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Pg. 25
main title sequence
INSERT MAIN TITLE
DISNEY’S LITTLE EINSTEINS

the team sings the theme song as they prepare for their mission.

LEO
We're going on a trip in our favorite Rocket ship.

Team (OS)
Zooming through the sky...

(flying quickly in the sky) 
Team (ON)

...Little Einsteins! 

Leo

Climb aboard

Annie and Quincy

Get ready to explore 

Team

There's so much to find, Little Einsteins!

Team (os)
We're going on a mission

Leo

Start the countdown

Team (on)
Five, four, three, two, one!
Team

Everyone to Rocket

Leo

Rev it up now

(instruction to engage the engines of Rocket) 

Team

(rocket sound) 
Bbbbrrrr
Leo (OS)
We're going on a trip.
Team (OS)
In our favorite Rocket ship.  Zooming through the sky...

Team (ON)

...Little Einsteins!

Leo (ON)
Climb aboard

Team

Get ready to explore. There's so much to find.

Quincy

Little Einsteins!

Annie

(spoken)
Come on!
Leo

(spoken)
Let's go!
June

Little Einsteins

Team

(spoken)
We need you!
Team

Little Einsteins, yeah!

INSERT MAIN TITLE
DISNEY’S LITTLE EINSTEINS

ANNIE (OS)
Get ready

JUNE (OS)
Let's go.

QUINCY (OS)
Shh...Shh...Shh...

fade into:
END MAIN TITLE SEQUENCE
act one

NOTE:  NTSC TIME CODE IS FOR REFERENCE ONLY.
INSERT EPISODE TITLE:
THE GOOD KNIGHT AND THE BAD KNIGHT
FADE IN:
Int. Curtain - day

The title card flies in and Annie sticks his head out.

1. Annie

The Good Knight and The Bad Knight!

2. june

Art by...
3. JUNE (os)
…Giovanni Battista Sassi and the Bayou Tapestry.
(“Giovanni…Sassi” – Italian artist, 1679-1762)

(“Bayou Tapestry” – artistic tapestries inspired by Belgian and French weavers)
4. QuinCY

And...

The score flies down and plays its song.
INSERT


On sign

EDVARD GRIEG
5. Leo

Music by Edvard Grieg!
(“Edvard Grieg” – Norwegian composer, 1843 – 1907)
01:01:31

int. Rocket room-- loft-- midday

The Rocket Room loft has been decorated with a medieval-themed items such as a cool castle, cardboard cutout shields.  Leo, June, and Annie are holding the shields.

6. Leo

(to cam)

Hi.  I'm Leo.  But today you can call me Knight Leo! My friends and I are playing knights!
(“playing knights” – pretending to be knights) 
7. Annie 
(sings a fanfare)

La, la, la, la! 
(spoken)

I'm Knight Annie!

8. June (ON)
I'm Knight June!

Quincy suddenly pops out from one of the castle windows and gestures as if raising an invisible sword.

9. Quincy

And I'm Knight Quincy!

10. Team

<laughter>

11. Leo

(to cam)

We're brave knights who protect kings and queens and castles.
Music: herald's trumpet fanfare

Hearing the music, the team gets quiet.

12. annIE

Hark!  I hear music!

Music: herald's trumpet fanfare

13. JunE

It sounds like a trumpet.

The team runs over to an open chest full of toys.  Amongst the toys is a herald's trumpet.

14. LeO

(to cam)

Do you see the trumpet?

After a beat, the trumpet wiggles and plays a quick fanfare.

Music: short, quiet fanfare.

15. Leo

    (to cam)

Oh yeah!  Here's the trumpet!

Quincy picks up the trumpet.

16. quINCY

It's a knight's trumpet!
17. AnnIE

See if you can play it, Quincy.
(meaning Quincy should try to play the trumpet) 
Quincy blows the trumpet and it plays a loud fanfare.

Music: loud herald's trumpet fanfare

A mysterious, medieval-looking banner suddenly unfurls from Quincy's trumpet.  On it are rebus pictures telling a story about a good knight in shining armor.

18. june

Incredible!  Look at this!

19. QUINCY (OS)
Yeah!  Look at all these pictures!

20. JUNE (OS)
The trumpet has a story to tell.

On Leo and Quincy.

21. Leo

   (to cam)

Do you want to hear the story?

   (a beat)

Great.  It says...

CUT TO a picture of the Good Knight.  He animates once the story begins.

22. Leo (OS)
…Once upon a time there was a Good Knight.
(“Once…time” – standard beginning to a children’s story) 
Music: Grieg's "Morning;" Fully orchestrated melody from 1:58-2:02 (heretofore "The Good Knight Sting").

23. QuiNCY 

Ooh.  Cool.

24. Leo 

The Good Knight was strong and brave and helped everyone in the kingdom.

Just as Leo mentions helping others, we see the Good Knight caricature spotting a cat stuck in a tree.

The knight helps the cat down with his lance.

25. annie 

Aw.  The Good Knight helped that cat!  He's nice.

The Good Knight then does a silly dance for the cat-- bopping up and down.

26. QuiNCY 

And he's funny too!  Look!

The Good Knight bops up and down.

Music: silly musical bouncing sounds: Fully orchestrated version of "Anitra's Dance" from :19-:27

27. Team (OS)
<laughs>

Pan to a new part of the tapestry where we see the Bad Knight.  He's riding a cello as if it were a horse.

28. June 

But then one day a bad knight came along...

Music: Fully orchestrated version of "Ase's Death" from :00-:11 (henceforth "the Bad Knight sting.")

Pan further to see the Good Knight happily bouncing up and down into a room in the top of a castle's tower.  The Bad Knight closes the door behind the Good Knight.

29. AnnIE (OS)
Uh-oh.  He locked the Good Knight in the tallest tower of the castle!
(“Uh-oh” – exclamation of worry or fear)
The Bad Knight locks the door with a humongous, musical key (think "key to the city" sized).

30. quincy

And the only way to open the tower is with the musical Tower Key!

PUSH IN on the key.  The key glimmers and plays its song.  As is does, the teeth of the key move up and down like valves on a trumpet.

Music: the main melody from "Morning" played on the french horn.  

The Bad Knight tosses the key out of view.

31. leo

But the Bad Knight threw the Tower Key away so the Good Knight would be locked inside forever!
(“threw…away” – discard the Tower Key so that it could not be found) 
01:04:13
INT. RoCKET ROOM - LOFT - MIdday

On the team looking at the Good Knight locked inside the castle tower.

32. ANNIE (ON)
Oh no!
(exclamation of worry) 
33. June (ON)
The Good Knight needs help!

34. QuINCY (ON)
He's locked in that tower!

Music: Mission sting.

Leo gallantly draws his baton like a knight drawing a sword.

35. LEO (ON)
We've got a mission!

The baton lights up.

36. Leo

We need to find the tower key and rescue the Good Knight!
37. quincy
Hooray!
(a cheer of excitement and encouragement) 
38. june
Alright!

39. annie
Yay!

40. Leo

(to cam)

Will you help us rescue the Good Knight?

(a beat)

Great!  To Rocket!

The team slides down the slide to Rocket.  

41. Team

(sings)

We've got a mission...
Rocket lowers his stairs.  The team rushes on board.  Leo pokes his head out of Rocket after everyone has boarded and waves to camera.

INT. ROCKET -- CONT'D

Annie, Quincy, and June are in their seats for blastoff.  Leo crosses to his seat.

42. leo

Buckle your seatbelts.

43. annie/june/quincy

Seatbelts buckled!
44. Leo 

We're going to need a lotta power to blast off!  Put your hands on your lap and pat with us to the beat.
(“lotta” – ‘large amount’) 
("blast off" – commence flying on Rocket)

(“beat” – rhythm of the music) 
Leo puts his hands in his lap and starts to pat the beat.

45. leo 

Pat, pat, pat, pat, pat, pat, pat, pat!  Now raise both arms and say, ‘blast off!’

46. TEAM (ON)

Blast off!

01:05:12
INT. Rocket hangar

47. JuNE (OS)
Hold on tight 'cause here we go!
(“Hold…tight” – to have a firm grasp on their seats as Rocket commences flight) 
48. TeaM (OS)
Whoa!
Int. RockeT

The team watches Rocket zoom through the sky through the front window.

EXT. Rocket HaNGAR--Day

Rocket blasts off into the sky.

Music:  Peer Gynt Suite No. 1 "Morning Mood"

49. Leo (OS)
Great flying, Rocket!  Now, let's go save the Good Knight!
Ext. in the clouds

Rocket surges ahead with a burst of speed.

50. annie (OS)
I hear him!

Int. Rocket-- cont'd

The team members are all looking out different windows to try to find the Good Knight.

51. annie (ON)
I hear the Good Knight!

EXT. MedievaL CASTLE

52. QUINCY (OS)
Whoa!
53.  LEO

Ooh!  Do you see the Good Knight?

Close-up on the tallest tower with no sign of Good Knight.  Then, Good knight pops his head up so we see him through the window.  

54.    leo

     Yeah, there he is!
Ext. Medieval Castle--cont'd

Rocket swoops down near the castle.

55. quincy 

      (calls out)

Hello, Good Knight!

The Good Knight waves back.

Note: the Good Knight should be voiced with a solo trumpet.  The Bad Knight's voice should sound like a cello.

EXT. Rocket in the Clouds

On team

56.    junE (ON)
Look!  He sees us!  He's waving!
(“waving” – waving one’s hand as a greeting) 
57.     LEO (ON)
            (to cam)

Come on, let's wave back. Wave to the Good Knight.

On team

58.   LEO 

Don't worry, Good Knight!  We're here to rescue you!
01:06:09
INT. Rocket-- CONT'D

59. anniE

But we can't rescue him yet.  Remember?  

Annie pushes a button which makes Rocket's monitor turn on.  On it is a picture from the banner of the Bad Knight locking the Good Knight in the tower with the oversized tower key.

60. juNE

Annie is right. The Bad Knight took the Tower Key and threw it away.

61. QuINCY (ON)
How are we going to find it?

Ext. MedieVAL CASTLE-- cont'D

On the Good Knight gesturing, repeatedly putting his hand to his ear and striking a listening pose.

62. LEO (Os)
Look, the Good Knight is trying to tell us something.

63. QuINCY (OS)
He's telling us to listen so we can find the Tower Key!

Ext. Rocket at castle - daY

Rocket puts out his scope.

Int. Rocket - daY

On Quincy

64. QuinCY (ON)
         (to cam)

Remember, the Tower Key Song sounds like this... 

The tower key song plays on the monitor.

65. Quincy

          (to cam)

  Let's listen for it.
The monitor pans to the fairgrounds. We hear the tower key song.

On Quincy listening, taking his hand down as music fades.

66. QUINCY

(to cam)

Does that sound like the Tower Key song?

(beat)

Yes, I can hear it! The Tower Key is at the Royal Fair! Good listening!
(“Good listening” – praising the viewer for recognizing the music) 
67. LEO

(pushing the steering wheel forward)

Go, Rocket, go! 
68. leo (OS)
Let's get that key so we can rescue the Good Knight!
01:07:35
Ext. Medieval tournament grounds

Rocket flies through the sky before coming to a medieval jousting tournament/ fairgrounds.

Music: "Morning Mood" played by the entire orchestra

69. June (OS)
I can hear it! We're getting closer! 

Int. Rocket-- conT'D

On June with the medieval tournament grounds visible through a window just behind her.  As the picture pans the Tower Key comes into view.

70. JUNE (ON)
     (to cam)

Can you find the Tower Key?

Int. Rocket-- conT'D

On Annie with the medieval tournament grounds visible through a window just behind her.  The Tower Key in view.

71. AnnIE

     (to cam)

  Oh yeah!  There it is!

Ext. tournament grounds-- CONT'D

72. Leo 

Hurry Rocket!  We need to get that Tower Key!

Ext. tournament grounds-- CONT'D

Rocket swoops down close to the ground.

Music: Bad Knight sting

73. JunE (OS)
Uh-oh.  I think someone doesn't want us to get the key.  It's...

The Bad Knight rides into frame.  He is holding a lance with a big ball on the tip.

74. Team (OS)
…The Bad Knight!
The Bad Knight rides his galloping cello/horse alongside Rocket towards the tower key.  He looks over at Rocket like a drag racer challenging another driver to a race.

75. QuINCY (OS)
I cannot believe it!  He's trying to get the Tower Key before we do!

The Bad Knight edges into the lead.

76. AnnIE (OS)
It's a race!
77. Leo 

Rocket, we need you to ride fast like a horse.  We have to get the Tower Key before the Bad Knight!
(“ride…horse” – ‘move as quickly as the horse that the Bad Knight is riding on’) 
Rocket surges forward.

Rocket galloping like a horse in pursuit of the tower key.  The Bad Knight, however, remains in the lead.

78. QuINCY 

But the Bad Knight is still too fast!

Int. ROCKET--Day

79. June (ON)
    (to cam)

I know how we can help Rocket ride faster!  We can pat the beat like this...
(“pat…beat” – pat one’s hands on their lap to the rhythm of the music) 
Alternating hands, June pats the beat on her lap.

SFX: alternating hands patting the beat (as if trying to sound like galloping horse hoofs).

80. June

(to cam)

Can you pat the beat like me?

(a beat)

Yeah!

Galloping like a horse to the beat, Rocket starts to make up ground on Bad Knight.

SFX: June patting the beat, alternating hands.

81. June (OS)
Keep patting!  We're catching up!
(“Keep” – ‘continue’)

(“catching up” – approaching the Bad Knight) 
Music: the tempo of the music is getting faster and faster.

Int. Rocket-- conT'D

On June patting the beat.

82. June (ON)
    (to cam)

  Pat louder!

(patting louder)

  Louder!!

EXT. Tournament Grounds--Day 

Galloping like a horse to the beat, Rocket starts to make up ground on Bad Knight.

SFX: June patting the beat, alternating hands.

Music: the tempo of the music is getting faster and faster.

83. AnniE 

We're getting closer to the tower key!

84. QuinCY 

Bad Knight is winning. Rocket is winning! Bad Knight is winning...

SFX: louder patting sounds.

85. QUINCY

...who's going to get there first?  It's...
(“get there” – ‘arrive at the Tower Key) 
With a final burst of speed, Rocket reaches the key first and snatches it with his grab nabber.  

86. TEAM

Rocket!
87. QUINCY 

Hooray! We got the key!
01:09:11
INT. ROCKET-- CONT'D

88. leo (ON)
Whoo-hoo!
(a cheer of excitement) 
89. annie (ON)
Yay!

90. quincy (ON)
I cannot believe it!

On June

91. JunE (ON)
(to cam)

That was perfect patting!

EXT. TOURNAMENT grounds--cont'd

The Bad Knight, who also stretches his lance to get the tower key, comes up empty handed.

The Bad Knight can't stop and barrels out of frame.

92. Quincy (OS)
And look! The Bad Knight can't stop! He's going to hit that haystack! Look out, Bad Knight!
(“hit” – crash into) 

(“Look out” – a warning of oncoming danger; ‘be careful’)
The Bad Knight crashes into a giant haystack.

93. Quincy 

Oops. 
(word used when one makes a mistake or blunder)
Rocket lands next to a new haystack.

01:09:30
INT. ROCKET--Day

Rocket retracts the key.  A compartment opens inside Rocket and the key pops up.  Leo picks it up and as he does, the key glimmers and plays its song.

Music: the tower key song.

94. leo
Ooh!
95. annie
Cool Key.

Music: Bad Knight sting (O.S)

EXT. Tournament grounds--day

The Bad Knight is getting out of the haystack and riding towards the team.

96. QuINCY

Uh-oh!  Listen to that, guys!  The Bad Knight still wants that Tower Key.  Here he comes!
INT. ROCKET--DAY

On Leo

97. Leo

Well, we can't let him get it.  We need it to rescue the Good Knight! 

Music: blastoff reprise

98. LEO

Buckle your seatbelts.  

He <clicks> his chest belt.

On the 4, as they click their seatbelts.

99. ANNIE/QUINCY (ON) /JUNE

Seatbelts buckled!

100. LEO

We're going to need a lot of power to blast off. Put your hands on your lap and pat with us to the beat. Pat, Pat, Pat, Pat, Pat, Pat, Pat, Pat.  Now raise both arms and say "Blast off!"

On the team raising their arms.

101. TEAM

Blast off!

01:10:34
Ext. TOURNament grounds

Rocket blasts off into the air over a haystack just split second before Bad Knight reaches him.

The Bad Knight crashes into the new haystack.

On the Bad Knight covered in hay.  Exasperated, he shakes his head to get some of it off.

102. AnnIE (OS)
<giggles>  See you later, Bad Knight.
(“See…later” – a farewell) 
Ext. MEDIEVAL CASTLE-- CONT'D

Rocket soars through the clouds towards the castle.

Music: Good Knight sting.

103. qUINCY (os)
There's the castle and the Good Knight.

104. JUNE (os)
We're back, Good Knight.
(“We’re back” – ‘We have returned’) 
The Good Knight waves to the team.

Int. Rocket-- cont'D

Leo holds up the key.  

105. LeO

    We got the Tower Key!
The Knight does a few celebratory bounces in his tower cell.

Ext. MedIEVAL CASTLE

Rocket flies around the castle looking at the moat that surrounds the castle.  

106. leo (os)
We have to find a way inside the castle so we can rescue the Good Knight.
(“find…castle” – ‘discover a means to enter the castle’) 
107. june

But there's a moat that goes all the way around the castle.
(refers to a moat that completely surrounds the outside perimeter of the castle) 
108. Annie

And it's filled with murky, mucky moat water!  Ew.
(“Ew” – exclamation of disgust)
INT. Rocket

On team

109. June (ON)
We need a plan to get inside.

On Quincy as he points.

110. quINCY (ON)
Hey, there's a drawbridge!  

EXT. MediEVAL CASTLE

The drawbridge is now open.  Rocket lands next to the castle.

111. QUINCY (OS)
That must be the way into the castle!

The team runs to the drawbridge.  But just as they're about to cross over into the castle-- WHAM!  The drawbridge shuts.

112. LEO (ON)
Uh-oh.  What do we do now?

The team looks up towards to the tower.

On the Good Knight looking at us from behind the locked door.

113. June (OS)
It's the Good Knight!

On the Good Knight.

114. June 

He's singing to us!

115. Leo (OS)
The Good Knight is telling us how to open the drawbridge!  We have to sing to make the drawbridge open!
On team

116. QuINCY (ON)
Annie, you're great at making up songs!  Can you sing something to open the drawbridge?
(“you’re…songs” – meaning Annie has a talent for inventing songs) 
117.  AnnIE (ON)
Sure I can!

       (to cam)

But I'm going to need your help.  When I say "open," I need you to stretch your fingers really wide-- like this.

Annie demonstrates stretching her palms and fingers as she describes it.  (NOTE: She models this move each time she sings the word "open.")

118. Annie

    (to cam)

Great!

119. ANNIE

     (sings)

Drawbridge please open.  Yes drawbridge please open.  Yes drawbridge please open so we can come in.
The drawbridge opens slightly.

120. AnnIE 

    (to cam)

It's working!  Keep opening your fingers when I say "open!"

121. ANNIE 

(sings)

Drawbridge please open.  Yes drawbridge please open.  Yes drawbridge please open so we can come in.
The drawbridge opens all the way.

122. leo (ON)
Hooray!
(a cheer of excitement) 
On the team congratulating Annie.

123. jUNE (ON)
Terrific singing, Annie!

124. qUINCY

We knew you could do it!

Music: Bad Knight sting

125. LeO

    (to cam)

Uh-oh.  Who does that sound like?

(a beat)

You're right!  It's...

On the Bad Knight riding his cello towards the castle.

126. Leo 

…The Bad Knight!

CUT TO a wide shot of the team and the Bad Knight.  Leo is now holding the tower key.

127. Leo

And he wants the tower key!

Leo, Annie, Quincy, and June run across the drawbridge and into the castle with the tower key.

EXT. The medieval castle

On the team standing safely above the drawbridge.

128. AnnIE

(to cam)

Quick, let's make up a song to close the drawbridge so that Bad Knight can't follow us.  When I say "close," shut your fingers tight-- like this...
(“make up” – invent)
Annie demonstrates making tight fists as she explains.

129. AnnIE

    (to cam)

Ready?

(sings)

Drawbridge please close.  Oh yes drawbridge please close.  Oh yes drawbridge…

130. annie (OS)

(sings)
…please close so Bad Knight can't come in.
Close-up on the drawbridge lifting slightly.

Ext. The castle-- cont'd

WIDESHOT.  We see the last bit of the drawbridge close, as Bad Knight rides straight into the moat. 

SFX:  Splash!!

131. june
Hooray!

132. quincy
Yay!

133. leo
Whoo-hoo!

134. AnnIE (ON)
Ew. 
135. AnnIE (Os)

He fell into the murky, mucky moat water!
Leo is holding the oversized tower key.

136. leo

 Phew, that was close.
(“Phew” – exclamation of relief) 

(“that…close” – meaning the Bad Knight almost entered the castle) 
The key glimmers and plays its song.

Music: tower key song.

137. Leo

(to cam)

Now let's hurry to the tower so we can save the Good Knight!

On June

138. June

He's depending on us!

139. QuINCY

Let's do it!

The team charges off with the key.

01:14:16
Int. castle-- the great hall

The team enters the castle's great hall.  The floor of the room is tiled like a checkerboard with yellow and blue squares.  (note: the floor could also be the painting "Chessboard With Flower Border" by Giovanni Battista Sassi).  The team stops at the edge of the checkered flooring.

140. AnnIE (ON)
Whoa!  What a big room!

141. June

It's palatial!

The squares suddenly move up and down and play music.  The blue squares sound like clarinets.  The yellow squares sound like violins.

Music: Squares theme (riff approximately 5-7 seconds) 

142. QuinCY

Well, what are we waiting for?  Let's keep going!
(“what…for” – inquiring why they are not progressing forward)
Leo puts out his arm to stop Quincy.

143. Leo

No, wait Quincy!  There's something strange about this floor.  I think it might be... booby trapped!
(“bobby trapped” – a secret trap that is triggered when an unsuspecting person touches it) 
144. june/annie/quincy
<gasp>  Booby trapped!?

145. LeO

Booby trapped.

146. June

But we don't know which squares are safe and which ones aren't!

Music: Good Knight sting

On the team turning to see the Good Knight visible through a castle window.

147. AnnIE

Look, look, look!  It's the Good Knight!

EXT. CasTLE-- AT THE TOWER WINdow

On the Good Knight as he picks up a violin and starts playing.

148. leo (OS)
And he's playing a violin.

Music: Squares theme played on a violin.  

INT. CASTLE-- THE GREAT HALL-- CONT'D

149. quINCY

(a gradual realization)

I know... he's telling us to walk on the squares that sound like a violin!

150. june
Yes!

151. leo (ON)
Good thinking, Quincy!
(praising Quincy for realizing this) 
The violin playing stops.  Quincy steps forward from the group and walks over to the edge of the checker-board.

152. QuinCY

(to cam)

Let's listen to this square...

A yellow square highlights and plays violin music.

Music: a violin playing the squares theme (music fades out for the question and then up again at the right answer moment.)

153. Quincy

(to cam)

Does that sound like a violin?

(a beat)

Yeah, it does!  

An image of a violin slowly appears above the yellow square.  

154. QUINCY

We found a violin square on our first try! So that means this square--

Quincy tentatively steps out onto the yellow square.  

Music: violin playing squares theme.

155. QuincY

--is safe! Phew!  

(to cam)

Let's listen to find another violin square.
(he looks, points--)

Let's try that square.

He points to a blue square. It highlights and plays flute music. (It fades out for Quincy's question and then fades up again after he says "no.")

156. QuINCY

(to cam)

Does that sound like a violin?

After a beat, a picture of a flute slowly appears above the blue square.

157. QUINCY

(a beat)

No, that's not a violin. That sounds like a flute. 

The flute picture slowly fades away and the music fades out. Quincy thinks, then points to a yellow square.

158. QUINCY

Well what about that square?

The yellow square highlights and plays violin music. (Music fades out for the question and then up again at the right answer moment.)

159. Quincy

(to cam)

Does that sound like a violin?

(a beat)

Yeah, it does! 

A picture of a violin slowly appears above the yellow square.

160. QUINCY

So that means this square is--

Quincy leaps to the yellow square.

161. QUINCY

Safe!

162. Annie

Yay, Quincy!

163. june
Way to go! 
(a praising phrase) 
164. leo
Yes!

165. QUINCY

(to cam)

We're almost to the other side of the room. Let's keep listening!

He points to a blue square which highlights and plays trombone.

166. QUINCY

(to cam)

Does that sound like a violin?

(a beat)

No-- 

The trombone appears above the square and we hear the trombone music.

167. QUINCY

That's a trombone. 

(pointing)

How about that square? 

The yellow square highlights and plays cello music.

168. QUINCY

(to cam)

Does that sound like a violin?

(beat)

Nope. It's a cello. 

The cello floats above the square, playing its music.

169. QUINCY

         (to cam)

That was a tricky one.

(pointing to another square)

How about that square?
(“That…one” – refers to a cello having a similar sound to a violin) 
The yellow square highlights and plays violin music.

170. QUINCY

  (to cam)

Does that sound like a violin?

(a beat)

Yes! That sounds like a violin!

The violin floats above the square. Quincy leaps to the square and steps off the checkerboard on the other side.

171. QUINCY

    (to cam)

We made it! 
(meaning he successfully traveled across the floor) 
172. leo

All right!

173. june
Yes, Quincy! 

174. annie
That was great!

175. QUINCY

(waving them on)

C'mon, guys! Hop on the violin squares!

Leo leads the rest of the team as they hop across the same squares that Quincy did (they stay highlighted until they're across). We hear brief snippets of their music as they go.

176. annie
Yay!
177. leo
We made it!

178. Quincy 

(to cam)
Thanks for helping me find the violin squares.

Music: Bad Knight sting.

179. JUNE

    (to cam)

Uh-oh.  Who does that sound like?

After a beat, the Bad Knight rides on his cello into the great hall.

180. junE

         (to cam)

You're right!  It's the Bad Knight!

Leo is holding the tower key.

181. Leo

He's still trying to get the tower key!

182. QUINCY

He's coming closer--

The bad knight gallops towards the chess board floor and rides onto a yellow square.

183. anniE

But look-- he's not listening for the music of the squares!

On Bad Knight riding on his cello on a yellow square.

184. june (OS)
If he doesn't watch out, he's going to step on a square that's--
(“watch out” – ‘be careful’) 
185. Team (OS)
Booby trapped!
On the Bad Knight as he rides onto a Blue Square.

The blue square that the Bad Knight is standing on ejects him into the air and out of frame.

SFX: Boing!

Cut TO:

01:18:16
ext. The castle-- cont'D

The Bad Knight flies up out of the castle and into the moat.

SFX: splash!

186. Annie (OS)
He landed in the murky, mucky moat again!!  Ew.

187. Team

<laughs>

EXT. Castle-- THE GREAT HALL-- coNT'D

The team watches the Bad Knight in the moat through the Great Hall window.

188. Leo

Come on.  Now's our chance! 
(meaning this is their best opportunity to rescue the Good Knight) 
EXT. Castle-- THE GREAT HALL-- cont'd

With the team still huddled around the window,  Leo steps away, holding the oversized tower key.

189. LeO

Let's hurry and rescue the Good Knight from the tower!

190. annie (ON)
Yeah!

191. june (ON)
Definitely!

192. quincy
Charge!
(a command to move forward) 
June leads the charge further into the castle.

Music: Peer Gynt Suite No. 1 "In the Hall of the Mountain King"   

Int. Castle-- corridor-- cont'd

June leads the team to the interior courtyard.  In the courtyard, they can see the tower straight ahead. 

193.  AnniE

Look, look, look!  I see the tower!

Ext. Castle-- at the tower

The team enters the courtyard and sees the Good Knight locked at the top of the tower.

194. quINCY

And there's the Good Knight!

The Good Knight waves to the team.

195. leo

(calls out)

We're coming, Good Knight!

The team charges up a giant staircase that leads to a small landing at the top of the tower.

The team hurries forward with the key.  The large tower key glimmers and plays its song as Leo carefully brings it to the giant lock.

Music: tower key song; rousing section between :45 to 2:01 (the music should crescendo and diminuendo as indicated).

Just as Leo puts the key in the lock, the tower key's music starts to get quieter and quieter.  As it does, the key gets smaller and smaller-- to the point where it becomes way too small for the lock.

196. june (OS)
Oh no!  The key doesn't fit in the lock anymore!

197. leo

Someone is making the key's music softer-- diminuendo!

(to cam)

Do you see who's conducting the diminuendo?
(“softer” – more quiet) 

(“diminuendo” – in music, more quiet) 
Just as Leo finishes the question, the Bad Knight rides up to the top of the stairs and onto the landing.  The Bad Knight is waving both hands lower and lower-- conducting diminuendo.  After a beat, Leo turns and spots the Bad Knight.  His sting plays.

198. Leo

(to cam)

You're right!  It's the Bad Knight!!

As the music gets progressively softer, the key not only shrinks but is now also floating through the air.  It floats towards the Bad Knight.

199. AnnIE

Uh-oh!

200. QuINCY

What are we going to do?

201. Leo

I know what to do!

Leo whips out his baton like a knight drawing his sword.

202. Leo

I can conduct to make the music louder again-- crescendo!
(“crescendo” – in music, more loud) 
203. annie
Hooray!

204. quincy
Yay Leo!

205. june (ON)
You can do it!

Close on Leo.

206. Leo

(to cam)

I'm going to need your help.  Will you conduct the music to crescendo with me? 

(a beat)

Great!

Leo holds out both hands, one of which has the baton. 

207. Leo

(to cam)

Put your hands out and lift them slowly...

Starting down low, Leo lifts his hands higher and higher.

208. Leo

(to cam)

Now say "crescendo!"

(a beat)

Crescendo!

The tower key music suddenly gets louder.  As it does the key grows and reverses course.  It's now floating towards Leo.

209. LEO

(to cam)

It's working!
The Bad Knight conducts diminuendo.  The music gets softer. The key grows smaller and starts floating back towards the Bad Knight.

210. Leo

(to cam)

But the Bad Knight is still conducting a diminuendo.  We need to lift our hands even higher and say "Crescendo!"

As he gives instructions, Leo repeats the slow, sweeping crescendo gesture from before. 

211. Leo

Crescendo!

The key reverses course, gets bigger, and floats back towards Leo.  The Bad Knight retaliates by conducting a diminuendo.  The key changes again and is moving perilously close to the Bad Knight.

212. LEO

    (to cam)

We can't let him get the key!

Leo repeats the crescendo gesture, but this time he starts even lower and raises them as high as he can!

213. Leo

(to cam)

Say Crescendo!

(a beat)

Crescendo!

Just as the key is about to reach the Bad Knight's hands, the music has a dramatic crescendo.  The key grows rapidly and zooms all the way to the door and turns the lock.

Music: The tower key song-- loud and with gusto.

214. quincy
Yay, Leo!

215. june
You did it!

216. annie
Whoo-hoo!

The door swings open and out comes the Good Knight.

217. Leo

You're free, Good Knight!

The Good Knight bounces up and down in celebration.

218. Team

<laughs>

219. AnnIE

Good Knight, you're funny.

220. Leo

And look!

The group parts to reveal the Bad Knight engulfed in musical sparkles.

221. Leo (OS)
Something is happening to the Bad Knight.

222. June (OS)
He's changing!
(meaning the Bad Knight is transforming into a Good Knight) 
On the Bad Knight as the sparkles start to dissipate, slowly revealing he's changed colors for red to silver.

223. AnnIE (OS)
He's not a Bad Knight anymore.  He's... a Good Knight!!

224. QuINCY (OS)
We broke the spell!
(meaning they reversed the bad spell) 
On team

225. leo (ON)
Wow!

226. june (ON)
Amazing!

227. quincy (ON)
I cannot believe it!
the knights express their gratitude.
228. AnnIE (ON)
You're welcome, Good Knight.

229. QuINCY

You're welcome, other Good Knight.

230. TEAM

<laughs>
Suddenly herald's trumpets pop out from all corners of the castle and play a fanfare.

SFX: a multiple trumpet fanfare

231. leo 

Mission completion!

(“Mission completion” - meaning they have successfully completed their mission)
Leo holds up his baton.

01:22:02
232. Leo

(to cam)

It's time for the curtain call!

 the curtain opens on our cast.

233. LEO

(to cam)

Let's clap for our team.  Clap with us!  Let's clap for Annie, Quincy, June…

The team's all bowing and waving.  They now all gesture to Leo.

234. Annie/quincy/ june

Leo.

He bows.  They all gesture up.

235. Team

Rocket!

Rocket flies in from above and does a little move.  The team all <claps>.  Rocket zips back up and out.

236. June 

Let's clap for the art.  
237. june (OS)
Clap for Chessboard With Flower Border by Giovanni Battista Sassi and the Bayou Tapestry.

238. LEO 

And now, the moment you've all been waiting for.  Let's clap really, really hard for the special music we heard today.

("moment…for" – meaning the moment that the audience has been eagerly awaiting)
Music: "Morning Mood" played by a French Horn.

The Score animates as the theme is played.

239. LEO (OS)
"Peer Gynt Suite Number One by Edvard Grieg! 

240. TEAM (OS)
Yay Grieg!

241. JUNE (ON)  

(to cam)

You helped a lot today.

242. Quincy 

(clapping to cam)

Give yourself a hand.  Go on, clap for yourself!

(“Give…hand” – ‘applaud for yourself’) 
The team all claps for us as the curtain falls.

243. june

Brava!  Bravo!

244. quincy

You rock!

(slang meaning ‘you are amazing’)
245. ANNIE 

Yay, for you.

246. LEO (ON)

(waving)

See you on the next mission!

(“See you” – ‘We will see you’)
The curtain falls.  After a beat, the Good Knight bops onto the stage and bounces up and down.

247. Team (OS)
<giggle>
FADE OUT.
END OF episode
END CREDITS

01:24:00

DISNEY’S LITTLE EINSTEINS

GLOSSARY OF DEFINITIONS

Ahh

interjection used to express hesitancy or uncertainty 

Ain’t

colloquialism for: ‘are not’, ‘is not’, ‘am not’, ‘have not’, ‘has not’

All of a sudden
colloquialism for 'suddenly'

All right
okay, agreeable

Aren’t

are not

Around
colloquialism for 'nearby’; ‘in the vicinity'

Aw

used to express sentiment or regret

Baby/Babe
used as a term of endearment

Big deal 
slang for 'something really important' or, as an exclamation, 'what does it matter'

Blow; Blow it
colloquialism for 'To fail at something’, ‘Blunder'

‘bout

about

Boy

slang exclamation of wonder, surprise, pleasure, exasperation, etc.
Buckle your seatbelt
instruction to attach a vehicle’s safety harness around the passenger
Buddy

slang for 'friend’ - also used as a term of address

Butt

buttocks

Bye

goodbye

By the way
colloquialism that denotes additional or different information that is being given

Can’t

cannot

Can't believe
colloquialism for 'am shocked’ or ‘amazed'

‘cause

because

Check it/Check it out
meaning ‘look at that’ or ‘this’; also used to preface an important statement

Come on / C’mon
let us go; an exclamation of mild disdain or contempt; also slang for 'you are 



wrong' or an idiomatic expression used to coax or persuade.

Cool

slang for excellent or exciting; stylish and sophisticated; safe or well; showing 



agreement


Couldn’t
could not
‘Course
of course
Curtain call
the appearance of actors at the end of a performance, to receive applause from the 



audience

Dad / Daddy
dad, father

Didn’t

did not

Doesn’t
does not

Don’t 

do not

Drive crazy / Drive nuts
to annoy, irritate

Dude

slang term of address, usually for a male

'Em

them

Find out
discover

Forget it
Slang for 'No’, ‘It is not possible’, ‘It does not matter'

Gee / Geez
Slang for 'Wow’
Gimme
colloquialism meaning ‘give to me’

Give a hand
assist, help

Gonna

colloquialism meaning ‘going to’

Gotcha
slang for 'I understand you' or 'I fooled you'

Gotta

have to

Guy(s)
a man, oftentimes used to refer to persons of either sex

Hang around / Hang out
slang for 'spend time with’
Hang up
to abruptly end a telephone connection, usually without saying goodbye and to express 



anger
He’d

he would

He’s

‘he is’ or ‘he has’
Hey

word used as a greeting, ‘hello’, or used as a means of getting someone’s attention

Hi

hello
High five
a congratulatory slapping of hands
Honey
/Hon
term of endearment

How about/How ‘bout 
idiomatic expression used to ask for an opinion, action, decision or explanation

How come 
why

How is it going?
a slang greeting used to inquire about someone’s health or well-being

How you doing? 
a slang greeting used to inquire about someone’s health or well-being

Huh

interjection used to express uncertainty or, when used at end of sentence, it is usually 



a request for acknowledgement or validation

I bet/I’ll bet
‘I am certain’

I’d

‘I would’ or ‘I had’

I guess
colloquialism meaning ‘I suppose’
I’ll

I will

I’m

I am

Isn't

Is not

It’ll

it will

It’s 

it is

I’ve

I have

Kidding
teasing, joking

Kids

slang for children or adolescents; also used as a slang term of address

Kinda

colloquialism meaning ‘kind of’ or ‘in a way’

Let’s

let us

Like

often used as superfluous slang and interjection of doubt, or a modifier meaning ‘sort 



of like’, ‘similar to’, ‘somewhat’

Look

colloquialism for 'listen'

Look forward to
happily anticipate
Make sure
ensure

Man

A casual nickname or a slang exclamation of surprise, frustration, etc.
Mm-hmm
‘yes’; or used to express agreement
Mom / Mommy
mother

Must've
must have

Nah

no

Never mind
‘It is not important’; ‘forget what I just said’

No way
an emphatic ‘no’

Nope

no

Of course
certainly, nevertheless, however 
Oh / Ooh
word used to show contemplation of thought or as acknowledgement of 



understanding

Okay 

a slang expression used to convey approval, or sometimes to preface one's 



remarks; feeling well or agreeable
On the other hand
expression used to compare one thing to its opposite

Oughta
ought to

Outta

out of

Ow

expression of pain

Pal

slang for 'friend’ - sometimes used as a term of address for stranger

Phone 
telephone
Really

used to question someone’s honesty or seriousness; used to express surprise

Right away
immediately
Screw up
slang for 'ruin’ or ‘err'
See ya

a slang farewell
She’ll

she will

She’s

‘she is’ or ‘she has’
Shh

sound used to quiet someone

Should've
should have

Shut up
slang for 'be quiet'

So long
slang for 'good-bye'

So what
slang for 'What does it matter'

Sort of
colloquialism for 'somewhat'
Take it easy
colloquialism for 'rest’ or ‘relax'

Talk someone into doing
idiom meaning 'Persuade someone to do'

Talk someone out of
idiom meaning 'Persuade someone against'

Thanks
thank you

That’s

that is

There’ll
there will

There’s
there is / there has

They’d 
they would

They’re
they are
Till/’til
until

To Rocket
Leo’s instruction for the team to board Rocket for a journey
Totally
colloquialism used as an intensifier
TV

abbreviation for 'television'
Uh

word used to show contemplation of thought

Uh-huh
yes

Uhm / Um
word used to show contemplation of thought

Uh-un

no

Wanna
want to

Wasn’t
was not

We’d

we would

We’ll

we will

Well

word used to show contemplation of thought

We’re

we are

Weren’t
were not

We’ve

we have

What’d
what did

What’s
what is

What's going on
idiomatic expression for 'What is happening'; a slang greeting used to inquire about 



someone’s health or well-being

What's up
idiomatic expression for 'What is happening'; a slang greeting used to inquire about 


someone’s health or well-being

Where’s
where is

Whoa

an exclamation of surprise or amazement, or an interjection of hesitation
Whole

entire

Why don’t
phrase used to preface a suggestion, idea or order

Won’t

will not

Wouldn’t
would not

Would’ve
would have

Wow

used to express surprise or shock

Ya

you

Yay

a cheer of excitement

Yeah / Yep / Yup
slang for ‘yes’
Yo

a slang greeting or exclamation
You’re welcome
traditional response to ‘thank you’ 
You bet
slang for 'certainly’ or ‘yes'

You’d

you would

You Know/Y’know
a phrased pause or an invitation for confirmation or approval

You know what
phrase used to preface a new thought or idea

You’ll

you will

You’re
you are

You’ve
you have

