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[bookmark: _Toc348323342][bookmark: _Toc1454909460]Abstract
This report will detail my journey throughout the completion of this project. The original idea of my animation was a nighttime chase scene between a shipwrecked sailor and an astronaut who had crashed into their ship. After conceiving the idea, I thought what movies and artists had inspired my project, taking note of the movie “The Lighthouse” and its director Robert eggers. The movie and its style led me to wanting to make my animation in a similar vein, using black and white cinematography and a 4 by 3 aspect ratio. I wanted to understand the intentions behind using that style and how the director thought it effected the viewing experience. He wanted to immerse the viewers into his world, making them feel like they were watching a movie from the days of early cinema, the claustrophobic shots and set brings you into the story and makes you feel terror the main characters are going through. An important aspect of Eggers film is the historical accuracy of the time, this led me to investigate the time I wanted my animation to be set in and make sure that most of the aspects of the story were accurate to the time I wanted it to be set. The most key features of the sequence were the look of the main character and the lighthouse that would light up the entire scene, I needed to know when the lighthouses began to have directed light and what sort of sailors/pirates would be around at that time. Once I had knowledge of the setting and historical context of the animation, I could begin designing my characters. 
After initial sketches and ideas, I created my protagonist and found a model that best suited the astronaut. The next step was to create the key frame animations for these characters is whatever program I deemed suitable and that made them easily transferrable into Unreal Engine. I had decided early on that I would be using Unreal Engine to make and render the sequence, as it allows me to use Realtime animation, rendering and Lighting so that I can fully visualise and map out the scene. The cinematography aside, I wanted the art style to realism, making Unreal Engine the appropriate choice for making my animation within. Another important aspect of Eggers film is the sound design and how it helps to immerse the viewer into the story, it sounds clear enough to understand yet raw enough to feel like you are watching an old movie. To me it was essential that the sound design of my animation matched and complement the visual style as to not seem out of place or noticeable. A few slight changes to the beat and moments of the story were changed along the way but the main premise and style was maintained throughout.
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[bookmark: _Toc1334090476][bookmark: _Toc1846410824]Part one – The Idea and Inspirations
The idea for my project is a short chase/confrontation scene involving a sailor that has washed up on the shore and an astronaut that has crash landed on earth. I plan to make the sequence within Unreal Engine 5 which allows me to utilise Realtime animation and rendering. 
[bookmark: _Int_bbS4npWf]My main inspiration for this short is the movie “The Lighthouse.” The Lighthouse is a gothic horror film released in 2019 directed by Robert Eggers. It is a very claustrophobic movie shot in on black and white film and in 4:3 aspect ratio reminiscent of old movies and especially the old universal horror movies.
[bookmark: _Toc1256082377][bookmark: _Toc996860205]The Lighthouse
[image: ]The colour and aspect ratio are highly effective, transporting the viewers to the times the movie is set in, the 1890s. The style is reminiscent of early cinema where 4:3 was the standard for movies of the time.
This was very intentional by the filmmakers as they wanted the audience to feel completely transported into the world of the two protagonists. The cinematographer, Jarin Blaschke, said that another reason they opted for the “box” aspect ratio was to make the movie feel more claustrophobic and the characters more isolated. Many filmmakers would have altered the footage digitally to make it black and white but not Robert and Jarin.
[bookmark: _Int_9eAxyNOw]Black and white film is much less sensitive than colour film, meaning that more light is needed for lighting a scene. With Jarin describing it as “Blinding at times.”   Also stating they had to use 500- to 800-watt halogen bulbs in the lanterns that would flicker and were only a few feet from an actor’s face. The sound design is also incredible, where it is just dirty enough to seem old but remains clear and concise to the audience. The sound designer, Damian Volpe, could not resist the project and wanted to create a soundscape that was “immersive, gritty and handmade.” Where he wanted to put a lot of “Analog goodness” into the film to create this affect.
In conclusion, the main aspects for giving the film an old-timey feel are sound, lighting and cinematography. The black and white, claustrophobic film immediately takes audiences back to early film and the analogue gritty sound design should keep them immersed in this world for the duration of the sequence.
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[bookmark: _Toc1263141029][bookmark: _Toc297349845]Robert Egger
[image: ]
The director Robert Eggers started his career as set designer for theatre productions before moving into the movie industry after creating two short films with his cinematographer and collaborator Jarin Blaschke. His movies are noted for their folklore and mythology that are present throughout his stories. Taking inspirations from Greek mythology, Norse mythology as well as general supernatural folklore.
I also looked at other works of director Robert Egger whose visual style I am fond of. Before "The Lighthouse" he gained notoriety for "The Witch", which is similarly shot in a more unconventional aspect ratio, where he opted for 1:66:1 which is slightly more claustrophobic than your standard, with the shot being slightly shorter but maintaining width.
He also followed up "The Lighthouse" with "The Northman" which was released last year.
[bookmark: _Toc94396793][bookmark: _Toc1404485766]The Witch
His first film The Witch follows a family in 1630s England that begins to be torn apart by witchcraft and black magic.
[image: ]
For The Witch Eggers again employed Jarin Blaschke to be his cinemaphotographer. The film has a very naturalistic look which is the opposite of The Lighthouse, this is because Jarin and Eggers wanted to focus on realism and authenticity when considering their cinematography and set design.
Instead of having to "Over-Light" the scene they used natural light with Jarin stating "It was the crew’s responsibility to use authentic lighting and techniques to enhance the story for the actors and the audience. For them to “then put out a Kino Flo would just be a betrayal,” A “kino Flo” being a light of course.
Jarin also felt that shooting within a narrower frame made for a "taller-looking landscape, giving trees an inescapable feel." Adding to the claustrophobia and dread of the film.
[image: ]
With the entire movie being shot with natural light, the only concession of realism was that they had to make one the windows of a building much larger than it would have been in real life to get enough light for the shot. The filmmakers used Cooke lenses for the 1940s to get that gloomy effect in the shots.
[bookmark: _Toc393140648][bookmark: _Toc615048785]The Northman
[image: ]
The Northman is a Viking revenge story released last year. It is Eggers most mainstream and ambitious movie, but it did not stop him and Jarin from experimenting with their usual unique style and visuals. 
The difference between this film and his others is that the camera is a lot less static. Jarin and Eggers wanted to keep the camera moving constantly to draw the audience in to keep them engaged with the story and world of the film. As opposed to the static images of the other movies, especially the Lighthouse. There are a lot of long, unbroken takes with a lot more action than their past movies. This also made for a more challenging shot for the two as they were not used to such big shots. 
[image: ]
[image: ]
You can still see that in some sequences they reverted to their usual style of static imagery and that holds a lot of hidden meanings and visual language. Even reverting to black and white in some sequences.
Jarin also described using an omniscient camera – This meant that camera knows everything about the story, and nothing is hidden. It and therefore the audience knows all events, thoughts and locations in the story, and nothing is subjective.
[bookmark: _Int_93f5u32n]He went on to say that the camera ruled every decision made, its movement was determined by practicality and how to best present a scene in its most direct manner, this led to the blocking of a scene being forced to fit any given moment. This is remarkably like how I would work within Unreal Engine where I can move all the props in the scene and change the shot whenever I want.
[bookmark: _Toc323313981]2:1 Aspect Ratio
They again changed the aspect ratio for this film electing for a 2:1 ratio. This makes the movie more cinematic than his other movies and gives a greater sense of scale.
This ratio was invented as a compromise so that movies could be presented on HDTV (16:9) without taking away from the director's vision as before its conception movies were shot on 2:35:1 which was suitable for theatres but for televisions.
The idea was first conceived by Vittorio Storaro who wanted to enable films to be shot and presented as intended. Allowing for a cinematic look that would not be compromised when shown on television.
[image: ]
[bookmark: _Toc549068279][bookmark: _Toc316186810]Universal Horror
[image: ]
One of my main inspirations for the visual style of my sequence is the original black and white, universal horror movies. It is based around famous literature characters such as Dracula and Frankenstein.
As a result of the times they were made, these movies would use a 4:3 aspect ratio and were obviously filmed in black and white as colour film had not yet been invented. 
They were produced from the 1930s into the 1950s by Universal Pictures and quickly became a valuable horror franchise. The legacies of their characters and stories continue to this day, with remakes and reboots becoming even more popular.
[bookmark: _Toc1121851910]The evolution of Universal horror
Universal's early horror work can be grouped into four rough phases. That began in the 20s with two silent movies, "The Hunchback of Notre Dame" and "The Phantom of the Opera".
After the transition into sound, a second phase began with adaptations of literary classics Frankenstein and Dracula. This began the golden era of monster movies and gothic horror.
By the 1940s, audiences were beginning to become tired of these classic monster stories so universal had to change it up and make them more appealing to the public, so they started doing "Mash ups". This meant taking these famed characters and putting them together such "Frankenstein meets Werewolf".
The downfall in these movies' popularity caused the movie's genre to lean more towards sci-fi with movies such as “Creature from the black lagoon.” This is a specific reference and inspiration for my project as the genre and tone are like that of my sequence. The camp acting plus the combination of horror and science fiction makes it a suitable reference. The setting of the film is also similar, with a large body of water in each.
[bookmark: _Toc1801777574][bookmark: _Toc950620719]Part Two: Setting and Character Research
[bookmark: _Toc1594016744][bookmark: _Toc1363682064]The history of Lighthouses
A big feature of my short is a great lighthouse above the beach on the cliffs. The intention is for the light to be spinning continuously throughout the sequence lighting it in specific moments. This will give the sequence a uniqueness and help raise the story's tension. I conducted research into the history of lighthouses to determine what they looked like and how they worked during the times that my project is set.
[bookmark: _Toc2035806213][bookmark: _Toc1503460830]The origins of Lighthouses 
The "original" lighthouses could be attributed to beacon fires built atop hills throughout history as a warning to oncoming ships or as a signal. The earliest of which are mentioned within The Iliad and The Odyssey which date to the 8th century BCE. 
These "beacons" were often used to mark trading routes spanning from The Mediterranean to Great Britain, the usual design would be wood fires or torches burning in the open but after the 1st Century CE they were replaced by great lanterns
The more modern concepts of "Tower" lighthouses were first conceived by the romans who elected many while expanding their empire, and 40CE they had 30 functional lighthouses that spanned from The Black Sea to The Atlantic
[bookmark: _Toc1091798343][bookmark: _Toc810280535]The Pharos of Alexandria
[image: ]
Before the Roman lighthouses there was The Pharos of Alexandria, which stood at 350 feet high of the coast of Alexandria, Egypt.
[bookmark: _Int_PTEx73q6]The lighthouse was constructed in the 3rd century BC, after the death of Alexander the Great and Ptolemy I was declared king in 305 BC.
It was also damaged by three earthquakes between the years of 956 and 1323 AD leading it to become an abandoned ruin. It is the third-longest surviving ancient wonder after The Great Pyramid of Giza, and the Mausoleum at Halicarnassus.
[bookmark: _Toc496546878][bookmark: _Toc52367884]The First Directed Lanterns
[image: ]
[bookmark: _Int_58Oj6ez1]In 1777, Liverpool resident William Hutchinson produced the first practical mirrors for lighthouses, consisting of many small facets of silvered glass set in a plaster cast molded to a paraboloid form. Paraboloid meaning a solid generated by the rotation of a parabola about its axis of symmetry. This is important as it determines what period my sequence can be set in as this is important to my sequence.
This would mean the setting can be placed between 1777 and the early 1800s.
[bookmark: _Toc786730876][bookmark: _Toc130161271]Late 1700s and early 1800s sailors and piracy
[bookmark: _Toc218900148][bookmark: _Toc81311329]The Golden Era
My first thought when imagining the main protagonist was for them to be a pirate. The "Golden age" of piracy was from the 1650s to the 1730s, where most legendary pirates, such as Blackbeard and Black Sam Bellamy were active. Meaning it would be inaccurate to use any famous female characters from that time.
I thought of using either Mary read or Anne Bonny as my protagonist but neither of them were active when my sequence is based.
[bookmark: _Toc730616350][bookmark: _Toc1151807231]The End of The Golden Era
This "Golden Era" ended after the first quarter of the 18th century when the British navy, the east India company and colonial governors started to take a much more aggressive stance against piracy, resulting in the capture and hanging of thousands of pirates from London and the Caribbean.
The most well-known of colonial governors was Woodes Rogers who became famed for being successful in his pursuit and capture of pirates across the Caribbean. He and other governors were given many resources to combat piracy, supplying them with warships and permission to use the Hangman's noose. 
The other method of combatting piracy was the offer of a royal pardon from King George I along with the promise of land and work amongst the colonies. This proved a valuable tactic as many pirates did except the pardon and those who did not were eventually snuffed out by their pursuers. A lesser tactic used was to offer cash rewards for those who gave information on pirates and for those who captured them themselves.
[bookmark: _Toc189647988][bookmark: _Toc1135546872]After the Golden Era
[image: ]
I took inspiration from Ching Shih, who was a Chinese pirate who was active from 1807 onwards. She was considered and nicknamed “The Pirate Queen” at the height of her powers where she controlled a fleet of 1200 ships and 70000 pirates. Making her the most dangerous pirate who ever lived by a considerable margin. 
[bookmark: _Int_Qtrln0mx]She originally just the wife of a pirate called Zheng Yi, who she married in 1801. Her husband fought as a privateer for the Vietnamese dynasty but after he demise in 1807, as a result of falling overboard during a storm, Ching Shih took power with the backing of his nephew Zheng Bao. 
These attributes and stories make her an interesting person to base my protagonist on, but I do feel that it would be better to create my own character and just take these ideas and stories into account. 
[bookmark: _Toc1963949279][bookmark: _Toc1563050661]Part Three: Script and Animatic
After doing my research I wrote a quick screenplay of my sequence:
[image: ]

[image: ]
This was just a quick outline of the important beats and moments, some of which could change during the rest of the process. 
I then made a 2D animatic of the story in photoshop which is linked below. This allows me to better visualize the scene and prepares me better for making the animations and environment.
https://youtube/NndM7lK-1gs
[bookmark: _Toc1837619013][bookmark: _Toc996723987]Part Four: My Designs
[bookmark: _Toc1209423513][bookmark: _Toc175812708]My Protagonist
The first step I took when designing my protagonist was to make a mood board. I filled it with female characters that are adventurous, and sailor inspired but also match the time setting.
[image: ]
I then did a character sheet of my final design for my protagonist.
 [image: ]

[bookmark: _Toc1880108083][bookmark: _Toc869765480]The Astronaut Design
I followed the same process for the astronaut design by first making a mood board with inspirations for what I would want the astronaut to look like and what style I want to go for.
[image: ]
I chose a mixture of futuristic astronaut suits and older looking suits from the 60s as both options can fit the visual style of the sequence. My next step was to do some sketches of my initial designs and ideas.
[image: ]
[image: ]
These were some initial sketches, like the mood board it was a combination of both old and futuristic designs. I sketched these backpacks/jetpacks for the part of the sequence where the astronaut launches himself out of the water.
[image: ]
This was my final sketch focusing on sleek futuristic look that does not look too clunky or big.
[bookmark: _Toc12013799][bookmark: _Toc1806553478]Part Five – Modelling my Characters
[bookmark: _Toc1847347756][bookmark: _Toc431267843]The Protagonist
Initially I was intending on using a model for my protagonist and modelling the astronaut myself, but I struggled to find a good model that was affordable and high quality, so I decided to make it myself using a program called Character Creator 4.
[image: ]
It starts with a base model that can be manipulated and edited with sliders that affect each part of the body. It also allows you to download hairstyles and clothes that can be put on the character easily.
The program allows me to export the models into Blender, Maya, and Unreal Engine for me to animate and render them. The rigs are automatically generated in the program and can be manipulated to your own liking. 
It also has a partner program called Iclone8 which is designed to make the animation process a much easier process.
[image: ]
This was the design I settled on. I went for slightly, old-fashioned clothing from a non-specific era. The holster/belt makes her seem more prepared and experienced in adventures and is reminiscent of Indiana Jones. I also went for a braided hairstyle to add to the adventurous characteristics. 
[bookmark: _Toc768677942]Transferring to Maya
[image: ]
If I decided that Maya Is where I want to animate it, this is how I would take it into maya.
It was easy, I simply had to export it as an FBX and choose the optimal options from this menu. When exporting, you must choose which program you are exporting it to in the drop-down menu.
[image: ]
When it is transferred to Maya there is still work to do on the rig to make it easier to work with. The next step is to use the HumanIK feature in Maya, IU must then match each “Bone” in the rig to the correct body part in the HumanIK control panel.
[image: ]
[bookmark: _Toc1056264354][bookmark: _Int_NTeOWL0F]Transferring to Unreal
[image: ]
CC4 models can be easily exported to Unreal very easily with the Iclone8 in Unreal. You must move the character over into Iclone8 where it can then be exported as an FBX specifically for unreal engine. 
The first time I uploaded it to the quality was awful. I later found out that for the model to be uploaded at full quality, I would have to download the Iclone8 plugin in Unreal Engine. Once downloaded 
Once this plugin was installed, I could upload the model in HQ shaders that looked great in the scene. Above is a quick test export I did before any animation was complete.
[bookmark: _Toc1348567260]Choosing the astronaut
Because I made the protagonist, I decided to purchase a rigged model for the project. I decided on using these models from the Iclone store, this would allow me to animate them within Iclone8 and easily transfer the animation and models over to Unreal engine.
[image: ]
[bookmark: _Int_M0oVtTfC]I chose these assets because it allows me to take the helmet off the astronaut which is vital for the final moments of the sequence. Animating in Iclone8 is better suited as I find the interface for facial expressions quite easy to use.
This was departure from my original designs as I decided it would be more interesting if the astronaut were from modern times and not from the future.
I had originally tried a blender model of an astronaut, but I found that the rig within blender was not particularly good and difficult to understand. 
[bookmark: _Int_65SdW6v2]The quality of the texture was very good, and I thought would look great when rendered in Unreal. The problem was that I was very unfamiliar with this style of rig, and it never quite moves the way I wanted it to. Another issue with the model is that the textures would not load properly in Unreal and would look incredibly ugly. This was because the texture was made up of multiple base colours, multiple normal maps, and roughness etc. That blender would automatically combine onto the model, there was no way for me to do this in unreal, so I decided to move onto a different model.[image: ]
[bookmark: _Toc1697453934]Part Six – The Environment
[bookmark: _Toc758771272]The landscape
Next, I thought it best that create the Environment in Unreal. To help I used an asset pack called Brushify, specifically the beach pack from the unreal Marketplace.
The first step was to create a simple flat landscape and then give it more texture and depth by simply using the sculpt tool. I made sure that there was a slight decline towards where the ocean would be and a sharp incline at the back where the cliffs will be placed.
[image: ]
I then textured the landscape using the Unreal Coding System. I just had to match the base colours, normal maps etc to the node that combines these to make the texture.
[image: ]
[bookmark: _Toc1252861424]Foliage and Set dressing
Next, I needed to add more detail to the environment. This meant suing the foliage tool to paint the landscape in a selection of plants, pebbles, and dead wood. To give the cliff's more detail I covered them in a few detailed assets and different rock formations that would blend into the steep inclines. I then also added water plane to the front of the beach.
[image: ]
Final pieces of the landscape were to add the story details to the scene. This meant adding a broken wrecked ship out in the distance, a damaged rowboat on the beach and a trail of barrels, chests and other debris washing up on shore from the ship. 
[image: ][image: ]I also made the debris float on the water by using a buoyancy component and adjusting it accordingly.
[bookmark: _Toc93847047]Lighting and atmosphere
I then had to add some real lighting and atmosphere to the scene. To do this I first added volumetric clouds and a sky atmosphere and turn on real time capture. Real time capture allows me to move the sun at will and find the best lighting and positioning for the scene.
[bookmark: _Int_yf5rkVeT]This allows me to utilise Lumen, which is Unreal engines fully dynamic global illuminations and reflections system designed for next gen consoles and a high level of realism. 
[image: ]
My original plan was for the scene to take place during nighttime, but I adjusted the plan so that its sunrise because I liked the effect of the lighting. 
[bookmark: _Toc1103951439]Part seven – Animating my characters
[bookmark: _Toc171430785]The Protagonist
I decided that I would use Iclone8 to animate both my characters, its work's similarly to Maya and Blender with a simple animation process based around keyframes. My animatic was helpful in reminding what specific moments I would need to animate. 
[image: ]I started with a simple walk cycle, to get used to the rig and for certain moments in the animation such as when the protagonist gets up and walks slowly towards the beach. 
Another feature of the program that I found helpful its facial animation features. There are moments in the animation where the protagonist reacts surprised or fearful and their important beats in the sequence. 
[image: ]You can use a combination of preset faces and then manipulating the parts of the face yourself. I used both presets and my own adjustments during these animations.

[bookmark: _Toc375839072]The astronaut
I followed the same process with the astronaut, starting with the simpler movements I needed for the animation so that I would get used to the rig and model and then moved onto the harder movements.
Some movements, such as the walk, would have to heavier and clunkier because of the suit, this meant using footage of real astronauts and other” heavy walks” as reference for my animation. Iclone also has a feature where a video can be placed behind your character allowing you to match u the movements in Realtime. I used this feature a couple times as it would help me get the most accurate movements possible. 
For each animation done in Iclone I would have to export it as an FBX.
[bookmark: _Toc1170117874]Part Eight – Cinematics
Once my animations had been complete it was time to start putting them into Unreal and making the shots and cinematics. The first step was to set up cameras around the environment and adjust their settings to my preference. As stated earlier, my biggest inspiration for the cinematic style was “The Lighthouse,” so I immediately changed the aspect ratio to 4:3 and the saturation to zero to make the shots black and white.
[image: ]
This is one of the opening shots, where can see the visual style, I was aiming for. You can also see that I put these shits together using the level sequence tool, this allows me to put the shots together and render them at once instead of individually.
[image: ]
Earlier on in the process I had also made a couple of tests shots such as this one, this was for me to see how the lighting was looking in black and white and whether I liked the positioning of the sun or not. I had no intention of putting these shots in the final animation, but they did help to decide on couple changes to the story.
[bookmark: _Int_88S5hX7C]I liked the sunset lighting a lot but did not want to fully abandon the idea of the lighthouse’ light rotating throughout the scene. This led me to decide to have very short opening sequence where we would see a rowboat floating in harsh waves at nighttime getting continuously lit up by the lighthouse on the cliff.
I flet that some of the shots needed something else within as they were too static to start with, my solution to this was to add some wildlife. I added birds to a couple of shots that I feel really brings the world to life and adds more to the animation. I install a pack from the Unreal Marketplace that included these birds amongst other animals, and used their premade animation that came with the pack.
[image: ]

Whilst doing my research into The Lighthouse and The Witch I mentioned the differences between the lighting of the films. The Witch was all shot with natural light whilst The Lighthouse was forced to use to “Over-Light” scenes due to the sharp contrast film that they were using. For this animation I used a mixture of both. Most shots, like the one below I used the natural lighting.
[image: ] 
For a couple other shots, the main subject was not lit enough so I had to add lights that might not make sense but were vital for the shot. Such as the shot below, where originally the characters face was not lit enough so I had to add a point light so we could see the face animations. I then had to justify the lights existence; I did that by placing a lantern near the character, showing where the light was coming from.
[image: ]
I also decided that there was no need for the Lighthouse to be seen in any of the shots, so I downloaded a low poly model of a lighthouse and placed it on the cliffs just in case it gets into one of the shots. I believe that rotating light at the start will be enough to tell the audience that there is a lighthouse in the scene.
[bookmark: _Toc55852294]Part Nine – Editing and Sound Design
Once all my shots and the level sequence were rendered, I brought the footage into Adobe After effects. As the timing of the shots and sequence were already decided within the sequence editor there was no need for me to shorten or edit most of the animation.
The only part that required me to edit was the transition from the opening sequence into the rest of sequence. This was because I rendered the opening separately. 
I then moved onto sound design. As I mentioned during my research, I wanted the animation to sound like an older movie, this meant choosing raw audio files that truly felt like they were from that era. I also had to choose appropriate music/scores that would fit the style of the animation. The ambience was also especially important to the animation, the sounds of the waves and birds needed to be loud enough to notice but remain peaceful and tranquil during the waking up scene. It needed to be the calm before the storm.
I also investigated the score of “The Lightghouse” and how the composer made the eerie sounds that resonate throughout the film. These sound effects are ones that I hope to reference throughout my animation. Utilises harsh violins and scratches that give horror vibes.
I took most of my sound files from Epidemic Sound, which I got the free trial of, as well as other freee sound files from other websites.
After all the final visual and audio details were completed, I rendered it out in HD and uploaded to it to YouTube.
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EXT. BEACH - NIGHTTIME
Title Screen

"Convergence"
Black.
A white light swipes temporarily lighting up are scene. The
light is from a lighthouse above the cliffs, this lighthouse
will spin light through the scene consistently throughout

this entire short.

In light we see a FEMALE SAILOR knocked out, leaning on a
BROKEN ROW BOAT. She awakens and arises slowly.

She turns around looking out to sea as the camera SLOWLY
TURNS to reveal what she sees.

BACKGROUND - a flaming shipwreck. Cargo floating on the
water. carnage. A blinding light from an explosion. then-

A figure arises from the water. Blacked out, we cant make out
what it is.

The Sailor is terrified and starts to walk backwards,
carefully.

We get a WIDE SHOT of the figure walking forwards slowing as
it gets closer the revolving light starts to reveal what it
is.

The Sailor turns breaking out into a sprint before.....

tripping over debris on the beach. Hitting the ground hard.

The figure continues to approach as the sailor notices a pile
of rocks next to them.

The figure launches out of the water and lands on the beach.
She turns throwing one and...

Nothing, the figure continues to walk slowly towards her and
catching the rock with ease

The sailor freezes in fear and embarrassment.

SAILORS POV: The continuing to approach. The light making it
more clear that the figure is in fact an astronaut.
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FUT TO: The astronauts helmet slams to the ground, the
pistols bullet lodged in its glass face. The Sailor looks at
the helmet and back up to the astronaut.

She looks confused.

CUT TO: The astronaut, helmet off, standing in a welcoming
manner smiling.

CUT TO BLACK.
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