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Statement of Intent 
 

My year 12 industrial technology multimedia major work for 2015 will have components of 
3D Animation, green screen and special effects. The film will be a fly through of a 1900 
London town during a winter’s night along with animated clock gears and a man standing in 
the 3D environment. I plan to execute this idea using previous experiences with modelling 
and by creating test city. As well as this I will use my previous experience with green 
screening and simple animation.  

 

Limitations: 
• Have only learnt how to use Blender, but plan to use 3D Max 
• Little experience with animating models 
• For efficiency rendering should only be done at home, as school computer don’t 

have the specs to render at a high rate  
• Time is always a limitation, especially when taking other subjects into consideration 

 

Skills I already have: 
• 3D modelling in Blender 
• Green screening 
• Know how to use premier effectively  
• Know how to use Adobe After Effects effectively  
• Know  the basics of Adobe Encore (DVD Menu) 
• Script writing  

 

Skills I may need to develop: 
• 3D modelling in 3D Max 
• Combing live action with animation  
• Animating objects 
• Colour correcting and grading 
• Time planning 
• Have been making films for a long time, was a finalist in Trop fest Jr and won best 

short film in Auburn International film festival.  
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Equipment: 
• Cannon HF G10 
• Rode video mic  
• Dolly  
• Tripod 
• Computer (Home built) 
• Printer 
• 1TB External Hard drive  

 

Time Frame: 
 

Weeks  Approximately 40   
Days 280  
Lessons  120 – 3 Lesson per week  
Hours  73 Minutes per lesson 
 

The Time Frame is something that I must always be aware of, and make sure I have 
completed everything weeks before the due date to consistently edit simple mistakes.   

 

Target Audience: 
The film has all age appropriate content and has no controversial themes. The film will be 
entertaining for any ages but primarily children 6 - 15. I aim to make the film family friendly with 
quirky humour, including as many multimedia techniques as possible appealing to the marking 
criteria.  

   

Motivation:  
A lot of motivation comes from the determination to do well in my HSC an to achieve the highest 
ATAR mark I possibly can, not only to get into university, but in regards to multimedia in particular it 
is an area of industry that I would like to pursue as a career. I have been writing, directing, filming 
and editing my own films since year 5 and have developed experience and a passion for film 
making ever since. This passion for film is primarily my motivation to try new things like 3D 
modelling/animation. Along with this a large part of motivation to create such a quirky film comes 
from other movies such as Hugo or Sweeney Todd, (mainly movies directed by Tim Burton). After 
watching the making of many of these films I decided I could make a short film with a similar style to 
them.  After watching previous HSC films, I have recently become motivated to do as well as possible 
so my project could be an intech nomination.  
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SWOT Analysis: 
 

Person Project 
Strengths Weaknesses Strengths Weaknesses 

I am experienced in the 
production side of short 

films 
Good editing software 

Good computer hardware 
and software  

Good camera equipment 
 

 
 

Not very experienced 
with 3D modelling 

and animating  
Not a lot of  

experienced with 
special effects 

Can be indecisive  
Little  

The film has various 
effects and requires 

a growing knowledge 
to execute them. 

Detailed script  
Involves a variety of 

Cinematography 
skills   

Dialogue provides 
knowledge of audio 

skills 
 

Some tasks can be difficult 
and a struggle 

Need a bigger crew 
Filming will be time 

consuming 

Opportunities Threats Opportunities Threats 
Can gain a better 
understanding at 3D 
animating  
Can gain a better 
understanding at special 
effects 
Can have some 
knowledge of After 
affects and what it has to 
offer 
The opportunity to 
understand and 
appreciate Animation and 
what the artist and 
creators do.  

Making personal 
Films instead of my 
Major. 
Other Subject study 
taking up a large 
amount of time 
 

Will give me more 
experience in a 
broader aspect of 
film. 
Will take time to 
create and perfect 
making me learn 
patience  

Losing my work that is at 
school could mean having 
to start again 
Folio work will have to be 
backed up frequently to 
be accessed from both 
home and school  

 

Conclusion:  
I plan to 3D model and animate a 1900s British town during a snowy winter’s night, the fly 
through will encounter snowflakes, chimney smoke whilst following a gliding feather. Then 
it will enter into a small hut full of animated clock works and a quirky character that is green 
screened into the animated environment. The right amount of research and preproduction 
work that will be recorded into my folio as evidence of progress will help me achieve the 
outcome I am aiming for. The project will take 3 terms to complete, this includes the full 
film, folio and my own personalised DVD menu made in Adobe After Effects and Encore.  
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Research 

Overview: 
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Resource / Element Description  

BlenderGuru.com A Website with reliable step by step Blender 
tutorials 

VideoCopilot.com  A website full of, reliable and informative 
tutorials for After Effects.  

Youtube.com A Video media based website, great for tutorials 
and inspiration. 

Wiki Blender A Website full of how to do questions and 
answers for Blender.    

DigitalTutors.com Another website full of tutorials for many 
different programs, great for learning how to 
texture.  

Wikipedia An encyclopaedia full of answers for just about 
any question.  

Creativecommons.org (Soundtrack) A Site to look up different creative commons 
licences often applied to royalty free music. 

Freemusicarchive.com  A site full of Royalty free music that can be used 
in your videos.  

www.google.com A search engine allowing me to research 
everything! 

www.cgtextures .com  A Website full of high quality textures.  

Crazy Bump  A program that takes a normal texture and adds 
other maps to create a more realistic 3D texture. 

Movie’s Researched  Films that I sourced inspiration from and based a 
lot of my town models off. 

File Types  Text, audio and video files 

Rendering processes Cycles rendering and how to render an 
animation 

Camera Angles  Camera angle meanings, reasoning’s and 
planning; for when it comes to combine footage. 

Lighting  3D lighting, atmosphere creation 

Combining footage  Combing live action footage with animated 
footage  
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Blender Guru: 
Explanation Relation 
A video tutorial website for Blender. 
 
 
 

 

BlenderGuru has great video tutorials on 
how to create and use the many different 
functions blender has to offer. It also has 
plugins that are great to use for a 3D 
animation or model. It will be great for 
creating a title.   

 

 
 

 

 

 

 

Video-Co-Pilot:  
Explanation Relation 
A video tutorial website for Adobe After 
Effects. 

VideoCoPilot contains a large number of 
great tutorials for creating film effects; it 
also contains free downloadable plugins that 
can be used in my short film. E.g. title 
plugins. This site will be great for any editing 
that will need to be done and any SFX. 
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YouTube: 

 

Wiki Blender: 
Explanation Relation 
A Blender manual website Any questions relating to Blender can be 

found on this website along with manuals of 
how to achieve the outcome you are 
seeking. It’s a great website for when 
tutorials are not available at hand or not 
made yet.  

 

 

 

 

 

 

 

 

 

 

Explanation Relation 
Youtube is a video sharing website. 
 

It is a great website for finding tutorials as 
well as inspiration for my project through 
other short films or even music. 
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Digital Tutors:  
Explanation Relation 
A tutorial website Although when I’m searching for a tutorial 

websites such as blenderguru, VideoCoPilot 
or YouTube are usually my go to place 
sometimes they aren’t what I’m looking for 
or have specific tutorials, especially on 
texturing. 

 

 

 

 

 

 

 

 

 

Wikipedia:  
Explanation Relation 
Wikipedia is a free encyclopaedia.  This is a useful website when wanting to 

learn something quick. When deciding 
between Blender and 3D Max I used 
Wikipedia to help make my choice.  
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Creative Commons:  
Explanation Relation 
A Copyright guideline website.  I use this website all the time. It is great for 

when I’m downloading royalty free music 
and need to understand the distribution 
rights set by the artist. There are different 
types of creative commons licences, hence 
the need to refer to the website. It is also 
great for when using textures.   

 

 

 

 

 

 

 

 

 

Free Archive Music:  
Explanation Relation 
A website with a number of music that can 
be used in films.  

Just about everything on this website is 
royalty free meaning I can use it in my film 
without having to pay for the rights to  
it. Some you need to pay for and other can’t 
be used for commercial use and so on. The 
licence guidelines will  be specified by the 
artist and CC (creative commons licence).  
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Google: 
Explanation Relation 
A search engine used to find information on 
the World Wide Web. 
 

Google is a great search engine that is used 
regularly for primarily research purposes. I 
can obtain a massive variety of information 
or an educated response related to my 
search.  

 

CG Textures: 
Explanation Relation 
A Website full of high quality Textures  
 

I discovered this website after I had done a 
lot of simple texturing and when I was 
creating me feature building and needed 
higher quality textures. It’s a great website 
and I’m happy to have found it. E.g the clock.  

 

 

 
 

 

 

 

 

 

 



 
 

13 

Movie’s researched: 
 

I have also been watching movies that I’d like to base my 3D model city off. The following images 
that I have based some of the background city buildings off. They are extracts from films mentioned 
before, Sweeney Todd, Les Miserables.  
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File types: 
 

Video file formats 
 

Format File Description 

AVI .avi (Audio video interleave) developed by Microsoft, hard to play on non PC.  
Used in video cameras & TV hardware  

QuickTime  .mov Developed by Apple, hard to play on a PC 
Used in video cameras & TV hardware  

RealVideo  .rm / .ram Used for online video & internet TV 
Low bandwidth priority therefore low quality 

Flash .swf / .flv Used in creating vector Graphics, games & animation 
Commonly used for internet 
Used to be popular on web pages but declining.  

Ogg .ogg Designed for efficient streaming & manipulation of high quality  
WebM .webm A digital media container file format 
MPEG .mpg / .mpeg (Movie picture expert group) Used to be most popular internet video file 

Supported by all major browsers other than HTML  
 

MPEG 4 or 
MP4 

.mp4 “                   “ Up & coming internet video file 
Supported by all major browsers including HTML 
Common in new cameras an TV hardware 

WMV .wmv (Windows media video) Developed by Microsoft, hard to play on non PC 
Used in cameras and TV hardware  

 
 

 

 

Text file formats 
 

Format Description 

.txt Plain text document with little formatting, very basic 
.docx Microsoft word (07) Editable storage file 

.rtf (rich text format) Microsoft 
.pdf (portable document format) Adobe 
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Image file formats  
 

Format Extension Description 

.tiff / .tff Tagged image file 
format 

Uncompressed image format 

.jpg / .jpeg Joint photographic 
expert group 

Compressed image file  
32 bit colour depth  
Lower quality 

.jp2 / .jpx JPEG 2000 Compressed image file without loss of quality 
Replacement of Jpeg  

.png Portable network 
graphics 

32-bit colour depth  
Compressed image file without loss of quality 

.bmp Bit-mapped 
graphics format 

Used in older MS programmes for simple graphics  

.gif Graphics 
interchange format 

8-bit colour depth  
Compressed image file without loss of quality  

.raw Un-processed 
bitmap files 

Requires specific software  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 



 
 

16 

Rendering process:  

Rendering with Cycles:  
In the early stages I ran into a lot of trouble when I rendered out my models using cycles. All of the 
Images were extremely grainy.  

Cycles uses a different Render engine to Blender Render, to avoid noise in a render I learnt I could:  

• Add more light  
• Make the Render samples larger (extends render time)  
• Disable camera ray visibility on an object  
• Switch between glass and emission shaders in materials  

• The following tutorial helped solve the issues, and teach me why I encountered such issues 
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Animation Rendering: 
It would make sense to export a file out of Blender straight into a video file format, but after doing 
some research I learnt this was a big mistake to do so. When exporting an animation it must always 
be done as an image sequence. This is due to frame by frame rendering and if one frame for 
whatever reason decides to be faulty, the whole animation had to be re-rendered. Other factors 
include – the quality of image: when rendered out as a PNG the frame is losing no image quality, 
making it visually better. When it has been exported the frames can then be added into After Effects 
as an Image sequence, meaning it would flow as an animation. Another important thing to 
remember when editing which I found makes the animation flow much nicer is to tick motion blur in 
blender before rendering.  
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Camera Angles: 
 

 

 
The Image above shows the six basic camera angles that will certainly be used in my project. They 
are generally used: 

Extreme Wide Shots (EWS) act to establish the area. 

Wide Shots (WS) show the entire person or area.  They’re great for establishing the scene and allow 
for good action of the characters.  Sometimes this is known as the long shot. 

Medium Shots (MS) frame the subject from the waste up.  This is the most common shot and allows 
for hand gestures and motion. 

Medium Close Ups (MCU) shots show the subject in more detail and are often framed from just 
below the shoulders to the top of the head. 

Close Ups (CU) show a particular part of your subject.  For people this usually means the shot frames 
just the head! 

Extreme Close Ups (ECU) are much tighter close-up shots in which you get detail greater than the 
human eye might be able to normally perceive.  An example of this shot might be of the mouth and 
eyes together 
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Advanced Camera Shots 

Cut Away (CA): Cutaways are used in the editing process to fill in footage which is different from the 
main action.  

Over the Shoulder Shots (OSS) are shot from behind the person towards their subject.  Generally the 
frame is cut off just behind the ear, although there are several variations.  

Point of View (POV): This is an effective shot that gives the audience the feel that you’re seeing it 
from the eyes of the performer. 

Selective Focus: By using a large aperture value (f/1.4, f/2.0) you will be able to create a shallow 
depth of field.  This effectively leaves one part of the frame in focus while blurring others, such as 
the foreground or background.  

 

 

 

 
 

 

 

 

 

Moving Camera Shots 

Pan: is a movement that consists of horizontally turning left or right, usually used on a tripod 

Tilt: is when the camera moves up or down without moving its position 

Pedestal: Similar to tilting, but physically moving the height of the camera up or down, usually on a 
tripod. 

Dolly: The camera is set on tracks or wheels and moved towards or back from a subject 

Jibe: is a crane where the camera is placed and is used for high sweeping shots or to follow the 
action of your subject. 

Steadicam: a device that uses a weight system to counter act the operators movement keeping the 
camera still for movement, great for action scenes 

Handheld: As the title suggest it is where the camera is simply hand held and the movement is at the 
discretion of the operator 
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Lighting: 

Green Screen Lighting  
Lighting for my green screen will be fairly basic: 

Rules: 3 point lighting 

• Light should be evenly distributed avoiding shadows  
• Key light: Subject’s main source of light – should be positioned at a 45 degree angle from 

subject to add definition to the face of the subject. 
• Fill light: a less intense light that fills in any shadows on the subject and should be placed 45 

degrees from camera but on the opposite side as the key light.  
• Backlight: a low intensity light used to create a halo around subject, separating them from the 

background. It should be placed out of frame behind the subject and not pointed towards the 
camera.   

 

 

 

 

 

 

 

 

 

 

3 point lighting is the most common form of lighting especially in any armature production as 
lighting can become extremely expensive, 3 lights are all that’s with in the budget. Lighting is an 
extremely creative aspect to film making that can turn any armature footage to a deceiving pro. The 
lighting also creates mood levels for example. I want to create my room as dark and gloomy as 
possible. Instead of turning the lights off making footage grainy, make the lighting bluer. This will 
create the allusion of dark but not kill the quality of image. Any other colours that can’t be placed be 
done on shoot can be editing in during post production; this is known as Colour correction and 
colour grading and can be done in after effects and even Premier.     

 

 

 

 



 
 

21 

3D Lighting  
Although the lighting is now done in a program, I learnt early it is best to stick with how you would 
light in a real life shoot; this is due to the program imitating the 3D world we live in.  Although now 
without a budget lighting is a lot more accessible. 

Lighting types include:  

Point Lamp 

Point lamps emit light equally in all directions. By setting the Size larger than zero, they become 
spherical lamps, which give softer shadows and shading. The strength of point lamps is specified in 
Watts. 

Spot Lamp 

Spot lamps emit light in a particular direction, inside a cone. By setting the Size larger than zero, they 
can cast softer shadows and shading. The size parameter defines the size of the cone, while the 
blend parameter can soften the edges of the cone. 

Area Lamp 

Area lamps emit light from a square or rectangular area with a Lambertian distribution. 

Sun Lamp 

Sun lamps emit light in a given direction. Their position is not taken into account; they are always 
located outside of the scene, infinitely far away, and will not result in any distance falloff. Because 
they are not located inside the scene, their strength uses different units, and should typically be set 
to lower values than other lights. 

Cast Shadow 

By disabling this option, light from lamps will not be blocked by objects in-between. This can speed 
up rendering by not having to trace rays to the light source. 

Another way to create lights for indoor scenes is to create an object and change its material to 
emission; this will make the object light up like a normal light would.  
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Combing Footage:  
I have had no idea how hard doing something like adding a Green screened character into a 3D 
scene would be. Tracking is something I will have to keep in mind if I wish to move the camera on 
the green screen subject at all. What I have learnt is that to execute this correctly I will have to plan 
very shot exactly so that he will fit into the 3D environment without it looking fake. Steps that I can 
take include: 

- Story boarding  
- Shot list  
- Creating the animation after filming the green screen (Not a recommendation)  

Actually adding it in won’t be hard if planning is done correctly from there it’s a matter of adding 
both footages into After Effects and applying the keylight preset to the green screen footage and 
matching the colours so that the subject will blend onto the 3D environment.  
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DVD Authoring  
DVD authoring is a fairly complicated and time consuming process; it involves creating the menu first 
off and then creating buttons and paths to have a functioning DVD. Since I have only had experience 
doing this once before and that was a long time ago I will have to start all over again. There is an 
extremely helpful tutorial on DVD Authoring at VideoCoPilot.com that taught me step by step how 
to create a menu then the buttons and how to path it.  

  

 

 

 

 

 

 

 

 

 

 

The menu can be created in either Adobe Premier or the preferred program; Adobe After Effects. It 
will take basic special effects knowledge such as creating time loops and keyframing visuals, footage 
and text.  

After creating the menu I’ll export it as an MPEG 2 file (DVD) and then import it along with the audio 
into encore. From there I’ll create the looping of visuals and audio of the menu in Encore as well as 
the buttons (in Photoshop) any buttons that are created can be saved and used for future projects. I 
can also add in chapter markers in Encore easily using the timeline. From there I’ll create the links 
between the actual film and the Menu as well as adding the 6 minute video in under and extras title.  
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Evaluation:  
The final outcome of my film relies on accurate and consistent research. I have complete the 
research that I know is necessary in order to complete my major assignment, and have found 
resources where I can resort to in case of the event where I may become unsure of how to do 
something. After completing much of the necessary research it is obvious that I have my work cut 
out for me especially considering that I have only a slight understanding of Blender and 3D 
modelling/animating let alone combining that with live footage. Camera angles, lighting and copy 
right I am very familiar with and I should be able to use my experience to my advantage.   
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Selection and Justification of Materials and Processes 
As I am creating a 3D animation I will need a capable PC to run a number of programs; Blender, 
adobe after effects and premier, and since I would like to do a number of short test animations it 
needs to be able to render at a convenient rate. I will also be combining life action with the 3D 
animation. I further more need a camera, green screen and microphone to capture my footage from. 

Hardware Description 
Computer The Programming machine that is the only way this project is possible.  

Camera The piece of technology that allows me to create a sequence images (Film). 
External Microphone A sound recording device capturing crisp audio and dialogue. 
External Hard drive A readable/ writable, input/output device that transports files from home to school. 

Software Description 
Google Chrome Web browsing and research platform. 

Microsoft Word & Excel Text document used to create and edit my folio and its other components. 
Adobe After Effects Editing software used to accumulate my film and DVD menu. 

Adobe Encore Editing software for compiling and animating my DVD menu   
3D Max 3D modelling/ animation software for creating animated components of my film. 
Process Description 

Animation For recreating a realistic town 3D animation follows the same physical laws as real 
life, making it the preferred option when looking for realism.  

Green screen Makes it easier to key the clips and will give me plenty of options on how to combine 
the footage with animation.  

 

Hardware:  Computer 
 

School Home 
8gb RAM 

 
32gb RAM 

500gb storage 
 

3T storage 
 

DVD burner 
 

Blueray DVD burner 
 

Windows 7 enterprise 
 

Windows 7 Premium 
 

Printer 
 

Brother Printer 

ATI Radeon HD 5450 graphics card 
 

GTX 660 graphics card 
 

Intel i7 3.4Ghz 
 

Intel i7 3.5Ghz 
 

17” desktop screen 
 

24” desktop screen 
 

Justification 
For my assignment I have had the option of using both of the computers above. I have chosen to use my 
home computer for any editing, 3D modelling and rendering due to its higher capability and reliability. 
However for folio work, Photoshop and any other file or research components of my assignment, I will 
use the school computer to idealise time effectively.      
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Camera 
 

Sony Handy-cam DCR-SX30E 
 

Canon LEGRIA HF G10  

HQ recording mode Professional HD CMOS sensor 
 

MPEG-2 – PAL video Low light filming 
 

60x optical zoom 
 

AVCHD 1080/50i - 1080/25P 
 

410 Kpix video resolution 30.4mm wide angled lens 
 

Stereo Inbuilt Microphone 
 

10x optical zoom 
 

4GB internal storage 
 

32 GB internal Memory + dual Card 

Auto focus 
 

Manual/auto focus 
 

 4 directional inbuilt 5.1 microphone 
 

Justification 
I own both of the cameras mentioned above and know their functions and capability very well. For my 
filming aspects of the assignment I will be using the Cannon Legria hf g10 due to its professionalism, 
great quality and manual functions. For any behind the scenes footage or photos I will be using The 
Sony handy cam because it will help save battery and memory on other devices (phone, IPod etc.) that 
may be needed.   

 

 
 

 

 

 
 

 

 

 
 

 

External Microphone 
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Rode VideoMic Microphone 
 

Rode VideoMic Pro Microphone 

Microphone ½” condenser 
 

Microphone ½” condenser 
 

In-built shock resistance system 
 

In-built shock resistance system 
 

Shotgun/Highly Directional, Supercardioid, 
Unidirectional 

Shotgun/Highly Directional, Supercardioid, 
Unidirectional 

 
Effective output level: -36.48 dBm 

 
+20 dB Audio gain option 

Frequency Response: 40 – 2000 HZ 
 

Frequency Response 40 – 20, 000 HZ 

Justification 
I have chosen to use the external Rode microphone Pro over the Rode Microphone because of its 
quality and functions that give a broader range of sound capability like simple external option; such as:  

• a ‘dead cat’ to eliminate any wind that may be an interference 
• Adjustable frequency response levels, to ensure obtaining audio on site won’t be an issue. 

 

External Hard drive  
 

The main use of my external hard drive is to transfer work that I have done at school to home and 
vicar versa. I have a 1 TB external hard drive that will be enough to transfer every single file in the 
one device meaning it will be less likely I will lose anything like I would if 
I had to use multiple USB’s. The size is perfect for the large animation I 
intend on creating.   

 

 
 

 

 

 
 

Microsoft sidewinder x8 Mouse  
This is an input device and a popular gaming mouse with side buttons and sensitivity controls easy to 
reach and fast to alter. It’s ergonomic and shaped for long use comfort. The mouse moves smoothly 
above the razer goliathus mouse pad. The 

 



 
 

28 

mouse has wireless with a recharge cable, and the response time is very good. 

  

Microsoft sidewinder x8 Keyboard  
The input device keyboard is a part of the keyboard/mouse combo. They both function really well 
together! The Numpad can be taken of and applied to either side of the keyboard magnetically or 
just not applied at all, this is really helpful for when using Blender and changing workflow angle.  The 
keys have a LED Red backlight great for when working in a low light situation. With handy volume an 
play/fast-forward/rewind buttons this is an ideal keyboard for video editing.  

 

 

 

 

 

 

 

Monitor 
The output Monitor device I will be using is the 
Toshiba Tekbright WS LCD. The monitor has a 
16:9 aspect ratio with a HD resolution of 1920 x 
1080. Ports include HDMI, VGA and DVI. The 
screen size it 23.60” and works extremely well 
processing a true to life image response. The 
actual response time is 5ms which is great. The 
screen is also reasonably priced.  

Software:  

Browsers: Google Chrome – Fire Fox – Internet Explorer: 
I always use google chrome and I am very familiar with the format of the browser. I started out using 
internet explorer a long time ago, but the browser started to get extremely slow, after doing 
research I also learnt that the browser is not safe for usage and even when the browser has a fixed 
schedule to clear all bugs – the bugs are often not found. The new version of flash must always be 
installed manually which becomes a massive pain. Explorer is dead to many computer users. In 
regards to Fire Fox I use to use it a lot it Is defiantly better than Explorer, but 
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I have found that with my home computer it is very slow and, does not have apps like chrome does, 
for example ad blocker.  

 

 

 

 

 

Text Documents: Microsoft word – Microsoft Excel  
I only have access to these two documents therefore they will be the documents I will use for my 
major assignment. I will use Microsoft word to create my folio in. I will also use it to store all the 
screen shots I take to record my progress. I will use Microsoft excel to create my Time plane 
proposal and my actual time plane.   

 

 

 

 

Editing Program: Adobe After Effects – Adobe premier 
Both the Adobe programs are extremely awesome! Premier more so for trimming and combining 
layers of footage and audio together, after effects is better for colour correcting and grading clip and 
adding visual effects to footage. Considering I will be combing 3 or more different blender file 
animations together to flow as one big clip, I will use adobe after effects for the colour grading and 
any other effects I will need to apply to each clip, then premier will be used to compile them all 
together.   

 

 
 

DVD Menu: Adobe Encore – DVD Styler 
Adobe Encore is the best option when it comes to 
creating a DVD menu. It gives a complete professional result and I already have an amateur level of 
experience with the program. I would create the actual menu in After Effects and then actually 
create the path in Encore. Another popular option is DVD Styler, Personally I have not used it before 
and am a religious user of Encore, but I recently learnt the Adobe have discontinued the program. 
DVD Styler will be my next option if I can no longer use Encore.   
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Blender – Maya – 3D Max  
All three programs are free Maya and 3D max can only be used for free as a student version. This 
creates further problems such as water marking over the project. I’m sure as a student I wouldn’t 
notice most of the other limitations that only the paid versions provide. As someone who wants to 
be known in the film industry I wanted to learn how to use a program that would actually be useful 
when applying for a job (like 3D max). After doing much research though I found it was best to stick 
with blender and learn as much as I possibly can before moving on the others. Blender is free and 
widely accepted in the 3D modelling community, It works fantastic and will be my choice of 
program.  

 

 

 

 

 

 

 

 

 

 

Process:  

Animation: 
There are many types of animation that I could explore for my project. The main types of animation 
include: 

- Traditional 2D animation: is a lengthy process where the animator has to be artistically 
bright because it’s all hand drawn, for a one second clip 12 drawing need to complete.  
Animations such as the traditional Disney cartoons used this technique and more or less 
perfected it.  

- Digital 2D animation: is as the title suggests a 2D animation that is created digitally. 
Animations can be drawn straight into programs such as flash using a mouse or pen tablet. 
The technique is commonly used in modern T.V shows and web shows. 
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- Stop motion animation and clay animation: they are two different types of animation but 
are commonly grouped together. Like 2D animation this is a lengthy process were the artist 
needs to passions and delicacy. The scene and characters are set up then a photo is taken, 
the camera or/and scene will slowly change as each photo is taken making up each frame to 
result in a flowing animation.   

- Cut out animation: this is an uncommon form of animating that uses the stop motion 
technique in order to create and animation. It is created using flat characters, props and 
backgrounds made out of different materials such as paper, card, stiff fabric or even 
photographs. An example is the introduction theme to the South Park series.  

- 3D animation: is a technique on high demand in today’s society and a hard process to grasp. 
It is formed by using this technique; 3D models are created, textured, rigged, and animated 
in the virtual space. 

I wanted to create a 3D animation from the beginning due to the high demand in the work force 
for people who can understand 3D modelling. It’s important for me to understand how 3D 
animation works as somebody who 
loves to film live action, having no 
limits in regards to settings is an 
amazing thought. 3D modelling can be 
used to create scenes that look as real 
as the real setting would and is the 
only technique used in big films such as 
Tim Burton’s Alice and Wonderland 
and is also the future of film making.   

 

 

 

 

 

Green Screen  
There are two different screens that can be used to chroma key a character into a 3D environment 
or any environment that wasn’t actually filmed on location for that matter. Either a Blue screen can 
be used or more commonly a green screen. Both work very well but commonly the colour is chosen 

on factors like other colours found in the 
foreground of the scene, costuming and 
hair/makeup. If you have a lot of green in a 
scene a blue screen is commonly used which 
explains why it is used as a large backdrop in 
massive establishing shots. Green screens are 
more common for studio shoots were the 
green environment isn’t going to be keyed in 

 



 
 

32 

with the backdrop. The reasons for using a blue screen and green screen are because they are the 
furthest colour from the human skin tone (red).  Traditionally Hollywood used blue, but green is 
becoming more and more common.  

 

 

 

For my major I will be using a green 
screen to Chroma key my subject into 
the 3D environment. I could use either 
due to no foreground subjects being 
coloured blue or green but I have 
chosen to use a green screen majorly 
for their rapid reputation growth in the 
industry, there high demand on the 
market and their cheap pricing in 
comparison to a blue screen.  I also 
have experience in regards to green 

screening and I am familiar with the step I will have to take in order to achieve the outcome 
I am hoping for.  

 

 

 

 

 

Final Evaluation:  

Hardware: 

My Home computer is the ideal computer to use when rendering out my Blender 3D animation and 
final project, this is due the higher specs than the school computer making it more reliable/less likely 
to crash and a quicker render time. For my live action filming I have two cameras to choose from for 
the shoot. The Canon HF-G10 video camera is miles ahead of the old Sony handy cam in output 
quality and professional manual set up functions. The camera shoots in HD 1080p and 1080i and 
since its all green screen shooting the battery life will not be an issue allowing me to film in the 
highest quality the camera has to offer. For The microphone, the camera inbuilt mic was 
immediately out of the question, I have the option to choose between the Rode video mic and the 
Rode video mic Pro. Both External microphones have a really high rating but in my personal opinion 
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the Rode video mic was no better, in fact worse than the inbuilt mic. The low 0dB max volume level 
meant high noise levels especially when the dB levels are turned up in the mic. The Rode video mic 
pro has an inbuilt option of +20dB making it record at a higher volume allowing me to turn down the 
camera dB level down reducing noise levels. My hard drive choice is the external Toshiba 1TB hard 
drive, it cost effective with plenty of memory! 

Software: 

Google chrome is my choice as internet browser as it’s quicker and safer than both Firefox and 
especially the dead internet explorer. For my text documents, Microsoft word will be used to create 
my folio as well as Microsoft Excel for my timetable.  For combing live action footage with 
animation, my 3D blender files, special effects and  DVD menu I will use adobe after effects, To 
combine the all files together along with audio I will use adobe Premier. To Author the DVD I will use 
Adobe Encore rather than DVD styler because I have used it before and trust it, I also already own it 
and the software will communicate with all my other adobe programs. It’s a shame Adobe have 
decided to discontinue it because DVD’s are becoming less and less common, soon being able to 
author a DVD menu will be unique talent. As my 3D modelling and animating software I have 
decided to use Blender for a combination of reasons. Many people suggested that an amateur 
should continue learning on the same program they started on until they learn as much as possible 
making the conversion to a more professional program easier. Considering I am an amateur in 
regards to 3D modelling and Blender is such an easy and familiar program I decided to stick with it.   

 

 

 

 

 

 

Development of ideas 
For my major work I intend to create a 3D city scape set In a British 1900s town. The town will be 
creating in Blender. The camera will begin by flying through the city scape inspired by films such as 
Sweeney Todd and Les Miserables. The camera will then fly through a large clock tower building 
through gears and into a dark, damp room inspired by Hugo. From there a character will be green 
screened into the environment along with a 3D modelled character.  

Quick bullet point summary:    

• Fly through of the city  
• Fly through city clock and past animated gears  
• Into an animated damp 3D created room with a strange character (green screened into the 

environment) and his self-created mechanic pet (3D model).  

 



 
 

34 

• He is working on a teleportation device, when he finally gets it working his pet runs through 
and unwillingly he follows. 

• They now find themselves flying down the side of the clock tower roof.  
• The mechanical pet falls off and crushes on the ground. The character climbs down the 

building roof and into the window.  
• Camera flicks to him fixing his only friend, the pet in his damp room.  
• The pet comes back to life  
• The end  

Sketches 
 

3D Modelling and testing 
 

I have decided to create a test city to see where my floor lye and what I can improve on. 

  

 

 

 

 

 
 

 

 

This is a screen shot of the first two buildings I made. 
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I made a row of building out of simple modelling and a large number of duplicating to conserve time. 

 

 

 

 

 

 

 

 

 

After designing 9 simple buildings I have duplicated the simple straight streets and achieved a city 
scape.  
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This is the simple texturing of my first building. I’m not over 
excited with the result; it doesn’t pop out at you as the house 
would in the 3D world. It simply looks un-realistic, almost like 
something you’d find in a game. I’m not very happy with the 

result and was hoping for something better. The house shape 
and choice of colour isn’t reflecting the era I am trying to re-

create either, I have decide that perhaps I can fool the audience 
by using colour correction and grading to create a dark, 

saturated blue/grey atmosphere. 
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This is a simple snap I have taken of one of the streets to see if I 
were to create an animation; what would look like and whether 

it would work colour and realism wise.  

 

I have taken the snap and placed it into photo shop, edited the colour 
of the clip, I have also added in a quick back drop. I have a number of 

smoke layers which are simply duplicated and resized to give the 
alosion of a 3D misty and creepy road. 
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I have decided to do the same as I did for the city street but this 
time from a complete opposite angle – this is the Original snap. 

 

This is after I edited it in Photo shop, I added in a mist layer over the 
starry night layer to create the backdrop. I then added simple 

duplicated smoke textures to the chimneys and coloured the image 
to my likings.  
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After creating my test city I have learnt a lot from the snap edits I have also created a test animation, 
I tried learning ways to create smoke but thought I may as well utilize my time and just do a very 
simple render with smoke in after affects to get the idea. From there I will be able to reflect on my 
work for better improvement and then start on my real city.  
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Storyboard  

   
 

  

 

 

 

 

 

 

 

 

Shot 1: medium 
Action: William stands fixing locket 

Music: Yes - SFX: NO 

 
Shot 2: medium 

Action: William stands fixing locket 
Music: Yes 

  

Shot 3: Close up 
Action: Places locket on table, 

locket begins to shine  
Music: Yes - SFX: Eerie alien like 

Shot 4: Close up 
Action: William looks surprised 

Music: Yes 
SFX: Eerie alien like 

Shot 5: Close up 
Action: William flys backward 

Music: Yes 
SFX: Eerie alien like/Whoosh 

Shot 6: Medium/long 
Action: William Flys past camera 

Music: Yes 
SFX: Eerie alien like/Whoosh 

Shot 7: Close up 
Action: William hits camera 

Music: Yes 
SFX: Eerie alien like/hit 

Shot 8: Close up 
Action: William Looks curiously 

Music: Yes - SFX: Eerie alien like/hit 
Text: “Did I fix it” 

Shot 9: medium 
Action: William walks into portal 

Music: Yes 
SFX: Eerie alien like/hit 
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Shot 10: Medium/long 
Action: William exits Portal 

Music: Yes 
SFX: Eerie alien like/Whoosh 

Shot 11: Close up 
Action: Looks Right then left 

Music: Yes 
SFX: N/A 

Shot 12: long 
Action: William Walks from behind 

building & begins to run 
Music: Yes 

Shot 13: Close up 
Action: Presses Locket 

Music: Yes 

Shot 14: Extreme long 
Action: Disappears 

Music: Yes 
SFX: Whoosh 

Shot 15: Medium/long 
Action: Appears nearly falling off 

edge 
Music: Yes  - SFX: Whoosh 

Shot 16: Medium 
Action: Click button and Disappears 

before falling 
Music: Yes – SFX: Whoosh 

Shot 17: Close up 
Action: Appears, looks around, 

disappears  
Music: Yes – SFX: Whoosh  

 
 

Shot 18: Medium 
Action: Appears 

Music: Yes 
SFX: Whoosh 
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Storyboard Evaluation: 
My storyboard was extremely helpful when filming the green screen shots. I had already filmed 
some of the tracking stuff not using this method of storyboard and it didn’t look any good at all and 
majority of the shots were worthless. By doing the story board this way I was able to see the exact 
scene and by adding the grids align those grids with the grids on my display monitor on the camera. 

I make a lot of films however I usually prefer to shot list my angles and what will be happening in the 
scene as I am a terrible drawer and naturally prefer shot lists. This is my first story board; and since I 
was able to create it in Blender then edit it in Photo Shop it really gave me a perspective on what I 
should be seeing and sped up the filming process which was great!   

 

 

 

 

 

Shot 19: Medium  
Action: Throws locket to ground & 

begins to walk away 
Music: Yes 

Shot 20: Close up 
Action: Locket hits the ground 

Music: Yes 
SFX: eerie alien like 

Shot 21: Medium 
Action: Walks toward camera 

Music: Yes 
SFX: eerie alien like 

Shot 22: Close up 
Action: Locket begins to shine 

Music: Yes 
SFX: eerie alien like 

Shot 23: Close up 
Action: Looks back at the locket 

Music: Yes 
SFX: eerie alien like 

Shot 24: Medium 
Action: Runs into portal 

Music: Yes 
SFX: eerie alien like/whoosh 
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Design and modification  
 

When designing my buildings I placed a number of inspirational pictures together. I wanted each 
building to have the same roof or at least close to it in the city so that that the ditinguish between 
how many buildings are actually there is not to obvious. After deciding I wanted it to snow I had 
already textured each building in the city which was a shame as I could have made each roof covered 
in white snow wich would have made the distinguishing between the buildings even harder yet 
would have still looked really good. I figured it’s not drastic as what I have seems to work fine.  

Originally I was going to create a building in the one Blender file wit all of it rooms. Not only did I 
decide that this would be extremely hard but the file was also much too lagy to I have decided to 
create the city in one file then each room in a separate file and ill just ensure that I can place 
transition spots in each room so that the camera flows how it would if it was all as one. This alows 
me to really focus on each rooms spucification without getting fustrated with the lag and how it 
would be so hard to work in such confined spaces. This was also a really good idea as in meant faster 
render times which is always a perk.  

The designing of the room was not easy as I wasn’t completely sure as to what I wanted. I started off 
by creating the shape of the room which I had already planned of having previously I continued by 
then adding the desk where the character would be standing then I just continued to create 
furniture placing it in separate parts around the room until I got a great look that worked very well 
for my scene.  

The snow I had previously anticipated creating in Blender however I had to change this after the file 
would not render and rely on After Effects. After Effects does not produce as a realistic snow at all 
but that does not mean it can not be faked. By adding sound effects of high gusts of wind and adding 
depth of field and focusing on the snow balls themselves I feel that I Have pulled it off somewhat.  

Originally I wanted to to tracking with the greenscreen clips however I also had to change this idea 
after I found out that the green screening looked terrible when I was tracking it. I was realy aiming 
for a relitivly realistic look (As good as I could do) and tracking was really not providing that for me 
so I re-did the soot with still shots and added a camera shake and sound effects in After Effects and it 
turned out looking much better wich was great. 

 

 

 

 

 

 

 



Timeline 

 Term 4 
Weeks 

 Term 1 
Weeks 

 Term 2 Weeks  Term 3 Weeks       

Objective 1 2 3 4 5 6 7 8 9 10 Holidays 1 2 3 4 5 6 7 8 9 10 Holidays 1 2 3 4 5 6 7 8 9 10 Holidays               

Statement of 
Intent 

                                                                                  

                                                                                  

Folio                                                                                   

                                                                                  

Research                                                                                   

                                                                              

Development of 
ideas 

                                                                                  

                                                                                  

Green Screen 

Filming 

                                                                                  

                                                                                  

Editing                                                                                   

                                                                                  

Project 
Management 

                                                                                  

                                                                                  

Testing                                                                                   

                                                                                  



 
 

1 

 

 
 

Modelling City                                                                                   

                                                                                  

Modelling  

Clock room 

                                                                                  

                                                                                  

Modelling  

Hallway 

                                                                                  

                                                                                  

Modelling  

Bedroom 

                                                                                  

                                                                                  

Texturing                                                 

                                                

Record of 
production 

                                                                                  

                                                                                  

Workplace Health 
and Safety 
research 

                                                                                  

                                                                                  

Evaluation                                                                                   

                                                                                  

 Planed Time             

 Actual Time             

 



 

Time plan evaluation:  
 

When reflecting on my timeline and evaluating Preposed time VS actual time it is clear that I their 
where many aspects of the project that I could not foresee which would make achieving some of the 
proposed times extremely hard; examples of these barriers with in regards to my project include:  

• Texturing: I had the 30 day trial of Crazy Bump which I was able to get majority of my 
texturing done within, however when it came time to texture my last room the trial had run 
out and I had to look for other options or save up enough money to buy the program. When 
I realized that time was becoming very limited I gathered enough money to buy the program 
and finish off my texturing.  

• Green screening: The time I had allocated myself to film the green screening was unrealistic 
in the fact that I wouldn’t have finished all my modelling yet, so I had to postpone that. Then 
when it did come time to green screen I had a lot of trouble with the footage when editing 
and had to reshoot which I never accounted for in my time plan  

Those are two examples of my major stuff ups and hiccups I had along the way, although I do feel 
like I did also achieve a lot ahead of schedule.  

• All my modelling was done before schedule most likely due to the fact that I enjoyed 
doing it!  

• And what I am most proud of is my testing; I managed to build a whole city with texturing 
in the exact said time. The texturing and lighting was not nearly advance but I familiarised 
myself with blender and its functions.  

Over all it is clear that not everything was done according to plan but when taking into consideration 
other subject projects and test that I would have spent a lot of time doing instead of my major 
(particularly two weeks before exam blocks) I am fairly proud with how my actual timing turned out.  
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Finance Plan 

Introduction: 
For my major I will need to budget for certain items that will be essential in completing my film. I 
understand that I will need to purchase physical items for the live action shoot along with other 
hardware and software for the creation of the 3D models and post production. My budget in total is 
$600 and anything else I need to gather I will have to find other sources where I can obtain these 
items for free. Majority I can attain from school but whatever else I will either have to buy or ask a 
friend.     

Item Proposed cost Actual cost 
Crazy Bump $50 $60 
Blender  $0 $0 
After Effects pack $180/Y or 14.99/M $0 
Microsoft Pack $130 $0 
Personal Computer $2,500 $0 
Textures $50 $0 
Tripod $50 $0 
Camera $1,500 $0 
2.8 x 3m Green Screen Kit $144.99 $144.99 

Rode Microphone Pro $249.95 $249.95 
Costuming $50.00 $50.00 
Rode boom pole  $50.00 $50.00 
Totals Total: $4,954.95 Total: $648.99 
 

Finance plane evaluation: 
In my Finance plan I have a total of $648.99. I understand that is a massive amount as a budget, but I 
have been saving for a long time to purchase a new microphone and boom. The green screen is a 
very necessary item to include. I have decided to buy one because after doing research I have found 
a great deal that includes everything I will need. By purchasing my own, I am able to use it in my own 
time and when it is convenient for the talent and me to film as he goes to another school. I am also 
sure the school doesn’t have lights and have knocked down the 
green screen due to renovations. 

The Rode Video mic pro is an important buy as my Rode video 
mic is not communicating correctly with my Camera. By turning 
up the decibels manually on the camera the sound of noise is 
unbearable to the point noise reduction in post-production is 
useless – and when turned down, there is no sound at all. I did 
research and found that the video mic pro had the extremely 
useful +20dB option on the mic, increasing the sound without 
decreasing the audio quality. Along with this research I have 
learnt if I want to get maximum audio quality, the microphone 
is useless when placed onto the camera, and buying a small cheap boom will be a smart investment.    
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Costuming is included as it is significant to make sure everything flows 
nicely, set in a 1900 town, someone wearing jeans, T-shirt and joggers 
will make the production look cheap and kill the overall outcome I am 
aiming for.  

My P.C is a free investment made not too long ago but was built 
specifically for completing post production work. When it comes to 
software such as After Effects and Microsoft, I have a school laptop with 
Microsoft and majority of the editing (Not including Blender) will be 
during school hours.  

Textures do cost money only if they have a Royalty on them and just 
like soundtracks there are available royalty free textures on sites 
dedicated to just that! 
Crazy Bump is an 
awesome program that 
really brings these 
textures to life. The 
program comes with for 
memory a 30 day trial, IF 
I can complete majority 
of texturing in that time 
frame I won’t be paying 
a cent.  

 

 

In regards to the camera and Tripod – they 
are both expensive pieces of filming 
equipment that are vital to any film 
production that involves live action. 
Fortunately Tripods are not a rarity to come 
by and I have purchased the camera 
previously. 

 

 

 

 

 

 

 



 
 

46 

Record of productions   
13/10/2014 

Today was the start of the 3D modelling process of the buildings that will feature as the 
background city and fly through introduction. I decided by the end of creating the 
background buildings I will like to have built 10 different buildings which will be duplicated 
into specially designed blocks with road systems that will then be further duplicated into a 
1900’s city. I have built and textured 4 separate buildings today. To get the right colour and 
size of a texture I made some adjustments in Photoshop.  
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14/10/2014 

Today I complete another 4 buildings and have decided that nine in total would be enough, I 
plan to have the distraction of snow and a very dull colour correction and grading that will 
act as a layer on its own to make the distinction between building being the same a lot 
harder. My original idea of having snow covered roofs would have been perfect! 
Unfortunately I could not find a texture that I felt would look good / realistic enough. I am 
now ready to work on the city scape.  
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15/10/2014 

Today I spent most of the day creating the city scape. I originally tried to group all the 
buildings then open them in another layer so they would automatically scape themselves 
along a plain. I had heard that this worked with cities, but quickly learnt that it only worked 
with cities that were even in scale. This just meant simply that I had to create it all manually, 
which for me was not a worry. I started by subdividing the plane to define the size of a road. 
I then duplicated the building and laid them out in a number of block systems, from there I 
created the road and pavements with a snowy texture. With then few blocks created it was 
as simple as duplicating another 3 times and my city was created.  
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16/10/2014 

Today I created the background landscape, this was a decision that was not necessary as it 
would be easy to avoid the edges of the city, but it never hurts to add a little bit more 
realism. I decided to add snowy mountains around the city; from there I raised parts of the 
snow layer above the pavements to make the snowing effect more obvious. I then added a 
background in. I am familiar how easy this is on Blender Render but this is the first time I 
have done it in Blender Cycles. After some research I found a pretty easy technique that 
involved armature node networking, (perfect for me as I have only played around with 
nodes twice before). After adding the background I was very pleased with my progress and 
attempted to create snow through particle essentials, but I am yet to succeed. Everything I 
am doing I am sure is to be right and works all up until I render it. 
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17/10/2014  

Today I started by taking a snap shot of the scene and placing it into photoshop to colour 
correct – Grade and add snowflakes. This gave me a good idea of what I’d like the scene to 
eventually look like and if I was happy with how everything turned out and whether I am 
ready to carry on. I am very happy with how everything looks. I have based the 
characteristics of the city from movies such as Sweeney Todd and Les Miserable’s, this 
includes architecture, texturing, colour and weather 

.  

18/10/2014 

From the photo I decided to create a test animation, this was a really quick throw together 
for my own self-improvement and to gain in knowledge for what I have done correct and 
what needs to be worked on. I also did this to see whether I could create snow in After 
Effects since Blender was playing up on me (or I am just doing something wrong). I rendered 
it out as a JPEG sequence so that if something goes wrong with one frame I only need to 
render out that frame. I used JPEG over PNG because it is just a test and I want it to render 
as quick as possible, quality is not my priority at the moment. Once the render was 
complete I placed the JPEG sequence into after effects, colour corrected the animation, and 
colour graded the animation, and added snowflakes. The animation is pretty good but I am 
not happy with the snow as it falls purely down the camera lens rather than in 3D space, to 
counter act this as best as possible I created three different layers of snow flake each layer 
growing in size and visibility. I also intended to add chimney smoke from selected chimneys 
throughout the city. But like the snow I plan to create this in Blender.   
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19/10/2014 

Today I managed to do a lot of research into realistic texturing for my featured building and 
found a lot of helpful tips. I have gone through all the node editing for realistic texturing 
before, but it has been a long time since I have done it and I have forgotten the formula. I 
have CrazyBump and I am ready to get started on the main clock tower building. 

20/10/2014  

Today has not been very successful. I have gone through the texturing of my building 
numerous times, and not been getting the outcome I hoped for. Not only this, am clearly 
rendering at a way to high res as Blender keeps crashing and deleting my work, but if I lower 
it, I may as well not render it! The colour of all the textures was incorrect, but I did figure 
out eventually after the 10th time re-texturing it that it was the Spec texture changing the 
colour and fixed the issue. Although the day had been terrible and just extremely slow, at 
least I discovered and fixed the colour problem, got to be positive! 

 

   

 

 

 

 

 

 
 

21/10/2014 

I managed to 
complete the clock 
tower and have re-
scaled it to fit the 
size of the other 
building and 
positioned it with in 
the city.  
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24/11/2014 

After a few days of trial and error with the inside of the clock building (gears room) I finally got it 
right. The scene is loosely based off the film Hugo and the gears and cog room. Some of the gears 
and cogs are fully functioning which I made a video for, explaining how I did it. I am extremely 
pleased with how the texturing worked out but I have had a bit of difficulty in terms of lighting.  

 

30/11/2014 

I started working on the modelled cat but struggled, I found a sketch of a bird and started to model 
that instead, it started of looking great but when it came time to texture – it fell into a disaster I 
ended up managing to crash blender again and lose all the progress I had made after modelling the 
bird.   

 

I restarted on the texturing but 
decided to make it a painted 
metal material instead because 
it looked a lot better. (It’s 
supposed to be a mechanical 
bird) 
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02/11/2014 

Today I created a test animation for my Gears and cogs room which was really successful, I’m really 
happy with how everything looks; I just made a few little adjustments. I originally had the lights with 
a slight colour, which I changed I also brightened up the vent spot light and duplicated the vent 
making it longer because the camera flying through it looked really good and with a bit of work on 
camera angles it will look amazing!  

05/11/2014  

Today I wanted to start creating the bedroom but was not getting any inspiration from anywhere, so 
instead I created a hallway filled with drain pipes to exaggerate the damp and cold atmosphere I’m 
trying to create. My first render was extremely noisy and looked pathetic, I did start to panic 
because I loved what I had created. So after doing a lot of research I learnt that if I was to place 
more lights and increase the render samples the quality instantly got better. 

 

06/11/2014 

Today I complete 
the texturing and 
adding in A water 
material in the 
cracks I’d the 
bricks enhance the 
dark damp 
atmosphere as 
well as give me 
reason to create a 
pipe leak which 
would look really 
good.  
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08/11/2014 

Today was a really unsuccessful day! It’s the day before a progress check and my word document ran 
into a problem – all the images had become error messages. I did research into it and tried every 
vague solution that was suggested online and unfortunately nothing was successful!  

 

 

 

 

 

 

 

 

 

Online was useless, I was extremely fortunate though to have a backup of the folio from the last 
time I had worked on it from home, which was missing little content that could just be copied over 
and some pictures from recent Production Logs that had to be copied back in. it is the better of the 
worst outcome, recopying every back into the document. My reasoning for this is either because the 
file is too large or the auto saves was corrupt. I also rendered the pipe scene at 2000 samples and 
edited it in photoshop to get a good idea what the scene will look like.  
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10/11/14 

I complete the texturing for the Hallway and solved my issue regarding the abundance of fireflies in 
the image – Sort of, by adding more light into the room. It now looks like this 

 

16/11/14 

Today I started working on the bedroom, but found 
it very hard to find inspiration; I tried googling 
images of what I thought I wanted the room to look 
like but couldn’t find anything. So once again I 
resorted back to Hugo and the room he lived in. I 
once again battled with the fire flies and am yet to 
find a remedy to fix my issue. 

 
23/11/14 

I sort of fixed the Fire Fly issue but not to my standards by far! I have also started texturing but my 
crazy bump trial is up and I can’t create anymore textures which is a worry as I have a lot of furniture 
to texture. For the mean time I started to create light rays that shine through the window to create a 
lonely moonlight effect, it wasn’t an easy process, as I wanted to be able to focus outside the 
window the plane creating the rays had to be invisible which meant placing it on a different layer but 
then the light didn’t distribute pass the window texture which meant I had too place it on a different 
layer as well and allow light rays to travel through it.    
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26/02/2015 

It’s been a while since I’ve worked on my major as I have had other work to complete and I haven’t 
been able to find a way to purchase Crazy Bump to texture the last room. Today I decided to give 
making the snow in Blender another shot. This time it’s looking more like a success, I have created 
an extremely short test animation to confirm whether I’m happy with it or not. I feel that perhaps 
the snow will be falling at a too quick rate and look more like rain, I tried to turn down gravity it did 
nothing I then tried to reduce the mass and weight of the snow ball particles which also didn’t help. 
My other issue is that none of the snow particles are flying close by the camera lens which is the 
effect I was looking for. If I can’t manage to get the snow particles near the camera I have an idea 
that could fix the problem, it just involves adding small spots of a lens blur over the animation in 
after effects. The other way which I have already attempted is to generate snow in After Effects 
which didn’t look very good in my last attempt – but I will give it another shot.  

5/03/2015 

Today after working through the snow and being successful, however failing to find a way to Crazy 
Bump I have decided to move on and start working on camera angles and animating my 
introduction. Know exactly what I want, I will have a snow ball falling from the sky, the camera will 
follow the snow ball down to the city street then follow it as the wind carries it. Angles will swap 
throughout the animation to swipes 
along the city scape. Then finally the 
snowball will lead the camera to the clock 
tower building – camera enters through 
the clock face and into the gear and cogs 
room where it will explore the moving 
gears then plummet down the shaft into 
the pipes room where water will hit the 
camera and lights will flicker then finally 
into the ere bedroom where the mad 
scientist will be seated.    
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7/04/2015 

Today after allowing everything to render quickly I placed the Image sequence into After effects, I 
added the lens blurs, (which were just dark patches need refining) I also added the generated snow 
slightly over the top and transitions along with a proposed title for my film where the actual title 
would be. I then dynamic linked the project into Premier where I was able to work with audio. I 
started by finding the soundtrack which expressed the atmosphere and mood I want the audience to 
feel then started to add sound effects to refine camera angles deceivingly making them look 
smoother by simply adding whooshes as well as adding wind gusts to make the snow appear more 
realistic.  

 

15/04/2015 

Today I did the testing footage for the green screen live action compositing. I just filmed simple 
angles and actions to get a grasp of the compositing and tracking. I used blender to convert the 
video file I wanted to use into an image sequence as that is the best way to export and work with the 
file. After I made my biggest mistake I imported the Sequence into my City blender file without 
making a recent backup of the city file! This was stupid as it was all testing and frankly I had no idea 
what I was doing when I completed the keying stage. Keying was easy to follow after doing research 
and worked very well.  
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The mistake of doing this was had pretty bad consequences… Not only did I not achieve my goal of 
combining the footage but I completely stuffed my most up to date blender file – for some strange 
reason somewhere along the track of attempting to combine them and my internet being broken I 
must have been clicking random setting trying to solve everything on my own and now the lights in 
the city have completely gone, no light works at all. I did some research on my phone but clearly no 
one else has come across this issue because the search results just came up with how to insert the 
light which was an issue I had overcome the first time I used blender! Anyway in my panic I 
attempted a number of things:  

- Tried inserting new sun spotlights (none of them worked) 
- Tried inserting other sources of lighting – everything else works but won’t light up the city 

how I wanted it to be!  
- Looked for where I went wrong (found nothing!) 
- Deleted all my green screen work to see if it would solve the issue, and since I wasn’t 

getting anywhere with it – it didn’t bother me.  

After trying everything I had to resort to the last option - I found older auto saves of the file and had 
to decide whether to put in lighting that I didn’t want or do all the camera animation for the intro 
again. Considering I know it is in my power to be able to replicate and even improve the camera 
work yet the lighting will look terrible without the sun I decided to recover the older file. In my anger 
and frustration I have decided that I’m going to take a break for a week before I restart on the 
camera animation.  

Things are starting to fall apart. I do not have Crazy Bump, so I can’t texture my last room, combining 
the footage in Blender is a lot harder than I anticipated and I feel that I am going to have to resort to 
still angles so that I can just do everything in After Effects (Which will not look as good but I am 
losing time), I am not happy with the bird I created and am starting over, but I have little time and 
again no crazy bump! A lot of what I set out to do is a lot harder than I anticipated; it’s all doable the 
only scary variable making it less achievable right now is time. Hopefully everything will pick up again 
soon! 

05/06/15 

Today after waiting for a long time to find a solution to Crazy Bump I decided to just buy it as I know 
that I’ll use it in the future. I began texturing the last room, now there is only a couple more objects 
that will need texturing before I will be ready to film.  

I have also been considering changing the green screen idea into motion capture. I would download 
the character that I want to use the use the Xbox 360 Kinect to film my actions against a green 
screen then apply those actions in Blender. This would be an awesome technique to learn and would 
be incredibly helpful in the future. By learning to do this I could apply it to number of different 
situations resulting in different results.  
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10/06/15 

So after playing around with the Kinect for a whole day and getting virtually no result I have decided 
that the green screen is my only option. For some reason that I don’t know, Windows will recognise 
the Kinect however it would recognise the camera most importantly and the audio. I have 
downloaded the software that the Kinnect needs and it is still not working, so instead I have decided 
to do extensive research on tracking In Blender. I already know how to Key my footage so that is not 
an issue but I need to learn how the track the footage. After watching a number of videos I do feel 
confident enough to go ahead and get started as it is a lot easier than I originally anticipated. I will be 
filming over the weekend on the green screen and I have to be extremely well planned in regards to 
the angles and amount of shots I want so that there is no confusion in editing and so that I’m not 
spending the following week tracking a number of unnecessary shots.  

I am also slightly worried because in my scene I want the character to be working of a desk but I do 
not have a green screened desk which could prove to be an issue. I can but an object their and 
attempt to rid of it in After Affects or I could even just place a desk their and delete the 3D model I 
have created. But then I would need to find the type of desk that would suit the scene and blend in 
nicely which will be extremely hard.  

15/06/15 

Today I did all of the green screen filming and have placed the footage into blender and attempted 
to track it however ran into major issues.  

I was unable to track a lot of my shots as I was not aware I needed to have 8 tracking points for 
blender to be able to compile it all. Not only that but when I did have 8 tracking points the final 
result looked terrible I tried many solutions like playing around the depth of field settings and 
nothing gave me the outcome that I was searching for. Along with this I had planned for the actor to 
wear a white shirt to represent a crazy doctor character. I knew I would need the actor to be far 
from the green screen to stop the green reflection but the location we were shooting on did not 
allow this making it look fairly terrible. To add to this green screening in blender is a much more 
lengthy process than doing so in After Effects and gives a worse result making it really not worth it.  

When assessing the troubles I have ran into I have decided to change my process. I am going to plan 
my shots a lot better for the next shoot and make them still images. I know that they won’t be as 
highly regarded to as tracking however they will look a lot better and contribute realistic look I am 
going for.  

21/06/15 

I have done my green screen shoot an am very happy with the outcome of the footage. It looks good 
but after consulting with my teacher who gave me very positive feedback I am feeling much more 
positive. The clips looked very stagnant so to break that sort of look I added a camera shake, moving 
snow and moving rain along with sound effects that are heard earlier on in the flyby.  
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25/06/15 

I have ran into a another major issue. It seems that my PC cannot render my city blender animation 
as it is too complex for the GPU to handle. The scene comes up with an error code and wont even let 
me render when the sample rate is as low as 10.  

I have done a lot of research on the issue and found no solutions! I am getting worried on what I can 
possiby do to fix the issue.  

27/06/15 

After asking around to friends who are very familiar with how to fix such issues their only suggestion 
was to uninstal my graphics card driver and then reinstall it.  

I have done this yet now Blender just pops up with a different error code!  

I have also reclocked my windows to a previous version deleting anything I may have accidently 
done that could have effected it and it still does not render!  

1/08/15  

I do consider my PC a very high range one as I built it myself spacifically for rendering and editing 
however clearly it is not working so I had a friend come around with is PC which is an extreme top if 
the range one and transferred all my files to his computer to see if the animation will render there.  

I was sure o not forget any files and to make sure he had an exact same version of Blender but when 
rendering started it just render black. This is an on going issue that I really cannot find a solution too 
and I am getting very worried.  

08/07/15  

After telling my teacher of my issue he made me aware of a link explaining how placing different 
objects on different layer then rendering each and compiling it together may solve the solusion, 
which sounds like a very good idea but I am running short of time and need the rendering to start 
asap! He also gave me an email address to Andrew the guy who made Blender so I have deided to 
give him a shot to see if he can help find a solution. I just ended up deleting the snow and moving 
objects to separate layers. Now finally I can get on with rendering!  
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Work Place Health and Safety 

Introduction:  
Whilst creating my major work I must consider the work health and safety measures that must be 
researched followed and consolidated in order to optimise my safety and efficiency throughout the 
terms. It is clear that majority of my major work will be completed in an office environment where I 
will spend a considerable amount of time on a computer. I will have to research the following 
aspects of OHS:  

- Ergonomic Hazards:  
Many fall victim to sitting in temporarily comfortable positions that could have long term as 
well as short term severe side effects. By obtaining the correct posture  

- Wired Bundled Hazards:  
This is a sever issue that can be most common in home computer set ups, However by not 
correcting un neatly bound bundles could see extreme consequences such as a fire hazard.   

- Poor Ventilation Hazards: 
Poor ventilation is something that many workplaces may experience; this is a hazard that 
cannot be underestimated as it can lead to fires, stress, headaches and noise pollution.  

- Inadequate Lighting Hazards:  
When working on a computer as often as I will be poor lighting is something that I may 
experience, however poor lighting can also lead to stress and extreme headaches. 

- Slip, Trip and Fall Hazards:  
This is a very self-explanatory Hazard although very likely to occur in a school environment 
considering the amount of school bags that may be carelessly placed on the ground. This 
hazard can lead to sprained ankles broken bones and if severe enough concussion.  

- Contagious,  illnesses and flu:  
Contagious, illnesses and flu spread are common in just about any workplace and defiantly 
none the less in a school environment. Getting sick can prevent workflow and simple 
measures like washing hands after using the keyboard and mouse must be considered 

 

Risk assessment: 

 
Likely Hood: 

Consequence 
Insignificant Minor  Moderate  Major  Sever 

Almost certain Medium High High Very High Very High 
Likely  Medium Medium High High Very High 
Possible Low Medium High High Very High 
Unlikely  Low Low Medium Medium High 
Rare Low Low Medium Medim Medium 
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Ergonomics: 

Hazard Symptoms Prevention 
• Repetition – Repeating the 

same actions 
• Awkward body posture – 

Such as being bent over or 
twisted 

• Force – When pressure is 
forcefully applied to the 
body like when lifting 
pushing and/or pulling 

• Contact stress: Pressure to 
soft tissue – e.g. palm or 
wrist 

• Vibration – using tools or 
equipment 

• Pain 
Short term 
- In the lower back  
- Head ache  
Long term 
- Arthritis  

• Numbing or tangling  
• Stiffness or cramping 
• Inability to hold objects 

or loss of grip and 
strength 

• Many symptoms are likely to 
go away overnight but after 
the repetition of bad 
ergonomics can lead to 
permanent damage. 

• See a doctor to seek medical 
advise  

• Research proper ways to sit: 
- Some of these could 

involve buying an 
ergonomic chair that will 
force the correct posture  

 

Risk Assessment: 

Likelihood  Consequence  Assessment 
Likely Moderate High 
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Wired Bundles 

Hazard Symptoms Prevention 
• Cables often can become 

hot, especially when there  
are high power transfer 
rates and become a fire 
hazard  

• When wires are close 
together the movement 
may cause friction and may 
wear away the cord 
exposing dangerous metal 
wires underneath. This can 
create electrical dangers 
and spark Hazards  

• Electric shock  
• Burns  

• Keep cords wound tight 
• Colour code your cords 
• Keep wires undercover 
•  If available run cords through 

walls and floors to avoid 
trouble 
 

 

Risk Assessment: 

Likelihood  Consequence  Assessment 
Likely Major High 
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Ventilation: 

 Hazard Symptoms Prevention 
• Oxygen Deficiency 
• entry and build-up of gases 

and liquids from adjacent 
processes 

• noise exposure which may 
result in hearing loss 

• environmental hazards 
including heat or cold 
stress, wet or damp 
environments and slips, 
trips and falls arising from 
slippery surfaces 

• Could contribute to causing 
a fire  

• Head-aches or light 
headedness  

• Allergic reactions 
• Burns  

  
   

• Always have proper  
ventilation in place and in use 
such as an open door or 
window.   
 

 

Risk Assessment 

Likelihood  Consequence  Assessment 
Possible Moderate High 
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Inadequate lighting:  

 Hazard Symptoms Prevention 
• Insufficient lighting 
• Glare – too much light 
• Improper contrast 
• Poorly distributed lighting 
• Flickering 

• Head-aches or light 
headedness  

• Annoyance or discomfort  
• Decreased ability to see 
• Eye discomfort such as 

burning 
• Decrease in productivity  
• Misjudgements  

 
   

• Suggestions for the percent 
of light reflected off surfaces 
in a typical office include: 

• Window blinds (40-50%). 
• Walls (50% maximum). 
• Business machines (50% 

maximum). 
• Ceiling (70-80%). 
• Floor (20-40%). 
• Furniture (25-45%). 

 
 

 

Risk Assessment 

Likelihood  Consequence  Assessment 
Likely Moderate High 
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Slip, Trip and Fall: 

 Hazard Result Prevention 
• Wet Floor or surfaces  
• Spillage of drink  
• Rainy weather  
• Loose rugs or mats 
• Uneven flooring  
• Obstructed view 
• Poor lighting  
• Clutter  
• Wrinkled carpet  
• Uncovered cables  
• Drawers not being closed   

• Braking or fracturing 
bones  

• Spraining muscles 
• Concussion   
• death 

• Clean any spills immediately  
• Marking wet areas  
• Mopping or sweeping floors  
• Removing obstacles from 

walkways  
• Securing mats and rugs 
•  Always closing drawers 
• Keeping areas that are 

walkways well lit  

 

 

Risk Assessment 

Likelihood  Consequence  Assessment 
Likely  Severe Very High 
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Evaluation 
 

When conducting my research on Work Place Health and Safety/Occupational Health and Safety I 
have gained a lot of knowledge on the rights and wrongs that I would have conducted on a day to 
day basis when working on my major work.  

Considering my major work involves a lot of computer work I feel that I am most at risk from 
inadequate lighting, ergonomics and ventilation; however I am fortunate enough to have great 
working spaces at home and in the class room at school.   

These are all issues that can occur whilst working in an office environment on a computer as well as 
in a studio environment whist working on a green screen shoot; however the circumstances will no 
doubt be somewhat different.  

Ways to prevent many of these Hazards are to implement strategies for example: 

• Have workers educated on Hazards and how to avoid them  
• Consolidate this by reminding them with obvious signs placed around the work place  
• Train staff, then test them monthly and randomly 
• Have Diagrams to inform workers: e.g.  
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Project 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 
 

71 

Quality of product 
Quality of the film William is something that I thought would be very achievable when starting my 
Major work however I began to see that this would not be so unless I put forth a substantial amount 
of effort and perhaps more so patients in the major work.  

When filming live action; camera angles, lighting and the actor’s talent can all contribute the quality 
of a product however the actual quality and capabilities of the camera and gear must also be 
considered. I own a Cannon HF G10, which three years ago was a top of the market video camera. 
Although it may not be there today it still carries many of the 1080p HD functions that cameras have 
now. This was important as I do start and end the film with live action and green screening would 
need a good camera in order to ensure that there is not much of a distinction between the blender 
file and the live action.  

My 3D animation render quality was everything as I wanted it to look as real as I could possibly do 
on my budget and experience. This involved a number of things. Lighting the scene properly was an 
essential to insure that the light got rid of all the fireflys that the scene may have. Using cycles 
render; Cycles follows the physics of our real world much more accurately that Blender Render does, 
so no doubt when done correctly a render from Cycles will have a much better outcome than one 
from blender render. Using appropriate textures and ensuring they are all mapped to make sure 
they look 3D not 2D; this involved buying CrazyBump a great program that rally brought to life 
textures in my scenes. Finally making sure that the render quality was great. This was no doubt the 
lengthiest part of my project as I ran into a lot of issues not being able to render at all and having to 
lower the rendering quality and deleting some objects from my scene. Lowering the sample rate 
(quality) too low was not an option for me so I did have to sacrifice deleting my realistic snow half 
way through the animation when it wouldn’t render. Once I did lower the quality and I wasn’t 
exactly happy about it I ensured to ass a lot of colour correction and grading to hide a lot of quality 
errors I also de-grained a lot of my clips which resulted in them looking great. I’m sure no one can 
tell that the first 15 second of the animation is rendered at 2000 samples and the rest is at 250.  

Overall quality of my project faced many issues and at times I thought that I would not be able to get 
that realistic look that I was going for. Considering my experience I am extremely happy with the 
quality of William.  
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Evidence of Range of skills 
 

3D texturing:  

3D texturing is a complex process that involves using not only blender but learning another program 
called CrazyBump.  

CrazyBump is a program where the user imports one 2D texture file then Is able to play around with 
setting which will become different texture maps in order to create the 3D look. The program will 
then export 5 separate textures.  

In blender you click on the object you would like to texture then press TAB  U  UV Unwrap.  

• You then go into Node editor and in 4 separate image textures in order from top to 
bottom:SPEC, ORIGINAL, OCC, NORM.  

• Add a mix node change it to multiply and connect it inputs of the ORIGINAL and OCC texture 
nodes. Connect the output node of the multiply to a Diffuse and connect that to a Mix 
Shader.  

• Add a glossy node and connect that to the Mix Shader as well and then connect the Mix 
Shader to the Material Output.  

• Add another Mix node and connect the Spec texture to it and connect its output to the Mix 
shader.  

• Finally, add a Normal Map connect it to the output of the NORM texture and then connect 
its output to the displacement of the material output 
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Green Screening:  

I learnt two ways to green screen:  

First way: Blender 

• Open composite nodes, add in the green screen footage 
• Add a keying Node and play around with the functions in that to get the desired look 
• Add a viewer node and click backdrop on the bottom tool bar to view the footage.  
• Add a composite nod an connect them all and your footage is green screened (As I 

leant you have to render it for it to show up as compiled in the view port) 

 

 

 

 

 

 

 

 

 

Second Way: After Effects 

• Import the footage into After Effects 
• Go into the Effects toolbar and type > Keylight > add that effect to the clip 
• Click on the ink dropper and place it on the darkest part of the green screen  
• Configure settings to get desired look 
• Match colour correction using: Brightness & Contrast, Curves, Tint, Shadow & Highlights  
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DVD Menu 

Creating a DVD menu at first was an extremely hard task however after a while I did manage to get 
the hang of the process and using Adobe Encore.  

When I first opened Encore I was shocked the layout was very different to anything else and there 
was nothing there that I could really 
understand. I did have to do some 
research into the program and 
quickly I learnt.  

I had used the program to create a 
menu previously however had 
forgotten everything except that I 
really struggled last time. This time 
however was a very simple process: 

• Open Encore, right click in the 
project panel and press Import as Asset  Then find the video wanted On the DVD 

• Open Photoshop to create menu. Create what the menu looks like including the button e.g. 
PLAY on separate layers.  

• Convert each button layer into a smart object save the file.  
• Go back into Encore Right click on Project panel then Add New Title and find the Photoshop 

file to add 
• Once file in the menu Right click on your buttons and go to tool bar and press “make button”  
• Drag desired video into desired button  
• Go into commands and make video loop back to menu when finished  
• Too add music  Add the music file as an asset then parent it under the menu’s animation 

panel (Audio)  
• Creating a timeline also enables the user to add in Chapter marks and subtitles  
• Make sure there are no issues with the file by going to Build  Check project  
• Burn to disk by going 

build  build 

 

It doesn’t seem very simple but 
it is! The hardest part for 
myself was making sure I got 
the buttons working as I 
remember they were the 
hardest part last time.  
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Links between planning and production 
From The beginning of my Major work a number of planning tasks were done to ensure that I could 
stay on track and up to date with my film. However when creating any film many of these plans did 
see a change. 

Research: 
I started off by doing the general research on topics relating to 3D modelling, Green screening and 
compiling the footage which was no doubt very useful and helped heaps however; there is never 
enough research you can do without actually putting yourself into the field, I could have read books 
all day on 3D modelling and ran into an issue during production no book had made me aware of. 
When actually initiating the project research took a much more detailed approach especially when 
looking for solutions to the issues I ran into. An example of this includes when I couldn’t get rid of 
the firefly’s in my bedroom scene as the atmosphere and lighting was so specific. I had to do a lot of 
research to find solutions to this however did not anticipate running into this issue during planning.  

Storyboard: 
When creating my story board for the green screen shoot I already had the scene already created in 
Blender so I just added in a cylinder to represent the actor and grids that I could put on my camera 
screen as well and match up when shooting. This was a much more effective way of green screening 
as my shots needed to be perfect so that they would be to scale and make sense when compiling the 
footage.  

Timeline: 
My timeline covered all aspects of my project however and was fairly easy to follow, however 
considering other school projects and other commitment I know doubt started to lag behind. 
However my biggest problem when trying to follow my timeline was when I ran into my rendering 
issue which put a massive halt to my project. 

Finance: 
My finance plan was very accurate except that I planned on finishing all my texturing within the 30 
day trial of crazy bump which did not end up happening so I had to purchase the program which I 
was very happy to do as I know I will be using it in the future.  

Process Diary: 
My Process Diary was something I constantly updated and ensured I took very serious as I also find 
in interesting to look back on my progress. When working on such a long project it’s easy to forget 
what you have done in the past for the project and the process diary really helped me keep track of 
progress and when running into problems that I had previously encountered I could refer back to my 
own solutions written down.  
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Evidence of practical problem solving 
Render Error! 

For When I ran into my rendering issue that was major and that I could not find any solution for I 
went to seek help from the professionals, I sent an email to Andrew from blender training with the 
details of my problem. I sent him this email.  

Hello, 

I am in the middle of rendering a scene and I am having major issues I am still learning Blender but consider myself fairly familiar with the 
program. 

My issue is that when i try to render my scene in Cycles the program constantly crashes, SO far I have gotten two error messages: 
1: Nvidia OpenGL Lost connection Error code 7  
I uninstalled and reinstalled my Graphic Driver hoping that would fix the issue however all it did was create a new error code: 
2: A TDR has been detected Error code 7  
After this i thought perhaps my graphics card simply cannot handle the complex scene: 
My PC: I own a NVIDIA Gforce GTX 660 TI, 32 Gigs dual channel RAM, ASRock Z77 Extreme9 Motherboard and Intel i7 processor)  
After not fixing the issue I took the file to another computer with better specs and attempted to render it there - I made sure I copied all 
the files (As far as i can tell) however the computer just render Black (Nothing).  
I have done research online however found nothing actually helping the issue. Other Blender files render perfectly although they are a lot 
smaller and less complex.  
Other solutions I have tried: 
Lowering the Samples: As far down as 10 and it still crashes  
Changing the render box size: I heard this could fix the issue however It did not.  
Rendering off my CPU: Rendering off my CPU takes far to long and uses 100% of my CPU\'s capacity. I have over 2000 frames to render 
and it roughly takes four days to render one frame which is not achievable. 
If you have any suggestions or solutions to the issue or any further questions you may need to assist to finding a solution I would be very 
grateful. 
 
 

His response was rapid however I didn’t have the time to do a lot of what he said SO I had to 
improvise a bunch of his feedback and apply it to my project. 

One suggestion was to place different object on different layers, render them separately then 
compile them together later. This would no doubt work however it would also doubly my render 
time. So it is clear that there is too much in my scene. I deleted the snow which I was very reluctant 
to do however it is still there in the beginning of the animation setting the impression. I also placed 
the floor snow object onto a separate layer however rendered it all together meaning I would not 
have render it twice fixing the issue all together. I was very reluctant to delete the snow however it 
had to be done. I also figured that I could render the snow in separate blender file then add it in over 
the top which would also work. But there is really no need I think it looks fine and I can also add in 
snow in After Effects which I have tested and know works well.    
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