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Sorrows of the Sea 
 
Taking inspiration from my 3D Production Environment, Treasure Island, Assassins Creed: Black Flag, and Black Sails I tried to create a pirate-themed script. 
 
My first script idea was based on the 1650’s piracy era, where three friends destined to find fame and fortune smuggled onto a hijacked pirate ship, always getting into trouble, the three young scallywags would always know how to make adventures fun and entertaining. 
 
The design concept behind the characters was to have contrasting personalities and looks, driven by their incentives and life choices. 
 
Jaqen being more laid back and carefree, Craven being more mischievous and naughty and Bonny being vicious and cunning, this created a unique dynamic that would catalyze the narrative. 
 
The idea of the script was to have an overarching expansive world that would introduce new characters into the plot, either developing good relationships or backstabbing. 
 
The main characters would develop from other characters' actions, the narrative would be like playing a game of chess, a similar narrative structure to Game of Thrones. 
 
Ultimately I decided to scrap this idea because the script and thematic of the narrative would be considered too adult and raunchy. 
 
Galactic Gunslingers 
 
My initial design concept for 3D production was to make a neon-dystopia world called Galactic Gunslingers. 
 
Where three gunslingers Felix, Jasper, and Ratchet were evading an organization hunting them down in order and all existing members of a certain family. 
 
This design concept was heavily conceptualized from two different animations, such as Cowboy Bebop and Ghost in a Shell. 
 
The world environment was going to be heavily influenced by the bustling city of Tokyo with huge bright lights and futuristic, for this I took a lot of influence from films such as Blade Runner and The Fifth Element. 
 
I wanted to grab the attention of the viewer with subtle but distinctive sound effects as well as a strong narrative going through the lives of the outlaws, getting into trouble, and finding why their family was specifically targeted by the organization. 
 
The camera was going to be placed strategically, mostly doing close-up and medium shots for frames with dialogue so the viewer would be able to see the expressions on their face. 
 
For action sequences, I was planning on doing either close-ups or long shots, depending on the action that is happening in the scene. 
 
With the character Felix I wanted to create a fun, quirky, and often erratic engineer who loves to tease people, especially his fellow cohorts, he is often depicted as the most insecure and feeble out of the crew but he knows how to stay loyal to his friends. 
 
For the character Jasper, my first thought was to contrast him with Felix by making him brash, stern, and more reserved than most, this would allow the viewer to see the narrative from different perspectives. 
 
And the last character from the crew was Ratchet who was a cybernetic cat and Felix’s assistant, Ratchet was the most unusual and bizarre acting creature, often being sarcastic and sneaking but having a kind nature at heart. 
 
The script for Galactic Gunslingers was designed with an expansive world to explore both in narrative and conceptualization, this would allow me to keep building upon it if needed. 
 
With my design process, I started to look at Western cloth design, this was an initial design choice to contrast the erratic nature of a futurist world with an idea that is more grounded, this was to stop the design idea from going off the rails and getting a bit too outlandish. 
 
For the futuristic side of the clothing design, I was researching mechs, robots, and cybernetics for small objects such as cogs, sprockets, and mechanical goggles. 
 
Those design choices were later implemented into a 3D model of an elf adventurer. 
 
Specifically, with Felix’s design I took a lot of inspiration from Jak and Daxter, with the goggles and wacky hair, this was to give the character a statement piece and would match his personality. 
 
For the environment, I looked at different biomes and planetary structures, to see if any would match the neon-dystopia design choice I initially chose, ultimately I decided to choose Mars. 
 
The design choice behind me choosing Mars was because of the earthy tone and rock-like texture that is similar to Earth to help keep the environment quite literally down to earth. 
 
With the lighting I had a bit of a concern because of the number of neon lights that would be displayed at any given time, this would potentially cause any VFX used to be overbearing and hard to read. 
 
So I decided with the main environment of the crew being a ship, I would only have small beams that would radiate white light at half opacity therefore it wouldn’t be too overwhelming on the viewer’s eyes. 
 
The script for Galactic Gunslingers was large in comparison to other scripts that I produced, this caused a huge issue with the timing and structural layout of the scenes, the sheer amount of dialogue for each character was immense and would need to be cut down to 1/10 of the size. 
 
The dialogue was what made me rethink the overall thought process behind the script and concepts, especially for such expansive world design and character building, with many design choices needing to be made. 
 
The dialogue made me reevaluate the scope of the script and the amount of work that would be needed to do in a short amount of time. 
 
The design of the title card was made to look a bit like a western wanted poster with the grainy parchment and scratched-out font, with the colors I used color theory to help contrast the designs and better represent them. 
 
Red represents passion for Felix, blue is calm and responsible for Jasper, and green displays nature for Ratchet. 
 
For the title and motto of the title card I wanted it to be bright to represent the neon-dystopia feeling of the environment. 
 
For the location environments, I took recordings of the University canteen to give me an idea of what the lounge area could potentially look like in the spaceship. 
 
My overall thought process for Galactic Gunslingers was ultimately too large to be able to do on my own, therefore I scrapped the idea and started anew. 
 
The video’s I referenced for some of my design choices, was Ghost in a Shell, Cowboy Bebop, and Blade Runner 
 
Galactic Command 
 
My initial design for Galactic Command was to take existing ideas I had from previous scripts but alter them so they would fit in a stereotypical futuristic setting. 
 
However further research was needed so I started to look at Star Trek, Starcraft, and other semi-realistic sci-fi films and games, this helped with establishing a basis for which I could develop the characters and environment. 
 
My process behind making the title card was the use of photo bashing, the thought process behind my design decisions was how can I make a picture of space look dominant?. 
 
The idea I had was to use a figure that looked piercing and appeared to be ruling the planets with an iron fist. I needed to show multiple planets in the title card to show a narrative correlation and context with what is being perceived by the viewer. 
 
I wanted the title to be represented by a star so I chose to put a bright blue glow inside the A because blue is a binary color and is known for being artificial and presenting the future. 
 
The video references I chose specifically were to get a visualization of what I could potentially take ideas from and recreate it in the script, also taking notes of the camera angle adjustments in an action pose. 
 
Understanding a fight sequence was incredibly important for the script and dialogue, as it was the main focus.  
 
To achieve comic/manga style fighting I had to do a lot of research into Japanese Manga’s & Marvel Animations, DC Comics & Dark Horse Comics, and how they transition a fight scene. 
 
The character I decided to design for this script was loosely based on superhero comics, however, I didn’t want this character to be perceived as a traditional superhero, this character needed to fit in the world of sci-fi and futuristic. 
 
To try and combat this stereotype trope I gave him a gun, glowing tech armor, and a narrative that fits in the futuristic setting. 
 
I needed to get the transitioning correct so no frame looked too jarring going from one corner directly to the other side, I was focusing on slowing adjusting the viewer's eyes around the screen and making sure they can follow the action. 
 
For the transitioning effect I specifically looked up vlog transitioning, the idea is to change an existing object into something else which allows the scene to look seamless. 
 
I needed to have clean and confident lines in my animatic, this is to display accurate information without anything detracting from the important information that is going on in the scene. 
 
Inking was crucial in helping the animatic feel like a comic strip, I used inking techniques such as blocking, tapering, cross-hatching, and random lines. 
 
The inking helped make the drawings look more dynamic and have a level of depth. 
 
For the camera work, I did a lot of research in action poses and dynamic perspective, to create distance in objects from the foreground to the background, this gives the drawing more layers. 
 
A trick I used was to blur out background lines/ink to create a cinematic effect, this helps keep the viewers' attention on the main focus and focal point of the scene. 
 
To create the music I used in my animatic, I used Adobe Audition to edit the dialogue I recorded using open broadcasting software & using royalty-free sound effects such as the gunshot to help with transitions between frames. 
 
To make the animatic interesting I had to create an extra, this character is to fight against the main character Spectre. 
 
The extra was a crucial part in making the transitions happen, such as two transitions that happen during the explosion, and one transition happening in the eye of the extra. 
 
I decided to create a 3D model of what I imagined a city guard in the futuristic capital would look like, he/she would be bulky, look fearsome but royal at the same time. 
 
The design I had for the model was to create a crown molded into the helmet, an embedded cape that has a back collar, bulky armor with spikes protruding from shoulders and chest. 
 
With the dialogue I had in the script for Galactic Command, I told it as if the main character was telling a story in first person from his memories, I had to link this up with the shot's frame by frame in the animatic so the narrative can be told from both visuals and audio. 
 
When telling the narrative I also had to line it up with the heartbeats slowly increasing in rate so this meant I had to do more frames per second so the pace stays accurate. 
 
Initially, I was going to make the animatic for one minute, but during the process of drawing I wanted to ink the animatic to make it more dynamic, this meant I had to choose between quantity or quality when faced with a decision like that I always chose quality. 
 
For some of the drawing process during the action poses I took a few pictures of myself recreating the action pose so I could use it as reference material to make my drawings as accurate as possible. 
 
For the finale of the animatic I wanted a dramatic reveal, to do this I blacked out the character's face, this helps create suspense and curiosity. 
 
To make the reveal worth it for the viewer I had to do something dramatic and unexpected, so with this in mind, I decided to use two-face as an influence. 
 
I decided to completely burn half of the character's face, this creates disbelief and makes the viewer ask, how and why? This helps the viewer become more invested in the narrative and background of the characters.
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