Writing for TV, film, and radio HPEN5046
Kyle Fisher 

Important things:

· A suggested form
· A rough character breakdown for central protagonist
· A setting
· A genre
· A one-line pitch

2 different scripts, one for radio and one for TV.

Ideas for TV: 
Classic world war movie setting, filled with the propaganda that showed war off as an honorific duty.
Rewatch saving private ryan, and other old war movies. Make sure to show off the fact that the good guys have heavy plot armour, potentially culminating in blowing up a tank as the final thing in the script. 

· Hard-ass general gives them a talk down
· Top of the line group, got a mix of soldiers including all of the tropes for these kind of movies
· Will need to first sneak into the town where a high level German soldier is kept in a building
· Then battle through a town hall to confront the general
· General falls off of a balcony
· They laugh and celebrate
· General brakes through the wall with a tank
· The group kills the tank
· Actual end 

Important things:
Would be a 60 Minute TV Action
Central protag - Copper Kelly, got the name after using copper wire to choke out a Nazi. Is a valorous, brave soldier that excels at his job. Is the leader for the group
Nazi occupied France
Action/comedy. It is about war after all, but will overplay the tropes of the time to comedic effect
A group of patriots fight through Nazi-occupied France to take out an evil Nazi General.

https://www.bbc.com/writers/blog/creating-home-front-radio-4s-epic-new-first-world-war-drama

· 

Important things 
Form -  15 minute radio drama
Protagonist - Detective 

Radio Drama -  Chicken scratch. 

ESSAY FOR RADIO DRAMA

My work, titled ‘The Clock Tower’, is intended to be a 15 minute radio drama, about a detective getting caught up in a ritualistic killing. 

The first thing I did to work on this is plan out the story beats, a practice so I can refine the work before writing anything in-depth. Below is my first iteration of the story beats, most of which has stayed the same and is still in the story, the parts I removed were the twist at the end, and its setup as the first scene. My reason for removing these parts is that for a smaller script, including too many characters will bloat the script, and potentially lead to confusion from the listener from how quickly it will need to go from scene to scene. 

—----------------------------------------------------------------------------------------------------------------------------

 FIRST ITERATION - Generic structure:

· Detective talking with a kid on where he last saw his mom, who was the latest victim of the cult. 
· Detective driving to the area, and doing some investigating.
· Chase happens, where the detective gets trapped by cultists and knocked unconscious.
· Detective wakes up in the cultist compound
· Detective is sacrificed
· Going back to the child that was talked to, the twist is that he is the demon. 

—----------------------------------------------------------------------------------------------------------------------------


Establishing the story also helped outline the form of media it would be taking. During this process, I was inspired by a podcast horror anthology series I have listened to in the past, ‘The Magnus Archives’. They make similar content to what I was planning to make with The Clocktower, and their episodes are usually about 15-30 Minutes long. As someone who is new to scriptwriting, I decided to write for the shorter end of things, a 15 minute radio drama, as while the constrictions limit the scale of the story, It being shorter means that I can focus more on the individual scenes, and make sure they are written to the best of my abilities. 

The resources that I used to help me properly format my work is BBC RADIO FORMAT - SCENE STYLE, by Matt Carless. It helped especially with the directions of speech and how they work, however a problem I faced while writing was how best to bring in sound cues. The one that gave me the most trouble was the clock ticking noise, and the way I solved this issue was to introduce the noise a few lines of dialogue before the ending of the scene, fading it in so it slowly introduces itself to the listener and isn't coming out of the blue.

There were a few things that I wanted to push myself to attempt to complete in this radio drama script. Firstly, I wanted to use the media of radio itself to push the imagination of the reader. For this script, I wanted the listener's imagination to exaggerate the gore, and use that to further the scares of the listener. For visual media, getting across how gross and gory something is quite easy in most cases, as getting a visceral reaction from an image is incredibly easy, and it works best when paired with audio that can really push the limits. Radio, however, is limited just to an audio form, which can easily be misinterpreted or ignored, providing a challenge for how to make the listener feel more grossed out from what they are hearing. This is definitely achievable, through the power of the unknown. I know that late at night, If I hear a strange, unknown sound coming from nearby, it quickly puts me on edge, and my mind races to what the noise was and what could have made it. For this radio play, I want to use this ‘unknown’ to my benefit. By playing sounds that, while obvious for what they are in context, leave lots to the imagination of the listener. That way, it is as scary as they make it, and while it may not work as well for some listeners, I feel the people who would listen to this genre of media would fit quite well into this. 

For the end part of the very last scene, I decided to lean very heavily into the SFX doing most of the work, as said in the above paragraph. I  left the descriptors quite vague, while still giving enough so people can roughly understand that the detective is being stabbed and cut. This is also where the clock ticking comes in for the final time. The point of it throughout the story was to help guide the listener, as this story involves a time jump right in the middle of it, which could lead to some confusion if it went from the past to the future immediately, the ticking is meant to help this, to give an audible signifier to when a scene ends, and moves into a new one. This way it is less confusing and is easier to follow along for the listener. 

Overall, I think I did a good job balancing the SFX and the dialogue for ‘The Clock Tower’, and I am happy with the short, but sweet, result. 

The Clock tower

SCENE 1


GRAM - RAINY CITY

SFX - RUNNING, METAL FENCE BEING CLIMBED

DETECTIVE: (EXHASPERATED) STOP! Running… I just need to ask a few questions.  Fuck. 

DETECTIVE: Shit, NO, STOP WHERE YOU ARE!

SFX - SOMEONE HITTING GROUND, RUNNING GETTING QUIETER, HEAVY BREATHING

DETECTIVE: Ugh, God.

SFX - BEEP OF RADIO

DETECTIVE: Johnny, you got eyes on this weirdo?

JOHNNY: (D) Uhhh, no, nothing from this end of the street. You lost him?

DETECTIVE: Look John, this place is a maze. It feels like I was running around the same damn building  a  few fucking times. (SIGH) The guy has gotta be close. We will do a few laps and see if they have stayed in this area.

JOHNNY: (D) Yep. You paying for my fuel?

DETECTIVE: Fuck off.

SFX - BEEP OF RADIO

PAUSE, ONLY RAIN AND BREATHING AUDIBLE

SFX - BAG RUSTLING, FEET SLIPPING

DETECTIVE: (MUFFLED) ARGHH, GET OFF OF ME! FUCK, HELP! (QUIETER) Someone, please. Please help. 

CULTIST #1: (CLOSE)  Shh, Shh. Nothing to do now. I’ve got you. 

SFX - BREATHING BECOMING RASPY AND HARSH. CLOCK TICKING FADING IN ABOVE THE OTHER NOISES.

CUlTIST #1: (CLOSE) There you go. Down, down, down for you, detective. 

SFX - BODY COLLAPSING ON FLOOR

SHARP CUT TO ALL NOISE OTHER THAN THE CLOCK

BELL CHIMES

SCENE 2

SFX: LOUD THUD

DETECTIVE: Right here, they've got to be.

JOHNNY: (EATING) There? Nice place for a cultist site, right smack bang in the middle of town, the signs they put outside really help with membership.

DETECTIVE: Shut up. Everything we’ve found connects to here. The accent of the members, their places of work, and a large object of their worship. 

JOHNNY: (CHEWING, THEN GULP) Hey, we still don’t know what they worship EXACTLY, just that they have a thing for clocks.

DETECTIVE: Well, yeah, exactly dumbass. What better for a cult with a thing for clocks than the clock-TOWER? 

JOHNNY: Sure, sure.

SFX: SHUFFLING PAPERS

                 When would you want to be looking for them?

DETECTIVE: Tonight.

JOHNNY: Tonight? No, I don’t think so. We’ll need permission from the city to enter some private buildings, and I, personally, like my personal safety. We need to case the place more, maybe even see a cultist going in and out to confirm your suspicions.

DETECTIVE: We don't have a choice in this, John. Our client’s tired of us not finding anything recently. We need to give them something else to get off our backs, or even better, get the full case sorted and reported to the police. and , imagine the publicity. We would become stars for busting a cult smack bang in the middle of the city - 

JOHNNY: Maybe in the middle of the city. 

DETECTIVE: Well a maybe is better than anything else we’ve got. Come on John, drive down tonight,

SFX: CLOCK TICKING FADES IN
 
and if we are asked by police what we are doing there, we can just say that we were looking around for our client. Nothing big. 

JOHNNY: (SIGH) Fine, I’ll drive out tonight. 

BELL CHIMES

SCENE 3 

SFX: CLOCK TICKING

DETECTIVE:  What, what am, where am I?

SFX: ROPE BEING PULLED 
DETECTIVE: No, shit, let me down, LET ME DOWN!

CULTIST #2: Good morning, detective. I would stop struggling if I were you, unless you want to hang.

DETECTIVE: What? Oh fuck, where the FUCK am I?

CULTIST #2: You stand behind a… wondrous piece of technology. The complex series of gears and pulleys, working in sequence near perfectly. Constantly. 

DETECTIVE: (WHISPER) What the hell are you going on about.

SFX: TENSION IN ROPE

CULTIST #2: Despite how well it works, it needs assistance. It can get wary of its work. 

SFX: KNIFE BEING SHARPENED

                      That is where your use is. 

DETECTIVE: Please, don’t do.. Whatever you're about to do. I can make this all go away, stop people looking into this, I -

CULTIST #2: You will not be getting out. You shall be used to ensure the tower continues to function on and on long past your death. 

DETECTIVE: No, NO! If I go missing, there will be others wondering where I’ve gone, you’ll be persecuted and in jail for the rest of your lives! You fucking idiot, do you
                       
SFX: GAG BEING PUT IN PLACE, DETECTIVE MUFFLED TALKING THROUGHOUT

CULTIST #2: Goodbye, detective.

SFX: CHANTING BEGINS, KNIFE CUTTING THROUGH CLOTHES AND FLESH, WITH THE DETECTIVE SCREAMING THROUGH THE GAG. BLOOD BEGINS TO DRIP TO THE FLOOR. 
CLOCK TICKING BEGINS AND MORE PARTS DROP TO THE FLOOR< MAKING A  WET SOUND. 

BELL CHIMES.

END

Katie Morag -Accessed 5/12/25

RADIO DRAMA FORMAT - Accessed 2/12/25


The second script for this work is a scene from a World War 2 movie, based off of different movies I have watched while younger, particularly Kelly’s Heroes. The first thing I had to do was decide whether to make this a gritty, more modern take on a war movie, showing off the obvious negative parts to war, or a more comedic one. Both have their merits, but for this I wanted a more comedic effect for my work. The reason for this being simply that not as many comedic war films are out as of recent, as the public opinion and knowledge on wars have changed drastically, from the stoic heroism that stuck with movies made during the Vietnam era, and now showcases the true horrors of war, and how it isn't an honourable thing but something that leads to the trivialisation of deaths. After figuring this out, I followed one of the paragraphs from this module about topics to list down to ensure that the work is properly planned out, which is where the information below comes from. 

—----------------------------------------------------------------------------------------------------------------------------

Important things:

· A suggested form
· A rough character breakdown for central protagonist
· A setting
· A genre
· A one-line pitch

Ideas for TV: 
Classic world war movie setting, filled with the propaganda that showed war off as an honorific duty.
Rewatch saving private ryan and Kelly’s Hero’s. Make sure to show off the fact that the good guys have heavy plot armour, potentially culminating in blowing up a tank as the final thing in the script. 

· Hard-ass general gives them a talk down
· Top of the line group, got a mix of soldiers including all of the tropes for these kind of movies
· Will need to first sneak into the town where a high level German soldier is kept in a building
· Then battle through a town hall to confront the general
· General falls off of a balcony
· They laugh and celebrate
· General brakes through the wall with a tank
· The group kills the tank
· Actual end 

Important things:
Would be a 60 Minute TV Action
Central protag - Copper Kelly, got the name after using copper wire to choke out a Nazi. Is a valorous, brave soldier that excels at his job. Is the leader for the group
Nazi occupied France
Action/comedy. It is about war after all, but will overplay the tropes of the time to comedic effect
A group of patriots fight through Nazi-occupied France to take out an evil Nazi General.

—----------------------------------------------------------------------------------------------------------------------------

It helped a lot as to figure out the direction for things to go in the script, and next thing to do was a beat sheet, listing out the scenes in a simple way as well as showing the location. Out of these, I decided to pick the tank battle to write about, as I found it the most interesting out of the lot of them. 


BEAT SHEET FOR COPPERWIRE’S FINAL MISSION

SHORTHAND FOR RECURRENT CHARACTERS

KC - Kelly Copperwire
AW - Arnold White
MJ - Meat Jack
PF - Pat Frank
GROUP - ALL CHARACTERS


	
	COPPERWIRE’S FINAL MISSION
	LOCATION

	1
	GROUP TALKING WITH GENERAL ABOUT THE MISSION
	INT MILITARY OFFICE

	2
	GROUP TRAVELLING TO BEUZEVILLE, TALKING ABOUT THE FRENCH
	EXT NAVAL BOAT

	3
	GROUP WALKING THROUGH MINE FIELD, MJ NEARLY STEPS ON MINE
	EXT MUDDY FIELD

	4
	KC AND AW GO TO INFILTRATE A GUARD BUILDING, MJ AND PF STAY BEHIND
	WAR - TORN FRENCH TOWN

	5
	KC AND AW CLEAR THE OUTPOST, LET THE OTHERS THROUGH
	INT - NAZI OUTPOST

	6
	GROUP NEARS TOWN HALL, A GERMAN TANK BLOCKS THEIR PATH
	EXT FRENCH TOWN

	7
	PF RUNS TO NEARBY BUILDING TO SET EXPLOSIVES UP, BUILDING COLLAPSES ON TANK AND INJURES PF 
	INT BOMB SHELTER/EXT FRENCH TOWN

	8
	TANK SURVIVES, GROUP MANAGES TO BLOW IT UP BY THROWING GRENADE IN A HATCH
	EXT FRENCH TOWN

	9
	GROUP EXCLUDING PF FIND PF, HE STAYS BEHIND TO REST LEAVING THE OTHERS TO GO
	INT RUINS

	10
	GROUP EXCLUDING PF ENTER TOWN HALL AND HAVE SHOOTOUT WITH THE NAZI LEADER
	INT NAZI OCCUPIED TOWN HALL

	11
	GROUP EXCLUDING PF SHOOT AND KILL NAZI LEADER
	INT NAZI OCCUPIED TOWN HALL

	12
	GROUP TRAVELS BACK TO PORT TOWN, END
	EXT BEACH



Since I had written the radio script before this one, it was interesting to see the differences in how they are written. The radio contains a lot more breaks in the dialogue, and is much more focused on the audio (of course). I found that writing for TV made me less descriptive for the dialogue, and mostly only using the punctuation to indicate the tone of the characters.  The most fun I had was the scene descriptions inbetween the blocks of dialogue, and so I put more effort in as the visuals are very important for a movie. 

The most difficult part of the script was writing dialogue that is intended to come off as comedic. Comedy is different for each person, but for this work I wanted to try to replicate some of what was seen in old war movies, such as ‘plot armour’, where the protagonists are safe from harm because the plot needs them to survive for later on, and to exaggerate those aspects to an ironic amount. I wanted to add cheesy, overdone lines that would make you groan, and for ridiculous things to happen in the movie, for people to laugh at just how ridiculous it is.

Overall, I think I did a decent job in writing for comedy and not taking it too light, while still getting the main story beats across. 


SCENE 6, THE TANKS ARRIVAL

FADE IN:

EXT.  FRENCH TOWN - NIGHT

Front view, the group all walk side by side in the middle of a road inbetween two rows of buildings, lights flickering around them.  MJ and AW check each other's weapons, while the other two simply walk forward. 

Cut to a close back view, slowly rising up the group before just their heads are visible in the bottom of the shot, showing a street in front of them. A tank suddenly crashes though the buildings on the right, all the characters exclaim and curse in surprise. The tank stops on the road, and turns to them.


COPPERWIRE
Alright boys, stay frosty.

Tank turns turret to look at the group.

MEAT
Enough being frosty, run for the hills!

Group begins to disperse as the tank fires upon them. KC, MJ and AW run off to the left side, PF to the right. Tanks machine guns firing around the characters as they do. KC, MJ and AW all hop over a bit of broken wall, and look at each other. 

COPPERWIRE
Where is Pat, did he get caught out in the fire?

MEAT
Nah man, he's right.., he WAS right behind me. 

KC MJ and AW All look around looking for pat, calling out his name. 

PAT
Over here lads!

KC looks across the road to see Pat. He waves, and holds up a stick of dynamite. 

PAT (CONT’D) 
This bugger won’t know what hit him, gimmie 2 minutes!

COPPERWIRE
Crazy bastard… but I wouldn’t leave it to anyone else. God speed Pat.

PF salutes the group, then moves into the rubble. We follow Pat through this crumbling building as he fumbles with the dynamite, looking out the window and seeing the tank, and then placing the dynamite down in a way so that the house would collapse onto the tank. 

KC, MJ and AW all look on in anticipation at the tank. After a few seconds, the building blows up, and collapses down onto the tank. The group cheer and holler. 

MEAT 
He did it, hell yeah he did it!

Celebrations are broken up by a loud noise of an engine starting up again, and the tank drives out of the rubble. Still firing at the group.

COPPERWIRE
SHIT! We’ll have to deal with it ourselves. Anyone got ideas?

AW Looks up at KC and MJ holding a bandolier of grenades, smiling

Arnold
Well, my bet is that the tanks firing blind, from all the dust and rubble kicked up from Pat's explosion. I say we can sneak around the side and toss one in. That should rattle them up.

MEAT 
Good thinking White,

Fire and rubble blows up over the wall they are hiding behind making them all cough.

MEAT (CONT’D)
But we would better be quick.

COPPERWIRE
You two can have one, I’ll carry two. Good luck everyone.


AW goes to the left of the tank, MJ goes to the right, and KC runs down the middle of the street.

COPPERWIRE (CONT’D)
I'M RIGHT HERE YOU BLIND FOOL!

Tank turns to KC as the others walk down the road, tank fires toward KC and he ducks under the bullets. AW reaches the tank and begins climbing atop it, MJ tosses his grenade under the tank, to little effect. He is comically blown away from the blast. AW begins pulling at a hatch on the tank.

ARNOLD
Come on, you son of a bitch, open up already.


The tank turret begins to turn, hitting AW in the chest. He holds onto the barrel and is swung around . 

ARNOLD (CONT’D)
IT'S UP TO YOU NOW, KELLY!!

KC gets up from the floor, and runs towards the tank. As this is happening, AW is thrown off of the barrel, landing in a puddle in the street. As the tank turret turns to KC, KC hops onto the front of the tank, and uses the barrel to climb up to the turret hatch. Here, he uses his pistol to fire at the hinges, breaking them and allowing him to wrench it open. Inside, the Nazi troops all look up towards KC

COPPERWIRE 
Bet you did Na-zi that coming? (Pun on not see)

KC drops both grenades in the hatch, closes it, and then jumps off the tank. It explodes. 

The rubble falls around KC, and slowly he stands up, met by AW.

MEAT
Pat! Come on man, listen to me, can you hear me?

COPPERWIRE
Oh no, quickly, let's see what's wrong.

AW nods, and they both run off to where MJ is. 


END SCENE










 





