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Art direction for a short film
Pre-Production Diary
1. Story Idea and initial research
The first step bfore doing any designs for my short film was to create the story and characters of the world. I was inspired by the Norse legend of Ragnar Lothbrok, a Viking whose legend has been told for generations.
The inspiration for my story is the saga of Viking Legend Ragnar Lothbrok. He was first spoke about in the Saga “Ragnars saga loðbrókar.” Which simply means the Saga of Ragnar Lodbrok and was written in the 13th century hundreds of years after the events took place. The timing of the Sagas date of completion leads to many suspicions as to whether the events written happened or not. Some even question whether Ragnar even existed. Whilst some aspects of the saga are historically plausible, some are not. 
The story that has inspired my animation is the most implausible as it is a complete fantasy. The story goes that Ragnar slayed a dragon that was tormenting a village to win the daughter of a Jarls hand in marriage. He ventures into the wilderness to fight the beast and slays it with a spear. The tale has been rewritten many times with some having slight differences from another. Whilst one will say it was a dragon that Ragnar fought, other sources describe it as a serpent or snake grown out of proportion.
This is something I would like to explore during my design phase exploring how the best will look whether it is your classic dragon or more a serpent like the Basilisk from Harry Potter. I will also make sure to include the spear in my animation and explore all the diverse ways I could make it look.
2. Script Work
After some initial research I decided to write a quick Logline and synopsis before a complete screenplay. 
Logline - “A young Viking ventures into the wilderness to slay a great beast and secure his place in Valhalla.”
Synopsis - Ragnar fails his attempt to sneak up on the beast, leading to a chaotic chase through the woods. Ragnar takes cover in a cave where he faces the corpse of the beast's previous victim. Ragnar, takes a moment to build courage, picks up the corpses weapon and has his final confrontation with the beast. He leaps at it, spear in hand. We cut to black before Ragnar makes contact. 
Screenplay -
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This is my first draft of the script so there are likely to be changes made. One worry is the length of the scene as one page usually translates to a minute of screen time and this script is 2 minutes long. Some of this can be excused as a lot of quick action descriptors that won't take that long in the end. 
I decided on the title “The Einherjar” as it is a Norse term that translates to “Those who alone” which reflects our protagonist perfectly. It also means Odins warriors in Valhalla, who are Vikings who died in battle and went to Valhalla.
3. Initial Storyboards
[bookmark: _Int_9EtCzdKm]I then done some quick thumbnails/storyboards for my script to help me figure out the timings and maybe cut out some aspects of the story.
[image: ]Opening shot of the beast opening its eye
The beast moves revealing our protagonist waiting behind a [image: ]tree
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After these initial storyboards I decided that I needed to make a few changes to the scenes to shorten it down and make the camera movements more dynamic and interesting. The first moment I decided to cut was the oasis section where the beast lays a trap for our protagonist. I decided to replace this section with the protagonist sprinting straight into the cave with the beast chasing him and just missing his attack as Ragnar dives into the cave.
The second change I decided to make is to have the protagonist walking along a large tree branch above the beast and drawing back a bow to shoot it. Whilst he draws the bow back the tree will start to creak, and the branch will fall.
Below is a second load of storyboards with these changes in mind.
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4. Ragnar Designs
Next, I decided to conduct some research and apply that research to some initial design Ideas. Before doing the research, I made a quick mood board of charact6ers and designs that inspir ethe various aspects I want my Ragnar to have.
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First, I decided to investigate the Vikings symbols that could be used for the amulet that Ragnar carries and at the other types of talismans or trophies that Vikings would carry on themselves.
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[bookmark: _Int_0515zg1n]Of all the symbols and amulets above I think the best choice for this would be Thors hammer Mjolnir. I think it suits the character more as it represents being a warrior and having courage and in the third act of the animation will be used to inspire our protagonist to face the beast.
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Next, I did a couple sketches of different clothing's I could use for Ragnar. The character himself is meant to be a seasoned hunter and I want his clothing and talismans to show this. That is why I decided to do some quick sketches of bear and wolf pelts and how they could be utilized within the design.
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Next, I did a few designs of different ideas I had, trying to apply a few Viking aspects to each one.
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1. Traditional Hunter – This design is the most basic and does not include any common Norse signatures within the design and therefore does not fit in the story.
2. Pelt and chainmail – For this design I decided to include a wolf pelt that covers the neck and shoulders for warmth and protection. The material underneath is chainmail which was commonly used. Another addition is a belt that will have a few Norse talismans and trophies around it.
3. Hooded – My third design is meant to be more stealthy and agile, with no sleeves and a thinner fabric. I also included a tusk on his hip which acts as a war horn and a trophy of a previous hunt.
4. Wolf Head – For this one I decided for him to be topless except for a wolf's head and pelt covering his upper torso. This means I added a few battle scars to show more experience at his youthful age.
5. Winter apparel – The final design is more intended for colder climate with the big fur jacket going over the chainmail armor. I like having the chainmail hover over the legs as a design choice.
After looking at these initial designs I decided to combine my favorite aspects from all of them and contribute them to my final design below.
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These are two variants on my final design, the top was the first I did but then I decided to change the material of skirt/kilt to scales as if they were taken from a dragon or serpent. My Favorite item from my initial designs was the wolf's head so I had to include that. I also added blue tattoos that travel all the way around his body, while it has never been proven that Vikings had tattoos, but it is quite common in Viking films and shows for them to have tattoos. It also adds to the mystique of the character. 
I also did some drawings of distinctive designs and styles for the spear that Ragnar takes from the corpse in the cave.
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Out of these designs I am more likely to choose the basic spear as I like the idea of such a simple, worn-down spear being used to take down the great beast. I liked the idea of it being Gungnir which is Odins spear in the mythology, but the basic design suits the story more as its fits the “David vs Goliath” similarities with Ragnar facing the gigantic beast.
5. Monster Designs
The next step was to start my designs for the beast itself. As I mentioned earlier, different versions of the story and the descriptions of the beast are different, some call it a dragon, others an overgrown serpent. One account I came across described multiple serpents of a smaller size that Ragnar had to slay. I made a mood board of unique designs to inspire my own designs.
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After the mood board I made a couple of my own initial designs.
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1. My first design is meant to be a young dragon, that is why the wings are so large compared to the body as he has not fully grown out yet. The issue is that I want the beast to be huge and overbearing. I also think this would make the audience sympathetic for the dragon and root for it over Ragnar
2. For the second design I went for the serpent look but maintained a dragon-like head. This design is scarier than the first one and would allow the audience to root for Ragnar more than the dragon.
3. The third design is like the serpent design with a few additions. I have added feet to make it more mobile and added hairs along the bottom. It is also a lot longer, making it more intimidating.
4. For the fourth I was inspired by a Spinosaurus dinosaur it terms of the shape of its head, with the crocodile-like jaw. I kept the legs and feet this time going for the look of the dragon without the wings.
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This is what I chose for the final design of the beast. I went with the serpent design I thought would be the scariest and most intimidating for our protagonist and our audience. I also designed the tail to be like that of a rattlesnake, this allows for some interesting sound design and more detailed animation.
For the colors I stuck with green but then blended it in with blues and then purples to add to the mythological and surreal existence of the beast. This final drawing is like what the final shot of the scene will be with Ragnar facing down the beast after climbing out of the cave and taking the corpse spear.
6. Environment Design
The environment I wanted to focus on was the interior of the cave. Focusing on the positioning of the corpse and where the hole for Ragnar to climb out of is placed. To experiment with various layouts and lighting within the cave I decided to do some quick renders within Maya.
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[bookmark: _Int_gZvSfc2z]This is my first concept, where I have tried getting a mystical/magical style from the lighting. That is why I chose yellow and pink as it is very unnatural, and the lighting cannot be explained by anything within the scene. One critique I have of this concept is that the layout is small, and I would rather the cave be vaster on the inside.
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This concept is more in line with what I want the cave to look like. The lights visible through the exit represent stars as the weather and time of day has changed at this point in the story.  The point light I have placed on the pile of rocks is where the tip of the spear will be.
As the spear will be worn and rusted there is no reason it should shine light, but it is anyway. This is to represent the gods guiding Ragnars attention towards the spear giving him a sign to use it. 
The blue, foggy lighting works a lot better and comes across more mysterious. Its more eeerie and will help amplify the horror elements of this short film.
7. Animatic
I then made an animatic to help me visual the camera movements better nail down the timings so that to does not go over the time limit. 
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I made two different scenes within Maya using basic shapes to represent Ragnar and the beast. Pictured above is the animatic of the 1st and 2nd act of the short film ending with Ragnar diving into the cave.
[image: ]
Afterwards in a separate Maya file I did the final act starting with Ragnar arising in the cave and seeing the body. I then rendered these two animatics and put them together.
Animatic Link: Animatic
[image: ]
[bookmark: _Int_z4fH3zf6]The full animatic lasts 43 seconds which will likely increase to time limit when detailed technical animations are used instead of these extremely basic ones. 
8. Title Card
For a title card I have two ideas:
1.
[image: ]

This title card would be visible above Ragnar when we first see him before the camera sweeps around the tree trunk into the over the shoulder shot. The issue with this being the title card is that the camera does not hold this angle long enough for the audience to fully take it in and they may not even notice it. The other issue is that it does not allow me to put the English translation of the text which will lead to viewers being confused. They may think The Einherjar is what the serpent is called.
2.
[image: ]
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The second idea is this one. Where the title is over the closed eye and then the translation to be under the eye lid when the serpent opens its eye. 
I like this option more than the first as there is more time for the audience to read the title and the translation so that they know what it means. I also think It is more interesting than the first option and will not make have to extend the time held on these moments and takeaway form the remaining time left to finish underneath the time limit. 
High quality images 
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EXT. OASIS - DIRECT
....-a great oasis with a waterfall and a peaceful pond.

He kneels down by the water, splashes his face begins to |
clean his Amulet, THORS HAMMER. SPLASH! The Beast emerges
from the pond, takes a bite at Ragnar -- Barely Missing.

Ragnar grabs and an ARROW AND STABS the Beast in the eye it
screeches giving Ragnar a chance. He scampers up the rocks
and dives through the water fall into...

INT. CAVERN - DIRECT

...a cavern, before the beats Jaw snap behind him. The beats
cannot fit in the cavern.

Ragnar composes himself and looks round the cavern, spotting
a large trail of dried blood. It leads to the decomposing
body of a Viking, his arm TORN-OFF by the BICEP (He fell for
the beasts trap). A spear laying next to him.

Ragnar looks at his AMULET, asking the gods to grant him the
courage to face the Beast head on. He closes his eyes and
Then. BOOM!BOOM! Thunder and Rain outside. He opens his eyes,
relief and Focus. The Gods are with him, Thor is with him.
He picks up the spear and begins to climb out of a small hole
in the ceiling of the cavern. The camera pans upwards as he
climbs.
Frame Fills Black

MATCH PAN UP{
EXT. OASIS - ABOVE WATERFALL - MOMENTS LATER

We pan back from the black to Ragnar standing facing away
from the camera. The Rain and Thunder all consuming. BOOM!

Thunder as lightning strikes and the Beast appears instantly.
They stare each other down for a moment before Ragnar charges
towards the beast, leaping off the top of the waterfall,

spear in hand and--

--CUT TO BLACK




imaged.png
:/
< &J
é_\\u‘

=
o ,yww
b dnt

Y




image12.png
VIVHER AR




image13.png




imagee.png




image5.png
INT. BEAST LAIR - EVENING
TITLE CARD
"THE EINHERJAR"
the text fades into...
"THOSE WHO FIGHT ALONE"
CLOSE UP

We open on the BEAST closed eye as it sleeps peacefully. We
hear rustling as a the beasts eyes OPEN.

The beast slithers away slowly as the camera pans with it.

We pan back and upwards to our protagonist, RAGNAR, walking
along a thick tree branch above. A BOW on his back.

Our camera moves around behind Ragnar as he sneaks along the
half- fallen branch towards the beast. He takes the bow of
his back and loads and arrow as he continues to creep
forward. He stops moving, pulling bowstring all the way back
but then....

SNAP! The tree branch collapses. Ragnar hits the ground hard
as his Amulet drops next to him and The beast screeches
offscreen. Ragnar takes back his amulet and jumps to his
feet. He darts of away from camera before.

WHOOSH! The Beasts tail whips through a tree above Ragnar,
snapping it, clean. Ragnar ducks quickly before making a hard
turn in direction. Ragnar is now running towards the camera
as we pull back. His run getting faster and faster.

BG - The Beast is charging after Ragnar getting closer and
closer. Then, whoosh, it veers off course out of frame.

FG - Ragnar darts behind a tree. He looks around, confused
but still keeping cover. He crouches down and move along a
hollowed tree trunk, looking around himself and over the
trunk. He looks around the end of the trunk and seems
SURPRISED... We pull back and a BEAUTIFUL FLOWER appears
within frame. A butterfly lands on the flower.

Ragnar starts a brisk walk towards the camera. The camera
turns as he goes past revealing...
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