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“To say that these men paid their shillings to 
watch twenty-two hirelings kick a ball is merely to 
say that a violin is wood and gut, that Hamlet is so 

much paper and ink”. J.B. Priestley 
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INTRO 
Fans and professionals alike have long struggled to describe the feeling 

football stirs in our souls. Some refer to it as a passion; others might simply call 
that passion a feeling. Metaphors seem the only natural way to articulate a 

philosophy shared the world over.  

Yet, is it really possible to tell someone else what one feels? 

Or perhaps feeling is pre built into our shared experiences, and it takes good 
storytelling to bring it to the surface and reveal meaning. Perhaps it’s a 

communal thing, like football.  
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"Some people think football is a 
matter of life and death. I assure 
you, it's much more serious than 

that”. Bill Shankly  
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TONE 

I’ve always enjoyed the similarities between football and myth stories… both 
share a guilty pleasure for melodrama, are expressed with passion, can 
recognize humor in defeat, and celebrate heroism in victroy, but most 
importantly they embrace tragedy. Neither are adult stories alone, nor 

children’s stories. They are better than that. They simply are.  

Our film is a mini myth designed to capture the passion, elation and 
unpredictability that comes with the shared football experience.   

5



6



“Rome wasn’t built in a day. But I wasn’t on 
that particular job”. Brian Clough 
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APPROACH
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SHOT ACTION METHODOLOGY 3D/2D/LA 
(Live Action)

1. Wide Exterior Establishing Shot of the bar. Guinness wordmark 
on the awning. People crowd the exterior windows to watch 
the game inside

Shoot the exterior on location in South Africa, most likely Cape Town. Find an 
authentic bar with real character, that we can fill with characters.  LA

2. Tilt up from hero Guinness bottles, which our three Hero Fans 
lift out from a Guinness branded ice bucket on their table. 
Guinness harp in shot, on the wall behind our heroes. 

Establish the brand and our heroes
LA

3. Medium Close-up – 3 bottles opening Punctuate the suspense of the game/journey about to begin. Camera is locked 
off in a ¾’s profile, with a view of all three bottles.  
Add a 2D vapor pop to each bottle opening.

LA/2D

4. Establish the inside of the bar - Football fans dressed in red 
and blue watching the beginning of a football game on TV.  
On the TV we see an aerial shot of a stadium. Guinness 
branding within the bar where appropriate. Fridges, behind 
bar, posters, TV etc. 

Establish the bar, TV and football game. 

Comp aerial shot of stadium/pitch onto the TV. 
LA/2D

5. Medium Close Up – tilt up with referee flicking his coin in the 
air. 

Possible branding moment - Guinness harp on ref’s shirt.

Shoot in studio against green screen.  
Discussion to be had on general cast wardrobe to resolve colors of teams 
without representing a Fake Prem League kit. 
Ref will be shot against green screen in order to show coin toss –  
Players will be deep background and out of focus so as to avoid any fake 
representation of a Prem League game.

LA/2D

6. Master Medium Shot – Our three heroes flick their bottle tops 
in the air. 

Establish master medium position. Flicking the lids is a practical effect. LA

7.  Close Up – Hero Fan watching coin flicking up into the air. Establish the Hero Fan owning the bottle cap with 67 on the back face, which 
will connect with the action of the spinning bottle top in the following shot. 

LA
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8. Extreme Close-Up… spinning hero bottle top, camera view 
from above… reveals number 67 on the reverse of the bottle 
top.

Macro shot, profile, slow motion… reveal a number on the back face of the lid. 
This kind of specific framing requires this to be a fully 3D-animation shot, played 
at 100 frames per second. Ramp to 25 fps as the bottle top gets closer to frame  

3D

9. Extreme Close Up – Referee (live action) blows his whistle. 
Guinness harp on the ref’s whistle.  

Shoot in a studio against green screen.  
This is a very tight shot with shallow depth of field. If we see anything it will be an 
out of focus blur of the stadium football fans… this is a 2D comp. 

LA/2D

10. Master Medium Shot of our three Hero Fans, reactions in sync 
– their skin turns to lacquered wood. Crash zoom out to 
reveal all three skewed by a silver bar… fussball players on a 
fussball table!  

Possible branding moment - Guinness harp on the fussball 
players shirts.  

Shoot the live action plate on location. Set design a metal bar to be a feature 
on the wall positioned just behind our heroes.. The effect is a morph rather than 
a graphic animation of the heroes being skewed.  
The three Fans transformation to fussball players is an additive build, which 
should appear as a deceptively low-fi, stop-motion, 3D effect.  
The Crash zoom out and reveal of the wider table is an entirely 3D shot.  
We hear clearly the sound of the refs whistle from the TV at the beginning of this 
shot to announce that the game has begun.   The three heroes will also react to 
the beginning of the match on the screen in a natural and believable way – It 
will be a very shot beat before they morph into the transformation of Fussball 
players 

LA/2D/3D

11. Close Up – Hero Fan kicks the fussball and the game starts! 
The ball leaves frame.  
The camera spins upside down in perfect sync with the Hero 
Fussball player’s feet.  

This is an entirely 3D animation shot.  
The Camera is as if attached to the foot of one Fussball player looking across at 
90 degrees to the player on the same rod that will kick off the ball.   As the 
player moves to kick the ball the whole camera will also rotate giving the effect 
of really being connected to the world of the Fussball at the same time 
achieving an energetic dynamic shot to ‘kick off’ the sequence.  

3D
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13. The Cheetah avoids one, then another, giant, sumo foot 
crashing down.  As we track back with the Cheetah we 
reveal more of the Sumo than just the legs. The Cheetah is 
swift and swerves to skillfully dodge these           
‘Tackles’. 

Methodology same as above. 

 

3D

12. CAMERA tracks forward at speed, low and wide - we follow 
the bouncing ball which transforms into a cheetah running 
towards giant Sumo Wrestlers, who hold ground like mythical 
protectors of a realm.  

As the Sumo’s feet hit the ground like pistons of a steam 
engine, the vibrations cause a sonar effect to run across the 
landscape and reveal the location of the goal. 

Football pitch environment is entirely 3D animated, with players represented by 
summon wrestlers, and the topography represented by pure black, against a 
colored (red and blue) sky.  
The cheetah will be entirely animated using 3D light effects. 
The sumo wrestlers are more like mythical monsters than real life representations. 
Interesting effect created by X BOX Kinect 
http://www.onformative.com/work/unnamed-soundsculpture/ 

And here 
http://www.itsartmag.com/features/dust-514/  

Cheetah ref- (see page 14) 

3D
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15. Medium shot, the Goalkeeper steps out from the monolith 
goal.  

The Goal Keeper movement will/can be captured using an X-BOX Kinect 
motion sensor device, which is then treated later to our own specifications and 
look.  

3D

16 Medium Close Up – Tracking with Cheetah, it morphs into a 
missile and fires straight towards the goal, curving and 
smashing through the Goalkeeper’s hands and into the goal.  
Possible branding moment - Guinness harp on the missile

Same methodology as before with the Cheetah light effect being different to its 
surroundings. 

3D

TRANSITIONS INTO:

14. We cut from this front on view to a side profile shot of the end 
of this action – from the top left of frame a spiked ball on a 
chain is thrown at Cheetah but misses and lands with a crash. 
The action of the ball motivates the camera move so the 
shot curves in an arc round to behind the Cheetah – follow 
and reveals that the cheetah is heading towards a Goal 
protected by an ominous creature made of falling sand 
particles, that will protect the goal at all costs. 

Goalkeeper and Visual countdown of a four digit clock 
sprouts from the surface of the monolith goal.  

NB. It is vital that the clock is of a design that is readable and 
we comprehend the link with the promotion.  This is 
understood.  During research on the pre-vis and timings we 
will determine exactly how many shots and for how long we 
need the clock to appear on screen. 

It’s not an exact science but the solution will evolve and 
become apparent as we progress.

We will research and develop options for the surface and rendering of the 
‘Goal Keeper’ to ensure that the creature clearly has a power that makes him 
impenetrable to the missile.   
See previous page (top right) for initial particle reference of ‘Goal Guarding 
Character’. An amazing digital sand like creature with enormous hands and 
designed to be the mythical equivalent of the mythical equivalent of the 
hardest possible creature to get past and into the goal. 
  

The monolith symbol of the Goal and the Goal Guarding Character and Clock 
are all made from a world of this reference.  
http://www.itsartmag.com/features/dust-514/  

3D

17 Wide shot from behind the goal, the goal explodes in a 
medley of blue and red dust particles, with the word ‘Goal’ 
momentarily visible, made up by exploding particles. 

3D
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TRANSITION TO:

18. Hero Fan’s bottle cap, full frame size, held up and with 67 
facing towards us. 

CAMERA pulls back and reveals our three Hero Fans 
celebrating against a fully blacked out highly stylized 
environment, with ticker tape descending from above. A 
banner above our hero’s head unfurls with the word WINNER. 

Camera pulls back and reveals a dozen MALE and FEAMLE 
dancers celebrating in a carnival fashion.  

Possible branding moment - Guinness branding and harps on 
the dancers and winner banner in the celebration scene.  

Camera continues to track back and passes a huge 
Guinness branded base drum, being hit by the BARMAN. 
Guinness logo on the drum  

The drum explodes as it is hit in red and blue powder which 
acts as a transition from the highly stylized, ‘noisy’ 
environment, as we HARD CUT TO…

The shot is live action, shot in a studio with a black backdrop and a shiny, black 
floor.   We will develop during the pre-vis to ensure the final take out of the 
environment is positive and not cold / negative.  LA/2D/3D

19. Back in the real world bar. As bewildered patrons and the 
normal Barman, look towards our heroes. In contrast to the 
business of the last shot here – it’s quiet enough you could 
hear a pin drop. While our heroes celebrate in a real and 
happy way. NB - - A handful of patrons are still looking at the 
TV, which will suggest the game is still going on. 

Guinness branding again appropriately placed within the bar 
when we return to the ‘real world’

Live action. 
.  

LA/2D



“Football is simple, but it is difficult to play simple”. 
Johan Cruyff 
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20. Guinness bottle Pack Shot.  
RED and BLUE POWDER explodes with GUINNESS bottle 
landing in key visual spritz 

Use live action plate of colored explosion and comp it in to a 3D animation of 
the GUINNESS bottle.

2D/3D

21. SUPER – EVERY GOAL, EVERY GAME WINS AIRTIME  
PLUS N2,000,000 DRAW EVERY WEEKEND.  

TEXT YOUR MINUTE TO 1759 (TO PLAY) 
TERMS & CONDITIONS APPLY
Responsible drinking line / legal line.

Guinness - EVERY MINUTE MADE OF BLACK

Guinness - MADE OF MORE

Text will appear in approved brand font. 2D/3D

22. (Optional). As written, our heroes with the sumo bond-style 
striking the cheetah.  

Live action. 

The ball falling from the wall is a live action gag, helped with some wire removal 
and 2D dust comps in post. 

LA, 2D



PHOTOGRAPHY 
FRAMING 

Simple is better. We have a lot to cover in 30 seconds, so cuts will come hard 
and fast, which means camera movement should be used sparingly. It’s 

better to let still frames punctuate action, so when movement does come it 
really means something. Those moving shots will be reserved for some of the 

visual metaphors, and the track back through the celebrations once our Hero 
Fan’s team scores and he wins the competition.  

FILM SPEED 

When used sparingly, slow motion can add a wonderful, dramatic and 
dreamlike quality to a film, to allow us time to focus on necessary story details. 

On this particular occasion slow motion is reserved only for the shots of the 
bottle cap showing the number 67, and hero shots of the GUINNESS bottle. 
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“I like tricks; I like to dazzle. I’m the Che Guevara of modern football” 

       Sergio Aguero 
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VISUAL EFFECTS 

I’m keen for there to be a clear difference between what we see in the real world, ie the bar, and what happens in the world of the visual metaphors. One is 
a representation of real; the other is an abstract expression of a feeling through action.  

For the world of the visual metaphors I’m interested in exploring something that looks photo real, though a bit abstract in execution, as if time and space 
aren’t working in perfect unison with each other.  

The fussball table is a photoreal representation of what we’d expect to see. However when we move into the world of extreme speed; the fighter pilot 
helmet, the cheetahs, and the tackle, light acts differently; it can stretch along an axis not normally seen in the real world.  

To do this I’d like to replicate the effect achieved by using Microsoft’s Kinect motion sensor, and digitally alter it in our own unique way. 

The fighter pilot helmets will be photoreal 3D models. The reflection on the visor will be a graphic interpretation of the football pitch, taken from the POV of a 
football rocketing towards goal. The background behind the helmet will be a 3D animation intended to capture the essence of moving light though fractal 

shapes.  

The cheetahs will be made of streaks of moving light, like the effect car lights give off in night photography.  

The sumo wrestlers will be digital representations with a textured surface made of lots of human arms and legs, more like mythical creatures than real beings. 
We can shoot performance capture with real regular shaped actors and then digitally shape the proportions how we please later.  
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“If someone is too perfect 
they won’t look good. 

Imperfection is important”. 
Eric Cantona 
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THE LOCATION 
This should be authentic, rustic and soulful… a room full of character, full of 
characters. Cracked paint runs through colorful walls, like tributaries of a 

great river photographed from space. Wooden table and chairs succumb to 
a packed congregation of believers waiting for their weekly sermon. Light is 

minimal; details recede into shadows on the edge of black.  
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“We lost because we didn’t win”  
Ronaldo
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COSTUME 

To state the obvious, football is a game of two halves, and in our fan’s case, 
red and blue.  

Fans jerseys should look authentic and worn, like badges of honor.  

We can decide what color jerseys we want our heroes to wear, however my 
leaning would be red as it tends to incite more passion as a color, than blue.  
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“If you’re in the penalty area and don’t 
know what to do with the ball, put it in the 

net and we’ll discuss the options later.”  
Bob Paisley 
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MUSIC 

Rhythmic, unpredictable, and punctuated with moments of quiet… much 
like our story. Music should be a celebration, I’m happy to explore with you 

what those options are.  
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“If you eat caviar every day it’s difficult 
to return to sausages.”  

Arsene Wenger 
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FINAL THOUGHT 

Perhaps feeling is destined to be an elusive mistress. However what will be clear 
are the mechanics of the promotion, done so in a very unexpected and highly 

entertaining way, a staple of GUINNESS’ creative heritage.   

It’s not every day I have the opportunity to add to the history of the world’s 
greatest brand.  

I hope we get to do that together. 

Thank you for thinking of me. 

Gary 
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