Document of Intent
Master's Project: Road
This Master's project is a group production involving three team members and focuses on the creation of a 3D animated horror short film entitled Road. The film tells the story of two middle-aged men travelling along a remote mountain road at night, where they encounter a supernatural entity linked to a series of missing children. Through suspenseful storytelling, atmospheric environments and psychological horror, the film aims to explore themes of guilt, loss and redemption.
The primary target audience for this project is young adults and mature viewers aged between 18 and 40 who enjoy horror, thriller and supernatural narratives. The visual style and narrative structure are inspired by psychological horror cinema and East Asian supernatural folklore. As horror remains a popular genre among streaming audiences and independent animation festivals, this project is intended to appeal both to general horror enthusiasts and to audiences interested in narrative-driven animated films.
Within the production team, I have undertaken several important production roles based on my existing skills, creative interests and professional aspirations.
Primary Roles
Screenwriter (Primary Role)
One of my primary responsibilities is scriptwriting. I have chosen this role because narrative development is one of my strongest skills. I am particularly interested in creating suspense, character psychology and emotional storytelling. The screenplay for Road relies heavily on atmosphere, pacing and visual tension rather than dialogue, which aligns closely with my creative strengths.
By taking responsibility for the script, I can ensure that the narrative remains coherent throughout production and that the emotional and thematic intentions are preserved. A well-structured screenplay will benefit the entire group by providing a clear foundation for storyboarding, animation and sound design. Personally, this role will allow me to further develop my storytelling abilities and strengthen my portfolio as a narrative designer and writer.
Environment Modeller and Texture Artist (Primary Role)
I will also take responsibility for all environment modelling and texturing within the film. This includes the mountain road, forest areas, hospital environment, vehicle interiors and other supporting locations.
Environment creation is currently my strongest technical skill and the area in which I have the greatest experience. I am confident in producing detailed 3D assets, creating realistic textures and constructing atmospheric scenes. Since the environment plays a crucial role in establishing horror and tension in this project, my contribution will directly affect the visual quality and audience immersion.
This role will allow me to further refine my environmental storytelling techniques and improve my proficiency in industry-standard 3D software pipelines.
Character Modelling, Texturing and Rigging (Primary Role)
I will be responsible for modelling, texturing and rigging one of the main characters. I selected this role because I would like to expand my technical capabilities in character production. Although environment creation is my strongest area, character rigging is an aspect that I wish to explore further.
The successful completion of this role will ensure that the animation team has a production-ready character asset. In addition, gaining more experience in rigging and character workflows will broaden my overall employability within the animation industry.
Secondary / Support Roles
Storyboard Artist (Secondary Role)
I will contribute to the creation of storyboards for selected sequences. Since I wrote the screenplay, participating in storyboard development will help maintain consistency between the written narrative and the visual presentation.
This role will support communication among team members and reduce misunderstandings during production. It will also strengthen my visual storytelling skills.
Animator (Secondary Role)
I will produce a limited number of animation sequences throughout the project. While animation is not my primary specialisation, I believe contributing to this area will help reduce workload for other team members and provide me with valuable practical experience.
By undertaking selected animation tasks, I expect to improve my understanding of timing, character performance and cinematic movement.
Editor and Sound Designer (Secondary Role)
I will also be responsible for final video editing and voice/sound integration during post-production. This role is essential in ensuring that all visual and audio elements are assembled into a coherent final product.
Sound plays a particularly significant role in horror films, and effective editing will greatly enhance tension, suspense and audience engagement. Through this role, I aim to improve my post-production workflow and cinematic editing techniques.
Standby Role
General Production Support (Standby Role)
As a standby role, I am prepared to assist other team members in additional modelling, texturing or scene assembly tasks should unexpected problems arise, such as illness or delays in production.
Taking on a standby role demonstrates flexibility and ensures that the production schedule can continue smoothly. Collaborative problem-solving is essential within professional production environments, and I hope to further develop these teamwork skills throughout the project.
Personal Strengths and Learning Objectives
My greatest strengths lie in narrative writing, environment design and atmosphere creation. I am particularly skilled at constructing detailed environments that support storytelling and evoke emotional responses from audiences. These strengths make me well suited to a horror production such as Road.
Through this project, I hope to strengthen my abilities in character production, rigging, animation and post-production while continuing to refine my storytelling and environmental design skills. Ultimately, I intend to produce a high-quality portfolio piece that demonstrates both creative and technical competence.
	Date
	Production Task

	15 Jun – 20 Jun
	Finalise concept, script and research references

	[bookmark: _GoBack]21 Jun – 25 Jun
	Complete storyboard and shot list

	26 Jun – 5 Jul
	Environment concept design and asset planning

	6 Jul – 15 Jul
	Model all environments (mountain road, forest, hospital, vehicle interiors)

	16 Jul – 22 Jul
	Create textures and materials for all environments

	23 Jul – 28 Jul
	Character modelling and UV mapping

	29 Jul – 2 Aug
	Character texturing and rigging

	3 Aug – 7 Aug
	Scene assembly, lighting and camera setup

	8 Aug – 11 Aug
	Produce assigned animation sequences

	12 Aug – 13 Aug
	Rendering and render corrections

	14 Aug
	Video editing, sound integration and voice recording

	15 Aug
	Final review, quality checks and project submission



