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1.

FADE IN:
CUT SCENE:

INT. ARCANE GALAXY - ALIEN GALACTIC SPACESHIP - LABORATORY1 1
A HUMAN (28), awkwardly positioned on the floor asleep, 
unshaven, awkward, clumsy, and too brave and curious for his 
surroundings, looks like he has been on a rough night out in 
the town drinking.
He stirs, opens his eyes and immediately closes them again.
He opens one of his eyes, hoping what he saw was just a 
dream.
It wasn't.
It is clear the human is not where he was expecting to wake 
up.
Both eyes open, the human begins to hyperventilate looking 
around at his surroundings, physically and emotionally lost. 
The room is filled with strange looking vials, some with non-
human eyeballs in them, another with strong black liquid. The 
ceiling, floor and walls are made out a strange green liquid 
veil-like substance.
The human, slowly, regaining his breath gets up, but is 
forced back down by a sound of a very creepy, dominant voice.

BORG GALACTIC (O.S.)
Don't you see, while this is surely
a huge problem for all of us, this
is the moment for you to finally
make me proud, Alein!

The human shakes, petrified at the non-human voice.
ALEIN (O.S.)

Oh, Dad. Come on, I'm not going to
travel the universe to look for it.
It's not my fault it got stolen. Let
someone else do it.

BORG GALACTIC (O.S.)
Ha! If we all thought like that,
then nothing would be achieved!

The human, wanting to know what is going on, edges towards 
the noise.
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INT. ARCANE GALAXY - ALIEN GALACTIC SPACESHIP - CHAMBER2 2
The human peeks around the corner, still shaking. He has to 
hold onto his mouth to stop himself from gasping. What he 
sees aren't animals, aren't human, but aliens. Black-greenish 
cloaks and huge white eyes.
BORG GALACTIC , powerful, confident, determined, strong, in 
control and in charge, assertive and looks like he has 
something to hide.
ALEIN, immature, lacking in confidence, uncertain in himself 
and in life and emotionally lost. He is the opposite of his 
father.

BORG GALACTIC
You will and this is final. You have
caused too many issues for the
family name. Make it right.

ALEIN
And if I refuse?

BORG GALACTIC
Banishment into the Darkened Galaxy
sounds like a good idea to me!

Alein turns around in anger, and the human jumps back around, 
hoping he wasn't seen.

INT. ARCANE GALAXY - ALIEN GALACTIC SPACESHIP - LABORATORY3 3
A noise suggests Alein has turned back around and the human 
looks back.

INT. ARCANE GALAXY - ALIEN GALACTIC SPACESHIP - CHAMBER4 4
BORG GALACTIC

You leave shortly and I only expect
to see you again when you have done
me proud and retrieved the Eternity
Gem. You will also need this.

The human sees Borg give Alein a strange device.
BORG GALACTIC (CONT'D)

The Tracktor. Use it in order to
locate Doctor Doom. And this. A
piece of his hair found at the
Safety Galactic Vault. Put the two
together and you got his location.
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The human watches as Borg Galactic evaporates into thin air.
The human begins to hyperventilate again. He closes his eyes 
and opens them again. He pinches himself.

HUMAN
(Whispering to himself)

Where in the hell am I!?
The human looks back at where the conversation was taking 
place. 
Alein has gone.
The human breathes a sigh of relief, but a dark shadow 
appears in front of him. 
Someone or something is behind him.
He turns and is face-to-face with Alein.
The human screams, and then Alein also screams, but then 
stops.

ALEIN
Wait? why am I screaming? Anyway...

Alein reveals his very sharp pointed teeth and claws and 
advances on the human.

ALEIN (CONT'D)
...today has been a bad day, but at
least I get a fresh delicious meal.

The human, speechless, backs away and is soon cornered.
The claws come closer as does the alien's mouth, a sticky 
green substance on his teeth and tongue make the experience 
all the more disgusting and petrifying for the human.
The human closes his eyes.
Seconds go by.
A few more seconds go by.
The human opens one of his eyes.
He is not dead.
He opens the other eye.
Alein is gone.
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HUMAN
Ah, it was all just a dream!

Alein pops his head out from around a corner.
ALEIN

No, it wasn't. I'm just thinking.
Alein disappears again.
The human screams and tries to run but looks down at his 
legs. He sees they are moving but he isn't going anywhere. He 
is fixed on the spot.

HUMAN
Please, please don't eat me. My name
is -

The human stops, and considers.
HUMAN (CONT'D)

I don't know my name, but I work at
the -

The human stops, and considers.
HUMAN (CONT'D)

Okay, fine. I don't actually
remember who I am, where I came from
exactly, or how I got here! But
please, don't eat me!

Alein laughs loudly, splattering out green goo.
ALEIN

Earthling, I have a proposition for
you. Having used my Alienactic
Powers, I see you may be useful to
me after all. Not in my stomach but
in finding this gem thingy.

The human sighs a huge sign of relief, before registering 
what the alien had suggested.

HUMAN
Wait, what?

Alein makes himself look more important and bigger.
ALEIN

Yes, you see. I do require some
assistance on your behalf. You will
either be eaten by me - alive - or,
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alternatively, help me find the
Eternity Gem.

The human relieved he will not be eaten, shows a little 
courage.

HUMAN
And get me home to Earth? You got a
spaceship, I think that's a fair
deal.

ALEIN
No. I'm afraid not. I will not eat
you, however. That's a fair deal.

Alein sticks out a tentacle. The human looks at it, and at 
the sharp teeth of the Alein seemingly grinning evilly.
The human looking scared, slowly, moves his hand toward the 
tentacle. The green tentacle of the alien and human hand 
meet.

ALEIN
Excellent! Excellent, Human!

(pause, then)
Ah! Earthling, your Humanoidic and
Humangalactic name of Human is off
limits. You shall be called by the
name of "H" going forward!

The human nods slowly, obviously confused by the words just 
used by Alein.

H
Okay, then...

ALEIN
I'm Alein, by the way, also known to
you, as the alien-eating-human.

H swallows, scared.
ALEIN (CONT'D)

So, H, are you ready for an
adventure!?

TITLE CARD: A HUMAN AND ALIENS: THE ETERNITY GEM.
OPENING CREDITS ROLL.
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