
Public Static Void

by

Ethan Fox

Ethan Fox
efox3@asu.edu



2.

//These scenes (which I shall now refer to as methods) can be 
edited and arranged in any order. The only two static methods are 
the first and the last methods; these cannot be re-ordered, or 
cut in any way, nor be called on twice. They must be at least 10 
seconds in length. An editor/director may wish to call upon other 
methods twice or thrice; this is acceptable. However, they cannot 
exclude any method from being called upon at least once during 
the course of the film. Thus, productions of this short film can 
range from 7 minutes (minimum runtime) to 25 minutes (maximum 
runtime). All methods may be scaled to any amount of time. A 
director/editor may wish to call upon one aspect of a method; 
this is acceptable so long as the entirety of the method is 
played out at some point (even if it happens in segments). Just 
like the structure of methods, the dialogue can be spoken by 
anyone in any order in the Dark Room scene; and the same with the 
title cards.

EXT. A GRAVEYARD, DAY();

It's wintertime, and snow falls furiously around a cross. It 
falls amongst the silent and empty graveyard. Perhaps the 
wind influences the movement of the scene.

EXT. A CROSSWALK, NIGHT();

The snow still falls, and it's silent. There is no traffic 
or night life about. The crosswalk flashes green to no cars 
or pedestrians. 

EXT. THE MIDDLE OF A ROAD, LATE NIGHT();

Under a streetlamp, snow falls into perspective of the 
light, and then out. The wind billows around. And then 
there's a glitch.

EXT. THE MIDDLE OF A FIELD, DAWN();

There's a tree, and a nice wind blowing. All is calm with 
tall grasses and leaves blowing brilliantly through the air. 
While the colors are vividly-offsetting, nothing is out of 
the ordinary. A drum beat.

Words: "Peaceful, isn't it?"
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INT. A DARK ROOM();

Ten figures stand in a circle. Their faces are lit by light, 
but behind there are no outlines or distinct shapes. The 
camera might pan around to the indifferent expressions on 
their faces, while a projection of glass shattering 
superimposes itself onto the figures.

PERSON
It is said

PERSON
A great idea

PERSON
Dissents.

PERSON
The status quo

PERSON
To fear death

PERSON
From a jackal

PERSON
With pearly-white grin

PERSON
And hungry void eyes.

PERSON
No bright light

PERSON
Burns eternal.

There's a glitch.

EXT. THE MIDDLE OF THE MIDDLE OF A ROAD, LATE NIGHT();

The same, except there's a small figure in the center of the 
light. It's completely dark and shadowed on all sides. It 
turns to look at the camera before a glitch, and the figure 
disappears. 

EXT. AN EMPTY BEDROOM, EVENING();

A broken-down and decayed room. It's a child's room, with a 
small bed in the corner. A teddy bear and children's books 
are scattered around the room. Perhaps there's more, but 
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everything is decayed and in disarray. Someone left in a 
hurry. 

And through the window the street lamp is visible. Snow 
falls still heavily, yet blood runs through the street. And 
through the hallway entrance all is a dark void. Two eyes 
open in the hallway, and in that moment, a glitch.

EXT. THE MIDDLE OF A FIELD, DAWN();

The same. And then the scene freezes. Perhaps it stop-
motions glitchingly two or three frames. Black static runs 
around merrily. 

Off to the right, the rigidly-crooked silhouette of an 
animal stands with one paw slightly raised, head held high 
and majestically alert. It slowly turns its glowing white 
eyes towards the camera, and a wide grin cracks itself up on 
its face. There's a glitch.

INT. A DARK ROOM();

The same. Words: "We were here last"

The heads shape-shift into jackals, with wickedly-wide grins 
and magnificent white eyes. And then back to normal. Perhaps 
this happens 3 or 7 times. 

EXT. THE STARS IN THE SKY, NIGHT();

The stars shine brilliantly, going out one by one until 
nothing is left but a true, blindingly-black darkness.


