This is a development website of a short film for a series called “Cellus”. It shows pre-production into 3D production work, showing the development of characters, environment and camera angles. The genre is Mystery and Horror. 
Logline:
A young man returns to his ancestral home in search of a father he left behind, only to discover a monster.
Synopsis:
After years apart, Max returns to his old home in search of his father, only to find the place a mess and disarray. He finds a mysterious hatch, which leads him to an underground laboratory.  
Schedules were made in “Team Gantt” in “Trello” to keep the project targets hitting the deadlines. However, if not achievable the schedule was adjusted each week to keep track of the pre - production before going before starting the 3D production. To help follow the tasks at hand a workflow and a pipeline was made to follow. The pipeline was deconstructed into various different tasks, where the pipeline shows each task that will be followed each step from pre-production to production and post-production. Also, a workflow of the different software is used to show what type of software will be used from pre-production to production and post-production.  
There were areas of producing this pilot, which was assessed. Noting down the most important risks that may affect the production of this pilot. As an example, spending too much time on a particular part of the project will delay other tasks or have lower quality. 
[bookmark: _GoBack]To beginning writing the script, a short description of a story was made as a starting point. Initially the plot involved two agents entering a military facility. Their mission was to investigate a new drug serum, which enhances human abilities. However, during development the plot changed to involve a father and son. The idea of the laboratory and the experiment was retained. The idea evolved from a laboratory, serum and enhanced human abilities. The story became about two characters, a son and his father who have a distant relationship, which is symbolised through environment storytelling and character animations. 
The original script was more of a mystery, which was developed into a thriller and horror genre. From developing emotional connection between Max and his father, which had been non-existent in the previous drafts, it evolved into a mystery and a horror script. Another area which developed is setting of the house, where there were too many areas of the house, which Max had to explore before finding his father. This meant that it is too slow for the audience to follow and does not build the tension. 
Through storytelling, there were many different script writings that were deleted to adjust and edit the story. The third draft was detailed and more descriptive, describing the area and setting the scene like an actual story. However, from researching Toy Story and Alien to improve the script writing, the script was shortened into simple and concise descriptions.   
To write and plan out this project, a script writing website called “writersduet.com” was used. The script was developed into different stages from ACT 1, ACT 2 and ACT 3. This was to develop the foundation of the story, which was essential to creating the character actions, environment, storytelling, dialogue and sound. Several drafts were produced, where the ideas were built slowly. This was to build the connection and relationship between the characters. It was decided to set the story in the early 1990’s because of new advancements with technology. The genre of the short film is finalised as a mystery and a horror as the story reveals an experiment has gone wrong, the father turns into a terrifying creature. 
This was emphasised at the beginning of the film, where Max enters the house. The lightning affect strikes as if something bad has happened, he returns to his old home in a desperate need. 
In this film, Max absolutely despised his father before and regarded him as a monster. Which was emphasised in the beginning, making him immediately enter the home in a rush, in anger. Lightning going off in the background, as soon as he enters the house. 
The key elements of the story developed symbols of Max and his distant relationship with his father, which is the watch and the photo. The watch is symbolised as an undelivered gift to Max, who is becoming an adult. In a short period of time, the story unravels the background where Max picks up the watch, to realise that he never got the watch and has never seen it before. 
At the end Max trips and falls in horror, scared of his father. His father is losing his sanity as the manifestation is turning him into a creature, where he is terrifying his son. The two characters go into a small chase scene, Ted corners Max into a corner, dropping to the floor and cracking the glass. The symbol and meaning of the watch snaps Ted back into reality, seeing his son scared, he realises that what he had done. He then escapes laboratory. 
The development was inspired by many different films such as Spider-Man: Into the Spider-Verse, IT, The Post, Alien, The Thing, Halloween and Friday 13th. These films were used to find the horror, action and mystery genre. The Post was an interesting film, which was mostly conversations between characters. However, the camera angles created the more dramatic feeling and desperation, where the characters were scared of committing treason to their own country. This helped developed shots in the 2D animatic. 
Researching the horror genre was interesting to adapt towards the project, The Thing and Alien struck made impact of its emerged horror scenes where creatures are terrorising people and brutally killing them off one after the other. This kept their audience on the edge of their seat. What was particularly interesting was the use of gore, science fiction and the atmosphere of the films. 
In terms of style, the concept art has taken a turn into a comical style, influenced by a film, Spider-Man: Spider Verse. The character design follows the comical style because of the line work and the style of colouring. To establish in terms of the development into 3D, this may include Toon shaders within the Maya software. A test will be conducted in the production stage to go into 3D.
Max Emmet is the main character, a protagonist who is a college student, 19 years old. He returns to his old home, he is courageous and smart. He hates his dad because of never being there for mom and himself. The pilot focuses on rebuilding a relationship with his father and himself, where he needs his dad to help his mom, who is terminally ill. 
Ted Emmet is the antagonist of the pilot, he is a mad scientist who is aiming to create a serum that increases masculinity and strength for soldiers. He is the father of Max, who he neglects for his science. Ted transitions into a creature, he turned desperate and started to experiment on himself where he had turned himself into a creature. While developing this character, he is turning into a creature, which is making him lose his sanity and tries to attack his son. 
The environment of the house and the year is set in the early 1990’s. As the Max steps into the house, he goes through a set of locations in the house such as the lounge, kitchen and Laboratory. The design of the house is a bungalow, which is set in America, Ohio. To show storytelling in the pilot, the father is a messy person, which shows many different parts of the place being thrown and pushed around. It also emphasises that he lives there by himself.
To produce different areas of the pre-production, key frame art is used to push the development by experimenting on one of the main shots in the film. This method is used to show the father causing terror and creating horror towards Max. Every camera angle are important to the story; therefore, the intention is to draw out the perspective, angle and detailed characters to condense the storytelling of the scene and use it for the production. 
The storyboard was put into various different frames, which was taken and used as a draft to do a colour design. This was to show the basic colour design and pre-visuals of what the lighting, character and environment would look like for the production. However, it is a pre-visualisation for the production, this may be changed through development of the character or the environment. 
Through development of the thumbnails, a deep connection was found. As the course of constructing the thumbnails, a distant relationship with my biological father, where I only receive texts or calls from him only. I know who he is, I have met him when I was younger. But I don’t actually know him well enough to know what his favourite film, views are or words of advice. This story was meant to tell a story of a distant with Max’s perspective of his father and his dad.
The thumbnails were originally sketching on paper, which was then turned into digital through photoshop. Through developing each camera angle, it was experimenting in stages if the pre-production was stuck. This way developing different angles and viewpoints of camera it made it easier to visualise the movement of the characters.
During the development, thumbnails were drawn in a software called “Storyboard Pro”. The process was draw constructions for the type of camera angle. This was to speed the process of designing the camera angles. From script to camera, the story had to be changed due to inconsistency and character traits to the story telling. To emphasise, Max finds a watch, which is a gift from both of his parents but never received the gift. This shows that something happened between the parents and Max. 
After developing the thumbnails, it was put into a 2D animatic which was then viewed as a video file. To overview and do correction on the 2D animatic, a website called “Syncsketch” enabled to overview which parts need to be changed or improved. There were plots and visuals that needed to be more accurate and extra frames, which can intensify the horror. To improve the 2D animatic to guide the story was to write in script form and insert a frame stating the character movement, reaction, dialogue or sound. 
While developing the 2D animatic, it was slowly adapting into a full video showing the character actions, camera angles and environment. Although, there were visual elements and story elements that developed throughout developing the overall Leica reel, such as the watch and giving Max, the reason for him to be there. As for the series, he trying to find a cure for his mother. However, the story elements that are needed for the audience to know the setting and design of the 1990’s. Therefore, there is an establishing shot of the character entering the lounge area and the kitchen and a calendar to show what year it is in the short film. By design, in the early 1990’s it would have late 1980’s environment. However, to be clearer about the year, a calendar will be used for the audience. 
Throughout developing the 2D animatic, many camera angles have improved or adjusted to enhance the emotion of the story. This developed a cinematic and dramatic feeling through each camera angle, letting the audience feel for the character. However, the overall 2D animatic is still a work in progress which is intended to be continued onwards in 3D animation, blocking out each camera that was done in 2D. 
