
PAGE ONE:


1 panel


"The Enemy of My Enemy..., Part I"

1 SPLASH. BARON KARZA stands CENTER STAGE in full-on villain monologue stance. One armored hand is raised, open palm, as he speaks. If Shakespeare was writing this, he'd place a grinning skull

2 
PAGE ONE:


1 panel


"The Enemy of My Enemy..., Part I"

1
SPLASH. BARON KARZA stands CENTER STAGE in full-on villain monologue stance. One armored hand is raised, open palm, as he speaks. If Shakespeare was writing this, he'd place a grinning skull in Karza's palm. The scene opens on the bridge of  Homeworld's FLAG SHIP battle cruiser (think of  Darth Vader's Star Destroyer, panoramic view ports and sunken op centers included). A predominantly Homeworlder bridge crew mans the ship, but a few "aliens" are among the crew as well. A sense of sterility and discipline is immediately apparent.


Bottom right: amalgamated shadows are cast across the deck of the ship, stopping short of Karza's feet (blatant symbolism). These are the shadows of the mighty MICRONAUTS. Rann's OP dialog is responding to Karza's ranting and will transition us to the DPS on page 2 & 3.


Okay, now here's the deal: The Homeworld defense fleet has been in battle for a while before we open up on them. Red alert lights are flashing on the bulk heads of the Flag Ship and the disciplined bridge crew is moving about with purpose. 


Back to the view ports: Outside the panoramic view ports wages a space battle, a HUGE space battle. Immediately behind Karza we see single-man attack crafts pursuing a school of junior K'LAR SPACE-SQUIDS (the K'Lar version of fighter ships) across the main view port. Behind that we see the linked worlds of HOMEWORLD under siege. It's being attacked by six K'LAR IMPERIUM LIVING SHIPS (gigantic space-squids, each twice the size of the largest Homeworld ship) and hundreds more of the small space-squid attack ships--all moving in unison like schools of predatory fish. Half of one of Homeworld's shelled planets has been breached; its atmosphere is leaking out into space. Homeworld's rag-tag battle fleet (think SW: New Hope or Battlestar Galactica)  is doing its best to beat back the onslaught, but is being pummeled.


Smaller Homeworld ships are being smashed by the whip-like tails of the living-ship's propulsion units; others are disintegrating before the readers' eyes as they're blasted by the caustic energy blasts of the space monsters the K'Lar dwell in (think of the plasma-shooting bugs in Starship Troopers). Note: All this can be detailed in full on page 2 & 3. 


Obsessive Note: The K'Lar ships are extremely low-tech, completely organic based. Unlike their Homeworld counterparts who's weapon systems recharge almost instantly, the K'Lar's space-squids (both big and small) need a great deal of time to charge up their caustic blasts. They've developed a self-sacrificing form of defense to counteract this flaw. Swarms of small space-squids protect the larger living-ships when they're "charging up," taking the brunt of the attack. The mini-squids (which are roughly three times the size of the Homeworld fighter crafts) have a variation of this as well: they enter offensive positions in a reverse wedge formation. While the leader "ships" take the brunt of any attack, the rear ship puffs up, readying it's caustic blast. Fortunately for the K'Lar they can take a lot of damage and once they do hit you with that caustic blast--lights out! Kinda like a cosmic Rope-A-Dope, if you're familiar with Ali's boxing strategy.


PAGE TWO & THREE:


6 panels

1
SPLASH (taking up all of pp 2 and 1/2 of pp 3). Group shot of the all-new, all-cool MICRONAUTS. CMDR. RANN is at the apex of the group addressing the CROPPED-OFF Karza in the foreground (preferably bottom left). Standing before the reader is:


CMDR RANN: His age is starting to show. RANN'S in his forties (physically), but wears it well. Visually he should have the appearance of  Harrison Ford a la Indiana Jones III (for the charisma and dashing good looks) and Millennium's Lance Hendriksen (for the ridden hard and put away wet look). No beard! Rann no longer wears his Centurion-like helmet or goes by the wimpy title "Space Glider," either. He's closer in looks to his Cable appearance, with the same uniform motif that he's always had, but slimmed down; less Leifeldised. He's the stoic, hard eyed leader of the 'Nauts. 


MARI: A 90's MARI, not the derogatorily named "Marionette."  No one pulls Mari's strings anymore. Mari has "bobbed" hair and is  more lithe and athletic looking (ie, smaller breasts), no mask. She, too, is closer in looks to her Cable appearance. Mari has come into her own. She doesn't cling to Rann's side. She doesn't have doe eyes. She's beautiful in a confident, aristocratic way. Not in a '70s comic-bimbo way. Think 7-of-9 meets Zealot (attitude wise) with a dash of Nicole Kidman and Princess Diana (for that lithe, athletic look; and aristocrat air).


BUG: He's always been great. Don't change him a bit. BUG'S sitting on his haunches in the fore of the group, energy lance in hand, rogue's grin slipping across his mischievous face.


ACROYEAR: Helmet dawned, energy sword ignited, ACROYEAR stands ready to fight the K'Lar in close-quarters space combat. As always, he's  the backbone of the 'Nauts.


HUNTARR: Closer in looks to his pre-New Voyages incarnation, HUNTARR doesn't have the phallic head-tail, jagged teeth or the spiny protrusion thing going on. He's taller now, leaner in the mid-section and upper-legs and arms. His lower arms and hands and his lower feet and legs are bulky, club like. He's the team's monstrosity and self-styled outcast. Think DS9's Odo (in his melting, polymorphic stage) meets Batman's Clayface. 


MICROTRON: Ever the R2D2 wannabe, MICROTRON is poised vigilantly at Mari's side. He's pretty much the same, too--including the big ol' worthless hands! Just for nostalgia. Granted they're better suited for an assembly line than a royal court, but...


That's it for our new team of Micronauts. Enjoy it, 'cause it's the last time you're going to see them as a group for a couple arcs.


PAGE TWO & THREE (Cont.)


Behind the revamped Micronauts are more of those huge viewports, detailing further the pummeling the Homeworld fleet is getting at the hands of the overwhelming power of the K'LAR IMPERIUM. Also, a giant space-squid is slowly and methodically moving in on the Flag Ship--accompanied by a half-dozen schools of mini-squids. The attack on Homeworld itself is detailed in a holographic projection sphere mounted on the deck between the 'Nauts and Karza. It's a 3D, realtime, battle map (think of the battle map in Return of the Jedi). Not much detail can be made out in the holographic "sandbox." However, it's painfully obvious that the K'Lar has the larger fleet. We're getting back to this map on another page, so if there isn't room for much detail I wont whine too much.


Karza is telling Rann that their only chance to beat the K'Lar is in man-to-man space combat. The Homeworld ships are being ravaged by the K'Lar's caustic energy blasts. Rann doesn't like this plan very much. All the 'Nauts are putting in their tow-bits.

2
The lights go red as emergency power kicks in. The 'Nauts are doing the Star Trek shimmy (getting tossed about as the ship rocks from an OP blast) in MEDIUM CLOSE-UP.

3
Move to a Homeworld bridge officer reporting damage: deflectors are down 30%. The next blast from the K'Lar will eat them alive. Next to the nonplused bridge officer is another officer--face down in his consul; dead from an electrical surge.

4
Move back to Karza. MCU. Anger seeps from behind his armor as he pounds fist into palm. Has he been reanimated only to rule over a devastated Microverse?

5
PAN to the 'Nauts as they pick themselves up off the deck, all in various stages of doing so. Rann and Mari are the focus. Both have predatory looks in their eyes. Rann tells Karza he wasn't brought back to lord over the Microverse, he was brought back to help save it. Simultaneously, Rann signals for Mari, Acroyear and Huntarr to lead a company of space troopers into the heat of the battle. All are ready. Bug isn't too happy that he's not included.

6
INSET HEAD-SHOT of Rann. Rann explains that he's holding Bug and his troops in reserve, using succinct dialog.


PAGE FOUR & FIVE:


4 panels

1
SPLASH (taking up all of pp 4 & most of pp 5). CUT TO the EXT of the Homeworld Flag Ship as Mari, Acroyear and Huntarr lead a company of SPACE TROOPERS out a hatch into the void. Energy swords are ignited; plasma rifles are at the ready. Only Mari and the Homeworlders wear protective gear in space. Huntarr's form is immune to the void; a living weapon. Acroyear's battle armor is self-sustained. Everyone's wearing GLIDER WINGS.


Mari is leading the attack, energy sword aimed at the plodding living-ship approaching the flag ship in the background, signaling the "charge." She's calling over her shoulder, "What?! Ya all wanna live forever!" or the Homeworld equivalent of, anyways. In the far background sits the besieged Homeworld.


BTW--this panel's where our title and credits will go.

2
(Placed on pp. 5). Seen from Cmdr Rann's POV at a LONG-SHOT from one of the many view ports in the flag ship, Mari is leading the main body of Space Troopers towards the K'Lar ship, energy sword blazing. Hundreds of Space Troopers follow the Princess of Homeworld in classic wedge-formation.


Acroyear and Huntarr are splitting from the main body with a small contingent of their Space Troopers, heading off two of the small K'Lar attack crafts rapidly approaching from the right.


Cmdr Rann's reflection is seen in the view port as he watches on, narrating the battle as it progresses. He's explaining what Mari is doing for the reader: she's attacking the K'Lar "ship" to give the crew of the Homeworld ship time to repair deflectors. Acroyear and Huntarr are flanking out a smaller contingent to 1) cut off an attack, and 2) pull the classic "hammer & anvil"--hitting the enemy from two sides simultaneously.

3
PAN 180º to show Rann at the view port, watching the battle. He has a shocked expression on his experienced face. An alarmed hand is pressed against the protective glass of the view port. Bug and Microtron are at his side, equally alarmed. Rann's telling Bug to ready his reserve forces. Both 'Nauts are solemn.

4
CUT TO a MEDIUM-SHOT of Mari rearing back on her Glider Wings, stopping. She's seeing something that stuns her as much as it does Rann and Bug. 


PAGE SIX:


 5 panels

1
Largest panel of the page. Now let's show the reader what's so startling: The squid-like living ship is turning about to face the oncoming swarm of attackers. The giant space-squid makes its attackers look like a small school of plankton before a Sperm whale. Again, this shot's seen through Rann's viewport/POV.

2
Close in on the "hull" of the living ship as its flesh morphs open like the maw of some grotesque monstrosity. K'LAR WARRIORS (think Aliens, Starship Troopers, "Species 8472" of Star Trek: Voyager all mixed into one bad @$$ mother) are pouring out of the maw, swimming effortlessly through space. Like Huntarr, the K'Lar Warriors are immune to the void of space; like Huntarr, the K'Lar warriors are living weapons.

3
MCU of Mari. Arcing her energy sword towards the oncoming enemy, she orders her forces to attack.

4
PULLBACK. The reader's in the midst of the battle. Mari is center stage, hacking away at the K'Lar with her sword and blasting them with her built in wrist blaster. Her forces are fighting as best they can, but are being eaten alive by the physically superior K'Lar warriors. 


Let's not show this shot from too far away. I want the reader to be a participant of this battle, not a viewer. My feelings on much of the space battles in the original 'Nauts--and older comics in general--is that the reader was a viewer, viewing events from a loooong way off, instead of being involved with the story. Let's keep this in mind for our space battles. I don't want to get locked into Long-Shot Hell.

5
CUT TO a HEAD-SHOT of Huntarr turning his head to see the OP battle. His comments will be something like, "Acroyear! Princess Mari is in trouble." Which transitions to...


PAGE SEVEN:


4 panels

1
Now we're showing Huntarr and Acroyear--and two approaching K'Lar attack ships. Huntarr's instincts are to rush to the OFF PANEL Mari's side, but Acroyear quickly assures the living weapon that the Princess is all gwon up now and can deal death as quickly as any of the 'Nauts. Even as Acroyear assures Huntarr he and his phalanx of soldiers are rushing head-on towards one of the small squid attack ships, waving his energy sword to signal the charge. The second squid is puffing up, readying to blast the troops with it's caustic energy blast.


Huntarr is holding back, concerned about the giant space-squid spewing out warriors. Soon the 'Nauts will be surrounded and the giant space-squid will be in striking distance of the Flag Ship.

2
I see this as a narrow side-to-side as the small space-squid bowls right over Acroyear's troops. However, Acroyear has sunk his energy sword to the hilt in the monsters belly. With the monster's own momentum, it's splitting itself in two. Dialog will link this panel and the above together.

3
Pullback. MEDIUM-SHOT. Acroyear and Huntarr are on panel. As their troops try to reform, and the first small space-squid rolls belly up like a dying fish, the second ship prepares to shoot its caustic blast. However, this isn't what Huntarr and Acroyear are concerned about as Huntarr makes the K'Lar's enveloping tactic obvious.

4
HEAD-SHOT of Acroyear. As the K'Lar's tactic sinks in, he can only say, "By Spartak! No!"


PAGE EIGHT:


5 panels

1
Move back to Huntarr, Acroyear and their dozens of troops as small space-squid #2 blasts them with its caustic energy blast. Immediately, everything of non-organic material begins to deteriorate. Without their space suits and Glider Wings, the troops writhe in the void of space, dying. Acroyear's armor is evaporating as well, but his Acroyear physiology is holding up to the void better than the humanoids.

2
CUT TO the INT of Homeworld's flag ship. This is a shot of only the HOLOGRAPHIC "SANDBOX." The "sandbox" is a 3D, realtime map of the waging battle, with Homeworld at the center. It's showing the course, and projected course, of the giant space squid as it arcs around the 'Nauts and their space troopers. The good guys are shown in blue blips; the bad guys in red blips. There's a LOT more red blips than blue blips. Also--as I'll reinforce in dialog--giant space-squid #1's trajectory will put it on an end path just off the Homeworld Flag Ship's bow, in an attack posture.


Leave me some deadspace for Karza's and Rann's dialog, other than that have fun with the 3D war map. And, don't worry, I'll work around anything really cool you end up drawing.

3
FULL-SHOT of Karza telling the OFF PANEL Rann that they have to call a general retreat, or the entire fleet will be lost.

4
Move to Rann, with Microtron at his side. Rann is climbing into his command chair, jacking into the ship's systems. He's cybernetically interfacing with the Flag Ship with a wetware visor. The visor has a monocle-like HUD-type visor that fits over one of the Cmdr's eyes (think Jonny Mnemonic, or check out how Norton draws Geek's VR-goggles in Black Ops. I've got a few issues laying around if you need me to mail 'em). He's not happy about calling a retreat, but concurs with the tactic. However, he's not going to leave the 'Nauts out there to die. "Do you hear me, Bug?"

5
CUT TO Bug in the launch bay, readying his troops. He's in the fore of the panel responding to Rann as his troops lock and load. "I'll >tik< pull 'em out, Commander, or my name >tik< ain't >tik< Bug!"


PAGE NINE:


4 panels

1
CUT TO the EXT of the Homeworld Flag Ship as Bug leads his reserve force of Space Troopers out the hatch of the ship. Side-shot. In the background are the encompassed 'Nauts. In the far background is the besieged Homeworld. The Homeworld element is secondary. I know I'm asking a lot of you, so don't feel obligated to add every bit of my obsessive details. I'm easy.

2
Largest panel of page. CUT TO Mari as she hacks away at the K'Lar warriors in a berserker's rage. Over her comlink, Rann is calling a general retreat. K'Lar warriors are grabbing at her with multi-tendrilled "hands," gnashing double-rowed teeth and generally looking like demons pulled from Clive Barker's nightmares. Dead and dying Space Trooper float limp across the panel. Only a few of Mari's troops are ON PANEL with her, and they're simply being manhandled by the K'Lar. Let's reverse the angle on this panel to show the Homeworld Flag ship in the background, with the approaching giant space-squid vectoring in and "puffing up."

3
HEAD-SHOT of a growling Mari (though if you use the Jackson Juice Micronaut space-suit designs it won't be visible). She's telling Bug that he better hurry the shrew up, by Dallan. "I can hold my own for now. Retrieve Acroyear and Huntarr first!" Bug's VO responds over the comlink.

4
Back to Acroyear and Huntarr. As a half-dozen K'Lar warriors crawl out of the split belly of small space-squids #1, naked space troopers grab at their own throats, eyes bulging as they succumb to the void. Those closer to the dying space-squid are being attacked by the brutal K'Lar warriors. Those troopers with cybernetic body parts are watching their arms and legs disintegrate in front of them due to the caustic energy spat at them by space-squid #2. Though it barely registers in their oxygen deprived minds.


Acroyear is pointing with his energy sword towards space-squid #2 as it, too, spits out a 
half-dozen K'Lar warriors. Acroyear, even from the distance we see him at, is obviously 
not going to last much longer in the vacuum. 


Also, approaching the K'Lar warriors from the mid-/background are a couple bearded 
pus-sack slugs. These pus-sack slugs are like battlefield vacuums, designed to gather up 
corpses: dead or alive; friend or foe. These slugs are used to gather up organic material to 
feed the Main Body. You probably don't have room to really introduce this element in 
this panel, but the presence of  these bearded pus-sack slugs should increase throughout 
the remainder of the battle. They come in bigger models than these as well, and as they 
gather up bodies their milky, transparent pus-sacks swell so the reader can see the 
horrific expressions of the half-dead among the corpses within the pus-sack. As for the 
"beard," they're maggot-like tentacles that wiggle about till they come across something 
organic, then pull it up into itself.


PAGE TEN:


4 panels

1
Largest panel of page. PULLBACK. The POV of Bug's Space Troopers. Bug is turning to them/the reader shouting orders and pointing his lance in the direction of Mari. Before them a swarm of small space-squids is cutting them off from Acroyear and Huntarr. They can still save Princess Mari! The backdrop is the besieged Homeworld. Half-eaten Homeworld ships of all shapes and sizes float derelict in space, continuing to degenerate. (Think Wolf 359 from ST:TNG, Best of Both Worlds, part II). 

2
HEAD-SHOT of Bug looking startled over his shoulder. "What the >tik< Shrew!"

3
PULLBACK as a squadron of Homeworld intermediate-range interceptors cuts through the distance between Bug and his troops (in the foreground) and Mari and what's left of her troops (in the background). 

4
Close in on Mari and what's left of her force as the intermediate-range interceptors cut a swath through the K'Lar warriors, momentarily removing the threat to the Princess. I'd hate to get more involved than we already are, but if you can incorporate Rann--as being cybernetically interfaced with all the Homeworld ships--into this panel that would be cool. Maybe just a translucent vignette?


PAGE ELEVEN:


5 panels

1
Now Bug is almost at Mari's side, approaching from behind her. Bug's troopers are aiding the remnants of Mari's force with mopping up what is left of the K'Lar warriors. 


In the background, the interceptors are meeting their doom as they fly into a caustic blast from one of the mini space-squids.

2
Close in to a pair of HEAD-SHOTS of Mari and Bug. She's practically collapsing from exhaustion into his arms. Mari is telling Bug that Huntarr and Acroyear are about to be killed. Bug is bowing his head slightly. It's too late for their old friends.

3
CUT TO Huntarr and Acroyear. With Huntarr in the near mid-ground--being overwhelmed by the K'Lar warriors--Acroyear is being sucked up into one of the bearded space-vacuums. In contrast, Huntarr is fighting like a berserker, while Acroyear is near death, suffering from exposure.

4
Close in on Huntarr. He's barely visible underneath the mass of tendrils and grabbing arms. However this is drawn, it need to be obvious that Huntarr is succumbing to overwhelming odds. He's defeated.

5
CUT TO Cmdr Rann as he sits in his command chair, interfaced with the ship (I see this shot incorporated into the page layout instead of a separate panel, but I'm easy). He's confirming to Bug and Mari that Acroyear and Huntarr are lost. A hand is supporting Rann's weary head. He's very weary and should look like the weight of the Microverse sits squarely on his shoulders. Which it does.


PAGE TWELVE:


2 panels

1
SPLASH (taking up top 2/3 of pp). PULLBACK to show Karza in the mid-ground addressing Rann with some vehemence. Rann is in the background, interfaced with the Flag Ship and the rest of the fleet, rebuking Karza's comments. Rann looks--obviously--preoccupied and near exhaustion as he argues strategy with Karza, focusing on what he's viewing in his HUD.


Microtron is at Rann's side, every subservient. He's fiddling with controls to keep Rann from suffering neural feedback. It would suck if you were consciously linked to a ship that suddenly exploded.


The ongoing battle rages on outside the viewports.

2 
SIDE-TO-SIDE running along bottom of page. Seen through a viewport, now with Karza's reflection in the protective glass, what remains of the Homeworld defense fleet is retreating--all capable ships randomly blasting into warp to the four corners of the Microverse (for a later regrouping). The focus of the panel is on the giant space-squid in attack posture off the Flag Ship's bow, puffing up to unleash it's caustic blast. The squid is being pummeled by the Flag Ship's Thorium gun ports. 


The ravaged Homeworld and swarming K'Lar (finishing off those ships unable to warp away) serve as the backdrop. Karza's dialog--about how the giant squid is about to attack, and they should abandon the rest of the Micronauts--will transition us to...


PAGE THIRTEEN:


5 panels

1
CUT BACK TO Mari and Bug. Largest panel of page. They're fending off the last of the K'Lar--with a few brave Space Troopers--as the remainder of their companies retreat back through the open air lock in the Flag Ship in the background. Other Space Troopers are laying suppressive fire, trying to keep the K'Lar at bay. Most are getting manhandled for their effort. Homeworld's forces are on the run, exacerbated by Rann's voice coming over the comlink telling them that the Flag Ship is going to warp in 1 minute, with or without the Space Troopers.

2
INT of air lock. Bug's practically pulling Mari in, telling her that they have to abandon the rest of the troopers. Mari's hacking away at the K'Lar like Xena of the Spaceways.

3
Now Mari is almost in the air lock. Suddenly, her sword arm's grabbed by several K'Lar tendrils. She's turning to Bug, demanding--almost begging--that he close the hatch on her arm. Bug's jaw-dropped aghast at the demand.

4
INSET. CLOSE-UP of Bug as he punches the emergency lock button on the bulkhead of the air lock.

5
PULLBACK. Mari's expression as her arm is cut off in the hatch. She's one hurting unit. A length of K'Lar tendril is caught in the air lock as well.  Note: Rann and Karza are going to study this tendril to do some deducing about the K'Lar so please include this. 


PAGE FOURTEEN & FIFTEEN:


4 panels

Note: I'm thinking about making this whole scene silent. 

After all, the K'Lar have no need for oral conversation.

1
LONG-SHOT of the Flag Ship as giant space-squid #1 puffs up, readying its blast.

2
LONG-SHOT as the Flag Ship warps away and giant space-squid #1 spits its caustic ray at a phantom.

3
CUT TO the INT of the K'LAR SPACE-SQUID. This takes up the remainder of pp 14 & pp 15, and is the belly of the Giant Space-Squid. Remember the Brood living-ships, the Ascanti, from Uncanny X-Men? Remember the colony in Aliens? Yeah. 


Here's where it gets tricky, Cary. The K'Lar are a hive-minded, hierarchical species; like  a hive of bees or a nest of ants. I'd like to use Starship Troopers as a reference point, and I guess the movie did justice to the hierarchical specialization ("brain-bugs," warriors, cannon-bugs, etc.), but if you've read the original Heinlein book you'll have a better feel for what I'm talking about. Basically what I'd like to show here in the "belly" of this giant space-squid is where the "brain-bugs" dwell. There's three of them posed around a crystalline orb in the center of the chamber. I see them as giant, scaly slugs, but we've played our slug card and I don't want them to resemble the "brain-bugs" from Starship Troopers. All I can say is that they're gross, ominous and as far from human as can be imagined.


Remember the Queen's den in Aliens? How the warriors skulked subserviently in the hoary shadows when Ripley was squared off with the Queen? Let's show a little of this as well, including the bed of musty fog and all that. We're in the belly of a living thing after all. Also, incorporate some kind of "navigator" K'Lar. I picture the navigator as a modified warrior with it's spine spliced open and linked to the living-ship, hanging from the neural tendrils, similar in looks to the space-squids. Everything is made up of bio-mass. No plastics, metals, etc. Windows are translucent membranes; weapons systems are the evolved defenses of the living ship; information systems run along neural pathways interconnected by dendrites and coursing with electro-neurotransmitters. The Star Trek: Voyager scene that introduces Species 8473 did this great, and is exactly what I have in mind.

4
INSET HS of one of the K'Lar with a head. Bottom Right of pp 15. The navigator or a misc. warrior, as it psionically reports the return of the bearded slugs with the fresh bio-mass.


PAGE SIXTEEN:


4 panels

1
CUT TO the EXT of the living ship. FULL-SHOT. In all its glory, we see the slugs attaching themselves to the space-squid like leaches or lampreys. Unlike leaches or lampreys, the slugs are feeding the space-squid, regurgitating the now raw bio-mass into their mother ship to add to the Main Body. This raw bio-mass will be used to generate new warriors and small space-squids to replace the ones that were lost in the battle. Pretty efficient lot these K'Lar.

2
CUT BACK TO the INT of the living ship. Largest panel of page. This panel shows us a processing center. Being hive-mind/uni-concsious the way they are, K'Lar shouldn't be too departmentalized, like humans. More like 'Borg. Everything's an all-in-one. Thousands of long, milky, pus-sacks hang from the high ceiling of the womb-like chamber and within them are the slowly generating K'Lar warriors, workers, navigators, etc. The sacks are nutrient filled and are themselves womb-like. Worker bugs scurry about  on the ground and the lattices crisscrossing the chamber. Parasitical beetles the size of footballs climb about the sacks keeping them clean. This chamber is HUGE. Miles in diameter. The reader should have the very real sensation that the chamber goes on forever and one could very easily get lost within it. 


In two of these sacks are Huntarr and Acroyear, each in one piece. Both--like the generating K'Lar around them--are unconscious and rolled into tight fetal positions. They've been placed next to each other for story convenience. A few more workers surround the two 'Nauts then the rest of the sacks, along with more beetles as well.

3
Close in on the sacks containing Huntarr and Acroyear. The beetles are secreting an acidic goo to eat away at the sack wall around our heroes.

4
Same angle as 3. Now Huntarr and Acroyear are falling limp and unconscious to the springy, living floor beneath them. The embryonic nutrient bath is spilling out as well.


PAGE SEVENTEEN:


4 panels

1
MEDIUM-SHOT of a K'Lar worker placing the unconscious Huntarr on a large, coffee table sized beetle/turtle/centipede thing (K'Lar versions of mail carts). Acroyear is already on one and is being carted off out a circular hatchway at its plodding speed. Rann's OP dialog is telling the Micronauts that he's sure Huntarr and Acroyear aren't dead. "I would...know if one of the Micronauts died. The Enigma Force would tell me."

2
CUT TO the INT of the Homeworld Flag Ship. THE BRIDGE. Largest panel of page. A good deal of time has passed between panels, maybe a half-day. Karza is standing in front of the main viewport, armored hands clasped behind his back. He's surveying the reassembled fleet as it orbits around a huge gas giant. They're more rag-tag than before the battle to save Homeworld and are undergoing major repairs. Rann is slipping off his interface gear and is stepping down off his command chair to join Bug and Microtron. 


Leave me lots of room for dialog. We're going to give the reader a little time to catch up here. Basically, Karza's telling the 'Nauts that while they wait for repairs, Homeworld is being ravaged. Rann is rebuking, saying that if they relaunch their assault now--without a plan--that Homeworld would be lost as well, without any hope of being saved. Bug is giving us a one-liner, cutting to the quick of all the comic book melodrama. And Microtron...he's being Microtron, just kinda in the way and generally being an assembly line sycophant.

3
MCU of Karza half-turning, saying something to get under the OP Rann's skin; expression veiled behind his helmet.

4
MCU of Rann violently thrusting an accusing finger at the OP Karza. His face is contorted with uncommon anger. Might be wise to through an aghast Bug in the mix too, to show the reader that Rann doesn't have outburst like that very often. Time and space willing, Cary, I know I'm asking a lot out of you.


PAGE EIGHTEEN:


5 panels

1
PULLBACK. Bug is placing a restraining hand on Rann's shoulder as Rann continues to bark at the composed Karza, who has barely turned to face the Cmdr, hands still clasped behind his back. The large, circular viewport with the rag-tag fleet in full view serves as the backdrop. 

2
FULL-SHOT of Karza posing like the tin-pot wannabe dictator he is. I see this incorportated into the page layout, on the left hand side of the page. His dialog is outlining how the K'Lar broke through the Spacewall and started ravaging the Microverse; how the 'Nauts were forced to reanimate him out of desperation, etc. Lots of setup material here, including dialog that reveals that Rann refuses to let Karza generate Dog Soldiers. "If I had a regiment of Dog Soldiers armed with Pulse-Rays and Thorium cannons, Homeworld would not be under siege..."

3
PAN to another shot of the HOLOGRAPHIC PROJECTION SPHERE. Now, however, it's showing us an EXTREME LONG-SHOT of Homeworld as it's being raped by the K'Lar (as seen from a remote probe). Homeworld looks bad. The K'Lar ships are poised around the openings they've created in Homeworld's protective spheres, unleashing flying versions of their warriors. Atmosphere is leaking into the void. Karza's dialog will carry over from his FS.

4
Still on the HOLOGRAPHIC PROJECTOR, now we see an UP-SHOT from FIRST ZONE, the ROYAL CITY. Swarms of K'Lar are raining down on the frantic citizens of the Royal City. Thorium turrets built into the spires and the air wing of the Homeworld Defense League are engaging the overwhelming enemy. Rann's dialog is taking  over on this panel, but is cut short by Bug's OP dialog.

5
Move to an MCU of Bug. He's >tik< ticked at Rann and Karza for bickering while Homeworld is being ravaged. Kaliklak is gone, so many worlds are gone--while the K'Lar continue to grow! By the Shrew, Acroyear and Huntarr are--


PAGE NINETEEN:


3 panels

1
Now we find out who cut Bug off in mid-sentence. FULL-SHOT of Mari standing in the hatch to the bridge, taking up the entire left hand side of the page. She's ticked too and flexing her shiny new Body Bank arm. While she's been recovering in Sickbay, the greatest villain and the greatest hero--and the two greatest tacticians--of the Microverse have been bitching while her world...her world! is being plundered. She's had her arm hacked off and replaced with the very thing she loathes to save her world, somebody better make a call or she'll do it herself. Mari's dialog transitions to a recap MONTAGE FLASHBACK...

2
We're going to have a lot of imagery here, but basically I want to convey three distinct elements: 1) The original Mantlo/Golden 'Nauts, summarizing their conflict with Baron Karza and Force Commander and emphasizing the Time Traveler/Enigma Force/Fireflyte trinity (I'm going somewhere with that)--all with a backdrop of crumbling statues of Dallan and Sepsis; 2) the Gillis/Jones stuff, showing Huntarr in his phallic-head stage, Rann with the beard and focusing heavily on the Prometheus Pits, all overseered with vignettes of The Makers (which is all expositionary elements); and 3) the conflict between the 'Nauts and Psycho-Man, which should be the smallest section of the three. A simple shot of Homeworld showing Psycho-Man's ships referenced from Cable #38 & 39 buzzing about with a vignette of the laughing Psycho-Man superimposed over it all will be enough. 


My emphases in dialog will be that the 'Nauts barely remember what happened once they went through the Prometheus Pits, as if reality was rewoven. Things were suddenly...different as if all before was but a lazy afternoon's dream. Fleeting. The Pits changed them all in a way that they'll never fully realize.

3
INSET HS of Mari wrapping up her recap. Her brow's furrowed. She's still pretty peeved, emphasizing the fact that it seems that it's the Microverse's lot to be strife ridden. Karza, Force Commander, Karza, Psycho-Man...then the K'Lar broke through the Spacewall. She's had it.


PAGE TWENTY:


5 panels

1
MCU of Mari. She's summoned up all her aristocratic heritage, giving the "You're either with me or against me" schitck.

2
PULLBACK. Mari is the focus of the panel as Bug and Microtron join her, saying they're in. Karza and Rann are off to the side. Both are looking at the trio, Rann with a stunned expression on his face.

3
Move to just Rann and Mari as Rann places firm, reassuring hands on Mari's shoulder, assuring her that they will save Homeworld and the Microverse. Nothing deviates their dedication. This should be drawn in a way that doesn't make Mari look like a weak woman. This isn't a father/daughter type reassurance; this is the reassurance from one peer  to another.

4
HS of Mari. She's telling Rann that they best hurry, then, there isn't much time.

5
Back to Karza at the viewport, back once again turned away from us. He's half-turning his head telling the 'Nauts that it's ironic that they agree with him over the vaunted Cmdr. Rann. An MCU will do fine.


PAGE TWENTY-ONE:


5 panels

1
PULLBACK and give me a side-to-side side view. On the left is what remains of the 'Nauts, glaring intently at Karza's back. Across the cold, sterile deck of the Flag Ship's bridge stands the Micronaut's archenemy. The chasm between them is obvious and symbolic. 

2
Switch angles and close in. Mari and Bug are looking to Rann to tell Karza how it's going to be, but are startled to see Rann massaging his temples. Karza is OP

3
Same angle. Now Rann is falling to the ground as Mari, Bug and Microtron attempt to grab him up. A lime glow can be seen emanating from his eyes and mouth. but we're only catching a glimpse of it in this panel, 'cause...

4
Close in on just Rann. He's looking up at the reader. The glow is shooting out of his eyes and mouth as he CHANNELS THE ENIGMA FORCE! JZ Knight, eat your heart out. Basically the voice is telling the 'Nauts--in vague, seer fashion--not to rush to their deaths, the Enigma Force binds them all, the betrayer will become a savior and the savior will betray. Finally, the Enigma Force tells them that they cannot defeat the K'Lar without first rescuing Acroyear and Huntarr. The Prime Beings must be linked.

5
CUT TO  Huntarr and Acroyear aboard the K'Lar living-ship, seen through the POV of Rann's mind. I see the panel with warbling flashback-like boarders and off-color. Acroyear and Huntarr are imprisoned within the fleshy wall of the ship in the brain-bugs den. Because they are Prime Beings, they can't have their bio-mass degenerated into the Main Body. This is a small panel and will be shown in full detail on the next page.


PAGE TWENTY-TWO:


3 panels

1
CUT TO an ESTABLISHING-SHOT of the K'Lar "flag ship" in orbit around Homeworld. Homeworld is primarily CROPPED-OFF and used for establishing the setting.

2
CUT TO the INT of the ship. SPLASH. Now we show Huntarr and Acroyear shackled to the wall of the living ship. Both are fighting for consciousness, Acroyear more so than Huntarr. The three brain-bugs are clustered around the anomalous organisms as two workers place tendrilled leaches onto the sides of their prisoners' faces. The leach-like alien's tendrils are flicking at the air, searching out its victim, sucker sucking air.

3
Straight on HS of Acroyear screaming in agony as the tendrilled leach attaches itself to our hero's mind. If ya wanna get frisky, a dual/split HS of Rann and Acroyear may be cool, both screaming. This would show that Rann is "plugged into" the Enigma Force.


Note: Leave a little strip at the bottom of the page for the whole "Next Month In Micronauts..." thing.


End 12-14-97

