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My task was to put together the materials for a production bible, including the sketches, layouts and designs that will inform my creative process for a proposed animation, which will be developed during 3D Filmmaking and can last up to a minute long.
Synopsis: The Grim Reaper/Death comes to collect the soul of a necromancer, tearing through the undead who stand in their way. (Stylistically presented as a 2D action-fighting game, think of “Streets of Rage” or “Guilty Gear” for reference, while still animated in 3D). The animation will contain no dialogue, but I had initially wanted some small grunts and gasps, I decided not to use any in order to have more consistency with the sound.
The piece will be set in 1920’s New York, because I was inspired by an image of skeletons with machine guns captioned “Rattle ‘em boys!”, which made its rounds in some sections of internet culture. It will also take some visual reference from film noir, in terms of colour palettes and lighting.
Treatment: The animation will open with the title card visible from the moment the piece starts, which is styled after those found in silent films from the 1920s. The title card reads “The Bell Tolls for Al Cabone” in a serif font, (like ones from the Art-Deco period) and the words “Start”, “Settings” and “Quit” are arranged below, making the title card resemble a Video Game Menu. From off screen a mouse cursor moves in, hovering over each of the subtitles (each gets slightly larger for the duration hovered over) before “clicking” on the “Start” option, where the screen fades to black. 
The silhouette of a 1920’s New York night skyline fades in, before the camera begins to pan downwards from above the rooftops to street level, where a long shot of the protagonist Death (visually portrayed as a blindfolded skeleton in attire appropriate of the time period, button shirt and slacks etc), shows him leaning up against a streetlamp taking a drag from a cigarette. A raven is perched on the canopy of the door to a warehouse, then caws as it glides down toward Death, before flapping in beside him as he steps towards the warehouse door, putting his hands in his pockets.
The camera cuts to a low angle shot of the door from inside the warehouse, just before Death kicks it off its hinges and steps inside. The camera cuts again to a long shot of the current occupants of the warehouse, a small group of skeletal gang members, cheering silently as their boss Al Cabone (living human dressed in 1920’s mob fashion like his skeletal subordinates, holding a cane topped with a glow-eyed skull) chants indecipherably in front of a summoning circle, where another skeleton slowly appears from the ground in prone position. After a moment, all members of the gang quickly turn their heads to face the camera. The camera cuts to a long shot where both parties stare at each other for a comedically long time, whilst Death’s Raven caws to break the awkward silence. The camera cuts to a mid-shot as the gang suddenly gasps and points at Death in unison, followed by the prone skeleton who sits up into frame to also point and gasp, all with exclamation points appearing above their heads. The next shot is a medium-long shot of Death, as he brings his right hand out of his pocket and holds it beneath his raven, which then caws as it turns into a small puff of smoke, which persists until Death flicks his hand upwards, where thirteen floating black blades appear from the smoke and hover in an arch shape behind him. The shot cuts to a straight on mid-shot of Al Cabone as he points towards the camera, arm shaking from tension, whilst the eyes on his skull cane glow brighter as he raises it. The camera quickly pans back to a mid-shot of the skeletons facing the camera, they demonstrate aggression by cracking their knuckles or posing menacingly, as the prone skeleton slowly stands up beside them. In the background, Al Cabone is seen doing a comical run for a back door. 
The camera pans and rotates from the gang to a long shot that’s side-on to Death and the skeletons (this resembles the angle used for 2D side-scrolling games). One of the skeletons takes a boxing stance and walks toward Death and makes to punch him, who simply raises his hand, causing eight of the black blades to move into position resembling a shield, which blocks the punch. As the skeleton recoils, the “shield” blades return to floating at Death’s back, as he flicks his left arm forward to point at the skeleton, followed by four of the blades moving in a singular downward arcing motion, slashing at the skeleton in sequence, Death then flicks his wrist upwards, the blades follow an upward arc to strike the skeleton again, after which, it falls to the ground dramatically, as the remaining three skeletons take its place in the same boxing stance and the blades return to their starting position. Death points a finger gun at the group with his left hand, as one blade moves to rest at the tip of his “gun” it starts spinning up like a drill, before Death makes a firing motion with that hand, “firing” the spinning blade straight through the three skeletons, who react dramatically, but are not taken down. As the blade returns to Death, he turns to have his torso face the camera, widens his stance and lowers his body, as his hands make a large circular motion, with six blades moving forward to mimic that motion. Death suddenly twists his body to face the skeletons again, making an underarm pitch towards them, as the six blades suddenly careen towards them, spinning like a large buzz saw. The “buzz saw” cuts through them, then cuts through them again as it returns towards Death, the blades disperse, and the skeletons all make the same dramatic death animation and fall to the ground. 
The camera moves outwards, bringing into frame Al Cabone, who is comically trying and failing to open the exit door. Upon noticing the failure of his subordinates, Cabone recoils, exclamation point above his head again.
The camera moves forward to make Cabone the center of a high angle long shot, as he steps away from the door and raises his now glowing cane, beginning to chant again as a large green summoning circle appears on the floor around him. The camera now cuts back to Death with a low mid shot, the crescent moon and city lights visible through the warehouse window in the background, as he takes both hands back out of his pockets, his left hand moves towards the cigarette in his mouth and his right arm reaches forward, as all thirteen black blades move into a line formation, with a cluster of blades at one end. As Death takes hold of this shape, black smoke covers it and the camera shifts to a lower angle long shot, bringing the full shape into view as Death swings it backwards, causing the smoke to disperse, revealing the weapon, a large black scythe. 
The camera zooms in for a close-up of Death, as he takes a large drag from his cigarette, before taking it out of his mouth. The camera quickly shifts to a low angle long shot bringing both Death and Cabone into view, as Death spews a massive cloud of smoke from his mouth, obscuring Cabone with only a faint silhouette visible of him. Death then takes a stance before dashing forward becoming a blur into the smoke, leaving his cigarette spinning in the air. In the smoke, Cabone recoils as he is struck from multiple directions by a heavily blurred silhouette of Death. Dashing back out of the smoke, Death catches his cigarette, as the suddenly smoke splits open, having been cleaved apart by the same slashes that hit Cabone, who also becomes fully visible. As Cabone drops to his knees, his cane falls to the ground in pieces, before he fully falls forward face down. 
Camera cuts to mid shot of Death and the exit door, as he tosses the scythe into the air, which transforms back into the Raven with a puff of smoke. As the scythe transforms, Death takes out a lighter and relights his cigarette, before walking towards the exit door as the shot fades to black. The sound of the door opening and closing is heard, as a “FIN” end card appears, with the same border as the title card.
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Description automatically generated]Moodboard: To begin my research, I made a moodboard to find reference images for the general aesthetic of my animation. Link here: Moodboard V2.pdf


[image: A screenshot of a computer

Description automatically generated]Thumbnails: In order to create the basic idea of the movements of both the camera and characters for the piece, I created a thumbnail sheet on paper. At the time, I wanted to add some more scenes to make the animation longer, but these would have taken me well over the 1-minute duration, so I decided to remove panels 15 through 19, which are marked on the sheet with crosses. Linked here: thumbnail scan.pdf









Storyboards: To provide further information from the thumbnails, I put together a full storyboard, with details and descriptions on character and camera movement. 
All 8 pages linked here: storyboards Bell Tolls
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[image: ][image: ]Title/End cards: Movies from the 1920’s very often used title cards and inter-titles, due to being silent movies. This is a detail I want to emulate with my current work, so I designed a title card with an appropriately decorated border (I also used this border for the end card, but the text was typed instead). Both cards use a serif font, as it was used commonly in the referenced time period.


Character Designs:
Death’s weapons/The Raven: I have a habit of designing a weapon before the character meant to wield it, as it helps to create a cohesive style between both character and prop. When coming up with ideas for Death, of course the commonly associated scythe comes to mind, however I wanted to experiment with some spontaneous ideas, which led to me creating a set of 13 floating blades and a scythe that resembles raven feathers, as both the number and corvid are symbolically tied to the concept of death. Edgar Allan Poe’s “The Raven” is a good example of this kind of association. 
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[image: ]Of course, I couldn’t bring myself to not include the classic scythe, but I applied the feather design philosophy for a cohesive result.








Death: The reasons behind Death’s design were very simple, Death is almost always depicted wearing a hooded black robe and I wanted him to wear something else, so I came up with his period appropriate attire and kept a small reference to the robe with the tattered black blindfold he wears. His design also takes influence from motifs in film noir, such as his constant use of a cigarette, standing haloed under streetlamps, and weary body language. Link here: Death Model Sheet.jpg
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[image: ][image: ]Al Cabone and Henchmen: Necromancy is a magic dedicated to raising the dead, usually as undead servants or warriors. This likely stands in direct opposition to the concept Death embodies, which would provide context on why he would go out of his way to hunt down a necromancer and his thralls. Given the time period, it only seems fitting to have this antagonist be a well-dressed mobster who’s name only serves as a pun. Link here: Cabone 
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[image: A computer screen shot of a computer

Description automatically generated]Scene Blocking: Once all the R&D was done, it was time to make an animatic, which was made in Maya, this allowed me to freely move the shapes representing the characters and camera as I pleased, without having to rely upon my limited drawing ability. This allowed me to much more accurately visualise my intentions for each shot.
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Description automatically generated]Scratch track and Timings: After being made in Maya, the scenes were imported to Adobe AfterEffects, where I would use the collection of appropriate sounds and music I had gathered, in order to perfect the timings of each shot and the accompanying soundscape. It is important to create an audio scratch track, as this will affect length and impact of actions within the sequence.
Gathering the sound effects took much longer than expected, as it is difficult to procure high quality sound effects for free that fulfil my criteria (Sounds are all listed in the Referencing section).
Link here: https://youtu.be/FPG8KT9OrvE 
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Throughout the process, I have been keeping track through a production schedule, using it as a check list for the things I needed to do.
Link: Art Direction Production Scheduling v2.xlsx
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