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Hello, 

Af ter  our  ca l l ,  we  a l l  gave  each  other  a  look  that  sa id ,  ‘we 

have  to  make th is  happen! ’  Not  on ly  are  we huge fans  o f  the 

c reat ive  poss ib i l i t ies— our  team grew up watch ing  Saturday 

morn ing  car toons ,  but  we  a lso  love  the  v i sua l  s ty le  and the 

c reat ive  you ’ re  propos ing .  We a lso  love  the  chance  to  rev ive 

more  legacy  charac ters  f rom the  vast  D isney  cata log .  You 

had us  at  Darkwing Duck .

The previous spots you’ve referenced are r ight up our creative 

al ley,  and there’s something real ly fun about taking what we 

assume to know about the Disney brand and turning it  completely 

on its head, albeit st i l l  in a fun way. The tagline ‘ this is not your 

kid’s Disney game,’  couldn’t be more spot on.
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OVERVIEW

To make  th i s  game  tease r  t ru l y  ep i c  i n  b oth  ve rs ions ,  we ’ l l  keep 

the  in t ro duc t ion  o f  ou r  he ro  cha rac te rs  mys te r ious .  We ’ l l  f i r s t  tease 

the i r  p re sence  and  the i r  tougher ,  unexp ec ted  p e rsona l i t i e s ,  i n  t i gh t 

f ram ing ,  w i th  f l a she s  o f  l i gh t ,  f l a sh  cu ts ,  and  s t rong  d ramat i c  p ose s . 

A s  we  h in t  a t  the  l a rge r  b readth  o f  D i sney  cha rac te rs  i n  the  : 1 5 ,  we ’ l l 

keep  the  mys te ry  a t  an  opt imum leve l  by  fea tu r ing  those  add i t i ona l 

cha rac te rs  i n  s i l houet te .  I n  the  l onger  f i lm ,  what  a t  f i r s t  app ears  as 

s i l houet te s ,  w i l l  b e  b eaut i fu l l y  l i t  up  and  revea led  by  f l a she s  o f  l i gh t 

as  the  cha rac te rs  engage  on  the  f i e ld  o f  ba t t l e .

To  keep  the  susp ense  h igh ,  we ’d  l i ke  to  c rea te  a  f l ex ib le  ru le - o f -

thumb in  tha t  th ree - quar te r s  o f  ou r  sp ot  b e  to ld  th rough  f rozen 

moments ,  and  the  f i na l  qua r te r  i s  to ld  i n  rea l - t ime .  Th i s  way,  the 

bu lk  o f  ou r  sp ot  i s  a  b o ld  re imag in ing  o f  the  cha rac te rs  th rough  a 

rov ing  c amera ,  i n s tead  o f  go ing  in to  the  ba t t l e  to o  ea r l y.
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FROZEN MOMENTS TO REAL TIME

An important  deta i l  to  note :  when we say  f rozen moments ,  they  aren ’ t 

complete ly  f rozen .  We ’ l l  feature  smal l ,  nuanced ,  secondary  movements 

in  the  charac ters  and VFX .  Th is  can  be  Ar ie l ’s  f lowing ha i r  jus t  mov ing 

across  her  fur rowed eye l ine ,  Su l ley ’s  snar l  get t ing  s l ight ly  w ider  and 

more  menac ing ,  hands  t ighten ing  around a  t r ident ,  o r  the  g low of  a 

weapon gradua l ly  get t ing  br ighter.  These  smal l  subt le  movements  he lp 

add context  and suspense  to  the  scene .  I t ’s  as  though the  charac ters 

a re  t ry ing  to  burst  through t ime ,  in  order  to  race  in to  the  ac t ion . 

Themat ica l ly,  these  moments  are  the  ca lm before  the  s torm. 

We ’ l l  u s e  t h e s e  h y p e r - s l o w  s c e n e s  t o  b u i l d  u p  t h e  d r a m a ,  t e a s e  t h e 

o n e - o n - o n e  b a t t l e s  t o  c o m e ,  a n d  h i n t  a t  t h e  c h a r a c t e r s ’  a b i l i t i e s 

a n d  t h e  g a m e ’s  ‘ c a r d ’  f e a t u r e .  S t y l i s t i c a l l y ,  w e  v i e w  t h e s e  s c e n e s  a s 

d i o r a m a s ,  l i t  u s i n g  c a r e f u l l y  p l a c e d  r i m  l i g h t s .  W i t h  t h i s  a p p r o a c h , 

w e  c a n  d r a m a t i c a l l y  s h a p e  a n d  r e v e a l  o u r  c h a r a c t e r s ,  c r e a t i n g  m i n i 

n a r r a t i v e s  w i t h i n  e a c h  m o m e n t .

As  the i r  powers  are  revea led ,  we ’ l l  use  the  l ight  c reated  f rom these 

e f fec ts  ( i f  appropr ia te)  to  add more  drama to  the  scene  and contour 

to  our  charac ters .

Once  they  are  in  f ight-mode ,  we ’ l l  a l so  let  f l ashes  o f  l ights  and g lows 

f rom the  bat t le  i l luminate  them as  we l l .  Th is  l ight ing  can  or ig inate  f rom 

exp los ions  or  born  f rom magica l  weapons .  Our  approach to  l ight ing  w i l l 

go  a  long way  in  accentuat ing  the  pa inter ly  s ty le  o f  charac ters  we ’ re 

go ing  for.

THE ORIGINAL EXECUTIONS; DESIGNS; IDEAS; IP; INVENTIONS; SUBMITTED BY MILL+ IN THIS TREATMENT, REMAINS OUR PROPERTY. 5PROJECT CASTLE   |   DISNEY   |    16 OCTOBER 2018



6THE ORIGINAL EXECUTIONS; DESIGNS; IDEAS; IP; INVENTIONS; SUBMITTED BY MILL+ IN THIS TREATMENT, REMAINS OUR PROPERTY.GEARS OF WAR 5   |   TREATMENT   |    10 OCTOBER 2018 6

:15 STRUCTURE

To bu i ld  suspense  we ’ l l  use  sn ippets  o f  f rozen moments  between Ar ie l 

and Su l ley,  two i con ic  charac ters .  We want  to  pack  as  much punch in to 

th is  shor ter  t imef rame as  poss ib le ,  wh i le  a t  the  same t ime bu i ld  i t  up 

qu ick ly.  We ’ l l  accompl i sh  th is  by  teas ing  both  charac ters ,  and then 

f ina l ly  featur ing  them wi th  brash  poses .  Ar ie l ’s  f rozen moments  can  be 

a  c loseup o f  a  t r ident ,  a  w isp  o f  ha i r  across  an  angry  fur rowed brow, 

and the  a  sh immer  o f  l ight  across  her  ta i l .  Su l ley ’s  cou ld  f i r s t  be  a  g l in t 

on  feroc ious  snar led  teeth ,  sharp  c laws  extend ing out  f rom h is  paws , 

and an  uncharacter i s t i c  scowl .

From here ,  we  launch in to  a  qu ick  f lu r ry  o f  rea l - t ime s t r ikes  between 

them.  Su l ley  spr ings  to  ac t ion  and Ar ie l  c reates  a  bo l t  o f  l ight ing , 

be fore  be ing  upstaged in  a  way  by  the  drop o f  the  Mickey  card .

Here  we can  go  in to  Mickey ’s  f rozen moments  in  a  shot  or  two as 

he  emerges  f rom the  game card .  The  i con ic  g loved hand ,  the  c lass ic 

Fantas ia  robe ,  unt i l  he  s tands  at  fu l l  s t rength  and we sh i f t  to  rea l - t ime 

as  he  forms the  beg inn ings  o f  a  power fu l  o rb .  Just  as  we ’ve  landed 

wi th  Mickey,  we  race  back  away f rom h im and revea l  a  mass  o f  D isney 

charac ter  s i lhouet tes  as  they  face  o f f  aga inst  one  another  in  combat . 

U l t imate ly  f ind ing  ourse lves  pu l l ing  out  through the  keyho le  o f  the 

magica l  chest ,  and revea l ing  the  game on mobi le .
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:60 STRUCTURE

We wi l l  approach th is  f i lm much l i ke  the  shor ter  vers ion ,  but  g ive 

ourse lves  more  t ime to  bu i ld  up  and tease  out  add i t iona l  charac ters . 

There  i s  someth ing  genu ine ly  magica l  about  g iv ing  a  var iety  o f  c lass ic 

D isney  charac ters  th is  graph ic  t reatment .

We can  a lso  spend a  b i t  o f  t ime on  bat t les  between characters ,  wh ich 

i s  an  exc i t ing  poss ib i l i ty.  Su l ley  might  take  on  a  gargoy le ,  Mer ida  and 

Fac i l i e r  might  team up to  take  on  a  group o f  l i t t le  green men who are  in 

a  jo int  bat t le  w i th  Capta in  Jack  Sparrow.  We ,  o f  course ,  want  to  honor 

gameplay  w i th  a  l i t t le  b i t  o f  w igg le  room for  s tory,  and as  we progress 

w i th  your  team,  we  can  f ind  the  r ight  ba lance .

Af ter  a  f lu r ry  o f  bat t le - centr i c  ac t iv i ty,  the  hammer  gets  dropped in 

the  form of  the  Mickey  card .  We l i ke  the  idea  that  th is  a l so  puts  the 

rest  o f  the  bat t le f ie ld  on  not ice ,  paus ing  the i r  f ight ing  unt i l  the  Mickey 

charac ter  i s  fu l ly  reso lved f rom the  card .

Of  course ,  one  t rump card  i s  met  by  another.  As  we swing around the 

power fu l  o rb  Mickey  i s  c reat ing ,  we  revea l  a  rocky  c l i f f  sur rounded by 

swi r l ing  s torm c louds  in  the  d is tance .  On the  c l i f f ’s  edge i s  Ma le f i cent . 

P lung ing her  s ta f f  in to  the  rock  in  a  f rozen moment ,  we  sh i f t  back  to 

rea l - t ime as  she  t rans forms in to  a  mighty  dragon .

Cut t ing  back  to  Mickey,  who’s  sent  a  mass ive  wave  towards  the  beast . 

We see  h im con jur ing  up a  power fu l  o rb  o f  energy.  Th is  f rozen moment 

and t rans i t ion  to  rea l - t ime meets  up  w i th  our  : 15  as  we pu l l  back  to 

show the  mass ive  bat t le .  Here  though ,  instead o f  keep ing them in  fu l l 

s i lhouet te ,  we ’ l l  l ight  up  the  bat t le f ie ld  to  fu l ly  revea l  the  broad range 

o f  charac ters  that  p layers  can  choose  f rom;  a  rea l ly  exc i t ing  v i sua l ! 

Cont inu ing  to  pu l l  back  through the  swath  o f  we l l -known and obscure 

D isney  persona l i t ies ,  we ’ l l  reso lve  on  our  locked chest  embedded ins ide 

a  phone .
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VISUAL STYLE

I  abso lute ly  love  the  pa inter ly  v i sua l  s ty le  you ’ve  suggested and the 

v i sua l  re ferences  you ’ve  shared w i th  us .  I t ’s  a  fantast ic  way  to  e levate 

these  be loved charac ters  in to  a  more  grown up and e legant  aesthet ic 

for  the  game .

I t ’s  a  un ique  approach ,  as  i t  evokes  a  sense  o f  3D wi th  the  textura l 

qua l i ty  o f  i l lus t rat ion .  Th is  s ty le  sets  a  magica l  tone ,  and we love  that 

a l l  the  ac t ion  occurs  in  a  sor t  o f  nebu lous  space .  We can  exp lore  add ing 

a  leve l  o f  deta i l  to  cer ta in  backgrounds ,  i .e . ,  the  c l i f f  fo r  Ma le f i cent ,  but 

o f f  the  hor izon ,  i t  shou ld  fa l l  o f f  in to  space .  Th is  g ives  the  arena  o f 

bat t le  an  in f in i te  qua l i ty.

To  get  the  conversat ion  go ing ,  we  s tar ted  to  do  some look  deve lopment 

on  Ar ie l  based on  the  ex is t ing  geo f rom the  game .  We p lused-up her 

look  by  g iv ing  her  more  def in i t ion ,  and we a lso  updated her  textures 

w i th  new pa inted  ones .
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S T Y L E F R A M E S   |   E X P L O R AT I O N
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APPROACH / WORKFLOW

To accomplish both f i lms, we’ l l  f irst begin with our storyboarding process. 

Here we wil l  dial  in the narrative and action of our characters.  Once we are 

in the right place (and most l ikely in conjunction with the boards),  we’ l l 

begin to build a board-o-matic .  This wil l  help get the t iming of our shots 

down as we f ind the best way to tel l  our story within our given timeframe.

As we board, we wil l  also be exploring the look and design of our characters; 

especial ly the featured ones,  with our dev team. Using game models ,  we 

wil l  plus-them-up for the purposes of our f i lm and sculpt in additional 

detai ls where necessary.

During this stage of development,  we’ l l  also begin to f ind bold poses for 

the characters as well  as r ig them for animation. 

From here we’ l l  move to the early stages of animation and create a previs 

from our 3D assets.  This layout wil l  provide a working story-f low that 

ensures we are landing on Mickey as the central f igure at the end.

Another huge component of this phase is blocking out al l  of our camera moves 

during our frozen moments and our ful l-on, real-t ime battle sequences. 

Our camera blocking wil l  move in conjunction with our character animation 

blocking during our previs .  Once our blocking is complete we wil l  move into 

f inal animation, f inding and capturing the subtle nuances of our characters. 

This piece is an excit ing mixture of 3D that is augmented by hand drawn FX 

cel animation that t ies together the i l lustrative quality of the characters. 

Once our teams are satisf ied with the result,  we’ l l  combine our CG and the 

2D cel l  effects and any additional l ighting, particles and atmosphere to 

create the stunning f inal composite of the f i lm.
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CINEMATOGRAPHY

We want to use a dynamic ,  roving camera that frames our characters and 

actions dramatical ly.  Doing most of the heavy l i ft ing, our camera wil l  explore 

interesting detai ls of the characters and at t imes f ly through suspended 

magic particles.  This gives us a rush of motion even though the characters 

are suspended in t ime.

During these suspended moments,  we can also play with a shift ing depth-

of-f ield,  not just shift ing to other character detai ls in the background, 

but also using an extremely narrow aperture to highlight features of the 

characters themselves.

This breaks them even further away from flat cartoons, and from what ’s 

expected. As we get into the fast-paced action sequences,  we’ l l  also look 

for bold framing opportunit ies to once again show these famil iar characters 

in a different l ight.

Of  course ,  camera  movement  i s  espec ia l ly  important  dur ing  our  f rozen 

moments ,  but  we ’ l l  cont inue  to  feature  a  c inemat ic  rov ing  camera 

throughout  to  keep the  v i sua l  l anguage o f  the  f i lm connected .
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EDIT

E v e n  t h o u g h  o u r  e d i t  w i l l  b e g i n  w i t h  ‘ f r o z e n  m o m e n t s , ’  t h a t  d o e s n ’ t 

m e a n  i t  w o n ’ t  b e  p a c k e d  w i t h  e n e r g y  a n d  a n t i c i p a t i o n .  I t  w i l l  b e 

n i c e  t o  s o r t  o f  r a m p  u p  t h e  r h y t h m  o f  t h e  e d i t s  a s  w e  g e t  c l o s e r 

a n d  c l o s e r  t o  l i v e - a c t i o n ,  b u t  t h e  t i m i n g  o f  t h e  c u t s  s h o u l d  t a k e  a 

b a c k s e a t  t o  b u i l d i n g  u p  t h e  s t o r y  a n d  c a p t u r i n g  t h e  f u n d a m e n t a l 

a s p e c t s  o f  t h e  g a m e .

O u r  e d i t o r i a l  t e a m  i s  m o r e  t h a n  e x p e r i e n c e d  a t  t o e i n g  t h a t  f i n e  l i n e 

b e t w e e n  n a r r a t i v e  a n d  i n f o r m a t i o n .  Pe o p l e  w i l l  b e  s o  e x c i t e d  b y  t h e 

d e p t h  o f  c h a r a c t e r s  t h e y ’ r e  w i t n e s s i n g ,  t h e y  c o u l d  l o s e  s u b t l e  g a m e 

d e t a i l s ,  b u t  w e ’ l l  b e  s u r e  t h a t  o u r  e d i t  g i v e s  t h e m  e n o u g h  t i m e  t o 

s h i n e  t h r o u g h . 

The bu i ld-up o f  the  ‘ f rozen moments , ’  m ight  be  a  good p lace  to  sneak 

in  subt le  U I  features  on  the  cards  and rea l ly  key  in  on  the  game’s 

funct iona l i ty.  Once  we get  in to  fu l l -b lown l i ve  ac t ion ,  we  can  s t i l l  feature 

game mechan ic s ,  but  our  pr imary  goa l  w i l l  be  to  b low the  aud ience 

away w i th  our  charac ters  and an imat ion .  A  bat t le  between ‘Sorcerer ’s 

Apprent ice ’  Mickey  and Male f i cent…  WHAT?! 
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: 1 5  T E A S E R   |   B O A R D O M AT I C S  A  &  B M O T I O N  T E S T

VIEW LINK VIEW LINK
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https://wdrv.it/056105d81
https://wdrv.it/957f0a2a0
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MUSIC AND SOUND DESIGN

The track for this f i lm needs to f it  the epic nature of the game, our f i lms, 

and at the same time the nostalgic quality of the characters.  We could 

explore taking the music one of two ways. 

A beautiful ly scored and epic Disney soundtrack that carries a real magical 

quality to it  might be the way to go. Possibly a reimagining of Fantasia’s 

score or almost any iconic Disney music would work ,  but retooled for our 

f i lm’s purposes.

Another approach could be remixing a more contemporary song. The energy 

of the Beastie Boys ‘Sabotage’ feels l ike a good place to start,  but perhaps a 

remix of something more t imeless and recognizable to us Saturday Morning 

cartoon buffs .  By t imeless,  we mean a Run DMC remix . . .  INSX ‘Devil  Inside’. . . 

Tiffany anyone? Fun, irreverent,  and iconic is the crit ical element in evoking 

the right response from gamers of al l  ages.  Of course,  this approach needs 

to f it  within the Disney wheelhouse and the tone of the f i lms.

Either way, we are real ly excited about the musical possibi l it ies for these 

f i lms and would love to col laborate on f inding the perfect choice.

In addition to the music we also want the sounds to feel uniquely iconic . 

We want the famil iarity of each character and their actions to r ing true 

through their l ikeness as well  as the sounds they create.

We also want our sound design to emphasize our camera moves, as we get 

closer to a powerful orb of energy or a magical l ighting strike we need to 

feel that sound! Ideal ly,  we’d have game sounds to start from, but build 

them out in cinematic fashion. I  also l ike the idea of featuring the voices of 

characters when and if  appropriate to the game.
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Our team couldn’t be more excited by the potential of this 

project.  It  speaks to us on so many levels.  Of course, these are 

our initial thoughts, and we look forward to working through 

all  the creative details with you, to deliver truly epic f i lms.

Sincerely,

Lisha & The Mil l+ Team

THANK YOU
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