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Synopsis
Edith, a young and determined young lady, decides to go into the dark forest without the aid of Colette, her sister and ends up encountering much more than she thought possible.
Now her life is in danger, will she survive?

Edith
Initial Concepts
Edith is the protagonist of this film; she is a 1920’s inspired explorer who is head-strong and adaptable even in stressful situations.
For her design I wanted it to come across that she already has some experience with being out in the wilderness. Kitted out in clothing more fit to being outdoors rather than a dress would help get this across to the audience. Also subtly hinting at her more boisterous personality with her medium length, unkept hair and again the choice of clothing being less for show and more for purpose.
In these initial sketches I wanted her to come across as confident with a strong posture. This later changed as the script and later animatics developed as she became more wary of her surroundings, yet still stayed composed to figure out how to get out of dangerous situations quickly.

Edith
Clothing
When designing Edith, I wanted to make sure, that she would stand out against the bleak background while also contrasting with the creature. From the initial sketches, I then went and looked at 1920’s women's fashion and sifted through the more appropriate clothing for being outside, trousers and simple shirts that would not get caught on anything in the woodland. [1]
Since the film later changed colour scheme, I went with a greyscale colour palette for her outfit apart from one item of clothing that would be yellow. This would help her stand out against her surroundings.
I eventually came to the decision to use the two middle designs and iterate those two further to see if I could develop her look a little bit more. I preferred these two cause the lightness of her clothing would contrast with the creature.

[bookmark: _Int_GqyDRbo0]Once I had the direction for how the outfit was going to look, I then did a few more iterations for colour in order to see which combinations of colours would work best and where. I also experimented with adding two yellow highlights instead of one and that ended up looking more of a cohesive design. After I did this, I then tweaked the colours a little more till they all blended well with one another.
After this I then had a look at seeing what I could do with asymmetry as suggested by a peer. I first looked at adding a tear in the trouser leg with the sock colour peeking out from underneath. This, I felt, added too much of the yellow so I looked at making some more dark areas on the trousers. I first added a big patch on one of the legs, I felt that the break-up of colour worked well but I did another iteration where the patch is split into two which helped break up the monotony of the single patch.

Edith
Final Design
Overall, I am very happy with Edith’s design, especially considering that humans aren’t my strong suit when it comes to drawing or designing.
If I were to improve, I would have probably thought of some more minor detailing for her clothing like a small bag on her belt for more visual interest, but I feel that, since I am going to be going into production alone, the simpler the designs are the easier they will be to model and rig for animation.
I feel that I have gotten her character through in her design pretty well and am looking forward to planning out how I am going to model her and rig her for production.

[bookmark: _Int_W5shIXr6]The Creature
Initial Concepts
The creature is the antagonist of this film. At first, I was going to create a creature out of different animals like a chimaera. I took various animals like lions, deer and horses and did a few study sketches before trying to produce concepts. I also looked at the skulls of various animals and had the idea of a decaying creature. When it came to making the concepts for the creature however, I found it quite difficult to figure out a direction with how this creature would look like in the end.
I decided to start from the beginning again, only taking a few notes from the inspiration that I used initially, namely the horse including skeleton as well as the idea of it decaying or degrading in some way.

With a new plan in mind, I went ahead and started designing the creature once again. During my research, I also picked up the idea of taking inspiration from the mythological legends of the kelpie and making some sort of reimagining of it. Using the mood-board I made I then went and sketched some rough ideas for the creature down. [2]
I looked at different physiques of horses for example the Arab which is slim and slender and the cob which is muscular and powerful. I decided to go with the more cob like physique as I felt it would contrast well with Edith’s slim appearance.

[bookmark: _Int_fLkDzMNT]The Creature
Final Design
[bookmark: _Int_WRfoSDOw]Later on, I had finalised the colour scheme for the film, so I had a better grasp on what colours I would be using on the Creature. I also decided later that I should keep things like hair and hanging accessories to a minimum as I am unsure as to how I would go about rigging said things. I also made the design bonier to exaggerate the creepy factor as well as using the bone motif in other places besides the face.
Overall, I am pretty happy with this design as I feel it can push me especially in the modelling, texturing, and rigging side of things due to the crevice in its side and the skull-mouth, the glowing horn and hooves and the mane and fin along its neck.

The Forest
Concepts
The whole film takes place within a large redwood forest. This was chosen specifically so that Edith is smaller within the environment.
To make it easier for me to figure out where everything is going to happen, I also made a quick sketched up map of the environment so I knew where all the parts of the film will take place.
Once I had done that I then went and sketched a concept piece of the forest to get a general feel of the environment.
Once I had this sorted, I then went ahead and got to work on the second scene for the film, the sugar shack.

Sugar Shack
Concepts
[bookmark: _Int_oquL29Lc]The sugar shack featured in the film is meant to be a run-down abandoned little shack in the middle of the woods that surround it. The shack has remnants of its previous inhabitants like the numerous barrels, kept to store the syrup made in its walls and an axe leftover from when they would cut holes in trees for the sap. [3]
Other than the additional props, the shack is, at its core, just a run-down wooden shed with bits of floorboard rotting away into the floor and parts of the wall planks being torn off due to harsh weather and, again, rot.
Overall, I think that this design is simple, yet it does what it needs to do. Many of the shots within the cabin will be close-ups anyway so, making an overly detailed shack would be pretty pointless when considering its amount of screentime.
Here is a diagram that I drew while planning out how I was going to go about modelling this shack. To make it easier on myself, I thought of the idea of creating modular pieces of the shack to then just attach them together. This way it would be easier to remove planks for the rotten sections.

The Story
Script
In the beginning, the script was a lot more dialogue-heavy at the beginning which slowed the overall narrative down quite a bit with unnecessary exposition.
Ultimately, I decided to cut out quite a chunk of the original dialogue and just focus on the dialogue that was emphasising what was happening on screen. Later on, I took inspiration from a Breath of the Wild 2 trailer which incorporated cuts with silence. I decided to so add something similar into my script, but instead of silence, it would be Edith talking. [4]
The overall script changed later on during the making of the animatic as the flow and composition for several shots would adapt and change to make for better visual storytelling and symbolism.

The Story
Animatic
Once the script was finished, I then went ahead and began to create a storyboard for the film. This later developed into an animatic as time went on and I began to sketch out how different motions would work. At the start of the making of the storyboard, I had stayed very closely to the original script but as I developed it into an animatic, gathered feedback from peers and tutors and later added music the animatic developed into a more cohesive story.
There were a few scenes that were later altered further along the line, most notably the beginning scene with the establishing shot as it was taking a long time to get to the action shots, which in turn dragged out the whole film a bit too much.

During feedback sessions with my tutor, I extended the amount of time that is spent within the sugar shack to build more suspense from Edith’s perspective before the end shot.
Also during the development of the animatic, I began to make notes in red, noting where more dynamic camera angles could be used potentially as well as small notes on characterisation during animation.
Overall, I am pretty happy with how the animatic turned out. I know that it will probably change during production as I have already pointed out with the red annotations for different camera angles, but I am more than ready to experiment with the camera angles within my chosen 3D software.
If I were to improve this animatic it would probably be with the experimentation on perspective and composition of shots.

Direction
Colour
At the start of the project, I was initially going to have the colour scheme be a muted dull colour with a yellow highlight. During the beginning of the project, I felt that this would be the best approach to colour for this project however as time went on, I felt more and more drawn to the idea of having the colours be more of a grey-scale scheme with yellow being the only colour to stand out.
I feel that this was the best way to go as just using the colour yellow in the characters would make them stand out from the background while connecting them both together. I used yellow in particular for the colour scheme, not just because it makes it easier to make the characters stand out against the background, but yellow is often associated with the idea of caution and danger, as evidenced by the numerous times it is used in danger signs and borders for ledges. Yellow is also the colour of death and mourning in Egyptian culture as well as being the colour of courage in Japan [5].
One game that I took inspiration from was Little Nightmares, an indie title that has the protagonist dressed in yellow with the environment coloured in dull grey colours. This makes the game far more unsettling. [6] In conclusion I am very satisfied with the choice of colours for this film as I feel it is a god choice of colours for a horror inspired theme.

Direction
Style
For the 3D style in particular I am hoping to contrast Edith with the creature by having her be more stylised and having the creature look more realistic. I feel this is the best approach as not only will this make Edith stand out against her surroundings, but it will also make it easier for me to model, rig and animate as I won’t have to do any hair physics for her head.
I have already looked into how I can go about modelling her hair using polygons. [7]
For the Creature, I hope to make a simplistic base model then use sculpting and texture stamps to accentuate the details of the skin and muscle in order to bake it on top of the pre-existing base model using a heightmap. I know that I can do this by using sculpting software like Blender or ZBrush and then putting them into Substance Painter and baking out the heightmap from there.

Next Steps
To move forward, I have made a rough plan in my head in order to make sure that production runs smoothly.
My first plan of action is to create a grey box of the forest and sugar shack before making some very rough character models in order to make a layout version of the animatic. This way I know exactly where everything is going to be, and I will have less issues with camera angles further on during production. After this I will keep on developing the models bit by bit while working on the animation roughs. Using Maya’s referencing feature can help with this as I won’t need to keep redoing the animations each time I make a new model.
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