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Frame 1 - Close up showing spaceship floating
through space with planet in the background

Frame 3 - Super long shot showing most of
planet and the space station tiny

This will be
an alien
planet rather
than Earth
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Frame 5 - Shot showing two astronauts tethered
together in foreground with space station very
close through an exit hatch

=X
| could add a frame o0
between 6 and 7 »
showing a shot of ! Q .

the astronauts
boarding
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Frame 7 - Over shoulder shot of astronauts
( opening a long sealed door on after boarding

Frame 2 - Long shot of huge space station and
the previous spaceship next to it for scale
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Frame 4 - Through the window of spaceship shot

showing the approach to spacestation

Frame 4 could
pottentially
be removed
as frame 5

is similar

Frame b - Long shot of astronauts crossing from
spaceship to the station via space walk

", e L was thinking that
g ﬁ &~ thisframe
BN 5P & could be changed

to a birds eye
shot instead for

> -~ better variation
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Frame 8 - Close -up on astronauts visor

showing freeze dried body in the reflection
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KEYFIRHME PLHN

| first decided what brief to choose, brief 2 stood
out the most to me as | have wanted to conplete
some artwork including a mega structure and
thought this would be appropriate.

Before starting anything, | completed a rough plan
of howmany key frames | wanted to do and what
each frame would contain

To make things easy and nore efficient | just
photobashed these keyframes using existing
phatos and artwork | found online.

| was also starting to think about what type of

shats | wanted to use to nmake each frame different

and create a anematic feeling that would feature
inafilm

Fnally, | also decided on the aspect ratio | would
use. As | chase the space brief, | thought | super
wide aspect ratio would best suit the vastness and
scale of space.



SFHCESTHTIUN THLIMEBNHIL SKETLHES

Bsfare noving into Bender;, | wanted to start designing what the space station would look
like. | did these 5 thunbnails before receiving feedback suggesting | do any design

Iteration in Bender instead as the asset design wasn't the primary focus for this module.
However,, it still proved useful asit gave me some basic ideas for when it canme to bullding

the nodel.
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KITBHSHINLG THE SFHLE STHTIUN

During this module | was introduced to kitbashing for this first
time, and | thought this method of building a 3D nodel would
be perfect for quickly creating both the spaceship and space

station. Using different parts fromkitbash sets and editing
and arraying it in Bender, befare texturing it Substance
Painter. | first created the ring that would surround the
central pillar.




CUMPLETING THE SPFHLESTHTIUN

After making the ring | could instance and mirrar the mesh to create a duplicate. Before
creating the central pillar with multiple hangars where spaceships would land | did
struggle to make the spacestation look abandoned as | couldn't cover it in dirt and nmuck as
those elements don't exist in space. | added a break in the rings to help suggest the
abandonment. However, | planned to achieve the look better with lighting effects that |
would later add in photashop.




MUDELLINLG THE SPFHLCLESHIFP

Using the same kitbashing method used for the spacestation nodel, |
next nmodelled the spaceship. The flat image (Bottom eft) shows nmy
original design, and the rendered textured versions are the final design
with the changes made based on feedback received Which was that the
design lacked a focal paint and there wasn't enough ety spatsto
redirect the eye of the viewer.. | attenpted to remedy this by having nost
of the detail on the top and front of the spaceship as well as colouring
these areas in orange. The focal paint was then further enfarcedinthe
render by adding a light in the cockpit.




MUDELLINLG THE INTERIUR

Now all the exterior models were mede | could nove ny focus to the last two

keyframes, which would take place inside the spacestation. | next nodelled a

corridar based on what | inmagined the interior of the space station would look
like, before adding the two astronauts to the scene.

For these scenes | needed the astronauts in a specific pose, so | attenpted
rigging far the first time. | added a human rig using the Rigify blender add-on
and parented it to the astronaut mesh sol could pose it into the position | wanted
it.




RENDERINLG THE HPPFRUHLH

Now all the modelling was conplete for the exterior
shats | could start getting the renders | needed One of
the reasons | wanted to complete this nodule in 3D
was so | could experiment with the camera angles
freely.
| wanted to showthe spaceship approaching the
station while also showing the massive scale of
station by using a high focal length inthe camera
settings in addition to having the already large
spaceship look tiny in comparison to the station




RENDERINL THE LIRUSSINL

The next set of rendersto get was the crossing of the
astronauts fromthe spaceship to the spacestation These
renders were also very beneficial in showing the scale of the
scene as you could conpare the size of a persontothe

spaceship and spacestation

For the astronauts in these scenes, | used an animated
Sketchfab nmodel of an astronaut floating in space. | paused the
animation of each astronaut at different points and placed
themin the scene with plans of painting the tether between
themlater in photoshop rather than nodelling it in Bender to
savetime




RENDERINL THE INTERIUR
A Now the interiar was mmodelled | could get
the final two renders| needed | lit the
roomwith low it red lights to suggest
emergency backup lighting. | then
changed the matenal on the astronaut's
visor to be fully reflective so it reflected
the air lock roomshowing the body
floating in space.
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RENDER
STURYEBUHIRD

Nowall the renders
were completed | could
compile themintothe
storyboard to make sure
the story is readable
befare painting over the
renders



FHINT-UVERS
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KEYFRHME Z2:




KEYFRHME 3:




KEYFRAME U4:




KEYFRHME 5:




KEYFRHME B:
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KEYFRHME 7:
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KEYFRHME 8:




KEYFIRHME
STURYBUHIRD

The final keyframes
all compliedintoa
cohesive stary
board



CUNLCLLUSIUN

This assignment has been one of the most enjoyable | have taken during nmy time at Lhiversity, It has allowed
me to practice and improve my curent knowledge and skills, specifically using 30 as well as giving me the
opportunity to learm new techniques that will better my work further.

| feel the project was largely successful in commleting 8 keyframe illustrations, which is nore than the
mininumrequired of the brief, and at a standard | amvery happy with, all achieved in a short timeframe,
conpared to previous nodules.

If | was to do this assignment again or change anything, it would be to conplete nmore thurbnail and
prelimnary sketches to have a nore concrete vision of my keyframes before gaing into Bender-. | did almost all
ny experimentation and iteration inside Bender, which worked fine. However, | feel | could have really pushed
the boat out with some nore extreme shats if | had taken nore time to plan each shat and research further
Into cinematography.
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