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Logline

The Mars Games is a multi-phase streamed science competition that selects

Earth's elite civilian candidates for symbolic Mars pioneer status, blending Beast

Games' viral spectacle, The Martian's scientific grit, Interstellar's human depth,

and Hunger Games' survivalist intensity.

Tagline & Historical Context

"Hazardous Journey. Eternal Legacy."

Inspired by the Shackleton expedition recruitment ad (c. 1912): "Men wanted for

hazardous journey. Low wages, bitter cold, long hours of complete darkness. Safe

return doubtful. Honour and recognition in event of success." The Mars Games

adapts this ethos for a new frontier — the call to Mars is humanity's next great

Shackleton moment.

Series Overview
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Tone & Identity

The Mars Games is not a game show. It is a proving ground for humanity's next

chapter. The tone is aspirational but unflinching: real danger, real science, real

consequences. Contestants are not "players" — they are candidates. Eliminations

are not votes — they are mission decisions. The show celebrates human

ingenuity and scientific excellence — showcasing how extraordinary these

professionals are and how remarkable the science behind Mars exploration truly

is. The emotional register draws from Interstellar's human weight, The Martian's

problem-solving grit, and Beast Games' scale and spectacle.

One-Page Summary

One hundred of Earth's most capable professionals — scientists, engineers,

pilots, medics — enter a grueling multi-phase competition set in real Mars analog

environments. Over 12 weeks, they face astronautic challenges designed to test

every dimension of Mars readiness: physical endurance, technical ingenuity,

teamwork under pressure, high-stakes decision-making, and psychological

resilience.

The competition unfolds across three phases, each named after Mars geography:

Gale Crater (individual trials), Valles Marineris (team-based colony simulations),

and Utopia Planitia (a 45–90 day sealed-habitat finale). Challenges are grounded

in real Mars science: EVA simulations in 40-lb spacesuits, oxygen scrubber

repairs during dust storms, hydroponics yield optimization, comms-blackout

navigation, and cascading system failures that test the limits of human problem-

solving.

The winning team earns the title "Earth's Mars Pioneers," a $5M prize, and entry

into SpaceX's real-world training pipeline. The show fills the cultural vacuum left

by SpaceX's 5–7 year Mars mission delay, keeping colonization alive in the public

imagination while identifying genuine talent for future missions. Beyond

entertainment, The Mars Games is an educational platform — making Mars

science accessible and inspiring the next generation of explorers and engineers.

Core Design Principle: Self-Containment

Every challenge reflects the reality that when the supply ships from Earth stop,

the colony must survive independently. No challenge assumes resupply.

Resources are fixed. Solutions must be improvised from what's available. This is

the show's DNA — a survival proving ground, not a game show.
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Series Format

Series Structure

Element Detail

Total Duration 12 weeks of competition

Episode Count 10–14 episodes (varies by phase)

Episode Runtime 45–60 minutes per episode

Supplementary

Content
Mini-docs, behind-the-scenes clips, live Q&As

Distribution Model
Weekly polished episodes + real-time social platform

engagement

Episode Structure

2
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Phase Breakdown

Three-Phase Competition Arc

Phase Name Duration Candidates Episodes

Phase

1
Gale Crater / The Crucible Weeks 1–3

30–100

individuals
3–4

Phase

2

Valles Marineris / The

Colony Forge
Weeks 4–8

6 teams of 4

(24)
4–6

Phase

3

Utopia Planitia / The Red

Horizon

Weeks 9–

12
2 teams (8) 3–4

Episode Arc Within Each Phase

Each episode follows a consistent rhythm: Briefing (mission parameters

revealed) → Preparation (candidates strategize with limited resources) →

Execution (the challenge itself, filmed in real-time with multiple camera angles)

→ Debrief (judges assess performance, scores calculated) → Elimination

(candidates removed or teams dissolved based on cumulative performance).

Intercut throughout: personal backstory segments showcasing each candidate's

expertise and achievements, confessional interviews filmed inside habitat

modules, and real-time audience reaction segments via integrated social

platform.
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All challenges are built on five pillars: Endurance, Ingenuity Under Pressure,

Team Dynamics, High-Stakes Decision-Making, and Isolation Resilience. Each

challenge below is tagged to its primary pillar(s) and phase(s). Challenges are

designed to be visually spectacular — every task produces compelling television

while testing genuine Mars-readiness skills.

Phase 1: Gale Crater Challenges

Challenge 1.1: The Long Walk

ENDURANCE

Objective: Complete a 12-hour EVA traverse across MDRS desert terrain in a 40-lb

mock spacesuit — a punishing solo march through Mars-analog landscape filmed

with drone and helmet-cam footage.

Rules: Candidates carry a fixed water supply (2L) and a basic navigation kit. No

GPS. Route includes 3 mandatory waypoints that must be reached in sequence.

Suit integrity must be maintained — any breach (torn seal, cracked visor) results in

disqualification.

Scoring: Completion time (40%), physical condition at finish (30%), navigation

accuracy (20%), suit integrity (10%).

Safety: Medical team shadows each candidate at 200m distance. Emergency

extraction available via radio. Mandatory hydration checks every 2 hours.

Challenge Library

3
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Challenge 1.2: Oxygen Crisis

INGENUITY UNDER PRESSURE

Objective: Diagnose and repair a simulated oxygen system failure in a sealed

habitat module within 45 minutes — a ticking-clock pressure cooker filmed from

multiple angles as O2 levels visually count down on screen.

Rules: Candidates receive a toolkit with 15 items (only 6 are useful). The failure is

multi-stage: initial leak detection, root cause identification, and repair using

available materials. A countdown timer simulates declining O2 levels.

Scoring: Time to resolution (40%), correctness of diagnosis (30%), efficiency of

tool usage (20%), composure under pressure (10%, assessed by psychologist

observer).

Safety: Simulated only — no actual oxygen deprivation. Sealed room with normal

atmosphere. Timer is dramatic, not medical.

Challenge 1.3: 24-Hour Isolation

ISOLATION RESILIENCE

Objective: Spend 24 hours alone in a sealed habitat module with no external

communication, limited food, and a series of unexpected disruptions — a

psychological endurance test captured through time-lapse and confessional

footage.

Rules: Candidates log observations in a journal. At random intervals, system

disruptions occur (temperature drops, lighting failures, audio alarms). Candidates

must respond appropriately to each. Performance is assessed via cameras and

post-isolation psychological evaluation.

Scoring: Response quality to disruptions (40%), psychological stability (assessed

post-isolation, 30%), journal quality (20%), sleep management (10%).

Challenge 1.4: Cross-Skill Gauntlet

INGENUITY / ENDURANCE

Objective: Complete a timed rotation through 6 stations testing skills outside each

candidate's specialty — a fast-paced montage of specialists thrown into unfamiliar

territory: CPR, circuit repair, soil pH testing, fire containment, radio calibration, and

plant triage.

Rules: 8 minutes per station. Scored on a Gauss curve to avoid penalizing

specialists outside their domain. The goal is competence, not mastery.

Scoring: Aggregate percentile across all 6 stations. Top and bottom 10% flagged

for judges.
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Challenge 1.5: Solar Flare Drill

ENDURANCE / HIGH-STAKES DECISION-MAKING

Objective: Respond to an unannounced solar flare simulation during a routine EVA

— a dramatic scramble for shelter that forces real-time negotiation when the

shelter can't hold everyone.

Rules: If more candidates arrive than the shelter holds, they must negotiate who

stays outside (in a lower-grade shield) and who enters. Judges observe negotiation

dynamics, leadership emergence, and self-sacrifice vs. self-preservation.

Scoring: Response time (30%), negotiation behavior (40%, assessed by

psychologist panel), final shelter configuration efficiency (30%).

Phase 2: Valles Marineris Challenges

Challenge 2.1: Colony Startup

INGENUITY / TEAM DYNAMICS

Objective: Each team of 4 receives an unpowered habitat module and a crate of

components. They must build a functioning colony from scratch within 48 hours —

power, water recycling, air filtration, food prep, and communication — a

construction race filmed around the clock.

Rules: Teams choose their own division of labor. Resources are intentionally

insufficient — teams must prioritize and improvise. One component in each crate is

deliberately faulty.

Scoring: Systems operational at 48-hour mark (40%), resource efficiency (20%),

team coordination (assessed by cameras, 20%), identification and workaround of

faulty component (20%).

Safety: All components tested for safety. Engineers on-site. 24-hour work limits

enforced.
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Challenge 2.2: Dust Storm Survival

ENDURANCE / INGENUITY

Objective: Maintain life support systems through a 72-hour simulated Martian

dust storm that progressively degrades solar panels, clogs air filters, and reduces

visibility to zero — a slow-building crisis filmed as systems fail one by one.

Rules: Storm escalates in 3 phases (mild, severe, critical). Teams must adapt

power budgets, repair equipment, and ration supplies in real time. Comms with

"Mission Control" are delayed by 20 minutes (simulating Earth-Mars lag).

Scoring: Life support uptime (50%), resource remaining at end (20%), decision

quality during critical phase (30%).

Safety: No actual dust. Simulated via systems failures. Habitat integrity

maintained. Emergency power available.

Challenge 2.3: The Potato Farm

INGENUITY / ENDURANCE

Objective: Optimize a hydroponics system to produce maximum yield from a fixed

set of seeds, water, nutrients, and grow lights over a 2-week period — a slow-burn

science experiment with time-lapse footage of growth, yields weighed live on

camera.

Rules: Each team receives identical starting materials. They may experiment with

growing conditions (pH, light cycles, nutrient ratios). Yield is measured by weight at

the 2-week mark. Named after Mark Watney's potato farm in The Martian.

Scoring: Total yield by weight (50%), resource efficiency (water/nutrient usage per

gram, 30%), documentation of method (20%).

Challenge 2.4: Comms Blackout

TEAM DYNAMICS / ISOLATION RESILIENCE

Objective: Execute a complex multi-step mission with no real-time communication

with Mission Control — a 36-hour blackout where teams must interpret ambiguous

orders, resolve internal conflicts, and operate completely autonomously.

Rules: The briefing packet contains deliberate ambiguities. Teams must make

judgment calls without external validation. Internal conflicts must be resolved

without mediation. Cameras record all team dynamics.

Scoring: Mission objectives completed (40%), conflict resolution quality (30%),

autonomous decision-making (30%).
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Challenge 2.5: Medical Emergency

INGENUITY / HIGH-STAKES DECISION-MAKING

Objective: Respond to a simulated medical emergency (actor with realistic

prosthetics) while simultaneously managing a habitat system failure — a dual-crisis

scenario forcing impossible triage decisions on camera.

Rules: Both crises are solvable, but not simultaneously with a 4-person team.

Teams must allocate personnel, make triage decisions, and execute under time

pressure.

Scoring: Patient outcome (30%), system outcome (30%), triage decision quality

(assessed by medical and engineering panels, 40%).

Challenge 2.6: Audience Twist — The Sandstorm Vote

TEAM DYNAMICS / ENDURANCE

Objective: The audience votes to introduce a hazard to one team: 20% oxygen

reduction, halved water ration, or a surprise equipment failure. The targeted team

must adapt in real time — live-broadcast chaos as the audience shapes the game.

Rules: Voting opens 24 hours before the challenge on the show's social platform.

Results are revealed live. The targeted team has 30 minutes to prepare after the

reveal.

Scoring: Adaptation quality (50%), morale maintenance (30%), resource

management (20%).

Challenge 2.7: The Forge — Colony Infrastructure

Build

INGENUITY / ENDURANCE

Objective: Each team must design and construct a critical piece of colony

infrastructure — a water reclamation unit, a solar array, or a communications relay

— from raw materials within 72 hours. The finished systems are tested head-to-

head in a live stress test.

Rules: Teams receive identical raw materials (metal stock, wiring, tubing, basic

electronics). They must engineer a working prototype. Audience votes on which

system to stress-test first. Judges evaluate both functionality and build quality.

Scoring: System performance under stress test (40%), engineering creativity

(25%), build quality and durability (20%), team efficiency (15%).
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Phase 3: Utopia Planitia Challenges

Challenge 3.1: The Long Night

ENDURANCE / ISOLATION RESILIENCE

Objective: Each team lives in a sealed Mars analog habitat for 45–90 days. The

first 2 weeks include a simulated Martian "night" — no natural light, reduced

power, heating cut by 40%. An extended endurance test filmed documentary-style

over months.

Rules: Teams manage all systems independently. No Earth contact for 72-hour

stretches. Cascading crises are introduced at unpredictable intervals.

Scoring: Continuous evaluation across the full duration. Scored on: system

uptime, physical/mental health maintenance, crisis response, and individual

contributions.

Challenge 3.2: Terraforming Prototype

INGENUITY

Objective: Design and build a functioning CO2 release prototype using only

materials available in the habitat — teams present their inventions to the panel in

a Shark Tank-style pitch backed by measurable results.

Rules: Teams have 1 week. They must document their design process, justify their

approach scientifically, and present to a panel of judges.

Scoring: Measurable CO2 output (40%), scientific rigor of approach (30%),

presentation quality (20%), resource efficiency (10%).

Challenge 3.3: Greenhouse at Scale

INGENUITY / ENDURANCE

Objective: Scale the Phase 2 hydroponics experiment to feed a simulated 100-

person colony — a big-picture engineering challenge requiring production planning,

scavenged-material construction, and yield projections.

Scoring: Projected yield accuracy (40%), system sustainability (30%), resource

creativity (20%), documentation (10%).
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Challenge 3.4: ISRU Extraction

INGENUITY

Objective: Perform in-situ resource utilization — extract usable water from

simulated Martian regolith using only equipment that could plausibly exist on an

early Mars mission. A hands-on engineering spectacle filmed as teams improvise

extraction rigs.

Rules: Teams receive a simulated regolith sample (actual analog material from

MDRS). They must design an extraction method, build it, and demonstrate

measurable water output.

Scoring: Water extracted (40%), energy efficiency (30%), scalability of method

(20%), safety (10%).

Challenge 3.5: Cascading Failure

ALL PILLARS

Objective: The ultimate test. A cascading multi-system failure strikes the habitat

— power loss triggers air filtration shutdown, which triggers temperature drop,

which triggers water recycling failure. A white-knuckle crisis filmed in real-time as

teams race to save the habitat.

Rules: Failures are introduced every 15 minutes over a 2-hour window. Teams

must maintain habitability while repairing systems. Individual contributions are

tracked.

Scoring: Systems restored (30%), restoration sequence efficiency (30%),

individual contributions (20%), team leadership dynamics (20%).

Challenge 3.6: Final Individual Presentations

ALL PILLARS

Objective: Each finalist presents a unique solution to a Mars colonization problem

of their choosing — a TED Talk moment for personal brilliance to shine within the

team context.

Scoring: Innovation (30%), scientific feasibility (30%), presentation quality (20%),

practical applicability (20%). Assessed by the full judging panel.
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Candidate Pool

30–100 elite professionals. These are not reality TV contestants — they are top-

tier candidates with real credentials, real careers, and real commitments. The

caliber of candidates is the show's primary differentiator. The audience should

feel they're watching exceptional people do extraordinary things.

Skill Quotas

Candidate Composition

Category Allocation Key Specialties

Technical 40% Engineers, mechanics, pilots, systems architects

Scientific 40%
Botanists (min. 3), geologists, chemists,

astrobiologists

Human

Factors
20% Medics (min. 3), psychologists, conflict mediators

Screening Process

Application: 2-minute video showcasing Mars-relevant skills + written

application

Credential verification: Degrees, certifications, professional experience

confirmed

Contestant Selection

4
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• 
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Physical examination: Modeled on NASA astronaut screening (cardiovascular,

musculoskeletal, vision/hearing)

Psychological evaluation: Stress tolerance, isolation readiness, team

compatibility

Background check: Standard entertainment industry + enhanced for security-

relevant roles

Age & Fitness

No hard age limit. John Glenn flew at 77 on STS-95 (1998). Sian Proctor was 51

on Inspiration4. Practical recommendation: heightened medical screening above

age 45, but capability determines eligibility, not age. Candidates need not be in

peak athletic condition at entry — the 6–9 month Mars transit is itself a

conditioning period. They must demonstrate the capacity to get there.

Time Commitment

12-week compressed format with pre-recorded challenges to accommodate

professionals with existing commitments. Stipends and sabbatical support

offered to reduce financial barriers.

• 

• 

• 
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Judging & Elimination

The Panel

Judges are real experts, not entertainment personalities. The panel includes an

astronaut or senior space engineer for technical authority, a Mars researcher for

scientific credibility, and a flight psychologist for human performance

assessment. Rotating guest judges bring specialized expertise per challenge

type.

Judging Authority by Phase

Phase Primary Judges Advisory

Phase 1 (Gale

Crater)

SpaceX-caliber engineers, analog

mission veterans, astronauts
Psychologist observers

Phase 2 (Valles

Marineris)
Astronauts, production team

Creative consultant

(see Section 6)

Phase 3 (Utopia

Planitia)

Full panel: engineers, astronauts,

analog habitat researchers
Medical advisors

Scoring System

Each challenge produces a numerical score (0–100) based on weighted criteria

defined in the Challenge Library.

Scores are cumulative within each phase. Phase transitions reset scores to zero.

Cross-skill testing (CPR, circuits, hydroponics, etc.) is tested across all three

phases to track growth over time.

Gauss-curve normalization is applied to cross-skill scores to avoid penalizing

specialists outside their domain.

Elimination Mechanics

Phase 1 (Individual): Bottom performers eliminated after each challenge round.

Top 24 advance to form 6 teams of 4.

Phase 2 (Teams): Team-based scoring. Bottom teams eliminated after multi-

episode arcs. Audience votes contribute 20% of the final team score. Top 2 teams

advance.

• 

• 

• 

• 

• 

• 
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Phase 3 (Finals): No mid-phase eliminations. Both teams compete for the full

duration. Winner determined by cumulative performance across all Phase 3

challenges + final individual presentations.

Audience Participation

The show integrates audience engagement through a dedicated social platform

— an X-style platform would be the ideal fit given its real-time flexibility, but the

format works across any social platform with live-polling capability. Audience

votes on team-level outcomes (20% weight in Phase 2 eliminations). Audience

twists allow viewers to introduce hazards or grant supply drops. The audience

does NOT vote on individual eliminations — individual assessment is always by

the judging panel.

• 
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Key Roles

Host

To be determined. Ideal profile: someone with scientific credibility and on-camera

presence who can speak to the stakes with authority. Reference points include

astronauts with media experience, science communicators with gravitas, or

engineers who can bridge technical and popular audiences. The host should

make the audience feel like they're watching something real — not a game show.

Judges

Judging Roles

Role Profile Responsibility

Lead

Technical

Judge

Senior space engineer

or mission architect

Assesses technical challenge

performance, system repair quality,

engineering solutions

Lead

Scientific

Judge

Mars researcher or

planetary scientist

Assesses scientific methodology,

terraforming approaches, ISRU solutions

Human

Factors Judge

Flight psychologist or

analog mission veteran

Assesses team dynamics, conflict

resolution, leadership, isolation

resilience

Guest Judges

(rotating)

Analog mission alumni,

aerospace veterans

Provide specialized assessment per

challenge type

Creative Consultant — Shortlist

The show benefits from a creative consultant who brings both scientific

authenticity and storytelling instinct. Ideal candidates include established

science-fiction authors with hard-science credibility, science communicators with

narrative talent, or aerospace professionals with media presence. Shortlist:

Andy Weir (The Martian, Project Hail Mary) — the most direct fit; his novels

define the Mars-realism genre

• 
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Kim Stanley Robinson (Mars Trilogy) — the definitive Mars colonization

storyteller with deep technical research

Mary Roach (Packing for Mars) — science journalist who has written extensively

on the human challenges of space travel

Zubrin-type figure (Mars Society founder) — brings real Mars advocacy and

mission design credibility

The creative consultant advises on challenge design, ensures scientific

authenticity, appears in occasional on-screen segments, and provides marketing

credibility.

Science Communicators

The show leverages top-tier science communicators to create companion

educational content — 5-minute explainer videos tied to each episode, mini-

tutorials, and behind-the-scenes science segments. Target profiles include

engineering-focused creators, aerospace educators, physics communicators, and

biology/agriculture educators. Combined reach of 50M+ followers drives 100M+

educational impressions per season.

Science Communicator Team — Target Profiles

Profile
Audience

Range
Specialty Show Role

Engineering-

focused creator

15–25M

subscribers

Mechanical

engineering, rovers,

builds

Engineering challenge

explainers

Aerospace

educator

8–15M

subscribers

Aerospace

engineering, EVA

physics

EVA and terraforming

segments

Physics

communicator

10–20M

subscribers

Physics, ISRU,

comms science

ISRU and

communications

segments

Biology/

agriculture

educator

2–5M

subscribers

Life sciences,

accessible science

Hydroponics and

general science

• 

• 

• 
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Safety Team

On-site medical team at all times: trauma physician + psychologist + paramedic

Safety officer with authority to halt any challenge

Environmental monitoring: temperature, air quality, hydration tracking

Emergency extraction protocol for all outdoor challenges

Pre-screening physicals and psychological evaluations for all candidates

• 

• 

• 

• 

• 
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Primary Locations

The show requires Mars analog environments that look and feel authentic on

camera. The following are reference locations — the specific sites may vary

based on availability and production logistics, but these represent the type of

environments the show targets.

Set & Location Guide

7
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Filming Locations

Location Phases Type Notes

MDRS,

Hanksville,

Utah

Phases 1–

2

Mars analog

research

station

Red desert terrain with existing

habitat modules. Home to 300+

analog missions since 2001. EVA-

ready landscape with rover trails and

geological features that look

unmistakably Martian on camera.

Mars Dune

Alpha,

Houston,

Texas

Phase 3

(primary

option)

NASA Mars

habitat

simulation

3D-printed habitat, 1,700 sq ft, built

by ICON for NASA's CHAPEA program.

Purpose-designed for year-long

analog missions with integrated life

support systems.

HI-SEAS,

Mauna Loa,

Hawaii

Phase 3

(backup

option)

Mars analog

habitat

Isolated at 8,200 ft on a volcanic

slope. Dome habitat used for six

NASA-funded isolation studies.

Proven track record for long-duration

simulations.

Iceland lava

fields

Visual

inserts

Martian

terrain

double

Black and red volcanic landscape.

Used for dramatic B-roll and

establishing shots — not a primary

competition location.

Set Design Principles

Modular habitat structures as the core living and competition spaces

Rover mock-ups for EVA challenges (functional for transport, not theatrical props)

Mission Control hub: austere control room with multi-screen displays, real

telemetry feeds, and a live production desk

VR/AR overlays for Martian immersion during key sequences (dust storms,

landscape views)

Starship-scale vehicle mock-ups integrated into the set design for visual

connection to actual space hardware

All zone names drawn from Mars geography: Hellas Basin, Arcadia Planitia, Syrtis

Major, Jezero Crater, etc.

• 

• 

• 

• 

• 

• 
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Tone & Visual Identity

Visual Language

The visual identity anchors the show in realism, not science fiction. The aesthetic

sits between NASA documentary footage and Ridley Scott's The Martian: dusty,

warm-toned, functional. Nothing is futuristic or glossy. Everything looks like it

could be used on an actual Mars mission.

Color Palette

Primary: Martian red-orange (desert terrain, dust, sunsets)

Secondary: Deep navy/black (space, night sequences, mission control)

Accent: Gold/amber (Shackleton-era warmth, heritage, achievement)

Avoid: Neon, chrome, synthetic blue-white (these belong to sci-fi, not exploration)

Typography & Graphics

On-screen text: clean, functional, NASA mission-style sans-serif

Lower thirds: candidate name, specialty, home country

Data overlays: real telemetry during challenges (O2 levels, temperature, power

draw)

Mars geography labels throughout: zone names, distance markers, elevation data

Sound Design

Score: orchestral + ambient electronics. Interstellar and The Martian as reference

points.

Diegetic sound: habitat hums, suit breathing, radio crackle, alarm tones.

Silence used deliberately during isolation sequences and key decision moments.

Concept Art References

Steve Burg (The Martian, Interstellar concept artist): habitat and landscape design

Artem Cheboha (Rhads): Mars landscape visualization, atmospheric rendering

NASA archival photography: MDRS, HI-SEAS, Mars Dune Alpha

The Shackleton newspaper ad: reproduced as a recurring visual motif (opening

titles, recruitment materials, marketing)

• 

• 

• 

• 

• 

• 

• 

• 

• 

• 

• 

• 

• 

• 
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Marketing & Audience Engagement

Core Narrative Hook

"The ad for going to Mars would be like Shackleton's ad for going to the

Antarctic." The Mars Games IS that ad. This is the show that recruits humanity's

pioneers. The marketing writes itself — the challenge is channeling it into the

right platforms.

Social Platform Integration

The show is designed for deep integration with a real-time social platform. An X-

style platform would be the ideal fit given its flexibility for live-streaming, polling,

and community engagement — but the format is platform-agnostic and works

wherever real-time interaction is strongest. Key integration points:

Live-stream select challenges with real-time commentary

Real-time polls: "Which team survives the dust storm?", "Should Mission Control

send the supply drop?"

Behind-the-scenes clips: 60–90 second daily updates from inside the habitats

Candidate Q&As: post-episode live sessions

Audience twists: viewers vote to introduce hazards or grant supply drops

Science & Education Layer

Beyond entertainment, The Mars Games is an educational platform. Every

episode is an opportunity to showcase real science and real engineering —

making Mars exploration tangible and inspiring. The show should leave

audiences thinking "science is badass" and "these people are extraordinary."

Science communicator mini-docs (5 minutes each): tied to each episode,

explaining the real science behind challenges

Candidate backstory mini-docs: niche fields (astrobiology, propulsion engineering,

Martian geology) and Mars geography explainers

Educational tie-ins: partner with educational institutions for curriculum materials

linked to each episode

• 

• 

• 

• 

• 

• 

• 
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Cross-Platform Distribution

Content Distribution Model

Channel Content Type Cadence

Primary Platform

(TBD)
Full polished episodes (45–60 min) Weekly

Social Platform
Live challenges, polls, clips, Q&As,

audience twists

Daily during

season

YouTube
Science communicator mini-docs, behind-

the-scenes
2–3x per week

Podcast feed
Extended judge commentary, post-

episode analysis
Weekly

Sponsor Categories

Aerospace: SpaceX, Blue Origin, Northrop Grumman, Lockheed Martin

Technology: Tesla (co-sponsor angle), Starlink, AI companies

Education: Universities, STEM foundations, online learning platforms

Health/Fitness: Performance nutrition, medical equipment, wearable tech

Sustainability: Renewable energy companies, water technology, agriculture tech

• 

• 

• 

• 

• 
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Prize Structure & Legacy

The Legacy Prize

The winning team earns the title "Earth's Mars Pioneers" and entry into SpaceX's

real-world training pipeline. This is not a guaranteed Mars trip — it is mission

readiness access: analog missions, Starbase access, mentorship from SpaceX

engineers and astronauts. The title is symbolic but the access is real. The prize

structure below is illustrative and subject to negotiation with production partners.

Suggested Prize Structure

Prize Breakdown (Illustrative)

Tier Recipient Amount

Grand Prize Winning team $5,000,000

Runner-Up Second-place team $3,000,000

Audience Giveaways Viewers (engagement prizes) $2,000,000

The real prize is the journey itself — the show should be marketed on the

experience, the legacy, and the human achievement, not the cash. Money

follows spectacle; the spectacle here is authentic.

Symbolic Recognition

Global recognition across all platforms

MDRS certification as analog mission veterans

Permanent recognition in Mars Society archives

Social platform campaign celebrating winners as "Earth's Mars Pioneers"

• 

• 

• 

• 
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Market Context & Competitive Landscape

Why Now

The Mars Games enters a market that has proven appetite for Mars

entertainment but has never seen it executed with scientific credibility. SpaceX's

5–7 year timeline for the first crewed Mars mission creates a cultural window —

audiences are primed for Mars content, and the show fills that gap while the real

mission takes shape.

Stars on Mars (Fox, 2023)

Stars on Mars attempted to capitalize on Mars fascination by placing celebrities

in a simulated Mars environment — a warehouse set dressed to look like a Mars

habitat. William Shatner hosted. The show asked celebrities to complete

simplified "missions" that bore no resemblance to actual Mars challenges. It

averaged a 0.18 demo rating, making it one of Fox's lowest-rated summer series.

It was cancelled after one season.

The failure was predictable: the show treated Mars as a gimmick rather than a

subject worthy of respect. Celebrity contestants had no relevant skills,

challenges were theatrical rather than scientific, and the production design

looked cheap. Audiences could tell the difference between spectacle and

substance. However, the fact that Fox greenlit the show at all — and that Shatner

attached his name to it — confirms that networks see commercial potential in

Mars-themed competition. The Mars Games is the corrective: elite professionals

instead of celebrities, real analog environments instead of warehouse sets,

genuine Mars science instead of gimmicks, and a tone that treats the subject

with the weight it deserves.

Mars One (2012–2019)

Mars One was the most ambitious Mars entertainment concept ever attempted

— a proposed one-way trip to Mars with a reality TV component to fund it. The

organization partnered with Endemol (Big Brother creators) for television

production and Lionsgate for distribution. Both were legitimate entertainment

companies making real deals. The concept generated over 200,000 applications

from people willing to leave Earth permanently.
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The project collapsed for execution reasons, not lack of interest. Mars One's

technical plan was widely criticized by aerospace engineers as unfeasible. The

organization burned through funding without building flight hardware. CEO Bas

Lansdorp was accused of misleading applicants and investors. The company

declared bankruptcy in January 2019. But the core insight remains: the appetite

for Mars entertainment is real and massive. Endemol and Lionsgate both signed

on because they saw the commercial potential. 200,000 people applied because

the human desire to explore is genuine. The Mars Games captures that same

energy but channels it into something achievable — a competition framework

grounded in real analog environments, real science, and real challenges, with no

false promises about actually going to Mars.

Beast Games as Proof of Concept

MrBeast's Beast Games (Amazon Prime, 2025–2026) is the most important proof

of concept for The Mars Games — not as a competitor, but as validation. Beast

Games proved that massive-scale competition entertainment works on

streaming: 1,000 contestants, $100M+ production budget, Season 3 confirmed.

It demonstrated that audiences will engage with high-stakes elimination formats

at unprecedented scale. The Mars Games takes this proven spectacle framework

and applies it to something with genuine purpose — replacing stunts with

science, swapping cash prizes for legacy, and elevating contestants from random

participants to elite professionals doing extraordinary things.

THE MARS GAMES • Format Bible v3.0

C O N F I D E N T I A L 27


	Logline
	Tagline & Historical Context
	Tone & Identity
	One-Page Summary
	Core Design Principle: Self-Containment
	Series Format
	Phase Breakdown
	Episode Arc Within Each Phase
	Challenge 1.1: The Long Walk
	Challenge 1.2: Oxygen Crisis
	Challenge 1.3: 24-Hour Isolation
	Challenge 1.4: Cross-Skill Gauntlet
	Challenge 1.5: Solar Flare Drill
	Challenge 2.1: Colony Startup
	Challenge 2.2: Dust Storm Survival
	Challenge 2.3: The Potato Farm
	Challenge 2.4: Comms Blackout
	Challenge 2.5: Medical Emergency
	Challenge 2.6: Audience Twist — The Sandstorm Vote
	Challenge 2.7: The Forge — Colony Infrastructure Build
	Challenge 3.1: The Long Night
	Challenge 3.2: Terraforming Prototype
	Challenge 3.3: Greenhouse at Scale
	Challenge 3.4: ISRU Extraction
	Challenge 3.5: Cascading Failure
	Challenge 3.6: Final Individual Presentations

	Candidate Pool
	Skill Quotas
	Screening Process
	Age & Fitness
	Time Commitment
	Judging & Elimination
	The Panel
	Scoring System
	Elimination Mechanics
	Audience Participation

	Key Roles
	Host
	Judges
	Creative Consultant — Shortlist
	Science Communicators
	Safety Team
	Primary Locations
	Set Design Principles

	Tone & Visual Identity
	Visual Language
	Color Palette
	Typography & Graphics
	Sound Design
	Concept Art References

	Marketing & Audience Engagement
	Core Narrative Hook
	Social Platform Integration
	Science & Education Layer
	Cross-Platform Distribution
	Sponsor Categories

	Prize Structure & Legacy
	The Legacy Prize
	Suggested Prize Structure
	Symbolic Recognition

	Market Context & Competitive Landscape
	Why Now
	Stars on Mars (Fox, 2023)
	Mars One (2012–2019)
	Beast Games as Proof of Concept


