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Statement of Intent 
In class and as an interest, I have studied multimedia since year 7. I have enjoyed working on 
short films and similar projects, including working with different editing software. For my 
major work I intend to combine these skills to create a film which has 3D animation, which I 
will create. I will be using the skills learnt over the years and learn animation to make a very 
good quality film. It will be 1-2 minutes in length and I hope that my final product will 
perfectly display the skills and effort I have put in and be very entertaining to watch. I will 
present this on a CD to my teacher. 

I intend to use: 

- 3D modelling software 
To model and animate my 3D plane and scenery. 

 
- Video editing software:  

To compile the footage I have and add special effects and music to make it 
presentable. 

 
- Microsoft Word:  

To create my folio and do my theory work. 
 

- Internet:  
To look for examples of animation and research 3D animation 

 
- Photo editing software: 

To make textures for my major work. 
 

- Presentation software: 
      Used to present my film on a CD. 
 

- Graphics editing software 
     Used to create a template for my DVD menu. 
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Skills I need: 

- Editing Videos 
This will consist of raw footage being compiled into a 3 minute length short film 
and special effects will be added. 
 

- Animation 
Used to draw and animate the character to put it into the real life footage and 
interact with people. 
 

- 3D modelling 
Used to make 3D models. 
 

- Rendering 
To generate a video from the 3D models. 
 

- Lighting 
To brighten up the model and scene. 
 

- Audio editing 
I will need to add music to avoid making the film dull and add a sense of light 
heartedness to it. The sound clips will be edited and added where appropriate in 
the film. 
 

- Directing Skills: 
I will need to use my directing skills learnt over years of creating short films. I 
need to decide what camera angles, lights, shots and takes to use. 
 

- Time management: 
I will need to maintain a schedule to work efficiently and hand in my work on 
time. 
 

- Camera operation: 
I have good camera operating skills as I have filmed most of my short films. I 
will use different angles and shots to achieve the desired visual for my film.  

 

Equipment: 

1. Computer – to edit the film and make my folio 
2. Headphones – to use in sound editing. 
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Motivation for this project: 
1. To further develop my multimedia skills. Hopefully I will have learnt a lot by the end 

of this project. 
2. To make something that people enjoy. I have loved creating short films and then 

receiving praise from people. 
3. To express my creativity and go into uncharted waters. I have never done something 

like this before and think it would be challenging. 
4. To make something I can be proud of. 
5. There are many jobs which involve multimedia skills. 

Target Audience: 

I don’t have a specific target audience, but rather something everyone can enjoy. It will not 
have any adult themes, nor will it be too childish. I intend for people of all ages to appreciate 
and enjoy it.  

Challenges I might face: 

- I need lots of time to create my short film, so this might take up time when I could be 
studying for other subjects. 

- I get easily distracted so I could just leave my work and not do it for a while. 
- I could get stressed out and mess up my short film. 
- The 3D model will be hard to put in real life footage. 
- I might change my mind on what to put in my video too late. 

Time frame: 
I will work on my folio and film in class as well as at home. There are 75 minutes in each 
lesson so that is enough time to get a fair amount of folio work done before moving on to 
editing my film. There are 3 lessons a week and I have to hand this in term 3, so I have 
approximately 40 lessons to complete this. At home, I can set aside an hour every day 
devoted to finishing my film. 

I can also take my laptop with me when I go on holiday, and complete my work there. 

Limitations: 

Experience in 3D animation – My experience in 3D animation is limited, so I will have to 
practise every lesson to become more skilled. 

Distractions – In lessons my friends usually distract me so I ignore my work and start 
socialising. 

Time – I will not have a lot of time to work at home, as this is HSC year and I will need to 
finish my work from other classes. 
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SWOT Analysis 
Person Project 

Strengths Weakness Strengths Weakness 
Experienced in short 
films. 
Have some 
experience in Maya. 
Good computer. 
Good Editing 
software. 
 

Not extremely 
experienced in 3D 
modelling. 
Can procrastinate. 
Can get frustrated if 
project doesn’t turn 
out well. 

Various skills 
involved. 
High quality 
production. 
 

 

Time consuming. 
Hard to create and 
animate 3D models 
and scenery. 

Opportunities Threats Opportunities Threats 
Can gain new skills 
in Maya. 
Can gain new 
understandings of 3D 
animation. 
Can learn more about 
editing software. 
The opportunity to 
get very high marks. 

Other subjects take 
up a large amount of 
time. 
Take too long to 
complete the work. 
 

Will give me more 
experience in making 
films like these. 
Will add to my 
portfolio when I 
apply for jobs. 

Losing my work 
means that I will 
have to start all over 
again. 
Work must be 
backed up frequently. 
Exams take up a lot 
of time needed to 
create the film. 

 
Conclusion: I am planning to create a 3D animated video that involves a plane 
flying through the mountains. The scene will have a house, windmills and 
clouds in the sky with the sun. I intend for the camera to follow it around 
filming from different angles. I will need to do a lot of research and practise my 
skills in Maya to produce a well-made project. This project will take 3 terms to 
complete and hand in. 
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Research 
To ensure I would get high marks and produce a good quality film,                                              
I decided to do research on various 3D animated films and 3D 
models.  
The recent Disney movies, such as Frozen, Big Hero 6 and                                                        
How to Train Your Dragon were all big inspirations to create                                                
something I can be proud of. Though it will not be as profound                                                         
as the animations in those movies, I am aiming to create                                                                         
something equally pleasing no matter how simple the designs                                                   
and concepts. 

I have also drawn inspiration from previous Year 12 major work,                                                  
and want to do something as good as that. 

I have drawn a mind map on the previous page to show my thought 
process on making this. 

 
Materials: 

I need a computer to complete my Major work on. I have looked at a number of PCs I might 
use. 

School computer: 

I can’t use these computers as they do not have Maya and are slow to use. 

My new laptop: 

I have a new laptop that is well suited to making and editing 3D videos. This is the one I will 
be using. 
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Processes/Technologies: 
To make a high quality video I will have to use the technologies available to me and work out 
the processes on using them. To do this I will have to search up many tutorials for techniques 
to make my animation very good. 

Software Description 
Google 

 
I will use this for my research. It can be 
used to search up many tutorials, images 
and other things I will incorporate in my 
folio and video. 

Google Chrome This is the Web Browser I will be using, as 
I do not have access to Mozilla Firefox and 
Internet Explorer is too slow and crashes 
frequently. I do not know how to and want 
to use Opera, and This computer doesn’t 
have Safari, so Google Chrome is my first 
and only choice. 

After effects To put my video together and add effects 
to it. This is relatively easy to use for the 
basic procedures but for advanced effects 
like explosions more time is needed, so this 
will not be used much. 

YouTube  I will use YouTube to search up After 
Effects and animation videos. I need to 
search them up at home because of safety 
mode at school, and the other difficulty 
will be from finding good videos, as people 
do not search up 3D modelling videos 
often. Tutorials cost money, and I am not 
willing to spend a large amount. 

Locations My personal preference on where to film. I 
can film outside the school to show the 
plane taking off, or I will just create a 
landscape in Maya. 

File format The best file format for a video like this. I 
have researched different ones and my 
computer plays Windows Media Player 
extremely well, so I will convert it into a 
wmv file. It also works on school 
computers so it is the best file format to 
play a video on. 

Video copilot A website that has many tutorials on After 
Effects and will help me in harder effects if 
I choose to use them, such as motion 
tracking, masking and fire effects. Most of 
the tutorials here cost money so I am 
limited to the lower quality ones. 
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Digital Tutors Tutors Mr Telfer has given me. These 
aren’t very useful as they don’t offer much 
of the help I need. However I may use a 
few effects in it. 

Autodesk Maya 2014 3D modelling software. It is a superior to 
Blender and has more options to model 
and create a vehicle or character. 
Animation is much easier than blender 
and it does not crash as often. 

Films Films with 3D animation, like Toy Story 
gives me a feel of how I want my video to 
look. The also show how the models move, 
whether they are stiff or springy and this 
helped me develop my idea. 

3D modelling websites These ones are dedicated to 3D animation 
and thus are more reliable than YouTube. 
They also do not cost much money, and 
show tutorials in an image and explanation 
method, or a series of videos. 

Photoshop I can use this to edit textures for my plane 
and add them on a template, which then 
can be imported back into Maya. 

 

Hardware Description 
School Computer I will be typing up my folio on this. The 

research I will do will also be on this 
computer, though it is limited due to 
blocked sites. 

Laptop at home I am using this for my 3D modelling. This 
is better for research as no sites are 
blocked and I can access everything. 

Printer I will use this to print out my folio. I need 
a lot of ink and paper as it will be 80 pages 
by the end. 

Second Monitor I will do my Maya work on this while 
researching on the smaller screen. Since it 
is much bigger, I will have 24 inches to 
work on and have a wider view of all my 
work. 

 

Other technologies/processes Descriptions 
Other students 
 

I can watch videos of past students to see 
what they have achieved and create 
something of that level. 

Earphones Noise cancellation as well as to listen to 
music in Major Work. 
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Google: This is a search engine that will help me find many tutorials I need. It sorts all the 
options by relevance and amount of times people have searched for it. This is useful as I can 
get information quicker, but also a detriment as not many people would search up “3D 
modelling of plane flying” so that would be harder to find. 

 

Evaluation: This is the universal search engine that is going to help me search up basically 
everything I need to know for my short film and folio. It sorts my query from most to least 
relevant so I will have an easy time getting what I need. 

File Formats 
I have researched file formats that I will use for my video, along with advantages and 
disadvantages. 

File Format Advantages  Disadvantages  
 
.wmv 

 

- Small file size. 
- Good quality picture 
- Compressed 
- Can be viewed on 

Windows Media 
Player 

- Cannot be edited. 
- Not compatible with 

Apple or Linux. 
- Not a standard web 

format. 

QuickTime 

 

- Extremely good 
quality. 

- Large file format 
- Widely used on the 

internet. 
 

- QuickTime is 
needed to play 
videos, but not many 
computers have it. 

- Costs money 

MPEG-1 

 

- Compatible with all 
DVD titles. 

- Low bit rate and 
small size. 

- Compatible with 
most media players. 

- Low quality 
- Better file formats to 

use. 
- Some DVD players 

don’t support 
playback. 

 
MPEG-2 

 

 
- Used to distribute 

movies over the 
internet. 

- High resolution. 
- Better coding than 

MPEG-1 

 
- Requires a licence. 
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Matroska

 

 
- Supports menus like 

a DVD and audio 
streams for 
soundtracks in 
different languages. 

- Available to all. 
- Supports any video 

format 

 
- Not universal on all 

media players. 
- You have to 

optimize media 
software for 
Matroska files. 

MP3 

 
 

- Low file size means 
a large number of 
music files can be 
put on the disk. 

- Easily be shared 
online. 

- MP3 files can be 
played by many 
devices such as 
Apple iPod or 
Windows Media 
Player. 

- Low audio quality. 
- Music piracy has 

increased due to 
easy distribution. 

- Susceptible to losses 
by viruses or 
malware. 

WAV 

 

- When it is 
reproduced it does 
not lose sound 
quality. 

- Files are easy to edit 
and process. 
 

- WAV files are very 
large and this makes 
them impractical for 
streaming online or 
transferring them to 
another device. 

AVI 

 

- High audio quality, 
- AVI is developed by 

windows so it is 
compatible with all 
Microsoft products. 

- Can be compressed 
unlike other 
audio/video formats. 

- AVI files can be 
very large. 

- If they are 
compressed beyond 
limits they lose video 
quality. 

JPEG 

 

- Most software 
support JPEG 
formats. 

- Supports 24 bit 
colour, enabling 
more than 16 million 
colours. 

- Adjustable quality 
by compressing or 
decompressing. 

- Images can lose 
quality when saved 
in this format. 

- Visual defects can 
occur in scanned 
documents. 
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Types of 3D Modelling 
3D modelling is generally connecting points with geometric data such as lines and curves 
with the purpose of creating a 3 dimensional wireframe model. It is popular in movies and 
gaming, as it breathes new life into characters that 2D modelling cannot achieve. It also adds 
realism to objects and vehicles, so it is a popular choice of animation the media industry. 
There are four different methods of 3D modelling developers choose from. 

 

Primitive modelling: 

A very simple method of modelling objects                                                                               
and involves the use of basic geometric 
shapes                                                                        
that are ready such as cubes, spheres and 
cones.                                                                      
This method is easy for beginners to start out 
with,                                                               
before they move on to bigger and tougher 
works.  

 

Non-uniform rational B-spline modelling (NURBS): 

NURBS are useful for people who want to make                                                                         
curved surfaces without using an excessive number of                                                            
polygons. It is controlled by control points and they                                                                
can be controlled and shaped easily. Smooth curves                                                                      
can be created using this method, and it is the most                                                           
popular across platforms. 

Subdivision modelling: 

This involves a simple polygonal mesh which                                                                                            
subdivision is added on to create new vertices and                                                                                           
edges. The model can then be shaped by stretching                                                                                                    
and pulling on vertices, faces and edges. Subdivision modelling                                                                                
is popular in games for mechanical items, or sometimes                                                                        
complicated enough for character models 
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Box Modelling: 

This is a technique in which cubes, spheres and other primitive                                                                          
shapes are used to make the basic shape of the model. They                                                                                       
are then used to sculpt out the shape of the model, using                                                                            
scaling and extrusion. It is a controlled and efficient process,                                                                                    
but it is arduous.                     

 

 

 

Types of Rendering 
3D rendering is the process of converting 3D models into 2D images to compile into one and 
make a video. It is like a live action movie except the models and characters are made in 3D 
modelling software. The rendering could add colour, lighting and images and can be designed 
to look like a picture or movie. Time is an important factor in rendering, so scanning every 
particle is wasteful. Different methods of rendering were developed. 

Batch render: 

Batch rendering is the process of rendering an animation by taking a sequence of images and 
saving them. The images are then imported into video editing software and put together. This 
process is similar to a render farm 

Scanline rendering: 

Instead of rendering the image pixel-by-pixel, it renders it per polygon. Scanline rendering 
techniques can achieve 60 frames per second. The main advantage is sorting vertices along 
the scanning plane which reduces the number of contrasts between edges. 
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Rendering Software 
When making a 3D video, it is essential that proper rendering software is used. 

RenderMan for Maya: 

Produced by Pixar, this is photorealistic rendering                                                                  
software that delivers intuitive tools for shading and                                                              
lighting. It can translate the majority of any Maya,                                                                             
with fur and hair effects, area lights and photorealistic                                                               
refraction effects for re-rendering. 

 

V-Ray: 

This rendering engine supports innovative rendering                                                            
techniques such as global illumination processes for                                                                  
path tracing and photon mapping. This is generally                                                                
preferred over conventional renderers due to its ability                                                                       
to render those techniques in highly photorealistic states. 

 

 

Video Tutorials 
YouTube:  

YouTube is a video sharing website with multiple tutorials on 3D modelling and animation. 
We can tell whether these videos are useful before watching them by looking at the like to 
dislike ratio, the number of views and comments. YouTube also allows me to share videos 
and tutorials with my friends which could help them.  

Evaluation:  

I have looked up many videos on YouTube, however only a few actually taught me what I 
wanted to know. A lot of the videos did not have many views, simply because not many 
people do multimedia and search them up. However, the ones I did see were useful and I 
learned a lot. 

Before watching the video, I considered the number of views, likes and comments. Since 
videos like these do not get much traffic due to lack of interest or the fact that people do not 
need to look them up, I settled for videos with over 5000 views. The like-dislike ratio was 
heavily skewed in favour of likes, so that was another plus. The comments usually ranged 
from people thanking the video maker to saying that it really helped them. 



18 
 

While watching, I usually selected ones with clear narration and understandable voices. 
People with strong accents or muffled voices were not good enough so I did not watch those 
videos. 

I have listed all the videos I have seen and my personal evaluation after watching them. 

Description Evaluation Image 
After Effects 
Motion 
Tracking 
videos:  This 
video displays 
simple motion 
tracking with a 
word on a 
person’s finger. 

This video is 
extremely helpful as 
the maker uses the 
KISS principle (Keep 
It Simple Stupid) so 
everything is basic 
and easy to 
understand. I learnt 
how to track an object 
onto a point. In my 
Major work I can use 
this to follow my 
plane before it takes 
off. 
 

 

Autodesk 
Maya 2012 
Tutorial-Model 
a simple soda 
can: 
This video 
shows how to 
wrap a texture 
around a 
cylinder. 

This video was useful 
in showing how to use 
cylindrical mapping to 
make the can seem 
genuine. I will use this 
method to colour in 
windmills. 

 

Animation 
using Motion 
Paths in Maya:  
This video 
showcased path 
based 
animation. It 
involved a box 
snapping to a 
wire and 
moving in a 
circle. 

I can use this to make 
my plane move. I will 
make long, elaborate 
shapes with the wire 
so my plane can fly 
gracefully. This 
method can also be 
used to make the 
camera follow the 
plane. 
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Animating a 
camera: 
This video 
shows how to 
animate a 
camera so it can 
follow an object 
or character. 

The narration was 
clear and easy to 
understand so I found 
this helpful. I will use 
this to make my 
camera follow my 
character in many 
angles. 

 

Tutorial: 
Animate a 
camera with 
aim, along a 
path in Maya. 
Building on 
what was done 
previously, this 
camera faces 
towards a fixed 
point while 
moving all over 
the object. 

Useful in making my 
camera loop around 
the plane, while still 
focusing upon it. 
Video was easy to 
follow and put into 
practice. 

 

Autodesk 
Maya Tutorial: 
How to 
export/render 
out files 
This video 
showcases how 
to take many 
pictures and 
export them out. 

As my video will have 
a lot of images, 
rendering it like this 
will take a lot of time 
and then I can put it in 
after effects and 
combine them. 

 

Autodesk 
Maya Tutorial: 
How to 
export/Render 
out files 
This video 
shows how to 
render images 
after a camera 
has panned over 
them in Maya 

As my video will have 
a lot of images, 
rendering it like this 
will take a lot of time 
and then I can put it in 
after effects and 
combine them. 
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Other Websites 
As I could not find all I needed on YouTube itself, I had to search other websites. Video 
Copilot was the first one that came to mind, as they have plenty of useful tutorials. I also 
looked up 3D plane to see how people make them and fly them. 

 

 

Description Evaluation Image 
Video Copilot – 
Motion Tracking 
This is by Video 
Copilot, who is 
usually very 
knowledgeable 
about special 
effects and 
editing videos.  

I decided to include 
them because they 
are very good and 
it’s easy to earn 
using their special 
effects videos as a 
reference. 

 
Video Copilot – 
Flight School 
This section 
shows tips for 
making realistic 
planes. It uses 
missiles, 
passenger planes 
and smoke trails. 
 

Since a lot of these 
sections cost money 
to get the full 
effects to make 
proper use of them, 
I don’t think it is 
very useful. The 
tutorials are free, 
however and I can 
use them as a 
reference while 
creating my model. 

 



21 
 

Kitchen Plane – A 
study with live 
action + 3D 
This is a video on 
Vimeo showing a 
toy plane flying 
through a kitchen. 

I will use this video 
as a reference while 
creating my video. 
As this plane flies 
through a kitchen, I 
will mine fly 
through a valley. 

 

Model a Spitfire 
War Plane 

This page has step 
by step images and 
description on how 
to model a plane. 

This is a fantastic 
page. It has a 
plane texture that 
is free to 
download, and has 
easy to follow 
images. I will use 
this to help me 
make my plane. 

 

How to master 
Maya modelling 
by making a 3D 

plane 
A helpful set of 

videos that 
showcase the 

model and 
texturing of a 

plane. 

Although this 
version is 2011, it 
isn’t too different 
from 2014. I would 
have been stuck 
without these 
videos, as the 
person speaks 
clearly and 
explains well. 
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Importing 
Camera data 

into After 
Effects from 

Maya 
This video 
expands on 

the one from 
YouTube and 
shows how to 
add a text into 
after effects 

with 3D 
objects 

This video was on 
Vimeo, and Vimeo 

usually has people who 
are very experienced in 
multimedia so I knew 
this would be useful. I 

will make the title 
sequence in my film 

this way.  

Maya to 
After Effects 

Workflow 
Tutorial 

This video 
shows how to 

transfer 
motion data 

to After 
effects to edit 

and add 
effects. 

A very useful video also 
on Vimeo that would 
allow me to create the 

jet engine fire behind the 
plane and add a sky 

behind it. 

 

Digital 
Tutors: I 

have received 
these useful 

tutorials from 
Mr Telfer 

 

This has some useful 
tutorials related to 3D 

modelling. I have found 
it interesting and it has 
helped me. There are a 

lot of them and so I have 
selected the ones with 
the most relevance to 

my project. 
  

How to make 
a DVD menu 

free –  
A video 

detailing how 
to make a 

DVD menu 

I found this video 
informative as I have 
never made a DVD 

menu, but this shows 
how simple it is. The 
program does all the 

work for you. 
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Effects 

 
 Smoke effects – This would create a sense of intense aerial cinematography, with the 

smoke showing how the plane has moved. This method could also be used to write a 
message in the sky. 

 Fire effects – My plane could use fire effects as it flies. This would devolve motion 
tracking with the fire coming out of the thrusters on the back.  

 Inside-the-plane – This would add in 2 more effects. I would have someone sit in 
front of a green screen and then add them in my plane. Considering that my plane is 
not a passenger carrier, they would most likely be the pilot and I would have to make 
them act accordingly.  

 Moving windmills – I wanted to do this solely for the purpose of adding something in 
the background. Windmills are simple to make and easy to turn. I could make a few 
and duplicate them all over my landscape. 

 Blur – As my plane would fly past it would create a blur. Similarly with the blades of 
the windmill as this would move very fast. 

 Wind – The wind would probably be shimmering across the windmills and planes, 
indicating air moving on them. 

 Heat haze – This would combine blur with the fire effect, making the area around the 
plane seem extremely hot. 

 Grass texture – This texture is in Maya and can be added on a large landscape, but it 
would take too long to render. What I would do is make a few landscapes and make 
my plane fly through different maps. The grass blades can be set, indicating a lush 
green area or an arid land. 

 Plane texture – This is just colouring my plane. I could go for simple colours or 
download textures to put on. 

 Glow effects – I could make light glow inside the plane to indicate people in there, or 
in a house next to a windmill. 

 Lighting – Lighting is vital, to set a scene or mood. I am intending to make my plane 
fly in the morning, so the light would not be directly at the top. 

 

Camera angles 
Camera angles in a film can demonstrate                                                                                
many different aspects of setting, characters                                                                           
and themes. The camera can show the                                                                                     
relationship between people and are important                                                                             
in shaping meaning, such as power, fear,                                                                                  
display of grandeur and large landscapes. 
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Extreme Long Shot – Taken from a long distance away and is used to establish a scene or 
setting.  

Bird’s eye view – Shows a scene from directly overhead, giving the audience a god-like 
feeling while viewing the film. 

High Angle – Not as high as bird’s view. The camera looks down on a character, making 
them small and powerless in the wide world. 

Eye level – A straightforward shot, about the height of the person or object. The audience is 
placed on equal footing with the character they are looking at. 

Low angle – These shots are useful to make characters seem taller than they are. They are 
used in many action films where the main character would be short (like Tom Cruise) and 
infuse a sense of power in the character and powerlessness in the audience.  

Camera Movements: 

Camera movements are also used in films to follow the action, to show the world around the 
characters and to shape different meanings in scenes. 

Crane Shot – This sort of shot is high angle, and is used to zoom out and end a scene or film, 
or can be used to start one by zooming in. This is done by a camera being put on a crane that 
moves up or down. 

Panning – This is commonly used to establish a scene by giving it a panoramic view. 

Tracking Shot – A tracking shoot moves on tracks and follows an actor or moves about in a 
room such as a restaurant. This is most commonly used in a scene where two actors are 
having a conversation and walking through a park. I can use this in my Major Work by 
making the camera focus on the plan and moving it along the side, so it will track and render 
the scene. 

 

 

 

 

 

High angle shot                 Low angle shot 
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Software analysis 
To make a high quality film, I needed good software. For my project, I intend to have a wide 
selection so I can pick the ones that are most useful and convenient. I have chosen to use a 
number of 3D software, as well as editing and text software. 

 

Research

• Autodesk Maya offers a sophisticated creative feature for 3D 
modelling, rendering, simulation and animation. Maya provides a 
large number of tools to get the job done, and is better than 
blender due to not crashing as often and having more options.

Research

• 3DS Max  is a modelling software much like Maya used for 
games, film and motion graphics. The modelling process is more 
forgiving than on Maya. It is easier to grasp with a powerful 
workflow.

Research

• Blender is a free 3Dgames software used for creating animated 
films and rigging effects. Alongside the usual modelling features 
like rigging and texturing it has an integrated game engine.

Research

• Adobe Premiere Pro is a timeline based video editing software. It 
supports high resolution editing and its design allows it to import 
and export any video formats. It can work along Adobe After 
effects, modifying and putting a video together before 
transferring it to After Effects to add special effects.

Research

• Adobe After Effects is used for creating motion graphics and 
special effects. It is layer oriented, which means audio; video and 
images occupy their own space. This makes it convenient to put 
them together. It can integrate with other Adobe software and 
even non Adobe software such as Autodesk Maya

Research

• Sony Vegas Pro 13 is an editing software with a broad set of 
tools. The effects are applied in an audio like paradigm - so they 
can be applied at any stage of the video. It also provides scripting 
technology, providing simplified workflow and greater 
productivity.
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Research

• Adobe Photoshop is a graphics editor used to edit, modify and 
transform images. It as a wide array of tools to use, such as 
cropping, lasso which can make custom selections, magic wand 
and many more. It can be used together with Autodesk Maya to 
edit textures or add them on a template.

Research

• Paint Shop Pro is a vector and raster editor for Windows. It has a  
realistic photo retouching tool, dozens of textures, quick preview 
and many other tools to use. This software is specially made for 
photographers to make a very professional picture edit.

Research

• Microsoft Word is a word processor run by Microsoft. It can create 
tables, borders and fill pages with colour. It is most commonly 
used to deliver reports, type out stories and generally anything 
that usually requires text.  It is available on all computers, even 
Apple MAc.

Research

• Pages is a word processor developed by Apple. It is an easy to use 
application that allows peopel to quickly create documents such 
as letters, resume, posters and outlines. Since it is only available 
on iOS and OS devices, an Apple product is needed to use this.

Research

• Windows DVD Maker is a program that allows you to easily create 
a DVD menu. It is available on all Windows computers and is very 
simple to use. It adds in text such as 'Play' and 'Scene Selection' 
and lets you burn it onto a DVD after that.

Research

• Adobe Encore also allows you to make DVD menus.  After they are 
created the user can transcode them into MPEG-2 Video and 
Dolby Digital Audio.
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Planes 
Since my Major work involved me flying a plane, I wanted to search up different kinds to 
make a decision on what I should make. 

Aeroplanes generally have curved surfaces which would be easy to model, and stiff wings 
and tail fins. Sea planes have floats under the fuselage instead off wheels, and that would be 
easier to make because I would not have to model them spinning. 

I have researched a few different kinds of planes here: 

Seaplane: The seaplane has wings right on top instead of the sides, and has plenty of curves 
to work with. It has floats underneath which would be easy to model due to their simple 
shape. It also has a propeller in the front that I can make spin like windmills; however I 
would have to model it taking off from water to make it realistic, so that is why I am not 
making a plane like this.  

 

Commercial transport plane: These are the planes you see at airports. They are very large 
with a lot of curve, especially in the front. They have a larger nose and it tapers out to a small 
end. The wings are very large and they lack the floats that seaplanes have, instead using 
wheels. I was thinking of making this, as I could add a passenger inside it using green screen. 
I decided not to use it as it was too big and I didn’t like the idea of making such a bland 
looking model. 
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Special purpose plane: A plane like this would be one that blows out smoke and writes 
messages in the sky. The ones I have seen have giant rotors on the wings and they are shorter 
and stockier than commercial airliners. To make this I would have to have smoke billowing 
out the back and maybe fly it in a way that it writes a message, which I do not have time to 
do. 

 

Military Plane: A military plane has wide wings and is smaller than a commercial plane but 
bigger than a seaplane. It is narrow and has a propeller in the front. I have chosen this plane 
because I have the textures for it and it looked the best out of all planes I have researched. It 
would fly through a valley to get to its destination to drop soldiers off, so it would not be too 
large. They have missiles on the sides, which can be made by extruding and shaping 
cylinders. The plane I have chosen to do is a spitfire, which has rounded edges everywhere. 
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Scenery 
I needed to make my plane fly in a landscape that was realistic and detailed. I wanted scenes 
where it would be against the sky, flying amongst the clouds. This would only be half of the 
scenes, however. I have chosen three different areas I would like my plane to fly in. 

Mountains: 

I wanted my plane to fly over the 
mountains, as military planes 
usually go to remote areas to 
backup soldiers and fly over 
mountains to get there. One of the 
inspirations for a scene like this 
was in Iron Man, where the fighter 
jets attack Iron Man in the sky 

above mountains in the Middle East.  

                           City: 

The next area I thought of was an 
urban area, namely a city. I 
decided on the plane flying above 
buildings, and perhaps land on an 
airport. For this I would have to 
model and texture many buildings 
however. 

 

 

Thunderstorms and Sea: 

To stay true to the military theme, 
the plane could fly through a 
thunderstorm, perhaps over the sea 
to deliver troops to the fighting 
area. I would need to animate 
choppy water, as well as rain and 
lighting for this. 
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Types of storyboards 
Storyboard Description 

 

A linear storyboard shows a 
sequence of events in a uniform 
format. It usually depicts movies or 
TV shows. 

 

A non-linear storyboard has no 
particular structure, and it usually 
shows the link between many things, 
such as stock prices and police. 

 

A hierarchical storyboard is made to 
resemble a home page that branches 
off into other pages. This is usually 
used for website design and a 
business organisational chart. 

 

A combination layout uses a blend of 
the storyboards described above. 
This one is combines Linear and 
Hierarchical together. 

 

Evaluation: 

All of these storyboards are used for different purposes. I need to use one that suits my 
project as this will give me and others greater clarity in what I want to achieve.  
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Location: 

For my project I wanted to test a suitable place to film, and luckily I had 2 places that would 
be perfect. 

My House – I don’t think filming in or near my house would be suitable for the scene I want 
to do, so no house shots.  

School – I was considering filming at school, due                                                                    
to the large area that it provides.                                                                                                  
I did not want to film inside as there would be                                                                             
interference from other students and                                                                                       
wouldn’t fit my scene. I considered                                                                                           
Koola Avenue as it can work as a take-off strip for my plane.     

In the end, I decided not to include real life places, but I modelled the runway after Koola 
Avenue. 

 

Video recording software: 

As part of my multimedia major work, I am required to produce a 6 minute video detailing 
how I created my models and how they move in the scene. For this, I decided to download 
screen recording software, so I could easily show what is happening on screen. 

Description Picture 
Microsoft Expression Encoder – Comes 
with a  built in screen recorder, this 
records the screen without lag and puts it 
in Expression Encoder, in which you can 
make edits to it and import it into a file.  
 

 
CamStudio – This is free screen recording 
software released by Microsoft. It records 
video in AVI format, automatically pans 
the screen, highlights and follows the 
cursor, records with sound and adds text.  
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EzVid – EzVid is a screen recording 
program that allows you to edit videos and 
lets you create slideshows by splitting 
recordings and adding text. This is usually 
used by gamers to record their game and 
add music to it while playing.  
 

 
 

ScreenR – ScreenR requires Java to work 
and involves recording your video without 
actually downloading the program. It 
shares the recording online to YouTube or 
can also be exported to MP4. 
 

 

Rylstim – This just records you screen 
after you press start. It is a very basic 
recorder and does not record sound. It is 
used by people who only want to record a 
video and nothing else. 
 

 
BlueBerry FlashBack Express Recorder – 
This lets you record yourself with your 
webcam as well as record the screen. It 
can be exported to an AVI file format after 
recording, or be edited to resize the 
webcam video. This is commonly used by 
gamers when they stream videos live on 
websites like Twitch.  
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Rendering Types: 

For my project I must choose a rendering type that will be quick, easy and have no loss in 
quality. Rendering depends on what program I am using. It is different for programs such as 
Maya and Adobe After Effects. These are the rendering types I have found. 

Batch Render – Batch render is an efficient tool that allows you queue up several views 
from different files which speeds up the rendering process. This is available in Maya and can 
be used to quickly make a video by using images. 

Baking – Baking an animation makes it simple to export. Complex rigs are usually baked, as 
they have many control points and helpers. It is better to delete them and only keep the part 
of the rig that affects the whole object deformation. Baking textures involves creating 
textures based on an objects appearance on the rendered screen. 

Programs like Adobe After Effects involve compressing and combing all the audio, graphics, 
lighting etc. in a video to be exported into a video file format after it is completed. 

Textures: 

For my plane I need to create and add in textures.  A well-made model is impressive, but 
without colours and vibrancy to bring it to life it is very dull. Texturing involves UV 
mapping, texture baking and generating the image. 

UV mapping involves spreading out every edge and vertices, so that you can see where each 
pixel lies and dictate exactly what part you will be colouring. This also involves exporting the 
picture into Adobe Photoshop, colouring and adding textures in then sending it back and 
applying it to your object.  Maya also has natural textures to brighten, add colour and texture 
environments.  

Texture Image 
Grassy Texture 

 
Mountainous texture  
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Plane texture 

 
Brick texture 

 
 

 

Evaluation: 

I wanted to make a plane that would be easy to model and not have anything extraneous 
expected, such as a seaplane needing to land on water. I liked the idea of a Spitfire because it 
had many curves and seemed easy enough to model. 

I looked up many screen recorders, textures, software etc. that I wanted to use for my video. 
First and foremost I looked at availability. If I could easily get my hands on it without 
needing to pay, or if it was good quality I included it. I found almost anything I needed online 
and resources such as tutorials helped me immensely. 

I believe overall this has been useful to me as it has increased my knowledge about Maya, file 
types, textures, rendering etc. These have given me a huge boost in making my project. 
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Selection and Justification 
Hardware 

Laptop – MSI Apache Pro  

- Processor: Intel Core i7 Processor 
- Operating system: Windows 8.1 
- Memory: 8GB RAM 
- Hard Drive: Up to 256GB Super Raid + 750GB HDD 7200rpm 
- Monitor: 15” HD 
- Keyboard: SteelSeries 103 Keys 

Justification –  

Using this high speed laptop with 8GB RAM is vital for what I will use it for in my project. 
My computer runs Autodesk Maya, Adobe Premiere Pro and Adobe After Effects smoothly. 
It is fast and effective so this is what I have chosen to do my work on. 

Second Monitor 

- Size: 24” HD 

Justification –  

This allows me more space to work with and multitask.                                                      
While I work on my project I can look up tutorials.                                                               
The second monitor will be more beneficial for 3D modelling                                                 
as I have a larger space to work on. 

 

Toshiba 931 GB 

- Connector: USB cord 
- Operating System: Windows 
- Storage Size: 931 GB 

Justification –  

I need a portable hard drive as I do not have a regular USB, and this suits my purposes 
because as well as carrying my project and folio it contains tutorials I am going to use. I have 
2 Hard Drives, so I just used the newer one as it has more space and my old one is filled up. 
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Earphones 

- Ear hooks: I find many earphones uncomfortable, and 
these will keep them from slipping off. 

Justification –  

These are the only pair of earphones I have, and they have 
ear hooks because most earphones fall off my ears. I will use 
these as I don’t want music blaring loudly in my house. This 
will also cancel noise when I am watching videos in class as 
my classmates are loud. 

Mouse 

- 5GHz: More stable frequency. 
- Manoeuvrability: Wireless and mobile 
- Shape: Curved and comfortably fits in hand. 

Justification –  

My Rapoo 5G mouse offers more manoeuvrability than the touch pad on the computer. It fits 
comfortably on my hand and has a long battery life so it will serve me for months. It is more 
stable than a lower frequency mouse and I already bought it when purchasing my laptop, so 
that is why I have selected it.   

Printer 

- Model: HP Photosmart B110 series 
- Operating System: Windows 2000 to Windows 8.1 
- Connectivity: Wireless Connection 

Justification: 

This is the only printer I have and it works well.                                                                                                               
It can operate as a scanner and a printer. It is wireless                                                                                              
which means I do not have to connect it using a USB cord.                                                                                 
I prefer this over my other one because that one doesn’t                                                                                        
work with Windows 8.             
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CD 

- Regular DVD 

Justification – 

I have chosen to present my work on a DVD due to the fact that I do not have a spare USB to 
give and I have an abundance of CDs at home. It also looks better than handing my work in 
on a small device. 

 

 

16/06/15 “Behind the House” 
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Autodesk Maya

• Justification

• I have worked with Autodesk Maya in the Academy of Interactive 
Entertainment, and it has proven to be very interesting and challenging. I 
wanted to use this because of the quality of work I can produce and the 
fact that 3D modelling is highly regarded in the HSC and may even get me 
an Ind-Tech nomination. I am proficient enough in Maya to model and fly 
a plane with windmills in the background. I have researched many videos 
and decided that this is what I will use for my Major Work.

Adobe Premiere Pro

• Justification

• I have experience in Adobe Premiere Pro, and I also own the CS5 version. 
With this, I can add audio to my film and put it together, then transfer it 
to after effects. This is very useful in putting together many images, which 
is what I will be rendering.

• The main reason I am 
even going to use this 
is because I find it 
easier to manoeuvre 
than After Effects for 
audio, so this is why I 
have selected it.  

Adobe After Effects

• Justification

• I have decided to use Adobe After effects due to it being able to integrate 
rendered images from Maya. I plan to use this to put the images together, 
add backgrounds, flares and a few other effects I can’t in Maya and 
Premiere Pro.

• I can make almost anything happen in After effects, such as lightning and 
rain, so this wide array of features has led me to include this as well.

Adobe Photoshop

• Justification

• I have chosen Adobe Photoshop for its image editing qualities. The reason 
I want this is too take a UV snapshot of my plane and send it to 
Photoshop, which would then allow me to unfold it and texture it 
however I want.

• I have access to the CS5 version, which isn’t very different to the newer 
version. I like Photoshop due to its versatility in texturing and editing 
images. This is why I have selected Photoshop to colour my plane.

Software 
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Microsoft Word

• Justification

• This was chosen simply because I needed something to write my folio 
on. Microsoft word has tables and border edges which would make my 
folio look better. I do not have an Apple laptop so I can’t use pages. 

• Notepad does not have access to many of the features Word has so 
that was not something I wanted to use.

• I am used to and know how Word works, so I have chosen this to write 
out my folio.

Genius Scan

• Justification

• Genius scan is an app that scans images that can be sent to computers 
through E-mail. This is a substitute for a scanner, as mine was not 
working when I made my prototype sketches.

• It did give an acceptable quality to my images as it is an app. Since this 
can be considered a backup of sorts, I have decided to include this.

Microsoft Expression Encoder

• Justification

• Expression Encoder was the first screen recorder that did not lag, and it 
allowed me to easily import to Adobe Premiere Pro, so I have decided 
to use this.

Adobe Encore

• Justification

• I used Adobe Encore because I didn't have access to Windows DVD 
Maker. The quality of the menus found in DVD maker were not to my 
standard, so I decided to make my own so I could have more creative 
freedom.



40 
 

Modelling Selection 
Plane type: 

For my Major work, I have selected the Spitfire as my plane model. I have chosen this 
plane due to its numerous curves and that I like war planes. I liked its design and that it 
has a propeller. The propeller was good because I learnt how to animate an object turning 
so this would be a good test of my skills and add a bit more. 

I didn’t want to add numerous windows like in an Airline, so this was another bonus to 
choosing this type of plane. The tutorials I have viewed all model a fighter jet or a war 
plane, so I decided that this was the most popular kind of plane. I could find more videos 
with planes with propellers and wide wings and the proportions of a Spitfire than any 
other kind of plane. 

A Spitfire can fly very high therefore this was one thing it had over the seaplane. I would 
have had to model moving water and waves with a seaplane, but with a Spitfire I can just 
model it on solid ground 

I have downloaded textures of a Spitfire and am using it as a reference, because it was the 
only one available. Fortunately for me I was leaning towards that kind of plane. 

 

This orthographic view is how I am aiming to make my plane and drawings look like. I 
am predicting that the final product will close to this: 
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Scenery: 

I have decided to use the mountainous scenery, as this will be the easiest to model. I have 
learnt how to create mountains easily, so I will create many different scenes. On the 
mountains I can add a few houses to add to the overall scene. I find this more convenient than 
learning how to animate water and lighting and less time consuming than creating numerous 
building. I am planning to add a grass texture to them, as I believe they will look nicer and 
will not be as complex and diffiult as making a rocky surface. 

Types of modelling: 

From my research, I have found out that the best way to make my plane would be a 
combination of box modelling and subdivision modelling. My plane will be made using a 
simple box, and I can sculpt and extrude it using orthographic views of a plane as a reference. 
Subdivisons will be made on the plane so I can extrude and scale different sections. This will 
allow me to shape it from different sides to make it look more like a plane. 

Effects: 

I decided to use these effects in my video: 

 Grass texture 
 Plane texture 
 Motion blur 
 Windmills 
 Lighting 
 Glow effect 
 Motion paths 
 Modelling 
 Tracking 

I chose these effects because they were pertinent to my project. The textures would give the 
plane and mountains a very realistic look, and this would be enhanced by the lighting I have 
used. I have decided to use motion blur to show the speed of the propellers on the plane and 
on the windmills. A glow effect would show the sun in the area and help brighten up certain 
aspects of the landscape. Tracking would allow me to add my student number and any credits 
to my video. 
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Development of Ideas 
While deciding on what to do for my Major work, I needed to have a clear idea of what 
effects to incorporate. 3D, 2D animation and short film were all things I was interested and 
willing to do. Due to time constraints and difficulty of incorporating them all together, I 
decided to focus on one of them only.  

I had originally decided to do Adobe Flash animation, as I did not have much experience with 
3D modelling. I was interested in having an animal interact with real life people. It would 
walk along the table in class and climb onto my hand. I found this too hard and regressed it 
into a ball that would roll. I was unhappy with how things were turning out, so I swapped to 
3D animation after going to the Academy of Interactive Entertainment (AIE) I gained more 
skills in Maya. 

I wanted to make a vehicle because that would be easiest to make, and I had also made a train 
model at AIE, so I had an idea of what I wanted to do. I considered making it as quirky as 
possible, to differentiate it from past Major works. However, animating a 3D face, hats and 
other assortments onto a vehicle would be extremely time consuming and hard, so I scrapped 
that idea. 

My first idea was to create a plane flying over a valley with windmills. The idea behind this 
was that I knew how to make the windmill blades work, so I could also incorporate that onto 
the rotors on the plane. I need to make it take off and land to get a high mark. 

I was debating between a plane and a helicopter, as a plane would be easier to model but a 
helicopter’s spinning blades would be more noticeable. 

As I developed my plane idea, I decided I wanted to try to incorporate real life footage so I 
would get better marks. My end result would hopefully be a video with 3D animation that 
would blend well with live action. 

Later on I decided that would take up too much time, so live action was out. 

This would mean I would have to venture into areas I never have gone into before, like 3D 
animation but this would help me develop my skills for future projects.  

After considering all this, I kept adding new ideas every week as I found them interesting. 
Not all of them would be doable, so the ones I have selected above would be what I am using. 
I decided right from the start there would be no focus on any story as that would not help in 
terms of marks, though I wouldn’t make it too confusing to watch. 

I began working on my model, but I changed it around to a war plane instead of a regular 
passenger plane because it was more interesting and I couldn’t find good orthographic views 
of other planes. 
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I considered using 
green screen to add in 
one of my friends on 
the plane, and decided 
not to add any dialogue. 
The camera would 
zoom in and display 
them sitting in a seat. I 
have textures of a plane 
that look very realistic, 
and would hopefully 
look like the one here. 

 

Final idea: 

My final idea involves a plane taking off a landing strip in a lone location early in the 
morning. The video will follow this plane as it flies above mountains and through valleys. It 
will also showcase a well-made house with a windmill. In the end, the plane will fly up into 
the clouds and towards the sun, while the video fades out. 

Sketching and Ideas 
Before modelling my plane, I wanted to sketch some rough designs before I actually made it. 
These ranged from different views to added items such as missiles and shape of the plane. I 
used a pencil and paper to quickly draw some rough ideas for my plane. I plan to draw proper 
sketches once my plane’s shape properly comes out on Maya. 

First Model 

The first version of my model was 
a very simple sketch that showed 
the front, top and lateral side. It just 
had the wings and the cockpit. I 
made the nose very rounded and 
the fin at the back very thin. Since 
this was my test drawing, I just 
wanted to make the most basic 
sketch before improving on it in 
subsequent designs. 
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Second Model 

This version of my model was had 
more added to it. I made the 
wings longer and sleeker while 
adding missiles to them. The nose 
sloped downwards and the back 
curved up. The tail fin was still 
thin so I made it pointer. The 
shade at the bottom left was due 
to the scanner messing up. 

 

 

 

Third Model 

My final sketch was what I plan to 
make my plane look like. This isn’t 
my final drawing when it looks 
extremely detailed, but this I what 
I’m going off of. I removed the 
missiles because I felt they took up 
too much space. The back fin is 
much more curved and all the wings 
are much wider than before. 

I made four drawings because I 
wanted to show its look when flying 
and on the ground. The wheels are a 

bit rough as I didn’t know how I wanted them to look. I added smaller wings at the back 
because it looked better and would assist in aerodynamics of a plane like this. 
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These are parts of my scenery. I plan to add in 
mountains with grassy textures, and the mountains 
will be laid down in many different ways, as 
shown above. They will be placed as mountain 
ridges, valleys and surrounding each other. I plan 
to add in a small house next to a windmill on a 
mountain as the plane flies past. 

Evaluation: 

Although these sketches are very rough, they gave 
me a base frame to work on when making my 
model. I do not intend for these to look like the 
final product, but this should give me and others a 
good idea of what I am going for in my Major 
work. 
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Concept storyboard 
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Final Storyboard 
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Evaluation:  

The storyboard gives an idea of what I want. The opening shot would be revealing and 
displaying the plane, and then track it as it takes off. A series of shots, including long 
distance, high and low angle shots would be used to capture the plane flying across the sky. I 
intend to have it flying past a windmill and even a house with a glow inside it. 

On my storyboard, I have drawn pictures as well as added a description underneath. Below 
the description is the camera angle and sound in that current scene. 

This storyboard was just a test before I submit my real one, with sophisticated drawing, and 
labelling. I would make the tables on the computer, print it out, draw on it with pencil and 
then pen and send it back in. Since my printer works better than an app, it would look better 
once I get it fixed. 

My real storyboard involves templates downloaded from the internet, drawn on by pencil and 
redrawn by pen. It is much shorter than the practice storyboard because I know exactly what I 
want the plane to do and thus could wrap it up in a shorter amount of time. I believe it is 
reasonably easy to understand, with the shot and description below. 

 

 
16/06/15 “Tracking Shot of Plane” 
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Modelling and Testing 
Before I started making my model, I went on Maya and started testing each model, along 
with practice animation and renders. I made a test model of a plane before making the real 
one to get a feel for the size and shape. This is an image of the test plane. 
 

I made the basic shape my subdividing a cube into multiple parts and extruding it to make a 
crude plane shape. I then tested animation using motion paths. I decided after that I would use 
motion paths because they would provide smooth animation. 

I tested the banking of the plane as well, to give it a more realistic look. 
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Design and Modification 
Prototyping and testing are both crucial in order to produce a successful and polished 
project. Throughout my major work I have made many changes, due to time restraints, 
general look of the  project and simplicity. 

Modification Reason Picture 
I had changed my row 
of buildings to just a 
single house and 
windmill. 

It would not look 
appropriate for my 
scene and I preferred 
to use windmills to 
show off the motion 
blur. 

 
I changed my plane 
texture. I swapped the 
dark blue look with a 
winter camouflage one 
with bumps all over that 
made it look realistic 

I did this because I 
preferred the new look 
of my plane, as the 
blue hue made it look 
very bland. 

 

 
 

Evaluation: 

I have not changed my idea a great deal. The most I have changed is just the aesthetic 
look of my project. The buildings were originally supposed to be in the scene where the 
plane takes off, before I decided to have the plane take off in the wildnerness instead of 
an airport. The plane was changed to a camouflage texture as shown above to make it 
look less unprofessional.  
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Project Management 
Finance plan 

I need to set up a finance plan for my major work. I will do this by listing all of the materials 
I will be using and entering the price I believe they will cost. After getting the products, I can 
input the actual cost. I can then see how much I have saved. 

My budget plan for this is $2000. I have a job so I can finance my project and if need be work 
extra hours to pay for the equipment I need. 

Material (software, 
product) 

Supposed Cost Actual Cost 

Autodesk Maya 

 

$3,495 Free 

Adobe Premiere Pro 

 
 

$299 Free 

Adobe After Effects 

 

$350 Free 

Adobe Photoshop 

 

$49.99 Free 
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Microsoft Word 

 

$144 Free 

Genius Scan 

 

$6.99 $6.99 

MSI Apache Pro 

 

$1700 $1700 

16 GB RAM 

 

$100 $85 

 

Proposed Cost: $6144.98 

Actual cost: $1791.99 

Amount saved: $4352.99 

Evaluation: 

I am fortunate that I already had most of the software and materials available to me for free. 
This meant that I did not have to pay outlandish amounts for everything. The computer I 
bought because I did not have one and as I need to do research and work for other classes as 
well as multimedia, I found it prudent to invest in an MSI Apache Pro which is a very high 
quality laptop with a good graphics chip. I invested in 16GB RAM so that I would have more 
memory and faster access to work on my laptop. Genius scan was already bought by my 
father on his iPad, but I do not need to use it anymore now that my Printer is functioning. I 
believe that I have made worthwhile investments to further my multimedia work.
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 Term 4 2014  
Week 

Term 1 2015  
Week 

Term 2 2015  
Week 

Term 3 2015  
Week 

Objective 1 2 3 4 5 6 7 8 9 10 11 1 2 3 4 5 6 7 8 9 10 11 1 2 3 4 5 6 7 8 9 10 11 1 2 3 4 5 6 7 8 9 10 11 

Statement of 
Intent 

                                            

                                            

Folio                                             

                                            

Research                                             

                                            

Development 
of ideas 

                                            

                                            

Modelling + 
Animation 

                                            

                                            

Project 
Management 

                                            

                                            

Design 
Modification 

                                            

                                            

Rendering                                             

                                            

Timeline                                             

                                            

Finance Plan                                             

                                            

Record of 
Production 

                                            

                                            

WHS                                              

                                            

Evaluation
  

                                            

                                            

Proposed Time Plan Actual Time Plan 

Time Plan for project 
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Evaluation: 

I believe that I have managed my time well. I did not get to complete most of the parts of the project as quickly as I would have liked, but when 
making the proposed time plan I didn’t fully consider commitments to other subjects. Regardless, I have completed my project in the time limit 
and am satisfied with what I have made. 

Time Plan for Scenes 

 Term 4 2014  
Week 

Term 1 2015  
Week 

Term 2 2015  
Week 

Term 3 2015  
Week 

Objective 1 2 3 4 5 6 7 8 9 10 11 1 2 3 4 5 6 7 8 9 10 11 1 2 3 4 5 6 7 8 9 10 11 1 2 3 4 5 6 7 8 9 10 11 

Modelling - 
Plane 

                                            

                                            

Modelling – 
Environment 

                                            

                                            

Modelling - 
House 

                                            

                                            

Modelling - 
Windmill 

                                            

                                            

Scene 1 -
Rendering 

                                            

                                            

Scene 2 - 
Rendering 

                                            

                                            

Scene 3 - 
Rendering 

                                            

                                            

Proposed Time Plan Actual Time Plan 
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Record of Production 
As I made my model I took screenshots to record my progress. It can be seen to start of 
relatively simple and then finally turn into something impressive. I had to model it carefully, 
as any part of the plane breaking or being unstable could cause my entire project to be ruined. 
I had to pay close attention to every detail, and subdivide many vertices, add as many edges 
as possible so I could finely 
manipulate the shape.  

16/10/2014 

I put cross section images of 
a plane that I would closely 
model mine after. I extruded 
and shaped a single cube 
until it became the shape 
seen on the right. 

I was aware that my plane 
would not have the exact 
same propotions as the one I 
was modelling it after, so I 
was open to it being slightly different.  

 
16/10/2014 

Once I was satisfied with how 
the fuselage looked, I 
smoothed it out and gave it a 
curved shape, like most planes 
have. This was relatively easy 
and served to add realism to 
my design. Smoothing it out 
also helped me spot any errors 
I might have made, as this 
displays edges and vertices 
that are not connected. 

 

 

 



57 
 

4/11/2014 

It looked good, so I measured it 
against my picture and 
modelled the tail fin. I also 
extruded the bottom to add the 
air intake, currently a basic 
design for it.  

It was now that I deleted one 
half of my plane, so I could 
make it a special and duplicate 
it. This meant that whenever I 
modelled one side, the other one 
did the same. This saved me a 
lot of time trying to make the 
sides equal and sped up my process. 

 

 

6/11/2014 

I started modelling the wings. 
This involed carefully 
modifying the sides of the 
plane, bringing the sides closer 
and shaping it into a general 
oval shape.   
 

 

 

I modified the shape a bit more 
until it resembled the one 
above. It was a simple task to 
extrude the wing as shown left. 
I tapered out the edges by  
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12/11/2014 

After I modelled the wings, I 
did the same to the back of the 
plane to add the tail wings. I 
enlarged the small area around 
the wing to give it a sort of 
“sleeved” look, and extruded 
the top to create the cockpit. 
The cockpit had to be shaped 
like an arch, so the verticies 
were shaped like a semicircle. 

I decided that this was a good 
look for my plane, even though 
it was smaller than the design I’d 
based it off of. 

2/02/2015 

After a long break I resumed 
my plane. I didn’t like how 
basic the air intake looked so I 
remade it. I deleted it, then 
extruded it let again in a curved 
box like shape. I made a hole in 
it and extruded that all the way 
to the back. Once I was satisfied 
I connected the vertices. 

 

15/02/2015 

I brought the vertices closer at 
the front of the plane, so that 
the nosecone could sit 
comfortably on it. The 
nosecone was a circle that was 
extruded and widened until I 
was satisfied. 
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20/02/2015 

Next I created the propellers. 
This was done by  flattening 
and sculpting a cube, then 
twisting it until it had the 
curve that propeller blades do. 
I then placed this on top of the 
nosecone. I then duplicated it, 
and rotated it 90 degrees. I did 
this with thenext two until it 
looked like it did on the left. 

 

27/02/2015 

I added textures to my plane 
using Hypershade. I created 
the wing flaps my dislocating 
the back of the wings and 
pulling them out, as shown by 
the green on the plane. I 
coloured in the cockpit and 
made it transparent. 

 
1/05/2015 

I decided to make the exhaust 
for the plane. I extruded and 
twisted a cylinder as shown 
on the right. I then duplicated 
it many times over and 
attacthed it to the plaen 
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1/05/2015 
I completed the plane, adding 
guns to the wings by lengthening 
cylinders and making them 
smaller. I created the wheels 
using spheres and attached them 
to the plane using cylinders. 
When making the plane fly, I can 
remove the wheels. 
2/05/2015 

I made the windmill by creating 
a circle, and extruding and 
shaping it. I am planning to put 
the house right next to it and 
place it on a grassy mountain.  

I encountered a bit of trouble 
making the top, but that was 
rectified by using a cone. 

I made the propellers by 
extruding a circle for the stand and 
sculpted it. I made the propellers 
by lengthening jand flattening 
squares. They work very well. I 
managed to make the propellers 
speed up by lowering the number 
of frames needed. 

 

5/05/2015 

I made another environment, this 
time a snowy mountain. I was 
able to get a height map and a 
matching texture off a Maya 
website, and the plane will be 
flying through the valley 
between the mountains. 
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12/05/2015 

I added a brick texture to the walls of 
the windmill and a wood texture to the 
roof. I had to unwrap the model on a 
UV plane to accurately put the texture 
on the windmill.  

 
 

12/05/2015 

I decdied to add a camouflage texture to 
my plane, as the previous one was not 
good enough. I turned the flaps a dark 
blue, and used a snowy camouflage 
colour to the whole plane. I used 
cylindrical mapping for the fuselage, and 
planar mapping to spread the colours 
evenly on the wings. 

 

12/05/2015 

This is a picture of what the plane looks 
like when it is flying. It is currently 
banking and the motion path is visible as 
the blue line behind it. The camera’s aim 
is projected inside the plane so that it can 
follow the plane wherever it goes.  

 

 

30/05/2015 

I made the house by creating a 
rectangle and making it smooth to 
create the sloping roof. The door and 
window was creating using cylinders. 
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30/05/2015 

I added the roof to the house by 
duplicating the top faces and 
extruding them to make them thicker. 
I also made a dormer for the roof to 
make it look better. 

 

 
30/05/2015 

I coloured in the house using a 
mixture of brown and red textures. I 
tried to make it look as close to a 
farmhouse as possible, so that being 
on the side of a hill would look 
natural. 

 

 

 
8/06/2015 

This is a render of what the house 
and the windmill look like together. 
They are on the mountain with the 
grass texture and the plane can be 
seen flying. 

 

 

 

 



63 
 

12/06/2015 

To give my video a more realistic feel, I 
began creating rocks to place on my 
mountains. This was done by using a rock 
texture, and then bump maps, which 
rendered the dark bits and shadows as 
indentations, mimicking real rocks. 

 

 

21/06/15 

I created a sun using a sphere and raised the 
incandescense to the maximum. My plane 
will fly though this at the end of the video. 

 

 

 

21/06/15 

I made another environment, this time with 
an evening texture. I intended for my plane 
to be flying the whole day and be viewed 
and dawn, midday and evening. 

 

 

 

21/06/15 

I imported all the images into Adobe 
Premiere Pro and started rendering. The 
picture shows me tracking the title into the 
video. 
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26/06/15 

I used the windows DVD maker to test 
my footage in a DVD menu. I was able to 
cycle through many differents tyles until I 
found one I liked.  

 

 

 

 

11/07/15 

I resized my composition to make it more 
appropriate for a wide screen and touched up 
the fine details and the tracking. I then added 
music to it. 

 

 

30/07/15 

I created a DVD menu in Photoshop, and 
converted the buttons into smart objects. I 
was then able to import this image into 
Adobe Encore and link the “Play” button 
to the beginning of my film, and the 
“Extras” button to the six minute video.  
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WHS and Safe Work practices 
The two locations which I will be modifying my folio and film will need to be as safe as 
possible. I am working on my film and folio at home, and will also work on the school 
computers in my multimedia class.  

At school, the risk would likely be very minimal as it has many children so their safety 
would be the number one priority for the department of education. At home my desk is 
optimised for my convernience and no one else uses it. Since I am very careful and keep 
my workplace neat, there isn’t a lot of danger at home either. 

Although these locations are low risk, I still will be identifying and correcting any unsafe 
work practices to avoid any injury. To classify all the problems I could encounter or 
might occur, I have drawn up a table, also known as a risk matrix to evaluate the safety of 
my workspace. 

Consequences Likehood of it occuring 
 Very Likely Likely Unlikely Very Unlikely 
Severe (Kill or 
cause 
permanent 
disability) 

1 1 3 4 

Significant 
(Serious injury 
or long term 
illness) 

1 2 3 4 

Moderate 
(Medical 
attention and 
several days off 
work) 

2 2 3 4 

Minor (First aid 
required, back 
to work in 
hours) 

2 4 5 6 

Negligible 
(Little to no 
medical 
attention 
required) 

3 4 5 6 

 

My rating system goes from 1 to 6, with the lower the number the more management is 
required. 
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Priority Risk scale Action with in  Reason 
1 Severe 1-24 hours Very high scale 

injury which could 
cause loss of body 
part, physical or 
mental impairment. 

2 Significant 7 days High scale injury or 
illness. 

3 Moderate 14 days Moderate injury 
requiring medical 
attention. 

4 Minor 1 month First aid treatment 
with very minor 
injury. 

5 and 6 Negligible None No injury. 
 

Safety signs in classroom: 

  

 

 

 

 

 

 

 

 

 

 

 

 

 



67 
 

Hazards Present in Workplace 

Wiring 
Tangled and unsafe wiring can present a myriad of 
problems in the workplace. During work, the 
computers and cords heat up due to long periods of 
power use. This can lead to dangerous hazards such 
as a fire due to frayed cords, and if the wires are tied 
down it could lead to friction which would expose 
the metal wires underneath. This would cause sparks 
and electrocution danger. 

 

Stray wires could cause people to trip over them. 
Depending on where they fall, the injury could range 
from a minor bump to breaking a bone. Tripping over 
the wires can pull them out of their sockets which 
would turn the computers off and lose all progress if 
it hasn’t been saved. 

 

I would classify this as a 5 to 6 on the risk scale because any problems can be easily 
avoided by solutions implemented. 

 

Solutions I would suggest are cable tying the wires to reduce the amount of fraying and 
exposure. The computer rooms already have fire extinguishers to take care of fires that 
could occur. I would avoid using very long wires or tie them up close to the wall to 
prevent people tripping. At home I keep my room neat and my cables under my desk right 
next to the walls to minimise risk. 
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Ergonomics 
Ergonomics is very serious in a workspace and is taken into consideration in every job and 
environment. Since I usually work on the computers, I can face potential injuries and 
problems such as cramps, RSI and headaches. I need to take all these into consideration and 
devise solutions to solve these 
problems. 

Short Term: 

- Headaches 
- Cramps 
- Discomfort 
- Tiredness 

Long Term: 

- RSI 
- Arthritis 
- Back aches 
- Migraines 

 

 

This would be a 3 on the risk matrix, as this is of 
moderate concern to people working on computers. 
Sitting at the computer for too long is easy enough due 
to amount of work, mail, social media and other 
websites. 

Thereare different ways we can take care of this 
problem. We canty have ergonimically correct chairs at 
school and teach children about good posture and how 
to sit on the cvhair without suffering any discomfort or 
problems. 

Another solution is to take a break from the computer 
every 15 minutes to rest your eyes and stretch your 
limbs. Organize a schedule in which you can take 
breaks so that you don’t end up with cramps. 
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Lighting 
Inadequate lighting in the workplace can be a problem, as it can lead to 
the straining of the eyes and generally a less productive office as workers 
would not want to do their jobs in poor lighting. Furthermore, this can 
lead to people not seeing where they are going and tripping or falling 
over objects in the darkness. 

I would class this as a 5, perhaps even a 6 as this problem is easy to 
solve. Opening blinds can add light to the workplace, as natural light is 
easily accessible. Broken bulbs can be replaced and it is as simple as 
turning the switch on. 

A mixture of natural light and artificial light would be the most optimal 
for the workspace, and a plan to replace broken bulbs or call electricians 
if the power turns off or is faulty. A mix of sunlight and light from bulbs 
can make the workspace very bright, with sunlight having the added 
advantage of having Vitamin D.  

 

Obstructed Passageway 
When working in an office or a classroom, it is imperative that the workplace is clear of any 
hazardous or obstructive materials.  

If the pathways are blocked, this could become a hinderance and an annoyance for workers. 
This, combined with poor lighting can cause it to become a hazardous environment. 

This would lead to workers tripping and falling over such 
objects and they could badly hurt themselves by falling on hard 
floor or edge of tables. 

This would be classified as a 3 on the risk matrix, as being in a 
school this is very likely to happen due to students being messy 
and throwing their bags around. The most dangerous thing that 
could happen inside the classroom is hitting your head on the 
table when falling.  

A simple solution to this problem would be to have everyone 
put their bags and other items next to them under the tabble or 
on top of the tables. Any bags on the ground can just be put 
away. 
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Ventilation and Temperature 
Ventilation is very important in the workspace and school as it can affect the attitude and 
progress of work of the individuals. If it is a hot and/or humid environment workers and 
students will become very uncomfortable. This can lower the productivity 
due to bad work conditions and lead to poor attitudes from workers. 

Another problem is that equipment can be damaged due to excessive 
heat halting the work that students can do, and perhaps even cause 
money to be spent in an effort to repair them. If the work area 
becomes too cold, people would bring more clothes and jumpers to 
keep themselves warm. Students could leave them lying around which 
in turn would lead to them become a tripping hazard. 

I would class the issues of ventilation 
and temperature as a 5 or even a 
6, because while these issues are 
common, they are not severe 
enough to damage or impede students or workers.  

A simple solution I have devised would be to manage 
the temperature to an acceptable level and keep windows 
open so people can get fresh air. 

Comfort and Safety at home 
Since I will be working on the majority of my project at home, this 
will obviously mean my workplace needs to be as safe and 
ergonomically satisfying as possible. Due to the fact that only I 
need this desk and no one else does, I have made it to suit my 
needs. My general desk is big enough to hold my computer and 
monitor leavving enough space for me to stack my schoolbooks 
around and behind it.   

Everything on it is at a height where I can see it clearly and do not 
need to bend or crane my neck too much. My chair is adjustable so 
I may change the height when I see fit. My room has proper 
ventiliation and lighting, no blocked pathways making my room 
space very safe and comfortable for me. 

I have added a foot rest to my room, because it is comfortable to place my feet on and the 
raised bumps on it to massage the bottom of the feet and improve circulation. I believe this is 
very beneficial when I am working on my computer for hours a day. 

I have no need to class this as a risk or list any environment hazards as they are nonexistent 
or very unlikely to happen. If a problem is at all present, it will be simple for me to fix this 
problem. 
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Statement of Intent 
“For my major work I intend to combine these skills to create a short film which has 3D 
animation, which I will create.” 

I achieved what I set out to do with my major work. I have made a video that incorporates 3D 
modelling and multiple effects. I feel as if I could have added more effects such as live action 
tracking in my film, but I didn’t have the skills to accomplish a task like that. 

“I intend to use:” 

“Skills I need:” 

The skills and equipment I have used in my major work have served me well in creating a 
video that is aesthetically pleasing film. I have used my skills that I have learned in the last 
few years to make something I am proud of. 

“I will work on my folio and film in class as well as at home. There are 75 minutes in each 
lesson so that is enough time to get a fair amount of folio work done before moving on to 
editing my film. There are 3 lessons a week and I have to hand this in term 3, so I have 
approximately 40 lessons to complete this. At home, I can set aside an hour every day 
devoted to finishing my film. 

I can also take my laptop with me when I go on holiday, and complete my work there.” 

My time plan would have had me finish my Major Work very early. It allowed me to know 
how much time I had to work on my project each day and to spread out my time efficiently. 

In terms of limitations, I did not start my project until later because I did not have enough 
time as I had other exams and commitments. The rendering did not take as much time as I 
had thought, so I was able to finish my project relatively quickly. 
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Research 
When starting my Major Project I would have to do extensive research on programs, 
equipment and techniques in order to produce a film that is brilliant. I did not need to look up 
information I had prior knowledge of, such as Microsoft Word, which gave me more time to 
research other parts for the major work. My research assisted me in choosing the correct 
programs and skills needed for the major work. I looked up many videos involving tutorials, 
as this was more helpful than text on screen since I could view what the video maker was 
doing and follow suit. I also looked up the programs and software on many sites and cross 
checked them to make sure the information was correct. 

I did in depth research in animation and rendering to make absolutely sure I did not mess any 
parts up, as I had little to no experience in those areas. I am thankful I did, as my project 
turned out extremely well. I also did research into different file types, so I could choose ones 
with the best quality and ones able to be easily edited. 

The research gave me a good opportunity to explore more about 3D modelling, so I just 
wasn’t restricted to basic box modelling. Gaining more knowledge about Maya increased my 
skills which allowed me to experiment with my major work so I could innovate and add more 
techniques. 

Overall, the research has been extremely useful in my project. I have learned many new 
things about software and processes, which has raised the overall limit for what I can do and 
put in my video. 

- Tutorials 
- Textures 
- File types 
- Rendering software 
- 3D modelling 
- Software 

I feel as if I have integrated all of these aspects into my video extremely well. 
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Selection and Justification 
After my research, I had to select each material, software, design and hardware I would use in 
my major work and justify why I needed to use them. This helped me narrow down what I 
needed and what I didn’t need. There were times when I would just stop and reflect on what I 
had chosen, if I really needed it or not. Sometimes I didn’t need it, such as location which I 
would not need in a 3D video.  

I selected my laptop, mouse and second monitor for my main sources of production, as they 
all assisted me and made my work easier. The software and programs I chose were ones I was 
already comfortable and familiar with, which was an easy decision. Ones I wasn’t familiar 
with were the screen recording software. The research didn’t give me enough information as 
they seem to be working differently for everyone. I solved this by trial and error, and the first 
one that worked properly without causing any lag was chosen. 

I chose the spitfire plane design because it seemed most appropriate to the environment I was 
using it in. I decided to use mountains because I wanted to test out grassy textures and height 
maps, which I wouldn’t be able to do with a city. 

- Hardware 
- Software 
- Plane type 
- Environment 

These four were integral to the performance of my project. I had to concentrate on them to 
pick the ones which would be most useful and easy to use. 
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Development of Ideas 
At the beginning, I decided to use 2D Flash animation. However, after visiting the Academy 
of Interactive Entertainment I switched over to 3D modelling. I wanted to use Autodesk 
Maya, as it did not lag like Blender and I had experience with it. Due to making a very 
extravagant train in Maya previously, I decided to make a plane. 

I had selected a simple fighter jet or a spitfire because it would be easier to make and look 
more appropriate in my environment. The initial idea of my project did not have a major 
change, as I didn’t feel the need to try out many other ideas. 

Developing what I already had was a good decision to branch out my effects and storyboard. 
I added many different camera angles and the grass texture after a while of consideration. 

It was because of this that I didn’t have much change in my design. I only replaced my 
buildings with one house, and changed the plane texture to something more aesthetically 
pleasing.  

Overall this was helpful in fleshing out my ideas so I was able to create a fully realised 3D 
plane. 
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Evidence of Project Management 
In my Evidence of Project Management, I have a time plan, finance plan and record of 
production. 

Finance Plan: 

I listed all the equipment and software I would need and their supposed cost. I listed my 
actual cost next to it, which was mostly free or less costly than I had thought. I was fortunate 
to already have most of the materials, which meant my cost was drastically cut down. 

Time Plan: 

I made my time plan with effort, as the page breaks took a long time and making a table that 
detailed took more time than I thought. I put my proposed time plan in red and actual time 
plan in yellow. By doing this, I set myself goals and benchmarks of when I would complete 
each aspect of my folio. My actual time plan showed how my Major Work started much later 
than I had anticipated. 

Term 4, 2014 – I started my research and modelling much later than I had anticipated, due to 
commitments from other subjects. I managed to get it done on time so I was able to finish 
other parts of my project and folio. 

Term 1, 2015 – I kept working on my model in this term, as I had made progress in the 
holidays. I started my design modification and began rendering my project to see how it 
would look. WHS was also done, so I could move on to the finance plan. 

Term 2, 2015 – I believe I didn’t do very much this term due to exams. It was only towards 
the end that I finished my model and rendered it out with all the effects. The folio was nearly 
completed, and I was to finish in the holidays. 

Term 3, 2015 – I put finishing touches on my folio to finish it up, such as rearranging the 
record of production and put my video on a CD after making a DVD menu. I think I managed 
my time very well, though not exactly how I wanted it. 

Record of Production: 

I began taking a picture of my plane every time I made a major change or addition. This helps 
me keep track of what I have done and where to go from there. It also assists my teacher in 
seeing where I am up to and how close I am at finishing. 

  



77 
 

Skills Involved 
This table shows the range of skills involved in my project. I have given them a difficulty 
rating from 1 to 5, 5 being the hardest. 

Skill Difficulty 
Video Editing 3 

Rendering 4 
3D Modelling 5 

Texturing 3 
Lighting 2 
Time Use 4 

3D Animation 5 
Motion Blur 5 

Camera Angles 4 
Tracking 5 

DVD Menu 5 
 

Video Editing, DVD menu and Tracking: This involved importing all the rendered images 
of the project into Adobe Premiere Pro, where the project was put together. I then imported it 
into Adobe After Effects to add in music and tracked my title into the video. The DVD menu 
was used for presentation. 

Rendering: I had to batch render my video, which involved every frame of the project 
captured by the camera to be rendered in image files. I was able to compile them in video 
editing software. At times I would have to re-render a scene as it wasn’t to my liking, which 
took a long time. 

3D Modelling: This proved to be difficult at times, as Maya would crash or the model would 
not appear. I managed to create many save files so I could go back to the previous one to 
correct any mistakes. I managed to create everything in my video myself. 

Texturing and Lighting: I had to find the right textures on the internet for a few scenes, 
such as the windmill and plane. They had to be high quality, and were added using UV 
mapping. Grass textures were added using the Fur tool, which let me generate grass of 
different sizes, colours and clumps. Lighting did not take very long, as I simply added 
ambient light to the whole scene and then directional lights where appropriate. 

Time Use: I feel as if time use was a bit hard to manage, as I had other commitments and 
sometimes could find time to work on my project. 

Motion Blur: I managed to add a motion blur effect to make the propellers look realistic. 
This took a while to do as I had to find the right tool to use it. 

Camera Angles: For this, I made many cameras in my scene at different angles and recorded 
from each of them. This was especially hard when I had to render parts separately. 
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Effects 
Effect Difficulty Score 

Grass Texture 5 
Lighting 3 

Motion Blur 2 
Tracking 5 

Glow  3 
3D Animation 5 

Bump Mapping 5 
 

Grass Texture 
I added a grass texture to my mountain to give it more of a realistic look. This was 
achieved by using the “Fur” tool and applying it onto the mountainous plane. I changed 
the colour of the plane to a dark green to match the colour of the grass. I was able to 
increase the size, change the colours and clumping of the grass to suit my needs. 

 

 

Lighting 
Different lights were used in my video to achieve different effects. I used ambient light 
to give a general light to the whole project, and added directional lights where I saw fit. 
For the sun, I placed a directional light next to it and added a glow effect so it would 
shine brightly. 
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Tracking 
For my title sequence and student number, I decided to use tracking to give my video a 
more professional look. I used Adobe Premiere Pro to type out my title and track the 
position I wanted it to be. The words were moved back into the space I wanted to every 
time the camera panned further away. 

 

 

Motion Blur 
The motion blur was used to give the propellers and environment a realistic look as the 
animation was playing. Once I created the keyframes for the propellers, all I had to do 
was press play and they would automatically start turning. It was then in the render 
menu that I selected the 3D Motion Blur option when I played it back. 

 
 

Glow Effect 
I created the glow effect to show the sun. I made a sphere, which  I coloured yellow and 
turned up the incandescence very high, showing a bright shining sphere. My plane flew 
into the sun as the end to my video. 
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3D Animation 
3D animation was achieved using motion paths and keyframes. I set each scene to 360 
frames, as this would allow the plane to fly at a smooth rate, not too fast or slow. 
Keyframes were used to turn the propellers and allowed me to play it on a constant 
loop. I created motion paths by clicking in a set path over the environment, and it 
created a curve I could manipulate. The plane was attached to this curve and followed 
it. 

 
 

Bump Mapping 
To make realistic rocks, I used bump mapping. I used a rocky texture on cubes, and 
then selected the bump mapping tool, which I used to make indentations from the 
shadows and darker areas on the rock texture. It looked very realistic when rendered. 

 
 


