinforcements will prevent their escape forever. Starcontrol and Corsair crew alike must put aside differences to survive and escape.

 

STARSHIP LOST

The Argos comes across a 'ghost' starship, missing its crew, but only recently. On the heels of their recent prison escape, the two crews work together to solve the mystery, but old habits die hard. Soon after docking, the Argos loses power and tensions rise. Only a comatose crewman can answer the mystery of the ship, but is in critical condition and dying, quickly. They have little time to solve the riddle before they meet the same mysterious fate of the ghost ship.

 

PLANETSIDE

During the joint crew's first mission to retrieve rare elements for their engines, and get a little shore leave, a lone obelisk, with similar markings to the Alien relic ship is found. When investigated, it kills one of the crew. Now, spatial phenomena on the planet and in space, threaten the ship and crew. But, they have little time left to uncover the answer, when their sensors discover an enemy ship, just hours out.

  

ARTIFACT

Guided by the Doctor's new scanner upgrade, the Argos finds a planetoid with a small ancient outpost. Accidentally activating a self-destruct mechanism, they do retrieve what they believe to be a data storage crystal. Within minutes of their escape, they are attacked by a savage enemy of lesser technology, but massive numbers. Numbers so great, that they would not be able to leave without possible destruction. They want the crystal back, in exchange for allowing their safe passage. But, at the same time, the Doctor finds out that the crystal is the same tech as that of the Relic ship. They need it to find the ship and get home. Now, they must fend off the attackers, decode the secret of the crystal and give it to their attackers, before their ship is destroyed.

 

B: Series Proposal Walkthrough

 

Farthest Star

proposal for a one-hour action series 
written by Wade T. Pena & Phil Zizza
created by Wade T. Pena

 

 

(What type of hero and accompanying characters, the inciting incident of the story, the internal dramatic conflict of the series, the external dramatic conflict of the series, the quest of the series.) 

Take a clean-cut by the book Starcarrier Captain and his crew. Without warning, throw them to the far end of the universe in an unknown galaxy, their ship half destroyed. They immediately come under attack. Their mortal enemies they were tracking down, their only 'friends' in this new galaxy, where they are forced to join forces. To survive, even work together and somehow, someway, track down the ancient ship that can transport them back home. This is the Sci-fi drama of "Farthest Star."

 

 

(What type of hero, the discovery/impetus that leads to the inciting incident, the inciting incident, the ironic dramatic push of the series and the series quest) 

"Farthest Star" is the story of a by the book Starcarrier Captain who discovers the location of the rebels responsible for the death of his wife, but when their ships are accidentally transported to another galaxy, he must do the unthinkable and partner with the rebels in a desperate attempt to get back home.

 

 

(Name of character, Type of character, main emotional push, ironic push of the series, Internal struggle due to the ironic push) 

Farthest Star is:

-CAPTAIN GRAY, a handsome hardened 40 something who thinks the Corsair rebels are the lowest form of life, until he realizes they are his crew’s only hope back home. Now, he must fight his own urges every day, not to push them all out an airlock, for the greater good.

 

 

(Character name, type of character and station in life, how the main character feels about him/her, ironic mystery that relates to both characters)

-KEKOA, the Corsair Captain that Gray blames the death of his wife on, only Kekoa knows the real truth.

 

 

(Character name, relationship to the series quest/mystery, job during the series, the dramatic secret that he/she keeps from the other characters that pertain to the quest/mystery)

-LARA COLTON, the leader of the secret facility that held the alien ship that stranded them. She is in charge of tracking down the location of the ship and getting them back home. Only she is keeping a secret about the alien ship from the Captain and crew.

 

 

(Character name, type of character, hint of a shadowy past. Establish that the past is threatening to be revealed by a new, threatening character)

-BETORR, the crusty chief with a past he left behind when he joined Starcontrol. Only now, his past has caught up with him in the form of a Corsair crewman that knows his terrible secret.

 

 

(Character name, type of character, reason for his/her station in life, hidden/secret plot that can affect the series mystery/quest)

-AMON KIN, a career criminal that joined the Corsairs for personal gain. Now, he secretly plots mutiny and has a disturbing number of followers.

 

 

(Character name, type of character, station in life, type of person, relationship to malicious character and how he/she helps that character)

-CASS LEE, a beautiful young Starcontrol officer who is a closet manipulator with a penchant for Amon and helping his plans for mutiny.

 

 

(Character name, type of character, character past, connection with the main character, what supporting character he/she confides in, secret he/she keeps that can affect relationship with the main character.)

-T’ARA ROARK, a beautiful half-Crujaan female, and former crewman of the Argos, before quitting to join the Corsairs. She still finds herself secretly attracted to the Captain and confides in her old friend, Betorr. Kekoa's confidante, she keeps the secret of Captain Gray's dead wife.

 

 

(Character name, station in life, his/her relation to a supporting character and their designs, character's abilities that can affect those designs and the series quest success/failure)

-DANIEL PEREZ, fresh out of Starcontrol Academy, he has been seduced by Cass to help the mutineer cause. His genius with the ship's systems makes him an important pawn in her plans.

 

 

(Establish the dramatic and ironic conditions that the characters, the tensions this causes and the external threats that the mystery/quest brings them) 

Both crews soon learn that from now on they'll be living in conflict—with their fellow crew members who view each other with suspicion, and with the new alien species that seek to destroy them at every turn.

 

 

(Description of the range of series stories locations, description of the three to four dramatic focal points of the series, ending with the primary mystery/quest) 

The adventures the ship gets involved with takes them from the lowest backwater planets to the gleaming spires of power hungry star empires. Each episode of "Farthest Star" focuses on the secrets each crewman keeps, internal power plays while at the same time struggling for survival among the stars all while seeking a way home.

 

 

(Character name, character description, station in life, any personal internal loss, how that loss/pain has affected the character, how that led to the inciting incident, how the inciting incident led to the dramatic irony of the series, and the series mystery and/or quest) 

CAPTAIN JOHN GRAY

Is a handsome hardened 40 something Starcontrol Captain with 25 years of nonterrestrial service.

Captain Jon Gray is a career Starcontrol Captain that has lost his way, since the death of his wife. For years he has tracked down the rebel ship that caused her death. When he finally corners the ship, attacking a secret Federacy outpost, both ships are flung across the universe to an unknown galaxy. Now, he has to make a truce with his most hated enemies, to survive in a desperate bid to find the alien ship responsible for their predicament and get them all home.

 

 

(Character name, station in life, past station in life. Mutual past with main character, current relationship with the main character, how/why they work together. What the main character thinks of him/her, what relationship he/she has with a different character that could/or does impact his/her relationship with the main character) 

KEKOA

Kekoa is the leader of the Corsairs and former Starcontrol Captain. He was friends with Captain Gray during his time with Starcontrol. After their two crews became stranded, he and Gray were immediately at odds, but both realized they had to join forces or die. Gray blames him for the loss of his wife, but only Kekoa and T'ara know the truth about her death. A secret, if discovered, could destroy their alliance and threaten their survival.

 

 

(Name, Rank/station and past, what the past means to him/her now. How that past has caught up to the character. ‘Rock and a Hard Place decision over his/her past) 

BETORR

Betorr is the crusty Security Chief with a past, a past he left behind to join Starcontrol. Only now, his past has caught up with him, in the form of a Corsair crewman that knows his terrible secret. Now he must decide between the demands of the mystery crewman, or face the truth and the loss of his life in Starcontrol.

 

 

(The character's name, how he or she fits in the team/show, What he/she thinks of the main character, What the character's main goal is/was. How does the character feel now, after the ‘set sail' incident? What special relationship he/she has with another character, that could cause problems. What is the character's special gift that makes him/her valuable? What is the dramatic ‘Rock and a hard place' decision he/she must make?) 

DANIEL PEREZ

Daniel Perez is the newest addition to the Argos and a long time fan of Captain Gray. Restless for adventure, he wound up with more than he could imagine. Feeling lost and out of place amongst his crew, much less the Corsairs, he falls for and is seduced by Cass to help the mutineer cause. His genius with the ship’s systems makes him an important pawn in her plans. He soon realizes he must choose between love and honor.

 

 

(Character's name, visual aesthetic and uniqueness amongst the team/crew? How and why he/she doesn't fit in. How did the character become who they are now? How does their current predicament affect their mindset now? What is the character's ‘rock and a hard place' dramatic choice?) 

T’ARA ROARK

T'ara Roark is the attractive half alien in the room. Always stuck between worlds and cultures, she never completely fit in when she was a Starcontrol officer. When her colony came under attack in the Demilitarized zone, she jumped at the chance to join the more species diverse Corsairs. But when they became stranded with her old ship, the Argos, old feelings of allegiance emerge. Now, she finds herself stuck between worlds again, and when rumors of mutiny surface, she must decide which world she loves most.

 

 

(Character’s name, rank and/or position, what he/she did/does that pertains to the central mystery and/or quest. What his/her purpose is now. What secret and/or agenda the character holds that can affect the other characters. How does this secret and/or agenda weigh on the character?) 

CAPTAIN LARA ‘DOC' COLTON;Ph.D. QUANTUM MECHANICS

Doctor Lara Colton was the lead researcher on the ancient alien craft that took them from their home galaxy. Once a highly respected member of Starcontrol’s archaeological division, she is now relegated to tracking down the location of the ship and getting them back home. Only she knows the real truth behind the attack on her facility. A truth that neither crew knows about, or her hidden agenda. Every day she becomes more attached to Captain Gray and his crew, which makes what she must do, even more difficult.

 

 

(Character's name, career and the original purpose for being in his position. How his past connects with the central mystery and/or quest and what he/she holds back. What his/her new hidden purpose is and how that connects with the central mystery and/or quest? How he/she acts to control others to that purpose? What unexpected thing results from that strategy that puts this plan in jeopardy?) 

AMON KIN

Amon Kin is a career criminal that originally joined the Corsairs for personal gain. He is the original source of information for the Corsairs on the origins of the ancient alien ship, but he has not divulged everything to them. Only he knows if he doesn’t take command, their chances of returning are dim at best. Now, he seeks to create a successful mutiny and stakes everything on the seduction of a young Starcontrol officer. But, what he didn’t expect, was to fall in love with her.

 

 

(The Character’s name, rank/position? The character’s key personality traits and how a new character affects those traits?

How he/she first reacts to that character and how that reaction changes?

How she helps the new character with his/her plans and/or ulterior motives?

What is the other character he/she engages that makes his/her new relationship more complicated?

How is he/she coerced by a character to use/abuse his/her relationship with a key character?) 

LT. COMMANDER CASS LEE

Cass Lee is the Argos’ communications commander. Always diplomatic and loyal, to a fault, she finds her beliefs challenged by the barbaric Amon Kin. At first refusing her attraction to the rogue, she soon falls for him and becomes his lover. Now, she has become his primary conspirator in his planned mutiny. But, she falls for young Daniel Perez as well and is torn between the two, until Amon forces her to use Daniel’s feelings for her, to their advantage. Now she is secretly torn between both factions and both men.

 

 

GENERAL BIBLE BIO QUESTION TEMPLATE

 

CHARACTER TITLE / NAME IN CAPS, age, how the character appears and years of duty/job.

 

Early life and family's economic standing.

 

His/her mental capacity, how he/she addresses his work, personal cost, and/or side.

 

Character's personal problem(s) and how he spends his time.

Demeanor and how it does or doesn't change, depending on the situation.

 

What he/she thinks of the current situation, how his personal history affects that view and what emotional gut instinct is about his opinion on the current situation.

 

What worries him and what he does to compensate or fix it.

How he tests others and/or their resolve to prove themselves.

How the character will evolve over the course of the series and what traits stay static.

 

  

PILOT EPISODE

 

Note for this section: In this section, a short four plus page episode summary is usually provided for proposals. This summary should not be taken as a definitive template for all stories, it is not. This is merely an example of one type of story and what it's type of structure entails.

 

 

ACT I

(Establishes the Current World of the Series: When, Who, Where & Why of the story. The Why should be the physical motivation quest and the emotional quest, at the beginning. The Catalyst moment that teases and creates the first dramatic question.)

In 2507 Captain Jonathan Gray of the Starcontrol Starcarrier  Argo, is at the end of a three year mission to hunt down dangerous interstellar rebels known as Corsairs. It’s been years since the death of his wife at the hands of the Corsairs, and he is still obsessed with finding the ship responsible. Unexpectedly, In the middle of their final journey home, An emergency hail comes in. It’s from a Star control facility, a facility so secret he was not aware of its existence. 

 

 

(The answer to the first dramatic question is one or more related surprise(s). Usually, involves conflict and/or action and/or imminent conflict and/or action. ) 

Upon arrival, Gray's screen reveals the perpetrators. He can’t believe it, the raider the Resolute, THE ship he has been seeking for years. He calls battle stations, then he sees it.  A monstrously huge diamond-shaped alien ship, larger than an asteroid.

 

 

(The dramatic truth of the surprise(s) fully erupt in conflict and/or action. One or more earlier foreshadowed dramatic surprise(s) engages dramatically.)

The secret facility is falling apart and its tiny staff ejects in life pods and boards the Argo, right before the facility explodes. The two ships dance in an impossible ballet of light and destruction. The Resolute fires the last of its torpedo complement. One hits the Argo, blowing out decks of personnel into cold space, the other…hits the alien ship. Neither crew notices the alien ship coming to life. That is until they hear the sound.

 

 

(Characters become aware of the dramatic event know as the Inciting Incident, which is defined as an event or decision that begins a story's problem. The character(s) realize what has now occurred.) 

Both ships personnel are stunned by a sound that comes not from the air, but from inside their heads. Then it happens. The space around them turns white, blinding, and then without warning, it stops. The crews look at their screens just as the alien ship disappears. The crews check and recheck, but it’s true. They aren’t in known space anymore, not even in their own galaxy and both ships are dead in space. Worse, both ships come under immediate attack from unknown hostile fire.

 

 

(Conflict and/or Action begins due to the Inciting Incident. Alliances are decided or decision(s) to embark on a physical journey is/are decided) 

Alien fighter ships descend on the two ships in a hail of blaster fire. The Argo and Resolute desperately fire all remaining lasers as best they can on the strafing enemy. Kekoa, the Resolute's Captain hails the Argo. Gray doesn't want to respond but is compelled by his Security Chief Betorr. Kekoa recommends a back to back maneuver that they used before when he served as Gray’s former First officer. Memories flood in and Gray begins to protest until Kekoa asks if he wants to be righteous and dead, or realistic and alive. Gray agrees and the two ships defend themselves, back to back.

 

 

(Another action or event has occurred that compounds the effect of the Inciting Incident.) 

Within minutes, the Marauders turn tail, but not before tractor beaming the alien ship away with them. The two ships are too damaged to move, but they are alive.

 

 

ACT II

(Characters take stock of what has happened.)

The two crews are in awe at their circumstances and Captain Kekoa initiates a “Parle’, for a truce. Meantime, Kekoa’s first officer, Amon Kin, secretly plans to mutiny but puts his plans on hold despite calls by his confederates to initiate the mutiny now.

 

 

(Tensely, Characters strategize on how to recuperate from the Inciting Incident.) 

The meeting between Captains and their command crews takes place on docked shuttles between the ships. Present at the meeting from the Argo are Captain Gray as his first officer, Lt. Commander Cass Lee and Chief Betorr. From the Resolute are Captain Kekoa, Amon Kin and T’ara Roark, also a former Starcontrol officer.

 

 

(Characters tensely interact and initiate the layout of the plan of action to recuperate from the Inciting Incident.) 

The two cautious Captains greet each other. Kekoa suggests an extended truce, at least until they can find their respective crews...and the alien ship. While the two Captain’s speak, Lee is staring at Amon, who is at first unaware. When he notices, he gives a roguish smile and winks. The startled Lee turns her attention back to the Captain.

 

 

(Plan of action is tensely agreed to, but not all characters agree or are happy about the decision and/or direction.) 

Gray is hesitant about the offer of extended truce, as anger dances in his expression. Kekoa lays it all out. His engine’s hyper coils are fried and Star control always keeps extras. Argo’s sensor transducers are shot and the Resolute has spares. There are too many unknowns for us not to work together. Gray nods. Amon goes to protest and he stops as Kekoa raises a hand. They agree to send over supply shuttles with six technicians each. All to be escorted by security on both ships. Kekoa extends his hand. But Gray does not take it. “You have your truce Captain, for now,”and they depart.

 

 

(The high stakes that have resulted from the Inciting Incident  (Ex.endangered person(s), item(s), etc.> is in dire jeopardy.) 

Elsewhere, the Marauder and human crafts from earlier are in a huge landing bay. Hoards of armored alien warriors swarm the human fighter crafts, guns at the ready. Humans are being taken prisoner, some being shot if they show resistance. The defeated men and women filter by a group of Marauder officers. The largest of the officers is their Field Marshal. A junior officer walks up to the group and addresses the Field Marshal. “Excellency, there is no sign of the aliens following.” The Field Marshal smiles, turning. “But we know they will come, don’t we? They will come.” 

 

 

(Character's plan to lick their wounds and/or seek ways to find the jeopardized person(s), item(s) or situation(s))  

Later, back on the Argo, teams and equipment have been sent to each ship to effect repairs on the Resolute’s engines and the Argo’s sensors. Captain Gray summons Doctor Colton, the head of the rescued alien ship research team. The Captain wants answers about the ship. She says she has none but may be able to track and find the alien ship when their sensors are back online. The Captain gives her every resource to make it happen, but he does not trust her.Gray calls on Chief Betorr to watch her.

 

 

(Characters come up against conflict with each other while licking their wounds. Can and should involve subtle or over subterfuge.)

On board the Resolute, Lt. Daniel Perez assists with the repairs of the Resolute’s engines but gets his first taste of the Corsairs dislike of Starcontrol. Lt. Commander Lee has to work with Amon Kin to repair the Argo’s engines. She rebuffs his advances, while he secretly plants a covert device in their engineering section.

 

 

(Against the odds, wounds have been sufficiently fixed, and the jeopardized person(s) and/or item(s) locations has been found/discovered. Now the character(s) are underway to retrieve the jeopardized.) 

The engines go live on the Resolute, proving Perez’s worth to their new allies, right before the Argo’s sensors are successfully repaired. Dr. Colton scans for and finds the alien ship’s signature. It’s located in a distant nebula. Both ships get underway immediately for the coordinates, without knowing exactly what they are up against.

 

 

ACT III

(The situation and stakes to obtain, fix and/or rescue the jeopardized are established and a rough plan is hatched.)

Telemetry comes in and they discover the marauders are at a huge ring shaped-space station the size of a world, that would be suicide as a direct assault. They decide on a two team covert insertion. One team to find the crew, one team to find the alien ship.

 

Tension still runs high between Gray and Kekoa, but when confronted by Kekoa, Gray confirms the truce will hold until after the operation.

 

 

(More tension(s)/problem(s) is/are revealed in planning the undertaking to obtain, fix and/or rescue the jeopardized.)

Amon and Lt Commander Lee gather at the Argo meeting room for assault planning. Amon amorously moves on Lee again and she rebuffs his advances.

 

 

(Character(s) practice and/or move for/to the undertaking and tension(s) run high. This is usually due to either overwhelmingly bad odds, internal personal strife and/or inter character strife...or all of the above.)

Later, the Argo and Resolute attack crews meet at the Argo's pilot ready room. The briefing is given and the teams are established. Bravo team for crew rescue consists of, Amon Kin, Cass Lee and Alpha team for freeing the alien ship from its berth made up of Dr. Colton, Betorr, and Lt. Perez. The two Captains are oversight back on the Argo.

The dual crew teams run through simulations on Argo’s simulation deck, but all goes less than smooth. The diametrically different approaches illustrate that the Corsairs must take Starcontrol’s lead on the missions. Amon and the Resolute crew push back but the former Starcontrol officer, Kekoa, approves. This creates more animosity toward him and between the crews.

 

 

(Characters arrive at the Undertaking, resolute but worried.)

With relentless practice, the team simulations get better but not to the level that makes the Captains comfortable. They arrive at the outskirts of the nebula now and both Captains decide they must be on the missions, to make sure the missions are successful. 

 

 

ACT IV

(First part of the Undertaking plan begins.)

Part one of the plan is for the Resolute’s crew to capture two alien ships, en route to the station, then use them for the assault teams. The Resolute crew watches in distaste as the pirate rebels do the unpalatable task that is necessary for their success. 

 

 

(The Undertaking brings conflict and/or action. During this sequence, a surprise reveals a character's hard decision...selfishness or selflessness for another character and/or cause.)

Before Alpha team takes off, Amon plans to shoot Kekoa on the mission and take command. Both ships find non-regular docks to the station, and carry dimensional bridgers, to transport them back to their ships through dimensional portals. Once they get to the holding cells, a firefight breaks out. Although Amon planned to shoot Kekoa, he has to make a choice. Does he kill Kekoa, or save Cass? 

 

 

(Another character finds an unforeseen wrinkle in the plan. He/she/they must adjust and take action.) 

The Bravo team has to silently kill multiple aliens before finding their quarry, the alien ship. But cut off by a guarded walkway, Dr. Colton, Betorr and Gray have to spacewalk to it. 

 

 

(The character with the surprise hard decision between selfishness and selflessness makes a decision, that may be uncharacteristic for him/her.) 

Back with Alpha team, Amon saves Cass instead of killing Kekoa. They release the crew, but they now have to get them to their fighter ships, because their dimensional bridger was destroyed.

 

 

(The adjusted plan reveals more complications and a character questions his or others' ability  and/or motives. The complication sets actions in motion that establish the main dramatic quest for the entire series.) 

Dr. Gray and Betorr move towards the alien ship in their suits, but she says she has to go alone or the ship might activate. They stand watch, slightly out of sight. But when a firefight starts to break out at their airlock, Betorr goes to tell her they have to leave now. It is then that he sees her doing something to the ship, inserting a pyramid into the side, instead of just putting on a transponder, then in a flash of blinding light, the alien ship disappears.

 

 

(The undertaking seems to be working, if imperfectly and/or with losses.) 

Alpha Team is away with all fighters, firing their way out of the station. Bravo team uses their dimensional bridger to get back to the Resolute. Gray is furious and mystified at Colton, but they have no time for questions. The Argo and Resolute move toward the station to retrieve the fighters as they are pursued by enemy ships.

 

 

(The Undertaking and/or one of its main characters is in jeopardy. The Undertaking is successful, but at a cost of either life, limb, resources, or a combination thereof.) 

Kekoa and the fighters get back to the Argo’s larger intact landing bays, but now their ships are under heavy attack. The Resolute’s main engines take a heavy blow and can’t hyper drive away. Kekoa orders his crew to abandon ship but now has to protect the Argos as it picks up the crews’ life pods. Kekoa fights to the end to save his crew, then the Argo, fully expecting to be left behind as he kamikazes his ship into an alien base ship. But at the last moment, Gray takes the chance of inserting a dimensional bridger to the Resolute barely saving Kekoa. But, the Resolute is lost.

 

 

(The character(s) have succeeded and leave/retreat from the undertaking.) 

A surprised crew sees the alien armada halt pursuit, giving them precious time to spool their hyperdrive and escape.

 

 

(The characters embrace their successes, alone and/or with each other.) 

Gray and his command crew go to sickbay to see Kekoa, who is being treated for injuries from the battle. He thanks him, suggests they merge crews to survive and infers he will look the other way when they get back to let them escape. Then he extends his hand and the two Captain’s finally shake.  

 

 

(Secondary characters ponder and/or show the results of their actions and/or successes.) 

To the side, T’ara asks Amon what would happen if Gray ever found out what really happened to his wife when the Resolute killed her. Amon smiles, then sees Cass at the door nod for him to follow her. He exits and she takes him to a side office. She thanks him for saving her, he begins to leave, but she grabs him and surprisingly…kisses him. 

 

 

(Character(s) confront each other over their actions, or analyze the new reality their success has brought.) 

Dr. Colton leaves the room, Betorr sees and follows, then confronts her. He saw what she did and now she needs to explain herself.

 

 

(The Epilogue point that reveals the mystery of the series antagonist.) 

Meanwhile, back at the alien station, the alien Commander is told that the Argo has escaped, per his orders. “Good, the prophecy has begun.” And we see on his desk, an ancient looking representation of the Argo. 

 

 

EPISODE STORY CONCEPTS

 

 

 

(What is the episode’s problem/teaser?

What predicament does the problem/teaser place the characters in?

What must the characters do to fix their predicament, against overwhelming odds?

What secondary problem/danger is discovered if they don’t fix their situation soon? (ticking clock)

What personal problems must one or more characters overcome to succeed?)

  

COLONY

The Argos is attacked by a mysterious enemy that can dimensionally teleport aboard their ship. They are imprisoned on a penal colony, for accidentally trespassing through the attacker's system. Now, they must engineer an escape by overcoming an enigmatic, impenetrable prison. Also, if they don't escape quickly, the enemies reinforcements will prevent their escape forever. Starcontrol and Corsair crew alike must put aside differences to survive and escape.

 

 

 

(What is the episode’s problem/teaser?

What personal problems must one or more characters overcome to succeed?

What secondary problem/danger occurs/is discovered?

What mysterious puzzle piece must be deciphered, quickly (ticking clock) before their problem/danger becomes permanent?) 

 

STARSHIP LOST

The Argos comes across a 'ghost' starship, missing its crew, but only recently. On the heels of their recent prison escape, the two crews work together to solve the mystery, but old habits die hard. Soon after docking, the Argos loses power and tensions rise. Only a comatose crewman can answer the mystery of the ship, but is in critical condition and dying, quickly. They have little time to solve the riddle before they meet the same mysterious fate of the ghost ship.

 

 

 

(What is the benign beginning purpose of the characters?

What is discovered that seems/is connected to the central mystery/quest?

How or what does the discovery do to threaten the characters?

What secondary danger has made fixing the situation with the discovery, time sensitive? (Ticking clock) 

 

PLANETSIDE

During the joint crew's first mission to retrieve rare elements for their engines, and get a little shore leave, a lone obelisk, with similar markings to the Alien relic ship is found. When investigated, it kills one of the crew. Now, spatial phenomena on the planet and in space, threaten the ship and crew. But, they have little time left to uncover the answer, when their sensors discover an enemy ship, just hours out.

 

 

 

(How does the navigating the central mystery/quest reveal a clue/set piece at a new location?

How does that new set piece put them in immediate danger?

How does that set piece put them at odds with a new threat that wants to retrieve the set piece from them?

What makes it impossible for them to give a new threat what they want, in the time that they want? (ticking clock) 

What are three things they must accomplish before an established threat to their survival occurs?) 

 

ARTIFACT

Guided by the Doctor's new scanner upgrade, the Argos finds a planetoid with a small ancient outpost. Accidentally activating a self-destruct mechanism, they do retrieve what they believe to be a data storage crystal. Within minutes of their escape, they are attacked by a savage enemy of lesser technology, but massive numbers. Numbers so great, that they would not be able to leave without possible destruction. They want the crystal back, in exchange for allowing their safe passage. But, at the same time, the Doctor finds out that the crystal is the same tech as that of the Relic ship. They need it to find the ship and get home. Now, they must fend off the attackers, decode the secret of the crystal and give it to their attackers, before their ship is destroyed.

 

 

 

What Is A Series Bible?

 

Unlike a series pitch or series proposal, a series bible is created for or during a series production. 

 

They are usually more detailed and are usually 50 to 100 plus pages in length. (Note: Production Series Bibles are often double spaced or at 1.5)

 

For many, this is not just a guide, but the ultimate development tool for a series. However, it is good to note that when writing a series, its direction may veer in unexpected and better directions than the bible. 

A: Series Bible Example

 

 

FARTHEST STAR follows the adventures of a Starcontrol vessel which must find its way back to Federacy space from a distant galaxy.

(What is a single sentence explanation/description of the series.)

 

THE BACKSTORY

 

Less than five years have passed since the rebellion of the frontier planet no man's land, to form their own Confederation. Since the frontier is the agreed demilitarized zone between Federacy and two opposing Empires, Starcontrol was forced to put down the rebellion, to keep the détente'. However, the remaining frontier rebels continue to fight a guerrilla war for independence, calling themselves, Corsairs. 

 

Our story begins when the Starcontrol ship Argos is dispatched to search for a Corsair ship that attacked a top secret Federacy facility, where a huge mysterious alien ship is docked. The Corsairs are stopped and incarcerated aboard the Argos. But, then the Argos finds itself pulled into a wormhole created by the mysterious ship. This ultimately leaves the ship in an unknown galaxy, with no idea how to get home.

Eventually, an uneasy alliance with the Corsairs is formed to improve their chances of finding the alien ship and getting back to Federacy space. 

 

To do this, the two ships' captains negotiate for commissions. To this point, the Corsairs insist on Command roles for their senior staff. An arrangement is made, however, the Argos captain insisted that they behave as a Starcontrol crew. This doesn’t sit well with all of the Corsairs.

 

THE STAR CARRIER ARGOS

The size of a small city, the Argos is a combat vessel that holds a crew of hundreds.

 

THE CORSAIRS

They are idealistic nonconformists, mixed with cutthroats and criminals. Some are former Starcontrol officers or Academy dropouts. They are often individuals with perhaps a few more rough edges than we might see in a typical Starcontrol crew.

  

CONTINUING CHARACTERS

 

CAPTAIN JOHN GRAY

Is a handsome hardened 40 something Starcontrol Captain with 25 years of nonterrestrial service.

  

The son of a geneticist father and a physicist mother, Gray was on a path for a career in science. But, his natural leadership manifested at the Academy and he was continually promoted to higher positions of responsibility.

 

Gray is generally acknowledged that he is among the best Captains in Starcontrol. He embodies all that is that would be expected of a senior Starcontrol officers: intelligent, tough and not afraid to take chances.

 

A consummate professional, Gray doesn’t usually let personal feelings cloud his judgment. However, the loss of his wife due to a Corsair attack five years ago has made him an obsessed man. This has resulted in isolating himself in his quarters, when not on duty, pouring over intelligence reports and drinking a little too much.

 

Because of the loss of his wife, he thinks the Corsair rebels are the lowest form of life. Every day he fights his own urges not to lock them up, or push them all out an airlock. But, he realizes they are his crew’s only hope back home.

Although he keeps a stiff upper lip about getting back home, he realizes that he may never reach Federacy space in his lifetime. These thoughts, at check by day, tend to erupt in nightmarish dreams at night.

 

He constantly tests his new ‘crew members', by pushing their abilities, their willingness to follow orders and even unfairly putting them in harm's way more than his crew. However, the more he deals with the Corsair crew, he comes to have a grudging respect for them or most of them.

 

During the series, Gray will start to see the truth behind the Corsair cause, and gain the respect of his former enemies. He will discover the truth behind the Alien ship and especially the hidden truth behind his wife’s death.

  

KEKOA

The First Officer’s background is unique. His ancestors were Hawaiians that colonized a planet in the infamous Demilitarized Zone.

 

Kekoa was always what his people call a “seeker;" he had a mind of his own, an individualist. Proud of his heritage and traditions, he was not satisfied to ignore the universe, a universe teeming with alien worlds and incredible technology. He left his world, educated himself, and attended Starcontrol Academy.

 

But he was still too individualistic at the Academy, he had difficulty adhering to the rules. But, he was commissioned and posted to the Deneb after the end of the Imperial Wars. When he learned that his people were becoming victims of attacks by Marauders and the Empires, she left Starcontrol to defend them, joining the then-fledgling rebels,that became known as the Corsairs.

 

Kekoa never gave up his practice of traditional rituals, and he preserves them aboard Argos.  He often retreats into virtual reality to connect with past memories. Memories that often provide insight into addressing current problems.

  

As a leader, he is as firm, fearless, as he is captivating.  He came onto Argos by duress, but he has inspired the respect of many of the most hardened of the Starcontrol crew.

 

He and Gray were immediately at odds, but both realized they had to join forces or die. Gray blames him for the loss of his wife, but only he and T'ara know the truth about her death. A secret that if discovered, could destroy their alliance and threaten their survival.

  

BETORR

The Uulbe Security Chief is the elder warrior of the crew but is as physically capable as his younger Captain. He is a powerful combination of maturity, experience, and stubborn paranoia.  His Uulben patience does little to keep the ship at peace, especially when the Corsairs become part of the crew. But, his crusty presence is comforting to many, ironically especially the young and headstrong T'ara. He is known for giving his opinion, whether it is asked for or not.

Betorr has lived long, maybe too long. He is a serial monogamist. He has been through several wives, but no children…that he knows of.

 

He has worked' with Gray for some time; they know each other well and have achieved the kind of relationship that comes with war. Gray turns to him as a rock of wisdom; Betorr is the person he turns to…when he needs one.

 

But it is with T’ara that Betorr has the most intense relationship. His brusque demeanor is oddly reassuring to her, maybe it’s the honesty. It is Betorr and T’ara’s odd relationship that starts to bring the crews hesitantly together.

 

DANIEL PEREZ

Daniel, the Ops/Communication officer, is a human of Spanish descent and had the happiest day of his life when he reported to duty aboard Argos .His parents were proud and embarrassingly showed it, in a way only Latin parents can.

(Name, position, ethnic background and personal position before the series springboard incident?

How his closest personal relations felt towards him before the series springboard incident?)

 

Daniel grew up with a coddled type of support that made the assumption he would ace whatever he put his mind to. More than anything, he wanted to fulfill that belief and make his parents proud. He did so by graduating with honors from the Academy.

 

After Argos was swept to the far reaches of another galaxy, he realized he would never see his parents again and they would believe him dead, his growth into a man began.

 

Being pampered through his youth, Daniel had some growing up to do. Having never experienced true adversity, he found himself less capable of handling it than others.  He feels like he is out of his depth now. What was supposed to be a 3-month stint has turned into the unthinkable.

 

He goes about his duties with intensity, finding the constant work and good way to keep his mind off of the pain he pushes aside.

 

The others know this, and in their varying ways, try to give the young man a helping hand. Their methods range from Kekoa's stern insistence on duty to Gray's comforting paternal presence, but among the crew, there is not one who doesn't like Daniel Perez.

 

T’ARA ROARK

The Chief Engineer has a facade that's worked well for her: tough, knowledgeable, able to take care of herself. However, beneath the surface, dwells a person confused and at war with herself .

(Character’s name, position, demeanor, ability…and personal demon and/or struggle?)

 

T'ara has a mixed heritage Crujaan and human, that she abhors. Her Crujaan side is distressing to her, and she makes every effort to suppress it. She distrusts the feelings her Crujaan heritage brings and wishes that, like Betorr, she could achieve control over them.

 

T’ara's attitude started when her human father never returned to her family as a child. His final whereabouts still unknown to his day. So, as a child, she fantasized him into an ideal figure, someone to look up to, to be like.

She and her mother lived, not on the Crujaan Home World, but on a remote colony in the demilitarized zone, which was largely human, and where the young child inevitably grew up feeling like the alien. As she grew older, she saw being Crujaan as shameful and human as who she really is.

 

This feeling was solidified when she was accepted at Starcontrol Academy where sheexcelled.But even then she struggled with the structure and discipline demanded of the students. After graduation, she joined the Starcontrol Engineers, but her struggle with Starcontrol life continued. Her career was rocky, putting her in conflict with colleagues over things big and small. She quit, with great regret, feeling that she didn't fit in, blaming this, again, on her Crujaan side.

 

As a member of the Corsairs, T’ara had finally found an outlet for many of her frustrations and a physical enemy against whom she could fight. She was a courageous soldier, and either didn't realize or didn't acknowledge the fact that warring on the Marauders allowed her Crujaan warlike blood free.

 

Now, on Argos, her own inner frustrations are again emerging. T’ara is forced to deal with angry parts of herself that no longer have an appropriate outlet. It is through Betorr's in your face fair and square counsel that she is learning to accept herself.

 

T'ara turns many heads, but the person she has designs on is the Captain but forces herself to control her feelings.

 

CAPTAIN LARA ‘DOC' COLTON

Doc is not a moniker she has ever been known by, but a derisive one thrust upon her by the Corsairs. Hers has been a fast rise to the top in Starcontrol, but only due to her research and successes, not from hands-on leadership. The only previous command is that of the secret facility that she and three of her staff were rescued from.

 

 Doc is far from comfortable in unforeseen situations, situations she is not ready for or can't control. Raised a military brat to two military scientists, on the tech development fields. She was the person that uncovered the resting place of the relic ship. Only she knew how to find it, found it and now she will attempt again in an incredibly hostile new galaxy. However, she holds a secret back from both crews on the hidden history of the ship, and what it will take to get home.

 

AMON KIN

Amon is a career pirate in his mid-thirties. He is part of the Corsairs, not for altruistic reasons, and his crewmen know it. He is, to put it nicely, a civilized barbarian, with a quiet cunning that unnerves many.

He's a scavenger, trader, con man, procurer, and of course, warrior.

 

His life has not been an easy one, but he has toughed it out

-- surviving by his wits and instincts in dangerous parts of space.

 

Amon has, through necessity, become an interstellar jack of all trades. But, to the Argos, he is their scout, their cartographer where scanners can’t reach.

But, what isn’t known to most of the crew, is that he is plotting mutiny. He quietly plots, growing his number of followers, bidding his time.

 

LT. COMMANDER CASS LEE

Cass Lee is the Argos’ communications commander. Always diplomatic and loyal, to a fault, she finds her beliefs challenged by the barbaric Amon Kin. At first refusing her attraction to the rogue, she soon falls for him and becomes his lover. Now, she has become his primary conspirator in his planned mutiny. But, she falls for young Daniel Perez as well and is torn between the two, until Amon forces her to use Daniel’s feelings for her, to their advantage. Now she is secretly torn between both factions and both men.

 

LOCATIONS

 

MAIN BRIDGE

The command post and brain trust of the Starcarrier U S.S. Argos, this area serves the location to view starships in distress or posing threats, to negotiate with leaders of rival races, and to learn about the unfamiliar galaxy into which the Starcarrier has been thrust.  Captain Gray is in command of this communications hub.

 

BRIEFING ROOM

Inside the briefing room, the entire staff will gather to make important decisions regarding the fate of the Starcarrier USS. Argos and bold negotiations with opposing forces.

 

ENGINEERING

Engineering is the home of the Starcarrier U.S.S. Argos's Quantum engine system, which is made more advanced and efficient system with each alien encounter.

  

DINING HALL

The dining hall provides a social atmosphere as well as a dining facility for the crew. It is within these walls the crew of the Starcarrier U S.S. Argos, eats, blows off steam and engages in ‘friendly’ games of chance.

 

SICKBAY

Sickbay is a fully equipped medical facility, prepared for any challenge. The only problem, the surgical AI has been damaged and must be overseen, manually, but all medical personnel were killed during the quantum event.

 

CAPTAIN'S READY ROOM

The quarters where the captain confers with his officers and contemplates his decisions.

 

 

B: Series Bible Walkthrough

 

FARTHEST STAR follows the adventures of a Starcontrol vessel which must find its way back to Federacy space from a distant galaxy.

(What is a single sentence explanation/description of the series.)

 

THE BACKSTORY

 

(What catalyst has occurred over a given amount of time that has led to the current ‘world’?

What conflict(s) has this world created due to the catalyst?

How do the authorities in this new world act due to the catalyst?

How does the populace in this world act due to the catalyst and the authorities? 

Less than five years have passed since the rebellion of the frontier planet no man's land, to form their own Confederation. Since the frontier is the agreed demilitarized zone between Federacy and two opposing Empires, Starcontrol was forced to put down the rebellion, to keep the détente'. However, the remaining frontier rebels continue to fight a guerrilla war for independence, calling themselves, Corsairs.

 

 

(What is the event that initiates the series, that bridges between the catalyst for the existing world and inciting incident?

What leads to the inciting incident and how does the series’ “set sail” moment occur?

What is the new predicament that leads the characters to their new world?

How does this create/expose the central mystery and/or series quest?) 

Our story begins when the Starcontrol ship Argos is dispatched to search for a Corsair ship that attacked a top secret Federacy facility, where a huge mysterious alien ship is docked. The Corsairs are stopped and incarcerated aboard the Argos. But, then the Argos finds itself pulled into a wormhole created by the mysterious ship. This ultimately leaves the ship in an unknown galaxy, with no idea how to get home.

Eventually, an uneasy alliance with the Corsairs is formed to improve their chances of finding the alien ship and getting back to Federacy space. 

 

 

(How must the characters must/or agree to work together?

Is it a tense détente, or tense working relationship?

Who is happy with the arrangement? Who is not? Why?) 

To do this, the two ships' captains negotiate for commissions. To this point, the Corsairs insist on Command roles for their senior staff. An arrangement is made, however, the Argos captain insisted that they behave as a Starcontrol crew. This doesn’t sit well with all of the Corsairs.

 

  

(Description of the main series setpiece/location) 

THE STAR CARRIER ARGOS

The size of a small city, the Argos is a combat vessel that holds a crew of hundreds.

 

 

(Description of the main antagonist group?

How the antagonist group connects/corresponds to the protagonist group?

Attributes and features of the main antagonist group?) 

THE CORSAIRS

They are idealistic nonconformists, mixed with cutthroats and criminals. Some are former Starcontrol officers or Academy dropouts. They are often individuals with perhaps a few more rough edges than we might see in a typical Starcontrol crew.

 

  

CONTINUING CHARACTERS

 

(Physical description, age, position of the main protagonist)

CAPTAIN JOHN GRAY

Is a handsome hardened 40 something Starcontrol Captain with 25 years of nonterrestrial service.

 

 

(Personal background of the main protagonist’s family?

Original plans for the future?

What led to his/her current position?) 

The son of a geneticist father and a physicist mother, Gray was on a path for a career in science. But, his natural leadership manifested at the Academy and he was continually promoted to higher positions of responsibility.

 

 

(How the protagonist is seen/perceived by his/her peers.

What are the attributes and/or features of his/her character?) 

Gray is generally acknowledged that he is among the best Captains in Starcontrol. He embodies all that is that would be expected of a senior Starcontrol officers: intelligent, tough and not afraid to take chances.

 

 

(What key attribute forms his/her decision-making standards?

What has occurred in the past that has or could change that standard?

How has that past occurrence changed the protagonist and his actions and bearing?) 

A consummate professional, Gray doesn’t usually let personal feelings cloud his judgment. However, the loss of his wife due to a Corsair attack five years ago has made him an obsessed man. This has resulted in isolating himself in his quarters, when not on duty, pouring over intelligence reports and drinking a little too much.

 

 

(How does the protagonist’s past affect how he/she feels about the antagonist group?

How does the protagonist deal with the antagonist on a daily basis?

How and why does the protagonist deal with the antagonist group?

How does this dynamic affect the protagonist’s psyche?) 

Because of the loss of his wife, he thinks the Corsair rebels are the lowest form of life. Every day he fights his own urges not to lock them up, or push them all out an airlock. But, he realizes they are his crew’s only hope back home.

Although he keeps a stiff upper lip about getting back home, he realizes that he may never reach Federacy space in his lifetime. These thoughts, at check by day, tend to erupt in nightmarish dreams at night.

 

 

(How does the protagonist treat the antagonists? His Team?

How do his/her feelings change towards the antagonists? His team?)

He constantly tests his new ‘crew members', by pushing their abilities, their willingness to follow orders and even unfairly putting them in harm's way more than his crew. However, the more he deals with the Corsair crew, he comes to have a grudging respect for them or most of them.

 

 

(How do his/her feelings towards the antagonists change during the series?

Generally, what things will the protagonist discover during the course of the series about; The central mystery, the central quest, his team, his antagonists?) 

During the series, Gray will start to see the truth behind the Corsair cause, and gain the respect of his former enemies. He will discover the truth behind the Alien ship and especially the hidden truth behind his wife’s death.

 

 

(The recurring character’s personal background.

His/her cultural background and how that connects with the main protagonists and/or antagonists?

What kind of person is the character at heart?

What motivates the character in contrast with his/her background?) 

KEKOA

The First Officer’s background is unique. His ancestors were Hawaiians that colonized a planet in the infamous Demilitarized Zone.

 

Kekoa was always what his people call a “seeker;" he had a mind of his own, an individualist. Proud of his heritage and traditions, he was not satisfied to ignore the universe, a universe teeming with alien worlds and incredible technology. He left his world, educated himself, and attended Starcontrol Academy.

 

 

(How did the character’s personality affect their early professional years?

What occurred that led the character to his/her current position/situation?

What key moment led to his/her current place in time?) 

But he was still too individualistic at the Academy, he had difficulty adhering to the rules. But, he was commissioned and posted to the Deneb after the end of the Imperial Wars. When he learned that his people were becoming victims of attacks by Marauders and the Empires, she left Starcontrol to defend them, joining the then-fledgling rebels, that became known as the Corsairs.

 

 

(What cultural traditions does the character observe or ignore, and why?

How does he/she deal with this, and why?) 

Kekoa never gave up his practice of traditional rituals, and he preserves them aboard Argos.  He often retreats into virtual reality to connect with past memories. Memories that often provide insight into addressing current problems.

 

 

(What type of leadership skills does the character have or not?

How do other characters respond to these skills or lack thereof?) 

As a leader, he is as firm, fearless, as he is captivating.  He came onto Argos by duress, but he has inspired the respect of many of the most hardened of the Starcontrol crew.

 

 

(How does the character and the main protagonist deal with each other, and why?

How does the main protagonist feel about the character, and why?

What other character plays into their interplay?

How do these characters intersect with the central mystery and/or central quest?) 

He and Gray were immediately at odds, but both realized they had to join forces or die. Gray blames him for the loss of his wife, but only he and T'ara know the truth about her death. A secret that if discovered, could destroy their alliance and threaten their survival.

 

 

(The ethnicity, position, age and physical ability of the recurring character?

What are the personality markers of the character?

How does his/her personality affect dealings with the main antagonists?

How does his/her presence affect one or more key characters?

What main personality quirk is he/she know for?) 

BETORR

The Uulbe Security Chief is the elder warrior of the crew but is as physically capable as his younger Captain. He is a powerful combination of maturity, experience, and stubborn paranoia.  His Uulben patience does little to keep the ship at peace, especially when the Corsairs become part of the crew. But, his crusty presence is comforting to many, ironically especially the young and headstrong T'ara. He is known for giving his opinion, whether it is asked for or not.

 

 

(What is the age of the character, quality of his/her personal relationships?) 

Betorr has lived long, maybe too long. He is a serial monogamist. He has been through several wives, but no children…that he knows of.

 

 

(What is the character’s relationship with the main protagonist and how/where did it come about?

How does the main protagonist rely on the character, and how frequently?) 

He has worked' with Gray for some time; they know each other well and have achieved the kind of relationship that comes with war. Gray turns to him as a rock of wisdom; Betorr is the person he turns to…when he needs one.

 

 

(What other character most relates to the character?

What mannerism(s) most attracts/detracts the other character from him/her?

How does their relationship affect other characters/antagonist/protagonist, relations?) 

But it is with T’ara that Betorr has the most intense relationship. His brusque demeanor is oddly reassuring to her, maybe it’s the honesty. It is Betorr and T’ara’s odd relationship that starts to bring the crews hesitantly together.

 

 

(What kind of background was the character raised in?

What expectations were placed on the character by him/herself and/or others?

What motivated him/her to achieve his/her current position?)

DANIEL PEREZ

Daniel, the Ops/Communication officer, is a human of Spanish descent and had the happiest day of his life when he reported to duty aboard Argos .His parents were proud and embarrassingly showed it, in a way only Latin parents can.

(Name, position, ethnic background and personal position before the series springboard incident?

How his closest personal relations felt towards him before the series springboard incident?)

 

Daniel grew up with a coddled type of support that made the assumption he would ace whatever he put his mind to. More than anything, he wanted to fulfill that belief and make his parents proud. He did so by graduating with honors from the Academy. 

 

 

(After the advent of the series springboard event, how did this affect his/her psyche and growth?) 

After Argos was swept to the far reaches of another galaxy, he realized he would never see his parents again and they would believe him dead, his growth into a man began.

 

 

(How did this growth contrast with his/her past?

How does this contrast make him/her feel in their current state?) 

Being pampered through his youth, Daniel had some growing up to do. Having never experienced true adversity, he found himself less capable of handling it than others.  He feels like he is out of his depth now. What was supposed to be a 3-month stint has turned into the unthinkable.

 

 

(What does the character do on a daily basis to deal with his/her current predicament?) 

He goes about his duties with intensity, finding the constant work and good way to keep his mind off of the pain he pushes aside.

 

 

(How do others view this character?

How do others assist and/or hinder this character?) 

The others know this, and in their varying ways, try to give the young man a helping hand. Their methods range from Kekoa's stern insistence on duty to Gray's comforting paternal presence, but among the crew, there is not one who doesn't like Daniel Perez.

 

 

(Character’s ethnic background and how it affects his/her demeanor?

What character does he/she connect with and/or affects his/her outlook on a personal level and why?) 

T’ARA ROARK

The Chief Engineer has a facade that's worked well for her: tough, knowledgeable, able to take care of herself. However, beneath the surface ,dwells a person confused and at war with herself .

(Character’s name, position, demeanor, ability…and personal demon and/or struggle?)

 

T'ara has a mixed heritage Crujaan and human, that she abhors. Her Crujaan side is distressing to her, and she makes every effort to suppress it. She distrusts the feelings her Crujaan heritage brings and wishes that, like Betorr, she could achieve control over them.

 

 

(How has the character’s demeanor been shaped by childhood and why?

Where did he/she spend their childhood?

How did that affect his/her childhood and why?)

T’ara's attitude started when her human father never returned to her family as a child. His final whereabouts still unknown to his day. So, as a child, she fantasized him into an ideal figure, someone to look up to, to be like.

She and her mother lived, not on the Crujaan Home World, but on a remote colony in the demilitarized zone, which was largely human, and where the young child inevitably grew up feeling like the alien. As she grew older, she saw being Crujaan as shameful and human as who she really is.

 

 

(How did the beginning of his/her professional life change him/her?

What struggles did the character have and why?

What was his/her first professional job and was it smooth or rocky and why?) 

This feeling was solidified when she was accepted at Starcontrol Academy where she excelled. But even then she struggled with the structure and discipline demanded of the students. After graduation, she joined the Starcontrol Engineers, but her struggle with Starcontrol life continued. Her career was rocky, putting her in conflict with colleagues over things big and small. She quit, with great regret, feeling that she didn't fit in, blaming this, again, on her Crujaan side.

 

 

(How did she come to be in his/her current situation, and how does it complement his/her demeanor?

How did his/her new position reveal his/her personal strengths or weaknesses?) 

As a member of the Corsairs, T’ara had finally found an outlet for many of her frustrations and a physical enemy against whom she could fight. She was a courageous soldier, and either didn't realize or didn't acknowledge the fact that warring on the Marauders allowed her Crujaan warlike blood free.

 

 

(How did the series springboard even affect his/her personal challenges?

What character(s) help or hinder the characters ability to deal or not?) 

Now, on Argos, her own inner frustrations are again emerging. T’ara is forced to deal with angry parts of herself that no longer have an appropriate outlet. It is through Betorr's in your face fair and square counsel that she is learning to accept herself.

 

 

(How is this character seen by others of the opposite sex and what character does he/she find attractive, but problematic?) 

T'ara turns many heads, but the person she has designs on is the Captain but forces herself to control her feelings.

 

 

(Name, rank and nickname of character?

His/her background to moving up in the ranks, and its pitfalls?

Why his/her position during the series springboard event was key and/or monumental?) 

CAPTAIN LARA ‘DOC' COLTON; Ph.D. QUANTUM MECHANICS

Doc is not a moniker she has ever been known by, but a derisive one thrust upon her by the Corsairs. Hers has been a fast rise to the top in Starcontrol, but only due to her research and successes, not from hands-on leadership. The only previous command is that of the secret facility that she and three of her staff were rescued from.

 

 

(How does the character react to situations in or out of her control?

What is the character’s personal background and how was he/she raised?

How did this background lead to her position before the series springboard event?

How does this background make him/her key in addressing the series central mystery and/or central quest?

What general secrets does he/she have that relates to the mystery and/or quest?) 

 Doc is far from comfortable in unforeseen situations, situations she is not ready for or can't control. Raised a military brat to two military scientists, on the tech development fields. She was the person that uncovered the resting place of the relic ship. Only she knew how to find it, found it and now she will attempt again in an incredibly hostile new galaxy. However, she holds a secret back from both crews on the hidden history of the ship, and what it will take to get home. 

 

 

(Name of ne’er do well character and his/her position?

What is his/her reason(s) for being in their position?

What is the most accurate assessment of the character’s negative traits and how others perceive those traits?) 

AMON KIN

Amon is a career pirate in his mid-thirties. He is part of the Corsairs, not for altruistic reasons, and his crewmen know it. He is, to put it nicely, a civilized barbarian, with a quiet cunning that unnerves many.

He's a scavenger, trader, con man, procurer, and of course, warrior.

 

 

(What is a one sentence description of the character’s way through life and how they have handled the hand they were dealt?) 

His life has not been an easy one, but he has toughed it out

-- surviving by his wits and instincts in dangerous parts of space.

 

 

(What is/are the character’s trade/positions held?

What is the character’s position with the current protagonists and/or antagonists?

What has or is the character planning that is or might be contrary to the status quo?) 

Amon has, through necessity, become an interstellar jack of all trades. But, to the Argos, he is their scout, their cartographer where scanners can’t reach.

But, what isn’t known to most of the crew, is that he is plotting mutiny. He quietly plots, growing his number of followers, bidding his time.

 

 

(The Character’s name, rank/position?

The character’s key personality traits and how a new character affects those traits?

How he/she first reacts to that character and how that reaction changes?

How she helps the new character with his/her plans and/or ulterior motives?

What other character he/she engages that makes his/her new relationship more complicated?

How is he/she coerced by a character to use/abuse his/her relationship with a key character?) 

LT. COMMANDER CASS LEE

Cass Lee is the Argos’ communications commander. Always diplomatic and loyal, to a fault, she finds her beliefs challenged by the barbaric Amon Kin. At first refusing her attraction to the rogue, she soon falls for him and becomes his lover. Now, she has become his primary conspirator in his planned mutiny. But, she falls for young Daniel Perez as well and is torn between the two, until Amon forces her to use Daniel’s feelings for her, to their advantage. Now she is secretly torn between both factions and both men.

 

 

LOCATIONS

 

MAIN BRIDGE

The command post and brain trust of the Starcarrier U S.S. Argos, this area serves the location to view starships in distress or posing threats, to negotiate with leaders of rival races, and to learn about the unfamiliar galaxy into which the Starcarrier has been thrust.  Captain Gray is in command of this communications hub.

 

BRIEFING ROOM

Inside the briefing room, the entire staff will gather to make important decisions regarding the fate of the Starcarrier USS. Argos and bold negotiations with opposing forces.

 

ENGINEERING

Engineering is the home of the Starcarrier U.S.S. Argos's Quantum engine system, which is made more advanced and efficient system with each alien encounter.

   

DINING HALL

The dining hall provides a social atmosphere as well as a dining facility for the crew. It is within these walls the crew of the Starcarrier U S.S. Argos, eats, blows off steam and engages in ‘friendly’ games of chance.

 

SICKBAY

Sickbay is a fully equipped medical facility, prepared for any challenge. The only problem, the surgical AI has been damaged and must be overseen, manually, but all medical personnel were killed during the quantum event.

 

CAPTAIN'S READY ROOM

The quarters where the captain confers with his officers and contemplates his decisions.

 

 

If you found this book useful, visit us at savethewriting.com 

and join our mailing list for free tools and upcoming books.

 

 

A Final Word

 

There has always been unspoken information on how to accomplish specific tasks for writing. 

 

Unfortunately these tasks have been concealed, on purpose or not, by the publishers, studios, and companies that use them as industry “trade secrets”.

 

The Save the Writing! series aims to change that.

 

At Save the Writing!, we’re busy writing more books in this series to help writers in all forms of fiction.  

 

We hope you will sign up for our updates, informing you of our latest books in the series at: savethewriting.com

 

When you sign up, you will receive a FREE “Creating a Dramatic Series Cheat Sheet”!

 

If like the information provided in this book, please consider leaving a review. It will only help us with making our upcoming books that much better for you.

 

Feel free to contact us at contact@savethewriting.com

 

Or

 

Reach out to us at the Save The Writing! Facebook page

About Us 

 

Phil Zizza and Wade Peña have been active in the entertainment and production business for over sixty combined years in LA, NY and Orlando, working in both the Writing, Consulting, and Producing sides of development and production.

 

Collectively they have pitched and developed for or been associated with some of the top entities in TV, Film and Animated entertainment.
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The Art of Dramatic Writing by Lajos Egri 
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Writing Screenplays That Sell by Michael Hauge

 

Writing the Blockbuster Novel by Albert Zuckerman  
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