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Statement of Intent 

For my year 12 Major work, I intend to create a short 3D animation film which I will design, animate, 

and record. I will use my knowledge of 3D modelling and filming to fashion a quality product to the 

best of my abilities. Combining audio and animation, I will create a short film involving an animated 

character exploring a child’s room.  

Overview 

 An interaction between a stuffed animal and its environment  

 A child’s room environment  

 Modelling, animating and texturing techniques  

 Video editing for final animation  

 Sound recording skills for background music 

 Folio fully typed and structured 

 Completed before the due date 

Software and Techniques  

 3D Modelling and Animating  

I will be using the software I am most familiar with in terms of modelling and animating. I have 

limited prior modelling skills, therefore this step of the project will be very time consuming. The 

software I will use will be free, as my budget is rather limited.  

 Video editing  

I have little experience with video editing; therefore I will be using simple-to-learn software with the 

basic skills learnt from a YouTube tutorial.  

 Sound recording  

I will use the school’s composition and sound recording software to create a suitable piece for the 

background of my animation.  

 Word Processing 

I will be using a word processor which I already possess, as it will allow me to create a finer quality 

product, and will help me spend my limited budget on other more necessary software and 

hardware.  

Hardware List 

 Computers – Personal and School  

 External Monitors 

 Printer 

 External Hard Drive
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Skills 

Skill Information 

Modelling  It is the process in which one creates a three 
dimensional object, and displays it as a two 
dimensional image.  
Models can be created both manually and 
automatically. The process in creating a model 
manually bears many similarities to sculpting. 

Texturing It is a method of adding detail, surface texture, 
and colour to a 3D model or a computer-
generated graphic.  
A texture map is an image, one that was used 
originally to ‘wrap’ a 3D surface with a texture. It 
is applied to the surface of a polygon, as every 
vertex in the polygon is assigned a texture 
coordinate either through explicit assignment or 
by procedural definition.  

Animating The process of creating motion and shape 
change. It is that rapid display of a sequence of 
images, each only slightly differing from the 
previous, to create the illusion of a moving 
image. It can be recorded on both analogue and 
digital media.  

Rigging It is a technique of computer animation in which 
a surface representation of a character or object 
is assigned a hierarchical set of interconnecting 
bones used to animate the mesh. This technique 
is often used on humans, and grants modelled 
characters movement.  

Sound Authoring It is the process in which one uses a program to 
create music. Examples of Sound Authoring 
programs are Garage Band and Audacity. 

Story telling It is the act of conveying events through words 
and images. Elements in stories include 
characters, plot, and narrative point of view.  

 

 

Possible Issues and Setbacks 

 My low level of modelling skills 

 My limited animating experience  

 My limited video editing skills  

 My limited familiarity with the video editing software  

 My limited familiarity with the sound recording software 

 Budget restrictions  

 Time restrictions  
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Generally, my lack of experience with the majority of the programs I will be using in this project will 

be a large issue to encounter. I hope my familiarity with the many software I will use will increase 

with the duration of this project, and result in a reasonably appealing final product. I wish to use this 

task as an opportunity to explore the possibilities given by the technologies supplied.  

I have confidence that I will be able to complete the project I imagine within the given time period. I 

expect to spend a large amount of time with watching and reading various tutorials to cover for my 

lack of knowledge. 

Target Audience 

My short animation will be targeted at children, as the characters and colours presented will create 

a very bright and pure atmosphere. It will contain little or no controversial or illicit themes, and will 

appeal to the family, available to be enjoyed by anyone.  

Motivation 

I chose this project in the interest of giving myself challenges and experience. I see it as a brilliant 

opportunity to gather various skills and techniques, and to fully realise the images that had until 

recently been confined to my imagination. I enjoy 3D modelling, and desire to gain the skills 

necessary to enter the industry in the future. My aspiration to create an outstanding portfolio 

motivates me and will assist me through the setbacks which I expect to encounter.  

Timeframe  

Time  Amount 

Weeks 36 Approx.  

Days 249 

Lessons 3 Lessons per Week 

Hours 1.25 (75 min) per Lesson 

 

This table displays my limited timeframe in which I will need to produce my work. I will need to 

complete much of the process within the 75 minutes of class time, 3 times a week, as there are a 

number of programs which I do not possess, however the school can supply. I plan to do most of my 

modelling and folio work at home, as the required software for both are programs my personal 

computer possess and can run.  
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SWOT Analysis  

Person Project  

Strengths Weaknesses Strengths  Weaknesses 

Able to concentrate on 
an interesting project 
for extensive periods 
of time  
Good experience with 
music making software 
 

No experience with 
video editing and 
animation 
Little experience with 
3D modelling 
 

Detailed scene  
Will make use of a 
variety of skills 
Will adequately 
demonstrate my skills 

Number of aspects 
requiring fine skill may 
be difficult to achieve  
Lack of audience 
before preliminary 
testing will limit 
animation from 
receiving feedback, 
and adjusting from 
Project will be a large 
task to attempt 

Opportunities Threats Opportunities  Threats 

Capacity to gain 
deeper comprehension 
of animating, 
modelling, and other 
techniques and 
software 
Ability to obtain insight 
into expected industry 
work 

Personal inexperience 
Demands of other 
subjects 
Limited time 

Will take a lot of time 
and effort, in a manner 
that will allow me to 
experience a portion of 
that which is expected 
of the industry  
Will expand my 
knowledge and skills of 
modelling, animation, 
video editing, and 
audio recording.  

Animation may lose 
quality due to time 
constraints  
If hardware 
encounters problems, 
task may suffer loses in 
quality and quantity 

  

Conclusion  

My project will involve an animated stuffed animal interacting with a child’s room during the night. 

The scene will involve the typical variety or furniture found in a child’s room, with various toys 

scattered around the furniture. The room itself will have pink walls, and the lighting will come from a 

number of lamps placed around the room. This folio will record my progress and give evidence of 

progression. The project will require 3 terms to complete, and I intend to split the work load 

between the time at school and at home equally. 
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I have a little experience in modelling from simply playing with the activity at home, so I am less 

worried about my modelling ability. My animating and video editing skills are extremely lacking, so I 

hope doing some research and using tutorials will allow me to increase my skills.  

Overview  

Resource Description 

Blender Wiki 
 
 

A complete Wikipedia website about the abilities 
and features of Blender. It carries manuals, 
tutorials, references and books to do with 
Blender, and is a popular reference site for those 
using the program.  

CG Cookie  A network of websites carrying an extensive 
range of tutorials and articles created by industry 
leaders. Created in 2008, CG Cookie is a popular 
educational site viewed by millions all over the 
world.  

Wikipedia  An online encyclopaedia on a large number of 
topics, and currently the largest and most 
popular general reference network. It is 
supported by the Wikimedia foundation, and is 
free to access. Its pages can be edited by 
anyone, and is currently the 6th most popular 
website.  

YouTube  A video sharing website used to display a wide 
variety of user-generated content (E.g. video 
clips, music videos, video blogging). The site 
allows users to upload, share and view videos. 
Videos uploaded come from both individuals and 
media corporations, with the number of videos 
uploaded by individuals being the majority.  

Autodesk Knowledge 
Network 

A website made to inform, support and provide 
links to assist in the use of the modelling and 
animation program Autodesk Maya. This site 
allows users to ask questions to supporting staff, 
access tutorials and participate in forums related 
to the software. It also provides detailed 
information about the software, system 
requirements, licensing and services.  
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Digital Tutors  An online library for creative and tech training. 
Run by a team of artists in the industry, Digital 
Tutors is a website that uses video tutorials to 
teach and train students and developing artists 
how to animate, use VFX, design, game develop 
or create websites using a variety of tools 
(software).  

 

 

Element  Information  

File Types  A search carrying the aim of discovering the best 
file formats for my animation and similar files.  

Camera Angles  Research on how each different camera angle 
may benefit my scene.  

Computer Components  Look into different components making a 
computer, and the requirements necessary for 
the task.  

Rendering Techniques Research into the variety of possible rendering 
options and their suitability to my project.  

Storyboarding  How to format, plan, and edit a storyboard, and 
their values.  

Presentation Techniques Information searched on presentations and the 
standard procedures of the industry when 
presenting similar products.  

Animation Techniques Different options available for the animation of 
my project.  

Audio Recording Techniques  The options available for the recording of the 
animation’s music and research into how 
different techniques affect the effect given by 
the sounds.  

Mind Map A representation of the planning and procedures 
associated with producing the major work in 
visual form.  
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Software 

Purpose Options 

Modelling/Animation Blender  

 Blender is a 3D Modelling program, and is the one that I have had 
most experience using 

 The Basic Modelling is not as easy to use as many other programs 

 The interface is not simple to navigate and can be a little puzzling 

 It is good for animating 

 It does not need as much CPU power in comparison to 3Ds Max or 
Maya 

 There are a large number of tutorials and 
support forums available for Blender, 
covering just about everything necessary 
to use the program 

 Blender is free, which will allow me to 
invest more of my budget on other 
aspects of the project 

Autodesk Maya 

 Advanced, and highest standard 3D 
modelling program currently accessible 

 Minimal costs: Free to use as a student 
educational resource 

 No prior experience using 

 Maya is a popular program in the 
industry  

3Ds Max 

 It carries efficient animating tools 

 Used previously in the film 
industry 

 High Costs 

 No prior experience using 

Video Editing Adobe After Effects 

 Has a wide variety of effects 

 Interface is simple and easy to use 

 Is the most commonly used video 
editing tool in the industry 

 Available on School Computers 

 Format is similar to all other Adobe 
programs, making it easier to use if any 
prior experience exists on any of their 
merchandise.  

Adobe Premiere Pro 

 Is a powerful editing tool, capable of producing high-definition 
video 

 It is popular amongst video enthusiasts and professionals 
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 Has a clean interface and is relatively 
easy to use for people of all skill levels 

 It can export the videos in a variety of 
formats 

 It is available on School Computers 

Texture Creation CrazyBump 

 Easy and simple to use 

 Free 

 Can create a number of different 
types of maps 

 It is quick to use 

 It does not need much CPU power 
to run 

Adobe Photoshop CS6 

 Available on School Computers 

 Able to save work in a large variety of 
file types 

 Creating maps is not a function of this 
program 

 Has a large variety of editing tools 

 It is the industry standard in raster 
graphic editing 

Production Record Open Broadcaster Software 

 Free to download  

 Easy to use  

 Able to save work in a variety of file types 

 Users are able to adjust various 
specifications, such as resolution, ratio 
and specific windows to record, giving 
user flexibility  
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File Types  

I unfortunately do not know much the variety of file types I can use for this project. The files listed 

below are ones that, after a certain amount of research and advice, I have come to believe would be 

the most useful for my specific project. 

File Type File Name File Extension Description  

Image Joint Photographic 
Expert Group 

.JPEG, .JPG A commonly used method 
of lossy compression for 
digital images. The degree 
of compression can be 
adjusted.  

Portable Network 
Graphic 

.PNG A raster graphic file format 
which supports lossless data 
compression. This type of 
file was designed for 
transferring images over the 
internet, and not for 
professional quality 
graphics.  

Graphics Interchange 
Format 

.GIF A bitmap image format 
used for compressing image 
files so that it doesn’t 
degrade the file quality 

Bitmap Image File .BMP A raster graphic image file 
format used to store bitmap 
digital images. This file 
format is capable of storing 
two dimensional digital 
images arbitrary of width, 
height, resolution and 
colour.  

TruevIsion Targa .TGA A raster graphic file format 
intended for professional 
computer image synthesis 
and video editing with PCs.  

Tagged Image File 
Format 

.TIFF A computer file format for 
storing raster graphic 
images. This type is popular 
with graphic artists, the 
publishing industry and 
photographers, and was 
originally designed for 
desktop publishing.  

Video Moving Picture Expert 
Group 

.MPEG, .MPG, .M
P4 

Refers to the family of 
digital video compression 
standards and file formats 
developed by the group of 
their namesake. These 
types can be easily 
transmitted then 
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decompressed.  

Audio Video 
Interleaved  

.AVI A multimedia container 
format introduced by 
Microsoft. This format is 
used to store audio and 
video information digitally 
for playback purposes.  

Windows Media Video .WMV A file type which can 
contain video in one of 
several video compression 
formats. This type was 
developed by Microsoft. 
WMV files are widely 
compatible, and despite the 
high compression and 
relatively small video size, it 
is able to preserve much 
quality.  

Audio Waveform Audio File 
Format  

.WAV A Microsoft and IBM audio 
file format standard. 
Commonly used on 
Windows, this file type is 
typically uncompressed.  

 
(MPEG-1 or MPEG-2 
Audio Layer III) 

.MP3  An audio coding format for 
digital audio which uses a 
form of lossy data 
compression. It is a 
common audio format for 
both storing and streaming, 
and its use of lossy 
compression is designed to 
greatly reduce the amount 
of data required to play the 
audio.  

Audio Interchange File 
Format  

.AIFF, .AIF, .IEF  A common format for 
storing and transmitting 
sampled sounds. This 
format was developed by 
Apple, and is the standard 
audio format for Macintosh 
Computers. This format 
does not support data 
compression, therefore 
these files tend to be quite 
large.  
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Sound Authoring 

I have experience using music making programs, and doubt it would take much time. As a Music 1 

Course student, it would be useful to compose as many pieces as I can in preparation for my final 

yearly exam. To use a piece I have composed for the background music to this film would give me 

the opportunity to control the environment down to the last detail. Programs I am considering to 

use for this project are listed below.  

Name Information 

Audacity   On School Computers 

 Free 

 Available on Windows, Mac OS X and 
Linux 

 As of October 10 2011, it was the 11th 
most popular download from 
SourceForge 

 Easy to use 

Garage Band  Created for the OS X and iOS  

 Also has a music lesson function 

 Can support any sound format with the 
exception of those 8 bits or lower 

Sibelius  On School Computers 

 The program which I have most 
experience using 

 Popular with both students and 
composers, arrangers, music publishers 
and performers 

 Expensive to download 

 Can play written music back to the user 
using synthesized sounds 
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Storyboarding 

My storyboard will be linear, as I believe it is the easy to make.  

Type Information 

Linear

 

Sequential, moving from one page to 
the next 

Non-Linear

 

Unbound by predetermined routes, 
users can freely navigate through the 
content  

Hierarchical 

 

Set up with an appearance similar to 
a tree. The viewer moves from top to 
bottom, following the branches 
down.  

Composite

 

Similar to a non-linear structure, 
users can navigate freely for the 
most part. However, this structure is 
occasionally restricted to a linear or 
hierarchical structure depending on 
the information it contains.  
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Animation Techniques 

Technique information 

Classical 2D Animation Also known as Traditional Animation, it is hand 
drawn and uses at least 12 drawings (or frames) 
per second. Until the development of CGI 
animation, this was the dominant form of 
animation for TV series and films.  

Digital 2D 
Animation  

Animation frames are drawn directly on software 
using a mouse or tablet. It is currently the most 
used from of animation for web animation and 
television series.  

Digital 3D 
Animation  

This technique uses 3D models, textured, rigged, 
and animated in the virtual space, and is one of 
the sought-after techniques in the current 
scenario.  

Stop Motion  Slight modifications in progression are made to 
an image for every frame repeatedly until the 
desired length of animation is achieved and shot.  

Clay Animation  It is one of the many forms of stop motion 
animation, one that uses clay to form characters 
and objects. Because of its popularity, it is 
recognized as an independent technique.  

Cut Out 
Animation 

A stop-motion technique using flat characters, 
props, and backgrounds made of different 
materials such as paper, fabric, or photographs 
to produce the animation.  
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Camera Angles/Shots 

Element Technique 

Angles High Angle 

 Camera located above 
the eye line shooting 
down 

 Useful in making 
characters or objects 
look small and weak 

 Often used in film to 
make a scene more dramatic, or if a character is talking 
down to another below 

Eye Level Angle  

 Places the viewer and 
character on the same 
level, often making the 
audience feel more 
comfortable or familiar 
with the character  

Bird’s Eye View 

 Shots taken from 
directly above the 
scene  

 Used to establish the 
setting landscape, as 
well as the characters’ 
connection to it  

 Often paired with a long shot  

Shots Extreme Close Up 

 Shot from an 
extremely close 
distance  

 Used to focus on a 
certain point or 
feature  

 Can create tension, 
and is often used in horror movies 

Close Up  

 A shot of only the 
character’s face 

 Also known as a 
personal shot, it allows 
viewers to observe a 
character’s expression 
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Mid Shot 

 A shot of the 
character from waist 
up 

 Also known as a social 
shot, this shot allows 
viewers to see a 
character’s expression 
and its interaction with its surroundings 

Full  

 A shot containing a 
complete view of the 
characters 

 Helps demonstrate 
the relationships 
between characters 

 Allows the audience to 
get a full view of a 
character’s 
appearance, attire, 
etc.  

Movement Panning 

 Used to give a 
panoramic view of the 
setting 

 Can be used to 
establish a scene 

Tracking Shot 

 Also known as a dolly 
shot, the camera is 
mounted on a trolley 
or camera dolly, and 
pushed on rails while 
the film is being taken 

Crane Shot 

 Shot is made by 
placing a camera on a 
crane that can move 
upward 

 Often used to signify 
the ending of a film 
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Camera and Lighting in 3D Modelling 

Autodesk Maya gives users options in different types of cameras and lighting effects to both help a 

scene feel more realistic, and to give the user more flexibility. Both of these are necessary 

components to render a scene, and depending on the use of their tools, a scene could be made to 

look very different in style, whether the aim was to make a cartoonish or a photo-realistic scene.  

Type Description 

Lighting Ambient Ambient light is an indirect light, casting soft light rays in all 
directions. It casts neither shadows nor shading, and is useful 
for illuminating areas that do not show well once rendered, 
places which more natural lights have difficulty reaching. It is 
also useful for creating a more cartoony effect.  

Point Point lights simulate light shining from 
one small point in the environment. This 
point can be chosen by the user, and 
emits light uniformly in all directions, 
much like a light bulb or a star.  

Spot   A spot light acts much as a spot light 
would in reality, and provides a direct 
source of light to shine on any direction. 
The angle, distance and size of the light 
can all be easily adjusted, its flexibility 
making it a very popular light function.  

Directional Directional lights cast light in a set 
direction, making this suitable for 
replicating the effect of the sun.  

Area Area lighting lets off light in a set 
parameter. Although they take longer to 
render, they can create higher quality 
lights and shadows. For when light needs 
to be rectangular, such as when one tries 

to replicate light bouncing off windows or fluorescent lights, 
this is a useful tool.  

Volume Volume lights are similar to point lights, 
and can act like a directional light 
downwards. Not only does this light 
provide more control over the gradient 

of effect through the use of the ramp function, but it also 
restricts its lighting to that which is in its volume. This tool is 
useful for creating different effects, such as illuminating a fog.  
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Camera Camera A camera with one node, this camera can be used similarly to a 
normal camera (a camera in reality). This camera is best used 
for simple scenes and animations, as well as panning.  

Camera and Aim A camera with two nodes, this camera is capable of creating 
slightly more complex animations, and can be used for 
functions such as following a path. An example of this is to 
follow an erratically flying bird.  

Camera, Aim and Up A camera with three nodes, this camera is best for complex 
animations. This camera is a basic camera with the aim vector 
and rotation control, allowing the user to specify which end 
should be facing up. An example of when this would be used is 
when a camera follows a looping rollercoaster.  

 

Shading 

Shading in 3D modelling refers to the depiction of depth perception by using various levels of 

darkness. These levels are usually calculated by specialised software, and can be adjusted according 

to factors such as the distance and angle from the light source, or custom settings by the user. 

Shading is used to not only depict depth, but to give the user flexibility on the theme or a scene, as 

shading can affect the overall photorealism or cartoony feel of an environment.  

Shading Type  Description  

Flat Shading A lighting technique used to shade each polygon of an object 
depending on the angle between the light source and the surface of 
the polygon. It is usually used for high-speed rendering.  

Gouraud Shading  An interpolation method used to produce continuous shading of 
surfaces represented by polygon mesh. This technique is most often 
used to achieve continuous lighting on triangular surfaces, computing 
the lighting at the vertex of each triangle and linearly interpolating the 
resulting colours for each pixel.  

Phong Shading  This refers to an interpolation technique for surface shading. It 
interpolates surface normal across rasterised polygons and computer 
pixel colours based on the interpolate normal and a reflection model. 
(a Phong reflection model is an empirical model of the local 
illumination points on a surface in computer graphics. )  
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Modelling  

3D modelling is the process of creating a three dimensional object using a specialised software, and 

displaying it as a two dimensional image through rendering. This process can involve both the 

manual and automatic creation of models, the manual process bearing similarities to crafting or 

sculpting.  

Modelling Types Description 

Spline Spline Modelling or Patch Modelling allows the creation of a 
curve through the use of two control points. These points are 
used to create the skeletal 
system of the model. 
Although not suitable for 
animated models, this type 
of model is useful for 
objects not intended to 
move.  

Box  Box Modelling is the most similar to sculpting, and is suited for 
creating solid objects with 
hard lines, such as building. 
The process begins with a 
cube, and layers or slices are 
removed to add detail. This 
type of model is also 
difficult to animate.  

Poly  Poly Modelling is the most advanced form of modelling, and also 
the easiest to animate. The model is created from standard 
objects such as cubes, 
spheres and planes, and 
takes less time to adjust 
than the other types of 
modelling. Shell models, 
empty models using only 
the surface to shape, can be 
easily created with poly 
modelling.  
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Mesh 

There are two different approaches to modelling in a 3D environment: NURBS and Polygon 

Modelling. 

Mesh Types Description 

NURBS Non-Uniform Rational B-Splines 
or NURBS use complex 
mathematical formulas to 
calculate the parameters and, 
more specifically, the curves of 
an object. NURBS create surfaces 
suitable for organic, smooth and 
flowing objects such as animals, 
as they can offer flexibility and precision in handling through creating and 
defining curves. NURBS take up less data space and are easily translatable 
into other programs, however the surfaces are often difficult to attach, 
and these objects are unable to ma p out UV’s 

Polygons Polygon Modelling works by representing the surface of the modelled 
object within the 3D environment, and is suitable for real-time computer 
graphics. A polygon is an n-sided shape made or defined by vertices, 
faces, edges and UV’s. 
They are not only easy 
to manipulate, but are 
generally easier to use, 
and tend to give the 
operator more control 
over their work than 
when working with 
NURBS.  Polygons are 
the standard for 
creating video games.  
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Rendering 

Rendering is the final step in the process of creating a 2D image reflecting upon a 3D environment. 

This takes into account the lights, camera positions, placement of models, shadows, and other 

effects involved in creating a more realistic environment, as set by the user, and uses a rendering 

software to make complex calculations or use a render equation to overcome general challenges in 

creating a 2D image from a 3D representation store in a scene.  

 

Rendering Types Description 

Scanline Rendering  An Algorithm for visible surface determination. This works on a 
row-by-row basis, in which all 
polygons are first sorted by the 
top y coordinate in which they 
appear. Although unsuited for 
real-time rendering, this method 
makes better use of the CPU 
cache. This method is popularly 
used for speed.  

Ray Tracing  This is a technique for generating an image using pixels to trace 
the path or light in an image plane. This simulates the effect of the 
light’s encounter with virtual objects, and is a technique capable 

of producing very high degrees of visual 
realism. Ray Tracing has a greater 
computational cost than scanline 
rendering, and is best suited for 
applications where the image can be 
rendered slowly ahead of time, such as an 
animated film.  

Radiosity  This is an application of the finite 
element method for solving the 
rendering equation for scenes which 
carry surfaces that reflect light 
diffusely. Unlike path tracing methods, 
radiosity typically only accounts for 
paths which leave a light source and 
are diffusely reflected a certain number of times before hitting 
the eye.  

High-Dynamic-Range Rendering 
(HDRR) 

This is the rendering of computer 
graphics scenes done in larger 
dynamic ranges by using lighting 
calculations. This is a popular 
method for video games and 
computer-generated movies and 

special effects, as it creates a more realistic scene than when 
more simplistic lighting models are used.   
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Texturing  

Texture mapping is the process in which colours, textures and details are added to a pre-existing 3D 

model.  

Types Description 

Bump Map A bump map is used to simulate bumps and wrinkles on the surface 
area of a 3D model. It is used to create a more realistic surface. 
However unlike a displacement map, it does not actually interfere 
with the model’s shape. This 
form of mapping takes up fewer 
resources for the same level of 
detail, and is also faster. The 
most common form of bump 
mapping is normal mapping.  

Displacement Map  Displacement mapping is different from bump mapping, in that it 
affects the surface shape of the 
actual model. Although the 
most costly in terms of time and 
CPU due to the large amount of 
additional geometry, it gives a 
great sense of depth and detail. 

Height Map A height map is a raster image used to store information (values), 
such as data for surface elevation. This can be used in bump mapping 
and displacement mapping, and 
would give the material to 
calculate and create the 
shadows.  

Reflection Map Reflection mapping or Environment mapping is an image based 
lighting technique, and is used 
to estimate the appearance of a 
reflective surface using a pre-
computed image.  

Mipmap Mipmaps are pre-calculated, optimized sequences of textures each 
of a lower resolution than the 
last. Lower resolution images 
can give the impression that an 
object is farther away, and are 
faster to render.  
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Tutorials 

Throughout the development of this project, I used a wide range of tutorials to teach me how to use 

the various feature of my software, and expand on my already set knowledge.  

Software Description  

Blender  CG Cookie CG Cookie is a network of tutorial websites founded 
by Wes Burke, a 3D UI 
Artist in the game 
industry. These sites 
upload tutorials for many 
software including 
Blender, 3DS Max and 
Unity, and is maintained 
by a full-time group of six 
experts.  

Youtube Youtube is a video-sharing website, and allows users 
to upload, view, and share videos 

online. Most of the 
videos on YouTube 
have been 

uploaded by 
individuals, however many media coroporations such 
as BBC and Vevo, and numerous other organisations 
use YouTube as an outlet. Youtube now houses one 
of the most, if not the most, largest collections of 
tutorials for many programs including: Blender, 
Autodesk Maya, 3DS Max, the apps of the Adobe CC 
Suite, Audacity, Sibelius, Garageband, Open 
Broadcaster Software, CrazyBump, and many others.  

Autodesk Maya 

Digital Tutors Digital Tutors is an online library for creative and tech 

training. Run by a team of artists in the industry, 

Digital Tutors is a website 

that uses video tutorials to 

teach and train students 

and developing artists how 

to animate, use VFX, 

design, game develop or 

create websites using a 

variety of tools (software).  
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Selection and 

Justification  
  



 

30 | P a g e  
 

Materials and Resources  

 

Blender  

Description My Project 

Blender is a 3D modelling and animation 
program, used for creating animated films, art, 
visual effects and interactive 3D applications. It is 
free and open-source software, and also carries 
an integrated game engine.  

Blender is the software in which I plan to do 
most of my prototyping, modelling and 
rendering. Unlike most professional modelling 
software, Blender is free, although it can be 
tricky to use.  

 

 

Autodesk Maya 

Description My Project 

Maya is a 3D computer graphics program, used 
for creating animated films, visual effects and 3D 
interactive applications. This program supports 
Windows, Mac and Linux. 

 It is professionally well used software, and its 
system, although with many features, is 
relatively comfortable to use. This is the 
software I will use for the finishing touches in 
terms of modelling, and the texturing, lighting 
and camera rigging of my project. This program 
has been made free for students and teachers, 
therefore will have no impact on my budget.  

 

 

Open Broadcasting Software 

Description My Project 

Open Broadcasting Software is a free open 
source streaming and recording program written 
in C and C++.  

 This is the program I will use to record my 
production and assemble my six minute video. 
As the software is very simple and easy to use, I 
will not need to spend much time learning and 
testing its limitations.  

 

 

Audacity 

Description My Project 

Audacity is a free open-source audio editing 
software. It is available for use on numerous 
operating systems including Windows, IOS and 
Linux, and a popular software with 76.5 million 
downloads.  

I plan to use Audacity to do most of my audio 
related work, as it is not only free and easy to 
use, but is able to export content in numerous 
different types of files.  
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Adobe Creative Cloud Suite 

Description My Project 

The Creative Cloud is a software service which 
offers users access t6o a collection of software 
developed by Adobe. These programs can be 
used for graphic design, video editing, web 
development, and photography and cloud 
services.  

 The Creative Cloud Suite requires a monthly or 
annual subscription, and can be downloaded 
from the Adobe website. I will be using Adobe 
Bridge and After Effects for my introduction and 
After Effects again to assemble my video. While 
a yearlong subscription would normally cost 
approximately $600, as a student it is possible to 
purchase it for $179. This will most likely have 
the largest impact on my budget of all the 
equipment necessary to purchase.  

 

 

Sibelius 7 

Description My Project 

Sibelius is a software for music notation, 
supporting both Windows and IOS, used by both 
professional and amateur composers, 
performers, arrangers and the like. Its primary 
function is to create, edit and print musical 
scores.  

Sibelius is already installed on numerous school 
computers which are accessible to students; 
therefore this software will have no impact on 
my budget. I also have experience using this 
software from previous years as a music student, 
therefore little time will be spent on prototyping 
and watching tutorials.  

 

 

Autodesk Maya Knowledge 

Description My Project 

A website made to inform, support and provide 
links to assist in the use of the modelling and 
animation program Autodesk Maya. This site 
allows users to ask questions to supporting staff, 
access tutorials and participate in forums related 
to the software. It also provides detailed 
information about the software, system 
requirements, licensing and services. 

This is the site I will use for any specific inquiries 
I may have in regards to the features of 
Autodesk Maya.  

 

 



 

32 | P a g e  
 

 

 

 

 

 

Microsoft Word 

Description My Project 

Microsoft Word is a word processor developed 
by Microsoft. As both a standalone product and 
a part of the office suite Microsoft Office, Word 
is a popular document creator for many, 
students, office workers and private groups to 
name a few.  

 Microsoft Word is document program which I 
will use to create my portfolio. It is a program I 
am well accustomed to.  

 

 

 

Digital Tutors 

Description My Project 

An online library for creative and tech training. 
Run by a team of artists in the industry, Digital 
Tutors is a website that uses video tutorials to 
teach and train students and developing artists 
how to animate, use VFX, design, game develop 
or create websites using a variety of tools 
(software). 

 Digital Tutors will be my main source of tutorials 
and information in relation to my work with 
Autodesk Maya, and I will be heavily reliant on it, 
as I am still inexperienced in the use of this 3D 
modelling and animation software.  

 

 

 

 

 

Blender Wiki 
Wiki.blender.org 

Description My Project 

Blender Wiki is a user-editable encyclopaedia 
holding extensive information concerning 
various aspects of Blender. E.g. User manuals, 
tutorials, the development of Blender, etc. 

This site will be an immensely useful site which I 
have already accessed a number of times, in 
regards to a number of tools and techniques. I 
expect the information it carries on rendering, 
lighting, camera tools, and texture mapping will 
be used to its full.  
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CG Cookie 
Cgcookie.com 

Description My Project 

This website features video tutorials for a 
number of different multimedia, made by 
experts of the industry.  

Hosts a number of very detailed 3D modelling 
and animation tutorials. Since my experience is 
lacking, I hope exploring this site will help me 
accommodate much of what I lack in terms of 
knowledge.  

 

 

 

Wikipedia 
Wikipedia.org 

Description My Project 

Wikipedia is the world’s largest general 
reference network, displaying articles on a wide 
variety of subjects.  It is authored by everyday 
users, and a free source for information.  

Intent to use for more detailed information on 
the topics of my task and curiosity. This will be 
my main source of information in terms of my 
research.  

 

 

YouTube 
Youtube.com 

Description My Project 

A video sharing website on which web users can 
upload, view and share videos. The majority of 
content on YouTube is uploaded by private 
users, and all content can be viewed for free by 
any individual with access to the internet.  

Holds many instructional video tutorials for all of 
the techniques necessary in this task. I will be 
using a number of such tutorials to create basic 
knowledge on the software I will use. 

 

 

File Types 

Description My Project 

Each variety provides different advantages and 
disadvantages for individual tasks through a 
number of facts. 

Looking into different file types and observing 
which is most compatible for my projects will 
play an important role in establishing the best 
for my task.  
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Camera Angles  

Description My Project 

Camera angles can have tremendous effect on 
the quality and presentation of a video or film. 
These angles can help establish the atmosphere 
of a film, and assist in the explanation of the 
context.  

While choosing the most suitable angle for each 
of my scene’s shot can be a tedious time 
consuming task, it will most likely be very 
beneficial towards the final product. 

 

Computer Components 

Description My Project 

The quality of the components of the hardware 
used will both affect the speed and capabilities 
of the overall computer. This can easily provide 
the user with a number of limitation when 
building a project, therefore is a crucial aspect in 
research when attempting to find hardware 
suitable to my task.  

I intend to use both the school’s and my 
personal computer, therefore the components 
of hardware I will be using are already set. 
However, it will be worthwhile looking into the 
various parts of the machine to see where my 
limitations may lie.  

 

Rendering Techniques 

Description My Project 

The techniques used for rendering with the goal 
of creating a high quality product involve options 
available to do with skills such as lighting, focus, 
movement, and so on.   

The rendering of my project will rely on the 
things taught to me by tutorials on both CG 
Cookie and YouTube, and hope to be able to 
present an acceptable presentation.  

 

Storyboarding  

Description My Project 

The observation of a storyboard’s layout and 
values with an industry professional sample. As 
the storyboard gives the animation teams a 
visual context of the project, it plays a vital piece 
in how the final product will be presented, as 
well as a layout of the work that will be involved.  

Storyboarding will be an important part of my 
overall work, as it will allow me to plan out the 
sequences of my animation and adjust my 
timetable around key features. I plan to use a 
linear storyboard to map my film. 

 

Presentation Techniques 

Description My Project 

These techniques help the product’s appearance, 
making the final product much more appealing 
to the consumer.  

The researched information on the expectations 
of the consumer and standards for quality will 
assist my final product in giving it an acceptable 
appearance and condition.  
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Mind Map 

Description My Project 

Mind mapping is an efficient method for 
organising a project, and giving the user a chance 
to collect all the necessary information for what 
will be required later on in the process. Not only 
does it allow them to plan ahead and prepare, it 
also displays the various disadvantages and 
issues that may arise later on in the project, in 
visual form.  

Mind mapping will allow me to organise my 
thoughts and set a visual representation of my 
intent. It will be useful for planning out my 
timetable, my animation, and the overall project.  

 

Animation Techniques  

Description My Project 

Animation is used in a wide variety of industries, 
such as education, medicine, military and 
entertainment.  

The different option available for my project will 
give me flexibility in presentation and 
production. However, the form of animation I 
intend to use in through 3D modelling, and by 
rigging my characters I will both be able to 
create an acceptable animated short film, and 
gain experience for late application in the 
industry.  

 

Audio Recording Techniques  

Description My Project 

Looking into the technique of audio recording 
will make the process of finding a piece with the 
specification needed significantly easier.  

Researching into the various ways to record an 
audio file will be useful in giving me background 
information in a subject which I have close to no 
knowledge in. The various different techniques 
will be researched to see which style most suit 
both me and my project. 

 

School Computer 

Description My Project 

A computer provided by the school for students 
to use.  

I will be working on a large portion of my project 
on these computers, as they are easy to access 
and provide me a chance to work during school 
hours. These computer have a slow processing 
speed, however they have numerous Adobe 
applications, Sibelius and Microsoft Word pre-
installed, so they will be optimal for when 
working on video editing, music composition and 
research.  
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Personal Computer  

Description My Project 

A Samsung brand laptop with a dual graphics 
card and an Intel Core i7. This computer runs on 
Windows 7.  

I will be using this machine to complete most of 
my project, as I will be able to download all 
necessary software freely. Microsoft Word, 
Blender, Audacity and Open Broadcasting 
Software are already downloaded on to this 
computer.  

 

USB Flash Drive 

Description My Project 

A data storage device with an integrated USB 
interface. USBs (Universal Serial Bus) are 
typically rewritable and removable, and come in 
small physical sizes which make them convenient 
to carry around. They are used for storage, 
transferring data and backing up.  

I will be using several USBs to back up and store 
my work. This will not only decrease the risk of 
losing my work, but also make it easy to transfer 
my more recent files to work on more than one 
computer.  

 

Harman Kardon Soundsticks II 

Description My Project 

An affordable speaker set with excellent sound 
quality, designed to be connected to a computer. 
This speaker is equipped with a subwoofer and 
allows the user to control the level of the bass.  

These are my personal speakers, used to not 
only amplify but increase the quality of the 
sound based on the audio file. I intend to use 
these speakers for any sound authoring/editing 
work I do. 

 

Conclusion  

As I was writing the selection and justification, I came to realise how little I really knew about the 

various steps involved in creating a short 3D animated film. Although a fair amount of testing will be 

required for a number of these techniques, including rendering, animation and audio recording, 

finding their relevance to my project as well as simply researching their background has given me 

insight in what and how I can use these skills to improve not only my film, but how they could be 

used outside of school work and how they could benefit me if I wish to enter this industry.  
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Development 

of Ideas 
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Introduction 

Right from the beginning I had a very clear image in my head of what exactly it was I wished to show, 

to portray in this work. I chose what I believed to be a relatively simple, straight forward plot, 

something that I could use not only to exhibit my skills, but something that would allow me to use a 

wide variety of different techniques. Many of these techniques I began with little knowledge of, 

however this was something I realised right from the start, and instead of trying to avoid these, I 

decided to take advantage of the opportunity and learn as I went along.  

 

Summary 

I have always had a certain fondness for dolls, so it came to little surprise when I decided to star one 

for the main character of my film. This was where my planning began, as everything I decided upon 

following was based around this idea. When I wondered to myself, ‘Where are you most likely to 

find a doll?’ the response of a young girl’s bedroom was the first to come to mind. I was a little 

concerned at first, since I had never modelled an environment prior to this project, and the concern 

lingered for some time. These thoughts vanished completely once I began modelling the 

environment itself. I relied on tutorials and various forums to compensate for my lack of knowledge 

and experience, and as I was not the only one in my year to be working on an animate film, my 

fellow students often gave me advice and input on how I could improve my work. I am very thankful 

for the help they have given me, and all the encouragement I received.  
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Inspiration 

The elements that inspired my idea came from two sources. The first was a video game called 

Kingdom Hearts. The second was the animated film Toy Story.  

Element Explanation 

Kingdom 
Hearts 

Kingdom Hearts is a role-playing video game created through the collaboration of the 
Walt Disney Company and the Japanese video-game developer Square Enix. I am very 
fond of the designs of the various settings shown throughout the game, and they were 
the main inspiration for the setting of my film. 

These two bedrooms are settings from the game. These particular settings were the 
inspiration for my own, as well as the décor inside. I am a dedicated fan of the video 
game series, which is what originally led me to use these places as an inspiration, and 
the childish style the rooms were designed in drew me to use this theme for mine. 

Toy Story Toy Story is an animated feature film created 
by the animation studio Pixar. The main 
characters of the film are living toys with the 
ability to walk and talk just as well as any 
human.  
Much of the film’s plot is based around these 
characters’ desire to be loved and played with 
by their owner, and the emotions felt by the 
toys when forgotten. I used theses emotions 
as a basis for the plot of my own project, with the hope that my own character would be 
able to express both the loneliness, and the hope that I felt when watching the feature 
film.  
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Personal 
Story 

Despite Toy Story being the original inspiration for my plot, the story of my character 
changed early on in the development stages of my project. Following my own desire, I 
decided to use the movements of the character in my film to convey my feelings of 
entrapment. As it is my life that held me prisoner, I hoped to use this as something my 
character and I could share in common.  
The design of the character was based upon a doll that I cherished during my early 
childhood. As I no longer carry it with me, I used my memories of the item when 
designing and modelling.   
I also researched a variety of teddy bear designs, hoping to draw inspiration.  

 

Items Various miscellaneous objects were used to decorate the setting of my film. These 
include a bed, lamp, shelf, table, and a wardrobe, as well as books and toys scattered 
around the room.  
 
As my story is 
set in the 
room of a 
child, I have 
looked 
through a 
number of catalogues for children’s 
bedrooms in a hope to find a basic outline of what I wish my setting to appear. This has 
been especially helpful, as it gave me a clear idea of the sorts of things one might be 
able to find within such a room.  

 

Conclusion  

Although many external influences lay in the seeds of this project, throughout the development the 

film slowly grew more and more detached from those initial inspirations and more influenced by my 

own ideas. Motifs from both Kingdom Hearts and Toy Story can still be seen in my project however, 

as can be seen through the décor and design of the setting.   
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Idea Generation 

Room Layout/Colouring:  

Image Comments 

 

I like that this room has a very simple 
design. The shape of the bed is something I 
would like to consider using myself, 
although rather than having it white, a 
more wood-like colour might be more 
suitable, since I plan to make the walls of 
my room pink. I also like the simplistic yet 
efficient design of the bed stand.  

 

Although the drapes would be 
unnecessarily complicated to arrange, not 
to mention a bit much, a nice wooden chair 
like the two at the base of the bed would 
make for nice décor. I also like the idea of 
having lots of frames, but not the little 
pictures inside of them. Perhaps I could 
leave mine blank.  

 

The walls look a bit plain, but the baby pink 
colour is favourable. Having a table in the 
centre of the room seems like a good idea, 
and having the bed against the wall would 
give me more space in the room to scatter 
things like toys, giving an even more 
childish feeling.  
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Wardrobe Design:  

Image Comments 

 Although I do like this old fashioned design, I’m 
not sure how suited it would be in a child’s 
room. In particular, the rounder handles and 
large drawers caught my eye, and I will probably 
use these for my own design.  

 The smooth, modern design of this wardrobe is 
pleasant. However, all together a double door 
wardrobe is probably too big to fit in a little 
bedroom.  

 I really like this compact design. It is simple, 
straight forward, and the layout is preferable. If I 
decide to use this design, I will probably keep its 
shape the same while modelling it. However, I 
may add a drawer below.  

 This wardrobe design is very similar to what I 
own. It should be very easy to model, as I am 
able to observe a similar object in reality.  
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Bed Design:  

Image Comments 

 

The frame design for this single bed is what I will 
be using for my own. The smooth curve in the 
centre of the headboard isn’t a design as 
commonly seen today, however, it is extremely 
suitable if trying to think up what might suit a 
bed for a child.  

 

This is the simplest design I could find online. It 
would be very easy to model and texture. 

 The smooth dark wood colouring of this bed is 
what I will use for my own. Although the hollow 
head board is pleasant to see, I do not believe it 
would be suitable for a child, not only because of 
how fragile it seems, but the irritation that 
would probably have to be endured every time 
the child drops something behind his or her bed.  
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Sketches 

I drew very few sketches of the objects I wished to see in the room. Most of the decorations were 

created as I went along. For objects such as the bed and wardrobe, I used reference images found 

online to be able to create a certain level of realism.  

 

Sketches Desciption 

 

Main Setting Layout:  
Child’s Room.  
 
This was the original layout I had 
planned for the room, as well as 
the placement of all 
miscellaneous objects 
 
I also planned to have more toys 
scattered across the room. 
However, I did not feel it 
necessary to place these in the 
layout draft.  

 

A small table to be placed in the 
centre of the room.  The colour 
of this item will be pink. 
Numerous objects (toys) will be 
scattered across it.  
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This is a sketch of a lamp, created 
to give off a childish feel.  
 
This will be one of the main 
sources of light for my scene,  
 
The final model of this lamp was 
adjusted slightly of a whim. The 
results are similar; however, as 
the only variation was that the 
floating orb was enlarged and 
connected to the pillar below.  
 

 

This is a sketch of the same lamp 
as above, but from a different 
perspective.  
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Main Character Sketch: 
 
This is a sketch of my main 
character, its first design. This is 
the one I decided to stick with till 
the end, as no problems arose.  
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A sketch of the same character, 
but from a side perspective. A 
sketch of the character’s arm 
movement is placed on the left.  
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Prototyping, Modelling and Testing 

Preparation: 

During year 12 term 4, I spent a fair amount of time practicing and testing in preparation for the 

project. During this time, my knowledge of the software I was using, as well as the skills necessary 

for this project grew. Considering I did have a background in Blender, no matter how limited my 

experience may have been, this did make it easier in the long run, as I was not necessarily learning 

new techniques, but brushing up and polishing old ones.  

 

 

 

Prototyping:  

Most of the prototyping in terms of the actual objects I was interested in including in my Major 

Work was done during the main modelling and project development stage. As the type of work that I 

was doing was mostly unfamiliar, I practiced creating my models much like I would write a draft 

before writing the essay. This extra step not only helped me familiarise myself with the object and 

the image I was referencing, but also served as practice, and helped me greatly increase the speed of 

my working by the end of this stage. It also gave me a certain level of flexibility by the end of the 

process, as it became possible for me to form items and shapes I otherwise would have avoided due 

to my lack of ability. The stack of books seen on the shelf above the bed in the Major Work is a 

perfect example.  

 

 

 

 

Prototyping the model for my main character. This 

was the first time I attempted to model a proper 

character to rig and animate. 

The final product after many attempts to create a 

stack of books. This item can be seen in the film 

on the shelf above the bed.  

This Wardrobe was the first object I 

created in Maya for this project. I was 

fortunate in that the object turned 

out as I wished, and that I was able to 

use it in my project, however I 

originally created it as a method of 

familiarizing myself more with the 

software.   
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Testing Lighting and Shadows:  

As I was unfamiliar with this area of 3D animation, I did much research to try to understand the 

fundamental in operating lights in Maya, including simply spending some time messing around with 

the various settings and types of lights 

available.  

In these three images, the intensity of the 

light coming from the lamp increases by a 

set amount. I spent much time rendering 

the same scenes with different levels of 

lighting, as well as different colours, trying 

to find a pleasantly compatible setting.  

Testing the effects of blue ambient 

lighting 

When looking at the rendered scene, I realised that 

the shadows were far too sharp. It took me a fair bit 

of time trying to figure out which of the many 

settings would affect this particular feature.  



 

51 | P a g e  
 

Production: Storyboard
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Design and 

Modifications 
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Introduction 

Whilst creating the project, I had a very clear idea of what it was I wished to see in the end product. I 

believe I was able to stay true to my desire, the planned themes and ideas ever present in my work. 

My original concept was to have a simple video displaying a child’s room, and a little doll starring as 

the main character. This idea was unchanged throughout the development of the project.  

 

Modifications 

What little adjustments were made were in relation to the objects of decoration placed throughout 

the setting. After completing the modelling and design for the planned objects, I came to realise the 

room still looked far too empty to pass off as a child’s bedroom. I therefore added a number of toys 

and furniture to help fill that gap. The majority of the added decorations were inspired by the video 

game Kingdom Hearts as mentioned before in my 

inspiration.  

During the modelling process, I decided to export 

the nearly finished room and it’s furnishing into a 

different modelling program called Autodesk Maya. 

As I was more experienced with modelling in 

Blender, not to mention most of the work was 

already done, all that was needed once I had 

imported the models into Maya were the finishing 

touches in terms of modelling. However, I once re-

examining the models, I found numerous issues 

with my work, and decided to rebuild everything in 

Maya. This delayed my project schedule, but 

fortunately as I had modelled most of the work 

once before, it was almost all completed within the 

span of one week… is what I had hoped for.  

Unfortunately, after transferring most of my work 

to Maya, I noticed a large number of problems in 

my modelling, including the presence of n-gones 

and broken objects. After a few attempts to fix the 

various problems, I decided it would be more 

efficient to redo the room entirely. As the majority 

of objects in the new room were based on what I 

had made previously, it was far easier to create a 

suitable environment. Also having the practice from 

modelling in Blender, I was able to create even 

better models and improve on original designs.  

Blender 
Room 

Imported 
Room 

Maya 
Room 
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Evidence of 

Project 

Management  
 





 

57 | P a g e  
 

Time Plan: Proposal 

 Expected Duration 
(Weeks) Term 4 Term 1 Term 2 Term 3 

Weeks 

 1 2 3 4 5 6 7 8 9 1
0 

1 2 3 4 5 6 7 8 9 1
0 

1 2 3 4 5 6 7 8 9 1
0 

1 2 3 4 5 6 7 8 9 1
0 

Statement of 
Intent 

2                                         
Research of 
Materials and 
Resources 

2                                         

Selection and 
Justification of 
Materials and 
Resources 

2                                         

Selection and 
Justification of 
Processes and 
Technology 

2                                         

Sketching and 
Idea 
Generation 

4                                         

Prototyping, 
Modelling and 
Testing 

11                                         

Production and 
Working 
Drawings 

5                                         

Design and 
Design 
Modifications 

4                                         

Finance Plan 
1                                         

Record of 
Production 

17                                         

OHS and Safe 
Working 
Practice 

1                                         

Evaluation in 
Relation to 
Statement of 
Intent 

1                                         

Evaluation in 
Relation to 
Research and 
Planning 

1                                         

Evaluation in 
Relation to 
Construction 

1                                         
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Quality of 
Product 

1                                         

Evidence of a 
Range of Skills 

1                                         
Use of 
Appropriate 
Materials 

1                                         

Links Between 
Planning and 
Production 

1                                         

Evidence of 
Practical 
Problem Solving 

1                                         

Modelling 
14                                         

Rigging 
2                                         

Texturing 
2                                         

Animating  
3                                         

Rendering 
4                                         

Editing  
2                                         
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 Actual Duration 
(Weeks) Term 4 Term 1 Term 2 Term 3 

Weeks 

 1 2 3 4 5 6 7 8 9 1
0 

1 2 3 4 5 6 7 8 9 1
0 

1 2 3 4 5 6 7 8 9 1
0 

1 2 3 4 5 6 7 8 9 1
0 

Statement of 
Intent 

3                                         
Research of 
Materials and 
Resources 

12                                         

Selection and 
Justification of 
Materials and 
Resources 

4                                         

Selection and 
Justification of 
Processes and 
Technology 

2                                         

Sketching and 
Idea 
Generation 

3                                         

Prototyping, 
Modelling and 
Testing 

9                                         

Production and 
Working 
Drawings 

4                                         

Design and 
Design 
Modifications 

3                                         

Finance Plan 
2                                         

Record of 
Production 

4                                         

OHS and Safe 
Working 
Practice 

3                                         

Evaluation in 
Relation to 
Statement of 
Intent 

                                         

Evaluation in 
Relation to 
Research and 
Planning 

                                         

Evaluation in 
Relation to 
Construction 

                                         

Quality of 
Product 

                                         

Evidence of a 
Range of Skills 

                                         

Time Plan: Actuality 
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Conclusion 

Seeing my completed Time Plan, I realise that many of the things which I had to do took longer to do so than previously anticipated. I had lost track of my 

plan entirely approximately a third of the way through the year, and this caused a fair amount of work to be left for the last minute. Although I understand 

that most of the events throughout the year that held me from being able to focus on this project would have been difficult to predict, from illnesses to 

various family problems, I regret not following my plan more closely, as I am sure this would have given me more time later on in the year to make minute 

adjustments and over all improve the quality of my work. However, I am also thankful for this experience, as it has taught me the values of proper time 

management.   

Use of 
Appropriate 
Materials 

                                         

Links Between 
Planning and 
Production 

                                         

Evidence of 
Practical 
Problem Solving 

                                         

Modelling 
20                                         

Rigging 
4                                         

Texturing 
5                                         

Animating  
2                                         

Rendering 
4                                         

Editing  
1                                         
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Finance Plan 

There are two main areas of expense that need to be considered for the making of this project: 

hardware and software.  

The budget I have set is $300. I believe this budget will be feasible, since most of the necessary 

hardware and software are already in my possession, and from the software that is not, most of the 

items are free. My only real concern is the purchase of the Adobe Creative Cloud Suite, which I plan 

to purchase using my student identification. Transportation will be paid for by my family.  

Article Cost ($) 

Computer(s)  School: Free (initial cost approx. $1000) 

 Home: Personal Laptop ($996) 

USB  16 GB Memory Device: ($21) 

Keyboard and Mouse  Kmart Wireless Keyboard and Mouse Combo: ($15) 

Software  Blender: Free 

 Adobe Suite: Provided by School, no charge 

 Adobe Creative Cloud Suite (Student): ($179.95) 

 Sibelius: Provided by School, no charge 

 Autodesk Maya: Free (Student Resource)  

 Open Broadcaster Software: Free  

 Microsoft Word: Pre-owned 

Electricity  School: Provided by School, no charge (approx. $100) 

 Home: (approx. $60) 

Speakers  Harman Kardon Soundsticks II: ($162) 

Printer  Fuji Xerox DocuPrint CP215 w: ($250) 
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Ink  (approx. $250) 

Transport-
ation 

  (approx. $12 weekly) 

Internet  School: Provided by School, no charge 

 Home: Unlimited ($80 monthly) 

 

Conclusion 

As much of the equipment listed above I already possessed, the overall costs put into this project 

were minimal. Throughout the project, I also took care to restrict my budget, using free software 

such as Blender, and confirming what equipment was available to me through sources such as family 

and friends, before purchasing necessities.  

The only thing I needed to purchase by the end of the project was the Adobe Creative Cloud Suite, 

for which I purchased a yearlong subscription. What I downloaded was the Student version, which 

costed me $179.95 rather than the full $599.88.  

  

Item  Cost  Remaining Budget 

Adobe Creative Cloud Suite (Student) 179.95 120.05 

Proposed Cost: $2373.95 Actual Cost: $179.95 
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Record of Production 

Summary: 

For my record of production, I began filming myself and my work soon after the design process had 

finished. My progress in accordance to my time plan seemed to have little correlation, and the 

schedule I had set for myself was very loosely followed.  

As my project is a 3D animation, there was no set time in 

which I filmed my work, but rather the recording of my 

film could only happen after I had finished modelling, 

texturing and rigging the components of my film. These 

various processes took extensive amounts of time, as 

each step required precision and skill, two things that 

were practiced before and throughout the creation of 

my project.  

The first step was to model my character, setting, and all 

the objects and decorations within. As this was the step I 

had the most experience with, while I did not find it as 

difficult as many others, each object had to be 

individually created. This step took the most time.  

Once I had finished modelling, I then moved onto 

texturing the objects. This gave them colour and much of 

their shading, and prepared them for their placement in 

the final setting. I created Lights and cameras within this 

final scene, and rigged and animated my main character 

following this. These steps were a challenge, as I was 

unfamiliar with their process. I relied heavily on tutorials 

and advice from other students and from teachers, both 

in school and out.  
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Environment Construction:  

I began the process of modelling the room by first creating the furniture to go in it. By creating the 

various objects in different scenes, I was able to hold more control and allow for more detail in the 

individual items.  

 

When creating the final scene to render, I began with a simple cube which I scaled up and inverted, 

so that the texture I would bound would show on the correct face.  

 

After this, I placed numerous edge-loops around the cube, so that I would be able to isolate specific 

faces to form a door and window in the room.   
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After having created a 

basic room, I imported 

the various objects of 

furniture I had created 

previously, and used 

them to fill the room.  

Once the room had 

been filled, I began to 

texture both the room 

and the furniture, 

giving them colour 

and, in some places, a 

light bump map. For 

most of the furniture, 

the textures and colours that could be 

found in Maya’s Hypershade was sufficient. 

However, occasionally I did go hunting for 

specific patterns, such as the red wool 

texture on the blanket of the bed, and the 

pink and white patterned walls of the room.  

Finally, I created a few ambient and spot 

lights and placed them around the room. 

The lights were a fairly time consuming to 

adjust, as I would have to repeatedly render 

a scene to know how to adjust the settings.  

 

To render the scene, I 

created cameras around the 

room and created key frames 

for the cameras to pan. The 

batch render function in 

Maya made it simple to 

simply leave my computer to 

render while I was to work 

on other projects.  
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Character Construction:  

The first step to creating my character was planning. I already held a pretty good idea of what it was 

I wished to see in this character, therefore all I had to do was sketch it so that it would not be 

forgotten.  

 

 

 

 

 

 

 

 

 

 

 

 

 

These are the sketches I referenced during the second step to the construction of my character. 

Modelling this character was not difficult, as the design was very simple. The change that I did make, 

however, in the design of this Rabbit Doll, was that one of the ears is straight, while the other 

remains bent.  The eyes are also reversed in the 3D model. However, that was not an intentional 

change.  

The third step to creating this character was texturing. Although I did spend some time considering 

the options, I decided to go with simple colours and textures provided by Maya. This has given the 

character a clay-like feel; however it none the less suits this character well.  

The textures I decided upon were a pastel yellow lambert to give it a slightly flatter feel, and a black 

phong E to give the eyes and nose of this character a shiny look.  

The fourth step of the development process was to rig the character with a joint skeleton rig, and 

use this rig to create an animation. The rig I set up for this character was extremely simple, as the 

character did not need to worry about any extravagant nor detailed movements. This was also 

convenient for me, as I have little experience with rigging.  
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Animation was the fifth step. Using key frames and cameras, a short simple chain of movements 

were created to supplement the visuals. Animation took little time in this project, as there was not 

much movement to worry about.  

The final step was to render the animation. This was a challenge, as my personal computer is not 

quite as powerful as to be able to easily batch render, and the school computers were incapable of 

running this program (Maya).   
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The location and environments in which I will be working were limited to school and home by the 

software my project requires. Despite the very nature of these environments imply that they carry a 

minimal amount of risk, it is always worthwhile revising what could be done to improve their safety.  

Risk Assessment 

Level Action Required 
within (Time) 

Description 

Class 1 Very High 24 hours Possibility of death or permanent injury. Requires senior 
management action. Likeliness of occurrence is very low.  

Class 2 High 1 week Carries the potential to cause serious injury or long term 
illness. Requires senior management attention. Likeliness 
of occurrence is low.  

Class 3 
and 4 

Medium 1-2 weeks Injury or illness in need of medical attention, and may 
require several days off work. Requires a management 
plan to implement. Likeliness of occurrence is medium.  

Class 5 
and 6 

Low 2-4 weeks Requires first aid treatment; however the necessity for 
time off work is low. Requires a control plan for 
progressive implementation. Likeliness of occurrence is 
relatively high.  

The table above displays the level of urgency in need of medical attention in proportion to class, the 

time within what each class circumstance should be treated and a description of the situation 

needed to qualify for each class. It also mentions the how each circumstance should be responded.  

This table is a risk assessment chart. It can be used in both a work and classroom environment to 

evaluate and identify possible risks around them, and rank which hazards need urgent attention.  

Possible Hazards 

There are many hazards within a workplace, and it is impossible to prevent every existing danger. 

However by identifying those hazards workers are able to reduce the dangers and place plans for 

what they are unable to prevent.  

Hazard Description Risk Assessment 

Ergonomics It is the practice of 
designing products or/and 
systems while taking into 
account the interaction 
between them and their 
users.  

Low to High. Risks range 
from stiffness in the spine, 
to RSI.  
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Unsafe 
Wiring 

This is a hazard capable of 
producing a number of 
unfavourable results, 
ranging from small sparks 
to fires. Tangled and loose 
wiring can lead to excessive 
heat production from 
extended periods of use. 
Also can create high 
chances of lost equipment 
and memory. 

Low to Very high. Hazard 
can range from small 
production of heat and 
sparks to fires causing loss 
of life.  

Lighting Inefficient lighting can make it not only very 
uncomfortable, but also harmful for a worker. Harsh 
contrasts between screen brightness and brightness of 
the overall workplace can cause irritation to the eyes, 
and may result in headaches or migraines. A poorly lit 

workplace would also 
increase the 
likelihood of accidents 
occurring due to a 
person being unable 
to see clearly.  
Lighting also can 
severely affect the 

sleep patterns of a person. If an employee operates on 
a monitor for extended amounts of time, or works on 
one late into the evening, this could seriously affect 
their sleep, as the blue light used on such monitors will 
prevent their melatonin release.  

Low to Medium. Possible 
effects range from 
irritation in the eyes to 
sleep deficiencies and 
injuries from trips.  

Air 
Ventilation  

Much like the disadvantages of improper lighting, lack 
of proper air ventilation causes more irritation than it 
does physical harm. However, this irritation can easily 
lead to production decline and headaches, and a lack of 
proper temperature regulation can be both 
inconvenient and unhygienic, therefore it is worthwhile 
investing in the prevention of this particular hazard.  

Low. 
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Cluttered 
Working 
Environment 

It is valuable to maintain an organised workspace to 
prevent the 
misplacing of 
objects or items, 
and minimise the 
risk of a person 
tripping, knocking 
over, or slipping 
over loose objects.  

Low to High. Injuries 
resulting in a cluttered 
workplace can range from 
small scrapes or strains, to 
more serious injuries such 
as broken bones, torn 
muscles and ligaments, 
and significant blood loss.  

Noise 
Pollution 

Also known as Noise Disturbance, this hazard describes 
the possibility of excessive or disturbing noise affecting 
normal behaviour and sensory abilities. When working 
with Sound Authoring 
related items, it is essential 
to remain cautious of the 
volume of the sounds one is 
working with. Extensive 
periods of time spent while 
listening to loud sounds can 
cause deafness. 

Low to Medium.  
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Evaluation of 

Project 
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Statement of Intent  

My statement of intent stated:  

“For my year 12 Major work, I intend to create a short 3D animation film which I will design, 

animate, and record. I will use my knowledge of 3D modelling and filming to fashion a quality 

product to the best of my abilities. Combining audio and animation, I will create a short film 

involving an animated character exploring a child’s room.” 

I believe that I have followed this intent closely and accurately. Although due to issues with time 

management, I do not believe I was able to perform and deliver my best, I am still proud of the work 

that I have done. I have learnt much from this experience, as has my skill in animation developed by 

bounds. My original plan in terms of story was quite broad, in that I did not have very many 

requirements to fulfil. With this project I have fulfilled my own expectations; therefore despite the 

many hiccups along the process, I am satisfied with the end product.  

Equipment and Software 

My original plan was to model, texture, rig and animate all my work in Blender, because it was the 

software I was most familiar with. This changed approximately 2/3 of the way into my given work 

time, and I decided to work, instead, with Autodesk Maya (2015). I see now that this choice was the 

correct one, as it would be highly unlikely I would have delivered a product of this level if I had 

continued to work on Blender. It was difficult as I was completely unfamiliar with this program at the 

start of the year; however the learning process was something I enjoyed.  

Limitations  

Of the many limitations I faced during this project, the foremost troublesome was time. As I was put 

in a position where I would have to redo my work very late in the year, and also was caught up in 

various personal matters, time became a very scarce novelty, and even then I had difficulty 

managing.  

Hardware was also a large issue, as most of my work I could not complete at school, and at home my 

equipment was somewhat lacking.  

Lastly, my lack of familiarity with the programs I was using became a handicap, as not only was 

learning their features time consuming, but also I was unable to use them to their potential.  

Conclusion  

I am happy with my Major Work, although it does concern me that I was unable to do my best. I 

understand that the greatest of my problems was lack of management, mostly in time, and I hope to 

improve in this area as it is a skill I sorely will be in need of. I enjoyed the process from modelling the 

smallest trinkets to rigging my character so it could walk, and am thankful for the chance to test my 

current skill. I learnt far more from this project than I expected.  
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Research  

Most of the information I gathered for my research was found on Autodesk Knowledge and/or 

Wikipedia. All of the tutorials I used to understand the various features of the programs I was using 

came from either YouTube or DigitalTutors. However, I made sure not to copy any of the work that 

was being displayed for as an example in these tutorials. All the work in my project is original.  

Time Plan  

I did not stick to my time plan at all, and this is a large part of the reason why management became 

a large issue. I truly ran out of time at the end of the work period, and this has sacrificed a bit of 

quality. In future, I will be more careful to watch the time, and organize myself so that I will be able 

to produce better work more efficiently.  

Storyboard  

My storyboard was well used after its creation, as I used the various shots and position I drew , 

although in a slightly different order. I feel that I have stuck to the original plan in plot and 

appearance.  

Construction  

The stages in which I developed this project were:  

 Planning  

 Modelling  

 Texturing  

 Lighting  

 Rigging  

 Animating  

 Rendering  

 Editing  

Planning: 

When planning the project, I used various methods to get my ideas on paper. Sketching, 

Storyboarding, Referencing, and carefully observing my inspirations did much to help not only the 

development itself, but also to create a more organised piece, particularly when animating. 

Modelling:  

3D modelling was the most time consuming stage of the project. As all the objects had to be 

modelled from simple geometry (Cube, Sphere, Cylinder, Plane) it also required a fair level of skill 

and familiarity, not only for moulding, but for problem solving and creativity. I modelled my multiple 

objects in different scenes to compensate for lag and flexibility.  
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Texturing: 

This was not a process I was familiar with, so it took much patience and learning to understand how 

to complete. Texturing was less time consuming, however also made up for many visual deficiencies 

I was concerned about in my models early on. This stage was a challenge, but I am relatively satisfied 

with the result.  

Lighting:  

Lighting was not a very challenging stage as my standards were very low. However I did spend a bit 

of time experimenting with the various types and features of this stage in hope that I could improve 

the ambience of the environment as a whole. I believe I did quite well with this stage.  

Rigging:  

Rigging was a very interesting stage. I used a very simple joint tool rig for my character, as I did not 

need a particularly impressive animation. This stage was much fun to play with.  

Animating:  

This stage was also a lot of fun, as I was able to take the director’s role and manipulate the scene as I 

wished. Creating an animation for the rigged character was a little hard on my patience; however, I 

am very fond of the result.  

Rendering:  

This was my least favourite stage, as there were often many things going wrong when attempting to 

batch render. This stage was also rather harsh on my computer, needing me to restore it after 

rendering a few camera pans. However, it is also the most gratifying stage, as one is able to see the 

results of all the hard work placed prior. This took me about 1 week to complete, and the set 

resolution was 1280x720.  

Editing: 

Editing was the least time consuming process, as I simply imported the rendered IFF files into Adobe 

After Effects as an IFF Sequence, and messed with the sequence of clips and added some text and 

music. Of course, this also had to be rendered, but seeing the final product made it all worth the 

wait.  

 


