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Storyv board

In this video
character will feed
fishs then walk
through the gate.
Canera will zoon in
and have a 100k for
the environrment. In
the end character
will enter her own
shelter. And close
the door.



Reference of character and fishs
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hups:/ wwwartstation.corn/

artwork/Xyon


https://www.artstation.com/artwork/Xy9n
https://www.artstation.com/artwork/Xy9n

New concept

New Atlantis Basement

This background setting is in the future the reduction
of land area led to the evolution of humans into
amphibians. people build underwater bacement for
living.

Building Concept

Underwater bacement is basic on lunar base techic.
With main building use for activities, three plant
areas for food supply, one living zone, and one
signal tower.
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for the bmlclmg I model it in rhaya then import it to the
blender and tékture it with Pt.
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In substance painter | used the emissive for
glowing spark for the skin and the cloth

| detail is made of alpha brush, and licombine
Character Texture the high poly with the low poly



| used the a rigging add on in blender f
my character £igging and fixed my paint

weight of the cloth and fin |
Character rigging i
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Breakdown

Render the layers in UES then import
to nuke after export mov video, edit
the breakdown in pr



Final Render




