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Useful Links

Storyboard Notebook Guide updates:

This guide will occasionally be updated. To receive automatic updates, news and free
resources for filmmakers, please join the Indigo Film School community. See page 5
for another benefit of signing up.

Visit the Indigo Film School website. Check out the free training and resources.

Watch videos on the Indigo Film School YouTube channel.

https://indigofilmschool.com/filmmaking-guides-videos-resources/
https://indigofilmschool.com/
https://www.youtube.com/c/IndigoFilmSchool
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How to Use the Storyboard Notebook
Use this Storyboard Notebook to sketch your shots and explore ideas for your motion
picture projects. Most of you will probably rough out your ideas before transferring to
storyboard software. Some of you might prefer hand drawn images when going into
production.

The purpose of storyboarding is to pre-visualise (previz) your production. The idea is
you create a sketch for each of your shots. Ultimately storyboards are for
communicating ideas. Instead of trying to describe a scene to the cast and crew, you
can show them images that represent the action.

The emphasis here is on action. Storyboards are not good for showing mood, style or
colour palette. But they are effective for showing the placement of characters in the
frame; the way characters move and how the camera moves.

Some filmmakers like to storyboard the whole production. When they walk on set
they have the whole film in a notebook. Alternatively you might only storyboard
complex scenes. A visual effects supervisor will usually storyboard scenes requiring
detailed effects work.
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Page Layouts
There are two different page layouts in this book…

Sequential pages
A standard storyboard layout. Six storyboards to a page, with space for brief notes.

Big Shot pages
These pages have one large storyboard frame. It gives you room to create a more
detailed sketch and to write more notes.

Aspect Ratio
As you know from watching shows on TV or at the cinema, the picture is contained
inside a frame. The shape of this frame is called the aspect ratio. When you release a
film, you can choose which aspect ratio to use.

The aspect ratio of a picture is described as a number. The first number is the width of
the image, the second is the height. When we talk about an aspect ratio we say it’s the
width by the height. So, when you see 16:9, say it, ‘Sixteen by nine.’

Sequential page Big Shot page
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For every 16 units of width there are 9 units of height.

Typical 16:9 resolutions:

■ 1920 x 1080 (TV HD)

■ 3840 x 2160 (TV 4K)

■ 7680 x 4320 (TV 8K)

Customising the Storyboard
This storyboard book is unique because you are not stuck with just one shape. You can
customise the frame to one of nine popular aspect ratios.

Many display devices default to a 16:9 shape. But you can display different aspect
ratios on these screens by either letterboxing or pillar boxing the image during
postproduction. This is what you do to the storyboard when you customise it. You
create a letterbox or a pillar box within the 16:9 frame.

Letterboxing and Pillar Boxing
Letterboxing and pillar boxing isn’t an abstract concept, it’s something you
experience everyday when watching movies and TV shows on a screen at home. If a
production’s aspect ratio doesn’t match the typical 16:9 screen shape, you’ll see black
bars filling in the gaps.

Example #1: Perfect Fit
This first example is of a 16:9 image on a 16:9 screen. As you would expect, the
image fits perfectly.
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Example #2: Letterbox
If the image is shorter than 16:9, then it will be letterboxed. This means there are
black bars above and below the image. Shorter images can also be described as
wider than 16:9. It’s just a matter of perspective.

Example #3: Pillar Box
If the picture is narrower than 16:9, then it will be pillar boxed. This means there are
black bars to the left and right of the image. More narrow images appear taller than
16:9. The picture is still wider than it is tall, it just isn’t as wide as a 16:9 TV.

It’s easy to see these different effects on your favourite streaming service. Watch a
blockbuster movie and it will be letterboxed.Watch a TV series from the 1980s or
early 90s and the picture will be pillar boxed.
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Letterboxing and pillar boxing is something you do in postproduction with your video
editing software. See page 5 to get resources from Indigo Film School that makes this
easier.

All cameras have a native aspect ratio, such as 16:9 or 17:9. But you can also shoot
with different aspect ratios in mind. Either the camera crops the sensor to create a
different shape, or you can display guides on the monitor that define your chosen
aspect ratio.

Drawing the Aspect Ratio
This is what the Big Shot storyboards look like. The Sequential storyboards have the
same aspect ratio marks, but with a slightly different layout. The frame is 16:9, but the
aspect ratio marks enable you to customise the frame by drawing lines that make it a
different shape. Use a ruler to draw straight lines between marks with the same ratio
number.

You will see that one set of marks is thicker than the others. This is because they cover
the CinemaScope format, which can have slightly different aspect ratios. If you use the
outer edge of the thick mark as a guide, then your frame will be 2.35:1. If you use the
inner edge of the thick marks, it will be 2.40:1. Take a look at the example #3 image
on page 12.
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Example #1: drawn lines for 2.00:1 letterbox

Example #1: Drawing a Letterbox
If you want your storyboards to be 2.00:1. Use a ruler and pencil to draw horizontal
lines between the 2.00:1 marks at each side of the frame. The lines you’ve drawn
define the new top and bottom of the frame. The existing frame defines the sides.
This image shows the pencil lines to create a 2.00:1 letterbox inside the 16:9 frame.

Example #2: Drawing a Pillar Box
You want your storyboards to be 1.375:1. Use a ruler and pencil to draw two vertical
lines between the 1.375:1 marks at the top and bottom of the frame. The lines you’ve
drawn define the new sides of the frame. The existing frame defines the top and
bottom. In the Example #2 diagram on the next page, you’ll see a pillar box inside the
16:9 frame.

Example #3: Letterbox for CinemaScope
You want your storyboards to be between 2.35:1-2.40:1. This is the range of the
CinemaScope aspect ratio. There’s a small amount of variation. Sometimes
CinemaScope is called 2.35:1, 2.39:1 or 2.40:1. You can see there is are thicker marks
labelled as 2.35:1-2.40:1 on each storyboard. For a 2.40:1 frame, use a ruler and
pencil to draw two horizontal lines that line up with the inner edges of the marks. See
the Example #3 image on the next page. If you want the slightly taller CinemaScope
aspect ratio of 2.35:1, draw lines that line up with the outer edges of the marks.
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Example #3: drawn lines for 2.40:1 letterbox

Example #2: drawn lines for 1.375:1 pillar box
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Production Details for Storyboards
Each of the storyboard pages has fields where you can enter details to identify the
production and keep track of your sketches and notes.

Production Title
Enter the name of the production the storyboards and notes refer to. Because there’s
a Production Title field on every page, you can create storyboards for several different
productions in one book.

Shot Number
The Shot Number is a unique identifier for each shot in your project. There are two
ways of numbering shots, the American method and the European method. It doesn’t
matter which one you use, as long as the crew understands the system. Both methods
include the scene number in the shot reference. Scene numbers can be found in the
shooting script.

With the American system, the first shot of a scene is simply the scene number. So if
it’s scene 10, then the first shot will be 10. For subsequent shots, a letter is added to
the number. So the second shot will be 10A, the third will be 10B and so on. If one
scene is so epic (or possibly too long) that it goes beyond 10Z, go back to the start of
the alphabet and double up. So the shot after 10Z will be 10AA.

The European system uses numbers instead of letters. So, the first shot of scene 10
will be 10/1, the second shot will be 10/2 and so on.

Page Reference
All the pages in the book are numbered. There’s a Page Ref. field on the Big Shot
storyboards, enabling you to reference another page in the book. For example, a Big
Shot storyboard might be a more detailed version of a storyboard on a Sequential
page.Write the Sequential page number in the Page Ref. field, so you can quickly
locate it when you need to.
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Available Aspect Ratio
As you’ve already seen, there are nine popular aspect ratios to chose from when
using this book. Think of them in three main groups:

■ 16:9, the default shape of the frame

■ Shorter than 16:9

■ More narrow than 16:9

16:9
The frame of the storyboard is 16:9, also known as television widescreen. If that’s the
aspect ratio of your movie, you don’t need to make any changes. Simply draw a
storyboard in the frame. 16:9 is sometimes called 1.78:1.

Shorter than 16:9
Included on each storyboard are guides for four aspect ratios that are shorter than
16:9. Alternatively we can describe these as wider than 16:9.

The four shorter aspect ratios are represented by the marks down the sides of the
storyboard:

■ 1.85:1 Cinema widescreen

■ 1.90:1 IMAX widescreen (also known as 17:9 and VistaVision)

■ 2.00:1 Univisium

■ 2.35:1-2.40:1 CinemaScope (also known as anamorphic)

Narrower than 16:9
Also included on each storyboard are guides for four aspect ratios that are narrower
than 16:9. You could also describe them as being taller. When using them, you’re
creating a pillar box in the 16:9 frame. On the Big Shot pages, narrower aspect ratios
are represented by marks at the top and bottom of the storyboard. On the sequential
pages, the marks are at the very top and very bottom of each page.
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Narrow Aspect Ratios for Cinema and TV
There are two that are narrow, but still landscape shape. This means they are wider
than they are tall. These are:

■ 1.375:1 Academy

■ 4:3 Classic television

Narrow Aspect Ratios for Social Media
There are two narrow aspect ratios that aren’t landscape shape, they are both for
social media:

■ 1:1 Square

■ 9:16 Tall / portrait

When sketching a 9:16 storyboard, you can either rotate the storyboard through 90º
or you can use the included 9:16. The marks are useful if you want to frame for both
1:1 and 9:16 in the same storyboard. In the example below, I’ve drawn solid lines for
1:1 and dashed lines for 9:16.
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How to Choose Your Aspect Ratio
With freedom of choice comes great responsibility. Which aspect ratio is the best for
your production? This is both an aesthetic and practical decision.

Scale of the Film
What is the scale of your film? 75% of the most successful blockbusters were released
in CinemaScope (2.35:1 - 2.40:1). These are epic films that demand a wide canvas on
which to tell the story. When you release in CinemaScope, not only do you want to
feature the characters, but also show the world around them. Most of the Marvel
movies and the recent Star Wars trilogy were released in CinemaScope.

In contrast, A Ghost Story was released in the 1.375:1 Academy aspect ratio. This
might be a good choice if you need a more intimate canvas to frame the characters. It
focuses your attention more on faces and reveals less of the world the characters
inhabit.

You don’t have to avoid widescreen formats to create a more intimate feel. Most TV
dramas are presented in 16:9. While it doesn’t have the visual impact of 2.40:1, it still
has a more cinematic feel than 1.375:1.

So, consider the scale of your production. Do you want your audience to have an
epic, cinematic experience? Or is your drama more intimate and focused on
characters?
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Practical Choices
If you’re creating a production for television, it makes sense to release it in the 16:9
aspect ratio, as that matches the shape of the TV screen. However, productions for
streaming services such as Netflix desire a more cinematic look. While this means
some shows are in the CinemaScope aspect ratio, it has also made 2.00:1 more
popular.

2.00:1 is a good compromise between the television look of 16:9 and the epic
presentation of CinemaScope. A series with the 2.00:1 aspect ratio has a cinematic
feel, but with less letterboxing. This is the reason why many Netflix shows, including
The Witcher and Stranger Things, are presented in 2.00:1.

The difference between aspect ratios is the difference in the relationship between the
height and width of the image. This is a major factor when making a choice. The
director and cinematographer of Jurassic World wanted the movie to be
CinemaScope. However, the executive producer (Steven Spielberg) wanted a 1.85:1
release. He felt a taller frame was essential to show the dinosaurs at their best. A
compromise was reached and the film was released with a 2.00:1 aspect ratio.

Place
The place where the story happens can influence the shape of the frame.While most
Marvel movies are in the 2.40:1 aspect ratio, The Avengers was released in 1.85:1. The
reason for this was the final act, which takes place in New York. A taller aspect ratio
was needed to give the buildings greater visual impact.
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Historic Period
The aspect ratio might be chosen for historical or nostalgic reasons. The Disney+
seriesWandaVision deliberately uses different aspect ratios to evoke different periods
from the twentieth and twenty-first century. Wanda and Vision’s life in Westview is
presented in the style of soap operas from different decades. In the early episodes,
the aspect ratio is 4:3, the classic TV shape. But once we reach soap operas from the
1990s and 2000s, it switches to 16:9, the TV widescreen shape.

The scenes that take place outside of Westview are in the cinematic 2.40:1 aspect
ratio. The one most often used for Marvel movies and streaming series. It tells us we
are in the more ‘typical’ Marvel world beyond the magic that warps the reality of
Westview.

The Grand Budapest Hotel also changes aspect ratio to evoke three different time
periods. The scenes set in the 1930s are shown in the 1.375:1 Academy ratio. Those
taking place in the 1960s are in CinemaScope. And the modern scenes are in 1.85:1
Cinema widescreen.

Varying Aspect Ratios
There might be times when you want to draw more attention to certain scenes. Most
of The Dark Knight Rises is screened in 2.40:1. But for certain key scenes, such as the
first confrontation between Batman and Bane, the frame grows taller. It switches to a
1.90:1 aspect ratio. This is the IMAX widescreen shape, also known as 17:9 and
VistaVision.

Changing to 1.90:1 serves two purposes. First, the different aspect ratio draws your
attention to the scene. Second, the 1.90:1 makes the most of the screen height when
viewed in an IMAX theatre.
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You can see this in action if you watch the IMAX Enhanced version of Marvel movies
on Disney+. As with The Dark Knight Rises, most of the film will be in 2.40:1 letterbox
on your 16:9 screen. But for the 1.90:1 scenes, the image will be taller and the
letterbox noticeably smaller.

In some scenes of Eternals, a character is filming with a camcorder. When we are
shown the camcorder’s point of view, the frame is a 16:9 pillar box inside a 2.40:1
letterbox.

If you want some sequences to look like they’ve come from different sources, then
you can alter the aspect ratio. Imagine you want some scenes to look like they came
from a home movie, a security camera or a webcam. Changing the shape of the
frame will tell the audience that this material is different from the rest of the movie.
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Social Media Aspect Ratios
While you probably don’t want your whole production in a social media aspect ratio,
you might want shots for the trailer to work in a more narrow frame.While you can still
upload 16:9 videos to your favourite platform, 1:1 and 9:16 might work better in the
feed, especially when viewed on a phone.

As you might expect, 1:1 is a perfect square.

9:16 gives a tall, thin picture, it’s basically 16:9 rotated 90º. It’s exactly like filming with
your phone in the portrait style, meaning the image is taller than it is wide. I’m not
recommending you shoot with your phone, I’m simply using it to demonstrate the
difference between landscape and portrait…

Landscape

Portrait
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Shot Sizes
Once you know what aspect ratio you’re using, the next consideration is the shot size
of each storyboard. This defines how large the characters appear in the frame.When
we see a character from a distance they will be small in the frame. But if we see them
close-up, their face can fill the screen.

Movies would be pretty dull if there was no variation in shot size. It would limit your
ability to tell a visual story and the flow of images would be less dynamic. Different
shot sizes enable you to reveal or hide visual information. There are three main sizes:
wide shot, medium shot and close-up. And within those, there are a number of
variations.

Wide Shot
The wide shot, also known as a long shot or full shot, shows the character’s full body
from head to toe. You can use the abbreviation WS (wide shot) or LS (long shot).

A wide shot is usually the best way to begin a new scene. The audience is
subconsciously asking these questions:

■ Where is the scene taking place?

■ What time of day is it?

■ Who are the characters involved?

A wide shot can answer all these quickly, allowing you to jump into the action of the
scene. But if you need to create mystery or suspense, it might not be the best choice.
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Variations on the wide shot are the very wide shot (VWS) and the extreme wide shot
(EWS). With the very wide shot, the characters are smaller in the frame. It’s useful for
introducing a new location or showing a group of characters. The extreme wide shot,
is all about showing a large location. Individual characters are lost in the scale of the
image.

Medium Shot
The medium shot frames the head and upper body of a character. The abbreviation
for a medium shot is MS. At this size you can see facial expressions, but there’s also
enough room for the character to move and be active with their hands.

Variations on the medium shot are the medium wide shot (MWS) and the medium
close-up (MCU). The medium wide frames the character from above the knee to the
top of the head. The medium close-up frames them from the lower chest upwards.

Close-up Shot
A close-up shot frames the head and shoulders. The abbreviation for a close-up is CU.
The character’s face is prominent in the shot, emphasising their emotions. This can be
an intense experience for the audience, making them feel empathy for a character or
causing discomfort.
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With close-up shots, you might need to cut off the top of the head. This is acceptable
when framing and not a cause for concern.

Variations on the close-up are the big close-up (BCU) and the extreme close-up
(ECU). A big close-up frames the head and neck. With an extreme close-up, the eyes
fill the frame.
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Composition
How you compose shots in your storyboards is another major consideration. Think
about where you position your characters in the frame and how large they’ll be.
Composition is also used as a visual indication of a character’s emotional state. If they
dominate the frame, they appear to be powerful and confident. If they are confined to
a lower corner of the picture, it suggests they feel small and vulnerable.

Use composition to show the power relations between characters. If one character
appears larger than the others, they will seem more significant. Composition is also
about balance and imbalance. A balanced frame feels calm and harmonious; whereas
an unbalanced frame creates tension and unease.

One character dominates the frame

Character confined to lower corner
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Framing a character on one side of the frame doesn’t automatically create an
imbalance, because their ‘look’ carries weight. If a character is framed on the left while
looking into the negative (empty) space on the right, the frame feels balanced. This
space in front of the character is known as ‘looking room’.

However, if the character is positioned on the left and looks out to the left, all the
negative space is behind them. This makes the frame feel unbalanced.

Composition Grids
There are a number of different ways of dividing up the frame to create compositions
that are pleasing to the eye. This often involves using a grid. The best known is the
Rule of 3rds grid. It divides the picture into 3 by 3 blocks. The idea is you place your
main character’s head or eye (depending on the shot size) where a vertical and
horizontal line intersect. In general you can use the top horizontal line to position a
character’s eyes. Place the eyes on the line, or just above it.
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If you want a set of pre-made Rule of 3rds grids for a
range of aspect ratios, join the Indigo Film School
community…

You’ll be emailed a set of aspect ratio masks you can use
in your post-production software. Plus a set of guides with
Rule of 3rds grids and safe zones. All the aspect ratio
masks have corresponding guides. Plus there are guides
for aspect ratios that don’t need a mask.

Join the Indigo Film School community

Most camera screens and and preview monitors will display a Rule of 3rds grid to
assist you in framing a shot; these can also be useful in post-production. If you change
the aspect ratio, change the scale or the position of a clip; use a Rule of 3rds grid as a
guide to re-compose the shot.

https://indigofilmschool.com/filmmaking-guides-videos-resources/
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When it comes to actual production, I recommend you don’t over-complicate
composition. Spending too much time perfecting each shot can destroy your
shooting schedule. Here are some quick tips for composing shots:

■ Consider what’s happening in the story at that moment.

■ How do the characters feel?

■ What is the main conflict in the scene?

■ What are the power dynamics between the characters?

■ Typically the most important person or object in the scene is the largest thing
in the frame.

■ You can draw the audience’s attention to someone by placing them where Rule
of 3rds grid lines intersect.

■ You can draw attention to someone by placing them in the middle of the
frame.

■ Use an imbalanced frame to create tension and unease.

■ Use a balanced frame to create calmness and harmony.

■ Don’t waste time on set trying to perfect each composition.

■ Trust your eyes.

■ Trust how a composition makes you feel.
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Perspective
Visual perspective is a large, complicated subject. So, I’m going to give you a quick
introduction. Perspective describes how objects close to us appear larger, while more
distant objects appear smaller. It also explains why parallel lines appear to converge
as they recede into the distance. Also, it helps us to decide whether we can see the
top surface or the bottom surface of objects in the storyboard.

How useful perspective is depends on your drawing style. You might simply want to
rough out the shot and not be concerned with making your storyboards
geometrically accurate.

All pictures have a horizon line. This is the vertical position of the horizon in the frame.
It’s easier to gauge where the horizon line is on exterior shots, where you might
actually see the horizon. It’s more of a challenge to place it for interior shots.

When you sketch a storyboard, you are showing what the camera sees. The position
of the horizon changes depending on the vertical angle of the camera, known as the
tilt. If the angle of the camera is neutral, meaning it’s parallel to the ground; then the
horizon sits across the centre of the picture. If the camera is tilted up, the horizon is
lower in the frame. If you tilt the camera down the horizon is higher in the frame. The
tilt only needs to be slight to have an effect.

When the top surface of an object is below the horizon line, it will be visible. When
the bottom surface of an object is above that line, it is visible. Objects that are further
away obviously appear smaller, but they also appear to be closer to the horizon line.
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Parallel lines appear to get closer together as they recede into the distance. They
converge at a point on the horizon line, known as the vanishing point. The vanishing
point can be inside or outside the frame, depending on the direction of the parallel
lines. In this example the lines are train tracks. But they could be a wall, or the vertical
sides of a skyscraper; with the vanishing point somewhere in the sky above.

If visualising accurate perspective is important to your story, you might want to
consider using 3D software to model your scenes. 3D apps display perspective very
accurately. Plus you view the scene through a virtual camera that behaves like a
camera in the real world.
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ShowingMovement
A film is a motion picture, while a storyboard is a static image. So how do we
represent moment? The best way is to use arrows.

Simple, thin arrows are used for character or vehicle movement. Camera or zoom lens
moves are shown with thicker arrows.

A more three-dimensional looking arrow will stand out more and help emphasise
movement towards and away from the camera.

Here are a few examples…
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Character arrows show how this ambush will go down

Zoom in on the front of this speeding car

Camera dollies in as our heroes enter a deserted temple
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Storyboarding Software
Chances are you want to use this book to quickly rough out your first draft before
moving onto storyboarding software. And that’s a great way of working. If you haven’t
decided on which storyboarding app to choose, see the suggestions below. As well
as static storyboards, some apps enable you to create animated pre-visualisations.

FrameForge Storyboard Studio
The go-to app for professional productions. The software comes with a range of pre-
made characters, sets and props. Build the scene, setup lights, position the camera
and you’re pretty much there. There are two flavours, the standard and the Pro
Edition. There’s also an expansion pack with more characters, sets, props and
clothing. Subscription, perpetual license and educational pricing available.

Toon Boom Storyboard Pro
Popular with pros, but you will need drawing skills. You work by either sketching
everything in the scene, sourcing images from elsewhere or importing 3D objects.
Save each character or object you draw as a library item, so you can reuse it as
needed. A graphics tablet will be useful when using Storyboard Pro. Subscription,
perpetual license and educational pricing available.

Previs Pro
The budget solution. Like Storyboard Studio, it gives you a selection of objects to
create, light and frame your shots. You can also import images and 3D objects.
Created as an iOS app for iPhone and iPad, you can also run it on newer Macs with
Silicon processors. Subscription, perpetual license and educational pricing available.

Drawing Software
You can of course simply use a drawing app to make your storyboards. Create a new
project with the same aspect ratio as your storyboards in this book. Then use a
graphics tablet to sketch your shot. Drawing apps can be divided into raster and
vector style graphics, but there’s usually some crossover between the two.

A raster style gives you a more painterly look with lines that cannot be edited, only
deleted or painted over. Vector graphics have very precise lines that can be edited.
They can be moved, adjusted for thickness and colour. You can add more control
points for shaping a line. You can also fill a shape with a solid colour or a gradient.
Use what best suits your way of working.

https://www.frameforge.com/?gclid=CjwKCAiA1JGRBhBSEiwAxXblwY0eTfZuL9AZLFGsSKe1g7D0p-wr1oJo_AGz14V7rauM-CB4oHXm_BoCoIIQAvD_BwE
https://www.toonboom.com/products/storyboard-pro?gclid=CjwKCAiA1JGRBhBSEiwAxXblwfOPRPZyjN8pkOwBT_F0SP4Yzeu3eVajpdvg90gc8s3BBRJAOlzt6BoCp08QAvD_BwE
https://www.previspro.com/
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Examples of raster drawing apps (up to date 2022):

■ Affinity Photo (one-time purchase)

■ Adobe Photoshop (subscription)

■ Pixelmator Pro (one-time purchase, Mac and iOS only)

■ Procreate (one-time purchase, iPad only)

■ GIMP (free)

Examples of vector drawing apps (up to date 2022):

■ Affinity Designer (one-time purchase)

■ Adobe Illustrator (subscription)

■ CorelDRAW (subscription or one-time purchase)

■ Inkscape (free)

3D Software
As an alternative to dedicated storyboarding software, some previz artists are using
3D software to create digital storyboards. You’ll need to spend more time collecting
or creating your own library of characters and assets. But once this is done, building
scenes should be relatively quick, providing you have the skills. And that’s an
important point. 3D software has a steep learning curve, which needs to be taken into
consideration when you’re considering how you want to approach previz.

Once you’ve made a 3D scene, you can add lighting and setup a virtual camera. You
also have the option of animating camera movements, or animating the characters in
your scene. Virtual cameras behave very much like real cameras. You can control the
position, the aspect ratio, the focal length and the depth of field.

Blender
Blender is a fantastic open-source 3D modelling and animation app for Mac,
Windows and Linux. You can create all your own assets, buy 3D models or look out for
free downloads. Blender has two render engines (Cycles and EEVEE) for converting
the 3D scene into a 2D still image or a 2D movie. EEVEE renders in real-time on
powerful computers that support OpenGL. Cycles doesn’t render in real-time, but
produces better quality results. Cycles has better support for rendering on the Mac
from Blender 3.1 onwards.

https://affinity.serif.com/en-gb/photo/?trial&mc=AFFPPC01&gclid=Cj0KCQiA95aRBhCsARIsAC2xvfx7s7WqfZoWVYF5vkY18rakREQfI1SYIZ0aLyls2KkDQILRiQ_NaIUaAlK-EALw_wcB
https://www.adobe.com/uk/products/photoshop.html
https://www.pixelmator.com/pro/
https://procreate.art/
https://www.gimp.org/
https://affinity.serif.com/en-gb/designer/
https://www.adobe.com/uk/products/illustrator.html
https://www.coreldraw.com/en/
https://inkscape.org/
https://www.blender.org/
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Unreal Engine
Unreal Engine started life as a games development platform. It’s quickly expanded
into an app for previz, animation, motion capture and in-camera visual effects. Where
Unreal Engine excels is in the real-time rendering of scenes, which speeds up the
creative process. Download the free Creators License version for Mac or Windows.

Free assets are available, including the Quixel Megascans library. You can buy extra
models or create them yourself. Basic modelling is possible within UE. But for
something more realistic, you would need to use a dedicated modelling app such as
Blender.

There are a growing number of MetaHuman characters for you to use in your UE
projects. Plus access to MetaHumans Creator is also free.

To install Unreal Engine, either install the Epic Games Launcher first, or download it
from GitHub.

https://www.unrealengine.com/en-US/
https://quixel.com/megascans/home/
https://www.unrealengine.com/en-US/metahuman-creator
https://www.epicgames.com/store/en-US/download
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