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First idea: Guardian of the abyss
The first idea for the animation is the guardian of the abyss. The animation will be about an adventurer’s final step of the journey to claim what lies within the abyss. It will involve 2 characters, the hero, and the guardian.
The plot of this story is that a brave adventurer is forced to enter the depths of the abyss in search of an ancient relic possible of saving the realm. Only problem is, there is a great evil guarding the entrance to the abyss. The start of the animation will show the adventurer struggling to keep going after many epic battles but still pushing forward. The adventurer will be dragging their weapon along the floor, it will be oversized and have a heavy appearance, showing that the adventurer has great strength, being able to wield such a powerful weapon.
The mood board above shows the four elements of the animation, each representing something different. The adventurer/ guardian represents light and dark, the weapon representing the strength to overcome evil, and a broken chain showing the disconnect between the hero and the realm.
On the left, a first draft colour scheme has been created. The top row would be used for mainly the adventurer and the bottom row for the guardian/ environment. The contrast between the rows of colours again represents the concept of light and dark, and good and evil.

Second idea: Time moves on
The second idea for this project is time moves on. This animation would be about war and focus on being an emotional piece. It would feature a young girl and future version on herself, a teddy bear as well as an army of Axis soldiers.

This colour scheme above was created by making a mini mood board, then selecting the colours that stood out most after applying a gaussian blur effect to the entire mood board. The inspiration for this idea came from the video game the Last of Us and the HG wells film The Time Machine. The Last of Us features a strong female lead character something which I wanted to include in my animation. The Time Machine use the same concept of having the background pass through time while the object the cameras locked onto stays the same.

This image shows the style of environment that the animation will take place in. A dark fantasy style world that is clearly missing something, righteousness, morality, and order. This is created using dull colours to show lifelessness.
The imagine to the left is a great example of using lighting, although the area is corrupted and decayed, one source of light changes the whole scenes aesthetic. I hope to achieve this after the battle is over.
This image shows the style of entrance I would like to have to the abyss. It made up of mostly dark colour shades, other than the pink flowers which contrast the rest of the environment. I really like the steps leading to the door as it shows there is path ahead but it you must put effort in, to reach the destination.

In this first frame of the cutscene, the area in which the fight will take place can be seen. The camera is at the front of the room at roughly -35° from horizontal. The room is poorly lit with small candles around the room. Dead bodies are scattered across the room, these all look identical to the boss and are stuck endlessly fighting against themselves.
The second scene shows the entire room, as well as the boss, and the entrance to the catacombs. This shot fully shows off the lighting. There’s a beam of light aimed at the boss to add dramatic effect. There’s also a layer of fog covering the arena to show how the land was consumed by corruption.
In the third scene, the camera pans to the right to show a side on view of the arena. The main boss can be seen stabbing one of the identical enemies with a great sword. The boss is leaning into the second enemy with force great enough to push his blade the entire way through the opponent’s chest. The enemy being stabbed is seen slouched over, as the life leaves his body.
The fourth scene shows the same shot as the third, but from a zoomed in perspective of our character. At this point, the second enemy’s body has gone completely limp and lifeless. This shot gives us a close-up view of the boss and allows us to see that all the enemies in the current room wear the same armour. The beam of light is more present here as the rest of the room is poorly lit, but the boss can be clearly seen.

The final scene of the first phase cutscene shows the boss doing the legion etiquette gesture. This gesture shows respect and marks us as the bosses next opponent. The lighting in this shot this much better than that seen in the previous scenes. Both the beam of light and the candles are visible in this shot. The blade of the boss’s sword is covered in blood, both new and old. This shows that it’s been there fighting for a very long amount of time.



In this scene, all the blood is entering the main boss’s body. The boss’s body is limp and lifeless, just like the rest of the corpses on the floor. The beam of light is back and once again focusing on main boss. The ground looks old and uneven, as if it’s been there, un- maintained and well used for decades. The boss’s sword is now clean of blood, showing that it could kill the player in the first phase.
In this scene, all the blood is entering the main boss’s body. The boss’s body is limp and lifeless, just like the rest of the corpses on the floor. The beam of light is back and once again focusing on main boss. The ground looks old and uneven, as if it’s been there, un- maintained and well used for decades. The boss’s sword is now clean of blood, showing that it could kill the player in the first phase.
In this shot, the boss begins to regain strength and stand up. The boss now has embers/ magma and flames running through out it and its sword. Every light source other than one candle have extinguished, the main light source in this shot are the flames running throughout the boss. The boss being the main light source is meant to show power and strength, an even stronger enemy.


In this scene, only the protagonist’s legs and weapon can be seen. The weapon scratching across the floor.
In the second scene, the camera will pan out to an extreme long shot, showing both the protagonist and antagonist.
In this scene, the camera will follow a chain fired by the antagonist. At the last moment, the protagonist will slash the chain.





Metal scratching against floor sound‬
Camera only shows protagonist’s lower half and weapon‬
Protagonist is seen limping; heavy breathing can be heard‬
Shot 2‬
Camera pans to the left, behind protagonist. ‬
Extreme long shot showing entire room‬
Dark mist hides antagonist ‬
Shot 3‬
Chain with sharp spike attached to end fires out from darkness ‬
Camera follows chain, until slashed in half my protagonist’s weapon‬
Metal clashing sound‬
Shot 4‬
Camera pans round and slowly zooms and focuses on antagonist ‬
Antagonist makes a gesture towards protagonist ‬
Shot 5‬
Camera pans back round to an extreme long shot showing both protagonist and antagonist slowing walking towards each other‬
Breathing gets heavier and louder‬
Shot 6‬
Camera pans round to behind the protagonist‬
Protagonist begins running towards antagonist‬
Antagonist gets into a fighting position, screen cuts to black‬





















