Shotplanner Lego Knights playtheme ver02


	 Scene
	Sc030
	Length
	1 sec 
	Shot Plan – Camera/light
	Notes to camera

	Shot Description: 
	Environment [image: image12.jpg]
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	Dynamics/Particles: N/A

	Framing:
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	Compositing:

	
	
	This will be a 2D zoom

	Animation:
	Shading/Lighting
	Render:

	Vakama turns fast, and look into the camera. He uses both hands to hold he Tool.
	
	 

	
	
	

	
	
	

	Models/props: 
	
	

	
	
	


	Scene
	Sc040
	Length
	1,25
	Shot Plan – Camera/light
	Notes to camera

	Shot Description: 
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	The small spiders come crawling
	
	

	
	
	Dynamics/Particles: N/A

	Framing:
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	Compositing:

	
	
	The spiders are glowing in the dark

	Animation:
	Shading/Lighting
	Render:

	The small Visoraks have fast movements like small spiders


	
	No spinner on the spiders back

	Environment
	

	We do not see the black castle I the bg.
	

	Models/props: 
	

	Low and high rez versions of the spiders. Original model is the white Visorak.
	


	Scene
	Sc110
	Length
	2,5
	Shot Plan – Camera/light
	Notes to camera

	Shot Description: 
	
	 

	We see the black castle in the background. We pass the battleram and hordes of spiders moving forward as the camera pulls back.
	
	

	
	
	Dynamics/Particles: N/A

	Framing:
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	Compositing:
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	Animation:
	Shading/Lighting
	Render:

	1. One of the legs from the Big Visorak hit the ground very close to the camera, but the camera escapes from the danger zone

2. The Visorak attacks the camere with is claws


	Big Visorak has a gold shield
	Visorak should have spinner on its back

	Environment:
	

	
	

	Models/props: 
	

	Mostly low rez spider for the crowd. 

Visorak (spinner on the back) and Battle ram

Black castle
	


	Scene
	Sc220
	Length
	1 sec
	Shot Plan – Camera/light
	Notes to camera

	Shot Description: 
	
	 

	
	
	

	
	
	Dynamics/Particles: N/A

	Framing:
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	Compositing:

	
	
	

	Environment
	Shading/Lighting
	Render:

	
	
	

	Animation:
	

	
	

	Models/props: 
	

	
	


	Scene
	Sc
	Length
	2,75
	Shot Plan – Camera/light
	Notes to camera

	Shot Description: 
	
	 Camara following the two Visoraks in the air It is placed just behind the last visorak but are moving forward in a “curve” 

	Camera just behind one of the spiders as it is clearing the wall. We see another spider   in the foreground. One of the flaming bolders leaves the castle
	
	

	
	
	Dynamics/Particles: N/A

	Framing:
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	Compositing:

	
	
	We use real flames in the towers, and not the plastic flames on the model.
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	Animation:
	Shading/Lighting
	Render:

	The flaming bolder is flying towards the foreground spider. The bg spider overtakes the fg spider, so we do not see the bolders impact on the fg spider.

Vakama (standing in the right tower) see the other spider and jumps. As he jumps we go into bullet time  


	Make sure that Vakama got the right Weapon (see tool note)
The plastic flames in the tower, and the spinner eject thing, should be deleted!!!!!x
	Make sure that Vakama got the right Weapon (see tool note)
The plastic flames in the tower, and the spinner eject thing, should be deleted!!!!!

	Environment
	
	

	
	
	

	Models/props: 
	
	

	Two Visoraks, castle and Vakama
The plastic flames in the tower, and the spinner eject thing, should be deleted!!!!!
	
	


	Scene
	Sc
	Length
	
	Shot Plan – Camera/light
	Notes to camera

	Shot Description: 
	
	 

	The spider and camera are knocked back spinning.
	
	

	
	
	Dynamics/Particles: N/A

	Framing:
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	Compositing:

	
	
	Camera shake

	Environment
	Shading/Lighting
	Render:

	
	
	

	Animation:
	             

	The spider are hit by Vakama, and are blown away.
	

	Models/props: 
	

	
	


	Scene
	Sc
	Length
	
	Shot Plan – Camera/light
	Notes to camera

	Shot Description: 
	





	 Kamera moves very fst the to slow motion as we see the Visorak corwd, big Viso and battleram

	Vakama lands in front of of the gate and the rest of the Toa are moving forward in a hero pose. The camera moves quikly backwards where the picture becomes framed by the big,  the small Visoraks and the battle ram. A “flaming” bolder flies against the camera from the sling (closes the shot)
	
	

	
	
	Dynamics/Particles: N/A

	Framing:
	
	Smoke trail after the fire bolder
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	Compositing:
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	We use real flames in the towers, and not the plastic flames on the model.

	Animation:
	Shading/Lighting
	Render:

	The 5 other heroes are moving forward in cool pose as Vakama lands. The 5 heroes are behind Vakama, and will not overtake him.

The gate are open

We use high rez Toa in the first frames. As the camera speeds up, they will be placed on a img. Plates. 
Make sure that all the Toa´s got the right tools!!!!!!!! (see tool note)


	Make sure that all the Toa´s got the right tools (see tool note)


	We use high rez Toa in the first frames. As the camera speeds up, they will be placed on a plate
Make sure that all the Toa´s got the right tools (see tool note)
The plastic flames in the tower, and the spinner eject thing, should be deleted!!!!!


	Models/props: 
	


	 All the 2005 characters
red castle

Spiders, Visorak and Batle ram
The plastic flames in the tower, and the spinner eject thing, should be deleted!!!!!
	


Weapons for the Toas
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Side view
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