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	 As a part of UW-Stout’s Honors College program, I had to complete a self-driven project along with the aid of 
a faculty mentor. For my project, I wanted to investigate storyboarding. Storyboarding is part of the previsualization 
process of planning a film, and is a series of images that illustrate what shots will occur within a sequence of that 
film. I am interested in storyboarding as a possible career choice and wanted to explore it more than I have in 
class. I chose to make a series of three storyboards, each one centering around a different topic. The three themes 
that I decided to explore were worldbuilding, drama, and action. Each of these scenes would focus on a different 
component of an overall story, all of the scenes taking place at the beginning of a story and leading into one another. 
For example, the worldbuilding scene focuses on the technology the story centers around, the drama scene 
highlights the interaction between the two main characters, and the action scene follows the events of a fight. To 
help me in this adventure, I had two mentors, Jesse Woodward and Kimberly Delain. We met over video chat and in 
person to discuss the story, designs, and storyboards. I would then make changes based on our critique. Their aid in 
this journey has been tremendous and I am very grateful to have had their guidance.

Introduction



	 In a war-torn world, the human population has suffered massive casualties due to the terrible spread of the 
conflict. To counter this and continue the fight, scientists have developed a way to take the consciousnesses of 
human soldiers upon death and transfer them into an android host. This process can be repeated many times and 
is achieved through a transmitter placed inside each android that beams the soul back to the floating fortress known 
as Valhalla. There, the scientists, strategists, and war experts known as Valkyries tend to the androids and make 
sure that the process is running smoothly. The opposing side is made up of similar human-turned-android soldiers 
known as Draugar, but due to an imperfect system, they have very little recollection as to who they are and are 
driven by a blind, destructive rage. These armies are commanded by Jarls, who are not as consumed by berserk 
nature as the others and whose host androids are physically larger and stronger. This story centers around an 
engineer Valkyrie named Mia, and an android soldier named Jude.

Story Synopsis



Worldbuilding Scene

	 For the worldbuilding scene, I wanted to focus on the technology and process of transferring a soul into an 
android host. The frames are very detailed in order to make it clear with all of the different machinery and process 
involved. This scene follows as Jude’s host is destroyed and his soul travels back to Valhalla, where it is placed in a 
new android host. Mia is also introduced as an engineer who ensures that the android hosts are working correctly. 
This scene helps establish the technology the audience can expect to see in the film, as well as giving a brief look at 
Valhalla and the Draugar enemy.



Valkyrie -- Worldbuilding Scene Page 1 of 4



Valkyrie -- Worldbuilding ScenePage 2 of 4



Valkyrie -- Worldbuilding Scene Page 3 of 4



Valkyrie -- Worldbuilding ScenePage 4 of 4



Drama Scene
	 For the drama scene, I focused on a conversation between Jude and Mia as they walk through Valhalla. These 
panels are also more detailed, as I wanted to establish the setting and what it looks like as the characters travel 
through it. This scene introduces the differing perspectives between Jude and Mia when it comes to transferring the 
human consciousness to an android host. This scene allows the audience to see more of Valhalla, as well as get a 
brief insight into the thoughts of the two main characters.
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Action Scene
	 For the action scene, I decided to create a fight scene between the Valkyrie and Draugar who break into 
Valhalla. Planning this scene was a challenge, but I found that keeping the characters together and the action in one 
main location was a greater success. For this scene, I focused on the characters, poses, and actions.
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Reflection

	 While I went into this project seeking to learn more about storyboarding, I finished it with so much more. First 
and foremost, I did indeed learn a tremendous amount about storyboarding. This project has allowed me to think 
more about the shots within a scene. I am more conscious of creating a variety in shots, remembering to balance 
closer shots with wider ones. I used this knowledge during a video production internship over the summer and felt 
that my work was greatly improved by this variety of shots when I filmed offsite. I have also constructed a story that 
I hope to continue to develop even after the project is done. By working on this project, I have also been drawing 
more and gaining more experience particularly in constructing the human figure. Through the critiques, I have 
started to think differently about how I approach drawing the human figure and perspective. I have seen this affect 
other projects in how I approach drawing the characters and their poses. I have also gotten a lot more practice with 
digital art. I had used my drawing tablet for a few school projects, but always felt that my traditional drawing skills 
were better, as I had not been doing digital art for very long. By drawing so much digitally, I feel more comfortable 
with the medium and am excited to further this skill with more practice. Overall, this project has gotten me to draw 
more and think through character poses and action, which is reflected in my other works. Through the highs and 
lows of this project, I have come away with a wealth of knowledge and have grown in my skills because of it.
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