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SWOT Analysis (Project) 

 

 

 

 

 
 
 
 
 

Evaluation 
 

I have the necessary skills that I can use for this project, and to use them 
adequately, I also need to manage my time, as this would help to improve 
things to be completed for the project, and can help with my other subjects, so 
I can finish this project.  
 

Strengths 
 

The strengths for this project require having a lot of skills and in-depth 
knowledge with those skills, as it would help time management in doing the 
major work, and help improve the grade of the project if it is successfully 
completed 
	

Weaknesses 
 
Weaknesses my project involve is some things I may not know how to design 
or solve in my major work, or the project doesn’t go as planned and is not as 
entertaining for the audience. A big weakness would be time and how I 
manage it, and to avoid it I need to mange it well with my other subjects so I 
can hand the major work in on time. 
	

Opportunities 
 

The project has lots of opportunities, as it can help me gain a better 
understanding, and a bit more knowledge of new skills applied for each skill I 
have used in the making of this project. If I achieve a band 6 mark for my 
project, I could get an InTech nomination. 
	

Threats 
 

Threats that can arise during the projects are due from; not completing a part 
of the project that is due from poor time management or other things that I 
may need to attend to or something urgent from another subject. 
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SWOT Analysis (On Myself) 

 

 
 

 
 

 
 

 
 

Evaluation 
 
Overall I have access to things that are necessary for the project 
development, which can effectively boost my development, I need to manage 
my time and the things that I am involved with, and I need to effectively 
convey the meaning of my project to the audience. 

 

Strengths 
 

The strengths that I have include; having experience from my previous years, 
which helped me understand what I can do and take on. An idea on what 
should be produced and how they can be produced for my major work. A 
great understanding on how to effectively 3D model, texture and composite. 
Having access to a range of resources that can help excel my development	

Weaknesses 
 
Some weaknesses that I have include; Losing motivation as I am sometimes 
called out from my work to do certain things, which can be tiring, busy 
schedule as I have things after school and on the weekends, which can affect 
my time management 
	

Opportunities 
 
Opportunities that I will benefit from include; improving my understanding in 
concepts and techniques used to help develop thing for my major work, 
gaining a better idea on what I can add to my major work, improving my time 
management so I don’t have to manage stress, Achieving a Band 6 and an 
InTech nomination. 
	

Threats 
 
Threats that may affect me include: time that we have to complete set tasks, 
devices that I don’t have access to which can help speed development, The 
inability to access software that I require 
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Statement of Intent 

 
Introduction 
 
I have been interested in Industrial Technology Multimedia since the start of 
year 9 and I have continued to study this topic till year 12. The parts of this 
subject that I favour include 3D modelling and Video Editing. I have enjoyed 
doing this course in the previous years and I intend to develop my skills 
related to Industrial Technology Multimedia for my HSC major work. 
 
Intended Project 
 
The project I intend to develop for my year 12 Major Work is a 3D animation 
that has a Blob (as the protagonist) that adventures a unique world, and 
learns about itself during the journey. I also intend to expand my knowledge in 
the following: 
 
• 3D Modelling 
• Visual Effects 
• Sound Effects 
• Storytelling 
• Animation 
• Physics 
• Materials/Texturing 
• Video Editing (Sounds included) 
 
To help develop these skills into my intended project, I would use 3D 
modelling to create my character and design the environment the Blob is 
going to be in, visual effects to help bring in more lighting or camera affects 
(light glare, sun arrays), sound effects would be used to help give the 
environment and character a bit more life through sound, physics would be 
used to give the environment what an environment would usually have (wind, 
gravity), materials and texturing would be used to help develop the models 
into a more realistic asset (such as a tree), and Video editing would be used 
to compile the animation clips, sound effects and any other visual effects to 
produce the final product 
 
Limitations 
 
Rendering Animation/Hardware: I do not have access to a computer with a 
high graphics card to render the animation at a quicker pace 
 
Time Management: I am also limited to time as to what I can do and how long 
it would take to finish a part of the animation. I am also limited through 
focusing on other courses as part of the curriculum. 
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Software 
 
Software that I intend to use to help develop my Major Work are: 3D 
modelling, compositing, Video Editing, Image Editing, and 3D rendering. I 
intend to learn from each type of software to help myself develop an 
understanding of what needs to be done. 
 
Target Audience 
 
The target audience for my Major Work would be 11 and up. This video 
contains a complex storyline however it will contain a enjoyable character for 
all ages. 
 
Motivation 
 
I was motivated to create this project so I could get an understanding in how 
to produce a successful CG animation, which motivated me into searching the 
skills which is required to help produce a successful CG animation. Another 
source of motivation is through producing something I haven’t seen anyone 
else do. 
 
Time Frame 
 
The time frame for my project starts from Term 4 2017 to Term 3 2018. There 
are 3 lessons a week about an hour each and study periods that I have, which 
I could use to work on the major work. However I intend to work on a different 
aspect of the Major Work each term 
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Software Research 

 
The software I intend to use need are the ones I have experience with, so it 
would help in making progress for my major work, or the software is powerful 
in creating what I need and that I could get/use it for a suitable price 
 
Aspect Software Pros Cons 

 
 
 
 
 
 
 
 
 
 
 

3D 
Modelling 

 + 
Animation 

Blender 
 
 

• Free 
• I am experienced with 

this program 
• Lots of functions to 

explore (fluid-sim, 
physics, animation) 

• Lots of free resources 
(tutorials, file, add-ons) 

• Slow viewport 
performance with 
high-poly scenes. 

• Can be tricky to 
learn 

Maya 
 

• Industry standard 
• Advanced physics and 

simulations 
• Supports rigging and 

animating 
• Good for character 

designing 

• Expensive 
• I have no experience 

with this program 

3DS Max

 

• Industry standard along 
with Maya 

• Lots of support and 
resources 

• Great for mesh 
deformation with 
moving characters 
(helps with skin folds) 

• Expensive 
• I have no experience 

with this program 

 
 
 
 
 
 
 
 
 
 
 

Video 
Editing 

Adobe Premiere • Industry standard 
• Lots of resources, 

tutorials and support 
• Good in editing videos 

and sounds 
• Good for compiling video 

and sound clips 
• I have moderate 

experience 

• Costs money 
• Not effective in 

creating special 
effects 

Adobe After Effects 
 

• Industry standard 
• Has a wide variety of 

effects 
• Video and sound 

editing 
• Interface similar to 

Adobe Premiere 

• Costs money 
• Can be hard to learn 
• No official support to 

blender 

IMovie 
 

• Free with any apple 
product 

• Sound and video 
editing 

• Ability to fix shaking 
videos automatically 

• Not many editing 
tools 

• Limited effects 
• Doesn’t support 

many video formats 
• Only available to 

apple products 
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Texture/
Map 

creation  

Adobe Photoshop 

 

• Lots of design tools 
• Useful for photo 

corrections or 
manipulation 

• Can edit more than just 
photos (FBX) 

• Can create specular, 
occlusion, normal and 
displacement maps 

• Expensive 
• Can be complicated 

to learn 

Substance Designer 
 

• Can produce very 
refined textures 

• Advanced node system 
• Supports lots of 

software 
• Links with substance 

painter, (to help paint 
an object accurately) 

• Expensive 
• Can be hard to learn 
• Advanced interface 

can make it finicky to 
use at first 

• Time consuming 
 

Crazy Bump 

 

• Free for Mac 
• Quick and easy to use 
• Supports various file 

formats 

• Vey limited interface 
(no advanced 
options) 

• Free for certain 
hardware 

Substance Painter

 

• Can produce detailed 
textures 

• Can blend multiple 
textures/materials 

• Supports lots of 
software 

• Is multiplatform 
• A lot of resources 

• Expensive 
• Can be hard to learn 
• Advanced Interface 
• A lot of methods 

required to produce 
refined textures 

• Time consuming 

 
 

 
 
 
 
 

Screen Capture Software Information 
QuickTime Player 

 

• Comes with any apple computer 
product. 

• Doesn’t have an interface 
• Mainly used for viewing videos 
• Can create screen, sound, and 

camera recordings 
OBS 

 

• Free to download for Mac, 
Windows, Linux 

• Customizable functions to make it 
easy to use 

• Able to save layout to use anytime 
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Audio Authoring Software Information 
Garage Band 

 

• Free with any apple product 
• Can use various sounds that 

come with the software. 
• Can import own sound/music 
• Can support any sound format 

except files that are 8 bit or lower 

Audacity 

 

• Free to download for Mac, 
Windows, Linux 

• Easy to use 
• Lots of functions for helping create 

and tuning sounds 
• Has limits with exporting files 

 
 

File Types 
 
Different file types have advantages over others in terms of quality and usage. 
Files types that I intend to use should help to retain a file’s quality, relatively 
low in file size, and can be accessed through all devices  
 
File Type File Name File Extension Compression 

Type 
Video Moving Pictures 

Expert Group 
.mp4 Lossy 

Audio Video 
Interleave 

.avi Lossless 

QuickTime .mov Lossy and Lossless 
Audio MPEG (Moving 

Pictures Expert 
Group) – Layer 3 

 
.mp3 

 
Lossy 

Waveform Audio File 
Format 

.wav Lossless 

Image Portable Network 
Graphic 

.png Lossless 

Joint Photographic 
Expert Group 

.jpg / .jpeg Lossy 

 
Storyboard 

 
Storyboarding is used to help move a story in different 
directions, as to where the story can be one continuous flow, 
which is generally used in films and movies, or it can lead in 
different options, which is generally used in games. 
 
 

Evaluation 
 
Different file types can help in storage, quality and, productivity/creativity of an 
intended image. Some file formats can also retain or lose information that can 
be necessary for certain situations. 
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Map Types 
 
Maps is a way of defining the geometry of a texture set to an object, which 
can be used to cause indents in an object, etc. This can be used to help 
model the texture to the objects without having to do much, rather just an 
image to edit, which can be helpful in texturing in advanced. Maps can also be 
created for 3D models with industry standard software. 
 
Map Name Map Example Purpose 

 
 
 
 

Diffuse 
 

 

It defines the colour 
and pattern of the 
object. Mapping the 
diffuse colour is like 
painting an image on 
the surface of the 
object. Generally is 
just a regular image 
texture. 

 
 
 

Specular 
 

 

It defines the 
glossiness of an 
object which would 
make the object 
shinier in terms of 
lighting 

 
 
 

Environment 
 

  
It defines the 
background of a 
scene and is often set 
to a sphere. This can 
be used to create a 
sky or space 
environment 

 
 
 
 

Light/Ambient 
Occlusion 

Light 
 

 
 

 
 
 
It defines the 
brightness of specific 
parts of the object, 
which is used to set 
shadings under an 
object, it is often used 
with diffuse maps 
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Transparency/ 

Opacity 
 

  
It defines how much 
can be seen through 
the object, which is 
used to create glass 
like textures 
 
 

 
 
 

Bump/ 
Height/ 
Normal 

 

 

 
 Bump Map                 Normal Map 

 
 
It defines the creases 
in a model and makes 
it look realistic and 
creates an illusion in 
terms of a 
bump/indent on the 
texture. 

 
 
 
 

Reflection 

 
 

 
 
It defines the 
reflectivity of an 
object, which can be 
used to create 
reflection on object, 
such as a mirror or 
glass 

 
 
 
 

Displacement 

  
 
It defines the area for 
the geometry of the 
object to be displaced, 
creating extrusions for 
the object from the 
map 

 
Evaluation 

 
Maps are useful in many ways and help reduce time in rendering object, since 
the texture is pre-rendered, also give effective illusions of bumps and lighting, 
and can help in creating additions to an object by applying maps instead of 
manually adjusting the object. 
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Rendering Types and Engines 
 
Render engines are software, which could be an add-on, or inbuilt into a 3D 
modelling/rendering software, that creates an image based on the type of data is given to it 
e.g. what colour the object is, how bright a light is, shadings and textures for an object, etc. 
Each render engine uses different algorithms to generate the materials, so there are radical 
differences depending on what type of object you are rendering, e.g. light, hair, fluid, etc.  
 
Type Description, Differences, Capabilities 

Ray Tracing 
 

A technique for generating an image by tracing 
the path of light through pixels in an image 
plane and simulating the effects of its 
encounters with virtual objects. The technique 
is capable of producing a very high degree of 
visual realism, usually higher than that of 
typical Scanline rendering methods, but at a 
greater computational cost. Image can be 
rendered slowly ahead of time 

Radiosity 
 

A technique used to create an image by 
tracing the path of the intended image, and 
simulating the effects, which is displayed on 
the object. The Radiosity method generates 
images that accurately model diffuse 
reflections, colour bleeding effects, and 
realistic shadows (diffuse lighting comes from 
a particular direction but is reflected evenly off 
a surface. 

Biased 

 

Gives the user complete control over how the 
renderer interprets the scene. This means 
calculations for Specularity, Global 
illumination, Final gather, Shadows etc. have 
to be manually entered by the user and are a 
result of how the user feels the lighting 
interacts with the objects within the scene. 
This doesn’t always mean that the users 
interpretation of how the light interacts is 
physically correct; it can take a lot of editing if 
done incorrectly 

Unbiased 
 

Is the opposite of a Biased, meaning that the 
renderer is in control of calculations. By doing 
it this way the renderer can create physically 
correct renders with minimal work for the user, 
who is in control of noise clean up and the 
amount of bounces in Diffuse and Refraction. 
This offers more control and less room for 
error with calculations. 

Scanline 
 

A technique, which uses an algorithm, that 
renders visible surface of the intended render 
line by line. As no light simulation occurs it 
does not look as realistic as other methods of 
rendering. This method of rendering is not the 
best in terms of realism if there isn’t a light or if 
the light isn’t sufficient. 
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Rendering 
Engine 

Description, Pros and Cons 

 
 
 
 
 
 
 

Cycles 
 

• Blender’s unbiased render engine 
• No licensing fees required 
• Material nodes are used to help display quality textures 
• Lots of documentation and tutorials to create advanced textures 
• New features with every blender update 
• Output can sometimes be noisy if texture is not modified 
• Can be slow if rendering with CPU (better with GPU) 

 
 
 
 
 
 
 

Blender 
Internal 

• Blender’s original biased render engine 
• It is the first render engine in blender 
• Uses Sliders to adjust textures rather than node trees 
• A lot of resources in learning ways to create unique textures 
• Simple interface in creating textures 

 
 
 
 
 
 
 
 
 

Lux-
Render 

 

• Open-source rendering engine which is unbiased 
• Relies on 3D modelling programs to create scenes or renders 
• Materials are node based rather than controlling sliders 
• Mimics and supports many of Cycles features in Blender, such 

as the viewport 
• There is no licensing fee required to get this engine 
• Lots of documentation to look through, however not many tutorials 
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Vray 
 

• Supports both biased and unbiased rendering 
• A commercial rendering plugin for 3D computer graphic 

software, not particularly 3D modelling software 
• Uses globe illumination algorithms, including path tracing, 

photon mapping, irradiance maps and directly computed global 
illumination 

• Lots of documentation and tutorials to look through 
• It uses sliders to help adjust the material, and environment settings 

 
 
 
 
 
 
 
 
 

Render-
Man 

 

• Pixar’s render engine which uses biased and unbiased rendering 
• Developed and created by Pixar 
• Requires license fee to get this engine 
• Supports various 3D modelling software 
• Lots of tutorials and documentation to look through 
• Uses nodes rather than sliders to produce materials 

 
 

 
Evaluation 

 
Testing: For each of the render engines I have tested, I have found out that 
the external ones that aren’t inbuilt in blender are great in terms of quality and 
speed, especially Renderman, however it made it difficult with moving the files 
with the different engines from one computer to another 
 
Each render engine has their own advantages and disadvantages in terms of 
quality, speed, usage, and realism with surface textures. 
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Types of Modelling 
 
When it comes to modelling, there are different ways a model can be built, but 
what differentiates the types is the effectiveness and capabilities of the type of 
modelling, e.g. sculpting for in-depth character design, polygonal for objects 
such as a chair or table, and curves for tubes or paths. 
 
Polygonal: 
 
Description: Polygonal modelling is creating an object from individual points 
called vertices, which are placed in a way in the 3D space to form the desired 
object. There are 
different tools to help 
manipulate the vertices 
to form the object in a 
different way, e.g. 
Location, Rotation, 
Scale, etc. 
 
Advantages Disadvantages 
• Lots of tools to choose from 
• Makes it easier to texture the mesh (UV 

Mapping) 
• Modifiers to help manipulate the object, 

vertices, vertex, etc. 

• Can be time consuming, depending on 
what you intend to make (character) 

•  

 
Sculpting: 
 
Description: Sculpting (as the name suggests), involves moulding the 
polygons of the object with tools, which replicates the process of clay. Usually, 
a sphere is used as a base, and from there, vertices are added or subtracted. 
Sculpting is used for character creation, such as the head and body. 

 

NURBS/Curve: 
 
Description: Curve modelling is a way of modelling that uses mathematical 
functions to manipulate lines into curves, which are controlled with handles. 
Curves are often used as paths for objects to follow during and animation; 
curves can also be used to create pipes or paths 
 

Advantages: Disadvantages: 
• Lots to tools to 

manipulate an 
object in 
different ways 

• Much easier to 
develop 
characters 

• Can create a lot 
of vertices 

• Not used to 
develop hard 
surface objects 

Advantages: Disadvantages: 
• Easy to control curves 
• A lot of functions to help in 

animating (paths) and forming 
(tubes/pipes) 

• Cant create objects, only used 
to support them 

• Can be tricky if creating a 
complex curve (spiral) 
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Camera Techniques 
 
Camera shots and angles are vital to know when making a film. Camera 
techniques are used to emphasise an effect in a scene, or to add an extra 
effect in the scene, which could intensify a situation, establish a different 
setting, mood or tone, etc. 
 
Type Description of Technique Example 
 
 
 
 
 
 
 
 
 
 
 
 
 

Shot 
 

Long: 
Shows the entire subject and 
the environment from foot to 
head 

 
Medium: 
Doesn’t show the entirety of 
the subject, from head to hip 

 
Close-up: 
Shows a close view of the 
subject, usually just head 
and shoulders, Used to show 
emotion and details of the 
subject.  
Extreme Long: 
Shows the landscape, which 
is used to establish the 
scene. Very little detail is 
visible in the shot 

 
Extreme Close-up: 
Shows a close-up of a part 
of the face on the subject, 
Generally the eyes. A lot of 
detail is visible in this type of 
shot  

 
 
 
 
 
 
 
Movement 
 

Panning: 
A movement, which scans 
the scene, horizontally, 
which generally focuses on 
the subject that is in the 
middle of the shot. 

 
Hand-Held: 
The camera if held rather 
than sitting on a tripod, 
which give the shaking 
effect, which can add 
movement to scenes which 
are often still.  
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Crane Shots: 
A shot which is taken from a 
crane that could be moving, 
which is generally used to 
capture action/intense 
scenes 

 
Zoom Lenses: 
A lens allowing a camera to 
change smoothly from a long 
shot to a close-up or vice 
versa, which doesn’t require 
moving the camera  

 
 
 
 
 
 
 
 
 
 
 
 

Angle 
 

Bird’s-eye view: 
This shows the scene from 
overhead, which is used to 
establish the scene 

 
High: 
This shows the scene from 
an elevated angle, making 
the subject(s) look smaller 

 
Eye-Level: 
This shows the scene at an 
angle which makes the 
subject’s head on level 

 
Low: 
This shows the scene from 
an angle looking up at the 
subject, making the subject 
look big or strong 

 
 

Evaluation 
 
Cameras shot techniques are effective in revealing a scene in a certain way 
that helps emphasise the intended effect of the scene. 
 
 
 
 

18



	

	

Lighting 
 

Lighting is used to highlight an object in ways that can draw a person’s 
attention, highlight details in objects, and used to show or hide certain things 
in an environment or space. 

 
Type of 
Lighting 

Example of Lighting effect Description 

 
 
 
 
 

Point 
 

 • A point light is very similar to an 
light bulb (incandescent) that emits 
light in all directions.  

• You can think of a point light as a 
sphere of light filling an area.  

• Objects closer to the light will be 
brighter, and objects further away 
will be darker.  

• Point lights are great when you 
need to illuminate areas with a 
smooth falloff in all directions, or 
create a light that has a single point 
as its source, like a lamp or candle. 

 
 
 
 

Directional 
 

 • Mimics the lighting that you would 
get from the sun.  

• Emits parallel light rays in a single 
direction but the light reaches out 
into infinity.  

• You can think of a directional light 
as a giant flash light very far away 
from your objects, always centred 
and it never dies off.  

 
 
 
 

Spot 
 

 • Provides a very direct source of light.  
• The spotlight is emitted through a 

cone and you can control how wide 
the cone angle is which determines 
how much of the area is actually 
illuminated.  

• Objects closer to the spot light will be 
brighter, and depending on the how 
wide the cone is the light will either 
be softer or harder. 

 
 
 
 
 
 

Ambient 
 

 • Casts soft light rays in every 
direction.  

• It has no specific directionality so 
does not cast any shadows or 
shading, and simulates more of a 
secondary light that is coming from 
all different angles and is applied to 
all objects in a scene.  

• Great for filling in areas on a render 
that do not have enough 
illumination. 
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Volume 
 

 • Has a specific shape and size, 
which affect its falloff.  

• A volume light can be changed to 
any geometric primitive: a cube, 
sphere, cylinder or cone.  

• The volume light only illuminates 
objects within its volume, meaning 
if you want the object to be lit up, 
the volume light will need to be 
placed around the object. 

 
 
 

Area 

 

 

• Casts directional light rays from 
within a set boundary, either a 
rectangle or circle.  

• This type of light is perfect for 
recreating florescent lights or 
something that is rectangular. 

 
Evaluation 

 
Lighting helps emphasize and bring more attention to a scene in different 
ways, and different colours could bring in different intentions in a scene, which 
can help in revealing the intended subject or the environment 
 
 

On-going Evaluation 
 
These filmic techniques should help give me a general idea as to how I should 
approach displaying a scene. Playing around with these techniques in blender 
helped in providing what technique is possible to produce, which is the most 
effective in terms of displaying what I want and how to do it. All the scenes I 
create have to have all three techniques for lighting, camera shot and camera 
angle, which would help in maximising the intention of the scene. 
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Subject Lighting Techniques 
 
 
Different lighting techniques are used to help establish an object or a 
character, and give it a certain tone or to reveal a character’s characteristics 
in a sense, which helps the viewer understand the situation with lighting 
 
This lighting can also help establish things in an environment, and it is also 
used to draw the viewer’s attention to where the lighting is targeted. 
 
 
 

Lighting Technique on Subject Effect/Uses 
Three Point

 

This is used to illuminate shaded 
areas, such as a shadow cast from 
a character’s nose 
 
This effect consists of a key light, 
back light, and a fill light. The effect 
it has is to reduce the shadow 
darkness. 

Four Point Lighting 

 

4 point lighting has the three main 
lights just like 3 point lighting but 
the fourth light is aimed at the 
background, this provides a 
mixture of light and dark. 
 
Used to illuminate background 
elements, such as walls or outdoor 
scenery 
 
The effect it has is to give depth to 
the subject. 

Background 

 

This is used to illuminate the 
background area of the set. It is 
also used to add distance between 
the subject and the light 
 
The effect it has is to add a sense 
of depth in the scene, which can 
intensify the situation. 

Fill Light 
 

 

This is used to reduce the contrast 
of a scene to match the dynamic 
range of the recording media and 
record the same amount of detail 
typically seen by the eye. 
 
The effect this has is to make the 
shadows brighter or darker, which 
can make it more thrilling. 
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High-Key 

 

This is used in comedies or 
musicals to enhance the sense of 
liveliness  
 
The effect it has is to emphasize 
the intensity of the situation. 

Low-Key 

 

This is used in mystery or horror 
films. 
 
The effect it has is to create a 
shadowy scene, which intends to 
be mysterious. 

Back 

 

This is used to illuminate the 
subject from the back, which lights 
foreground elements from behind. 
 
This effect can be used in different 
ways, it can create mystery, 
intensity, etc. 

Soft 

 

This is used to cast a shadowless 
light. Also it is used to make the 
light wrap around the intended 
subject. This can be created with 
an umbrella-like reflector 
 
The effect it has is to minimize 
detail on the subject making the 
subject look smooth. 

Harsh/Hard 

 

This is used to casts a sharp, 
clearly defined shadow, such as 
from a focused spotlight 
 
The effect it has is to draw 
attention to where the light, or 
shadow, is. 

 
Evaluation 

 
Lighting is very effective in establishing things in scenes and it is crucial to 
use the correct technique on the subject and the environment, so that you are 
drawing the user the viewer’s attention correctly. 
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Ideas - Types of Animation 
 
Animation Technique Information 
Stop  
Motion 

An animation, which is captured 
frame by frame with a camera with 
slight modifications, made to an 
object in a scene until the desired 
length of animation is achieved. 

Clay 
Animation 

This technique uses the stop motion 
technique by manipulating a 
character with mouldable clay 

3D Digital  
Animation 

This technique uses 3D models, 
which are textured, rigged, and 
animated, in virtual space. This 
technique can go in depth to achieve 
realism in an animation. 

2D Digital 
Animation 

This technique uses 2D object, which 
are then manipulated to form an 
animation. This technique can be 
achieved in multiple ways, such as 
frame-to-frame (drawing each frame), 
or motion tweens. 

Cut Out 
Animation 

This technique uses the stop motion 
technique, but using flat objects, 
which can be different materials, such 
as fabric or paper to produce the 
animation 

Traditional Animation 
(Hand Drawn) 

This technique was one of the first to 
be created and is done similarly to 
stop motion, where every frame is 
drawn by hand on paper 

 
Documentation, Resources, Tutorials 

 
Resource - Tutorials Information it provides 
YouTube A website that features a lot of 

videos, as well as tutorials for any 
software you are looking to learn 
about. YouTube also has channels 
such as Blender Guru, CG Cookie, 
CG Geek, Remington Graphics 

CG Cookie 
 

A website which you have to pay for 
the tutorials that have been created 
from blender professionals. This 
website features many tutorials based 
on a variety of blenders features and 
possibilities that can be done. This 
can teach anyone how to make 
industry grade assets. 
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Blender Wiki 
 

An official Wikipedia page for blender, 
which provides an analysis on any 
function in blender. It is free to use, 
as well as you can keep track with the 
update logs, to see what has been 
added into blender or fixed. 

Blender Guru A tutorial website that is run by 
Andrew Price. For many years, he 
has created many helpful tutorials for 
beginners, intermediates and 
advanced blender users. These 
tutorials also come with the files, so 
you can take a closer look as to what 
has been put into the project.  

 
 
Resources Description 
Remington Graphics Hosted by Grant, provides tutorials on 

how to create better projects in 
blender, in terms of faster rendering 
time, but he also provides free assets 
on his websites, which include 
models, textures and intros. 

CMV Hosted by Reynante Martinez, 
provides tutorials on textures which 
he create in certain scenes, he also 
sells the textures for a certain price, 
but he gives freebies of certain 
models and textures to try out before 
purchasing. 

Blender Market 
 

Hosted by Blender Nation that 
provides objects/models, textures, or 
rigged models, which could be free or 
purchased with a certain price 
 

 
 

Evaluation 
 
The information that I have access to can help me develop my skills and 
refine new techniques for the intended programs, which can help me create 
things that I intend to create in a shorter amount of time 
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Rendering Options 
 

Options Description Pros/Cons/Info 
My Computer 

 

A 2014 MacBook Pro, 
which is 3-4 years old. 

• It can be 
upgraded  

• Upgrading it 
myself would 
break the 
warranty on the 
product 

• Upgrading it with 
apple can be 
expensive  

External Rendering Unit 
(local) 

(Example) 

An external CPU, 
which can be used to 
render any requested 
files, through 
connecting to a 
computer 

• It can be 
upgraded easily. 

• Components for 
upgrades are 
expensive 

• The hardware 
itself is very 
expensive  

Render Farm (local) 

 

A setup of computers, 
which are connected 
to the same network, 
which renders the 
same file, but each 
computer works on a 
different frame.  

• You need to 
have good 
connection 
through each 
computer 

• Rendering time 
of most files is 
decreased 

• It can drain most 
of the 
connection 

Online Rendering 

 

A website which is 
intended to render files 
which a user would 
input. It comes with a 
certain price, for how 
big the file is, how fast 
to render the file, etc. 

• It can be 
expensive to 
render online 

• Faster rendering 
depending on 
the type of CPU 
the host has 

• Sheep-it has 
another way of 
payment  
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Online Rendering Sites Description 
Sheep It!

 

A popular online rendering site, 
which doesn’t require payment to 
use, rather just points which are 
earned from using a computer to 
help render other people’s work 
from the site. 
This site supports blender, and 
supports each update along with 
various plugins which are used to 
help produce better render, such 
as the Filmic Add-on 

Render Street 

 

A popular online rendering site for 
professional 3D artists, which 
requires payment, however there 
are multiple plans, which can be 
selected (such as monthly, yearly, 
or one time render plan). 
This website supports blender 
and other software, and supports 
each update and plugins which 
are used to enhance the render, 
such as a Filmic OpenColourIO 
(OCIO) 

 
Rigging 

 
Rigging is the process of adding in a bone structure (armature) to a model 
(which can vary from different kinds of character/models), setting correct 
weighting for the bones, adding in constraints that allow/prevent the armature 
from doing certain things, also adding in the option of IK/FK (Inverse 
Kinematics /Forward Kinematics) bone movement, which in the end sets up a 
character that is ready to be animated. They are animated through the 
movement of the bones that the model follows. Rigging is a necessity for 
character animation. 
 
Armature is essentially the skeleton for a model, which help in finding correct 
bending points for the model, and the correct alignment of bones, so that each 
bone movement would be precise. 
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Weighting is the process of adding or subtracting parts of the model, which 
will follow the bone, this is usually done to make sure that a bone only moves 
a desired part of the mesh (e.g. arm bone moving the arm, and not the 
shoulder), and so that a part of the mesh can fold smoothly and correctly. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
Constraints can be used for a variety of options on bones ranging from 
allowing bones to follow a certain object to preventing bones from rotating on 
a certain axis. This is used to help make anchor points (such as knees, and 
elbows) move based on another objects position 
 
 
 
 
 
 
 
 
 
 
 
 
Forward kinematics is the process in which adjusting a child bone wont alter 
the parent bones location or rotation, whilst Inverse Kinematics allow for the 
child bone to move the parent bones, which is the most common option for 
character rigging 
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Selection and Justification 
 

3D Software: Blender 
 
 
 
 
 
 
I will be using Blender for my 3D modelling software. I have 3 years 
experience with this software and I am comfortable using it, along with the 
other tasks this software has to offer, such as texturing, lighting, sculpting, 
etc., which makes things easier since I can work on all the aspects of the 
project in one software.  
This software is also free, has lots of free tutorials, documentation and 
resources. 
 
I will also be Blender Cycles is Blender’s built-in, unbiased (ray-traced) 
rendering engine. It achieves great results with little effort and is faster than 
many other rendering engines, but can vary with how complicated the scene 
is. 
 
For 3D Modelling, Blender includes many tools such as sculpting tools, curve 
modelling tools and mesh modelling tools. Blender has keyboard shortcuts for 
these various tools that make the development of objects easy once you have 
thorough experience through blender, which makes this software the best 
choice 
 
For simulation, Blender includes rigid body, soft body, cloth, fluid, smoke (and 
fire) and particle physics simulation. While it’s not the most accurate or easy 
to use software for simulation, it produces decent results and is built directly 
into the program. 
 
Blender includes physics (wind, magnetism, etc.) that is used to control 
simulations, which includes cloth, fluid, smoke, etc., These simulations can be 
finicky to use, but with my experiences with it, it becomes easy to identify and 
control. 
 

Texture Map Creation:  
Blender Cycles, Substance Designer 

 
 

 
 
 
 
 
 
 
As for texturing, I will be using Blender’s cycles to produce most of the 
textures involved in the project, such as the main character, water, etc., and I 
will be using Substance designer to design materials in the terrain, such as 
the terrain itself and other aspects of terrain (rocks, pebbles etc.) 
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Audio authoring software: Audacity 
 
 
 
 
 
 
 
For audio, I will be using audacity to edit most of the sound effects and music 
involved in the project, as it is not only free, but also easy to use, which 
includes online resources to help improve my abilities in this software. 
 
 

Video Editing Software: Adobe Premiere 
 
 
 
 
 
 
 
 
As for video editing, I will be using Adobe Premiere as I am familiar with the 
fundamentals of this software and it has a lot of resources available to help in 
improving my skills 
 
 

Rendering Hardware: Render Street 
 
 
 
 
 
 
 
For rendering my project I will be using Render Street. It is not free, but I have 
the funds required to help in rendering my project, as Render street is one of 
the best external rendering sites out there, as it also renders projects with the 
Filmic IO add-on. 
 
 

Screen Capture: OBS 
 
 
 
 
 
 
 
 
When screen recording, I will be using OBS, as it is free, a lot of resources 
into understanding the fundamentals of the software, and as it is highly 
recommended by lots of users/customers 
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Render Engine: Cycles 
 

 
 

As for rendering my project, I will use cycles as it is integrated into blender, I 
have in-depth knowledge on how to use it, and there are lots of resources 
which are available and can help me progress 
 

File type (Image): PNG 
 

 
 

The file type my major work will be recorded on will be PNG as it uses 
lossless compression, it can support alpha channels (transparency in 
images), and is heavily recommended. Rendering it as an image can also 
help backtrack between frames in the major work, as there could be mistakes 
in a frame 
 

File type (video): MP4 
 

 
 
The file type my work will be compressed with to develop the short film is 
MP4, as it can be played on most devices, is widely used in industries, and is 
the easiest to manage in terms of qualities and ratios for projects 
 

Storyboard: Linear 
 

 
 

I intend my major work to follow a sequential path that doesn’t go back or loop 
around or split into other scenarios, as it is a short film, and that this format is 
recommended for short films. 
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Introduction 
 
From the very start of this project, I had a clear idea of what I wanted to do 
and how I would’ve liked to reveal my work. I chose this idea as it was simple 
to create, it reveals a depth of story, which is unique, and it allowed me to 
learn a variety of techniques in different programs, which I used to help better 
develop the project. I had a broad experience with some knowledge and 
techniques to use in the past, but as this opportunity arose, it gave me a 
chance to further strengthen my knowledge and understanding of the 
programs involved. 
 
 

The Development of Ideas 
 
When I first heard of the project, the first idea I had in mind was creating a 
sort of cinematic intro for 3 characters resembling a team called HEX (which 
would resemble the hex colour code), which the project would feature what 
they could with their abilities in different environments, and meeting each 
other at the end. Eventually the more I thought of other ideas for the project, it 
made it more interesting in terms of effects, but at the same time more 
complex to develop, as I would have had to model, texture and rig 3 individual 
characters, so I put off that idea for the time being if I didn’t have any other 
better ones. 
 
Later on I thought of developing something that would be simple to pull off, in 
terms of modelling and rigging, and at the same time complex, in terms of 
characteristics and story content, which then led me to the development of 
Slimo. Slimo was then the new idea I was focusing on developing as it was 
simple in terms of modelling and it would develop a complex story as 
intended. The initial idea for Slimo included Slimo going around the world 
exploring different biomes and at the same time exploring his own potential. I 
then thought of other ideas for the main idea, which could help emphasise my 
intended story. Eventually I came up with adding a bird, which Slimo will 
follow and leads him into exploring the new biomes. 
 
Once I planned out what would be involved in each scene, I then thought 
about producing the scene, the assets I would use in producing the intended 
scenes and how I should go about in terms of producing them, which include; 
trees, leaves, rocks, clouds, etc. 
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Key Models 
 

Slimo 

	 
Dimensions: 60cm x 60cm 

 
Bird 

 
Dimensions: 20cm x 60cm 

 
 

Scene Layout and Camera Track 
 

Desert 

 
 
Blue line indicates Slimo’s path 
Red Arrows mean camera shot 
Numbers correspond with shot number below: 
 
1: First shot reveals Slimo moving though medium distance shot. 
2: Second shot shows Slimo looking around through medium shot at 
another angle. 
3: Third shot reveals Slimo staring off at the distance whilst focusing on 
tumbleweed through long-range shot. 
 

Snow Scene 

 
 
1. First shot reveals Slimo moving slowly on top of the hill through 
medium shot. 
2. Second shot displays Slimo looking down whilst starting to freeze 
though both mid shot, then medium close-up . 
3. Third shot shows Slimo rolling down after it froze through a wide shot 
4.Fourth shot presents Slimo that had crashed into a tree through a close 
up 

Slimo Storyboard 
 
Scene 1 – Creation (30-40 secs): 
 
Scene starts on the stormy and clouded sky 
 
Title overlays the scene (Slime-o) 
 
Title disappears and focuses on the rain 
 
Then one raindrop drops in front of the camera, which has a bit of a 
green/blue aura inside. 
 
Focuses on rain drop landing into a puddle, From high angle to mid 
level (when it lands in puddle 
 
Focuses on the cloudy sky with thunder sound, looking up (low 
angle) 
 
Lightning then appears from the clouds, then hits the puddle,  
 
The camera then moves away from the puddle, scene changing to 
dark screen. 
 
 
Scene 2 – Learning (40-50 secs): 
 
Hear the sounds of bird chirping before scene transitions back from 
dark screen,  
 
Clear weather is seen with a blue sky with no clouds 
 
Focuses on a bird in the tree, which then leaves, or flock in the 
distance leaving a tree. 
 
Camera moves from the tree towards where the puddle was 
 
Slimo is then seen with closer inspection to be sleeping, which looks 
a bit flattened 
 
Then he starts to wake, eyes forming inside which widen 
 
He then takes a look around the place (camera perspective to first 
person) 
 
He then takes on a more spherical form and tries to move 
 
Realises that he needs to jump to move 
 
Then he jumps on a puddle, observing the puddle and noticing the 
reflection, which includes him 
 
Then hear bird sounds and looks up to see a flock of birds heading in 
a direction, 
 
Then he looks down towards that direction and sees that there is a 
path, so he follows the path. 
 
 
Scene 3 – Observing and Learning (1:00-1:20): 
 
(Slimo adventures to certain different biomes in the world and 
explores what he is capable of doing, and his abilities. E.g. when 
encountering a river, he realises he can float on river, in a cave his 
eyes lights up as a torch, in a snowy area, he realises that he can 
harden and roll) 
 
Slimo encounters a jungle swamp biome (back shot from Slimo 
approaching) 
 
Notices that there is a lake, which has lily pads, some with flowers 
(shot changes to the front) 
 
Slimo touches the water to see what happens (a little splash occurs 
and waves distort) 
 
He then attempts a risk to jump on the water with his eyes closed 
(camera focused on the eyes) 
 
He opens up one eye, followed by the other, to realise that he can 
float on water, (camera zooms out to reveal so) 
 
He then turns slightly and heads towards the other side of the lake 
whilst observing his surroundings, (camera changes to a back shot 
as he slowly floats towards the other side) 
 
 

(Shot fades into another scene, followed by music towards his 
adventure montage). 
 
 
Adventure montage: 
 
Slimo is found facing a cliff, looking around (back shot, then side 
shot) 
 
Slimo is then walking the side of the cliff (camera changes to side 
perspective of the cliff, Slimo coming from the bottom and climbing 
up)  
(He learns he can stick to things) 
 
Slimo is then exploring in a cave, as is eyes are flashlights that are 
displayed with volumetric lighting, and finds a huge green and red 
crystal (Explores own abilities) 
 
Slimo is found in a desert, where he is slightly melted (due to the 
heat), he the =n sees a tumbleweed pass 
(He learns that there are some things that can’t be done) 
 
Slimo is found in a snow biome, where he is starting to freeze on the 
outside, he then approaches a slope, he then gets an idea, he is then 
seen rolling on the slope, he starts to collect snow and turns into a 
big snowball (optional) 
(He learns that he can reflect back to other experiences) 
 
Conclusion (30-50 secs): 
 
Slimo is then wandering a grass plain with a few trees around and is 
about to reach a final tree at the edge of a cliff; he then hears the 
sound of a bird (either flapping or chirping), which then he sees a 
flock of birds heading towards the horizon 
 
As Slimo watches the birds above, he heads towards the edge of the 
cliff, as he sees the flock of birds go off into the distance. 
 
Slimo then looks ahead at the sun set in the horizon. 
 
[The scene ends with the camera focused over the shoulder, but at a 
distant, of Slimo as the camera moves up towards the sky to display 
the credits 
	

Slimo Storyboard Script 

Evaluation: 
 
The concept storyboard for my major 
work summarises what is going to be 
displayed in the actual animation. As 
this is a concept storyboard, there is a 
lot of detail this is missed, in terms of 
what will be displayed in the actual 
scene. 
	

Concepts and Idea Creation 
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Testing 
Texturing and Implementing 

 
The start of texturing using Substance Designer allowed me to understand the 
concepts and logic of this program in order to produce textures that would be 
required in the project. I initially started testing the features of the program by 
developing textures that would look simple in terms of the node display and 
setup, and complex by the output of the project texture, which allowed me to 
understand ways of developing textures with fewer nodes in an effective 
manner.  
 
I then exported the texture files into blender and started experimenting what 
nodes I could use to connect all the texture maps into one node that will look 
great in the software. I then found out that the latest principled-shader node 
setup was the most effective, as it would require less nodes, and was easier 
to understand the structure and setup of nodes, which would make it easier to 
replicate for other textures. 
 

 
 
Another test with the texturing included using a texture that was developed 
from Substance Designer and importing it into Substance Painter, after I 
imported a sphere model that was UV mapped and applied a texture onto it 
and exported the texture maps into blender. 
 
After some experimenting, I came to understand that exporting the texture 
map that was not UV mapped to a specific object was much easier to use 
when assigning it to an object as the texture can be assigned to multiple 
objects, however using texture maps that are UV mapped to a specific object 
from Substance Painter allows me to customise the texture to another extent, 
as I can manipulate the texture to the object in a flexible manner, and could 
blend other textures, which could help aim for a more realistic material. 
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 Body Physics 
 
For creating the jiggle physics for Slimo, I tried using the soft-body physics 
and messing around with the setting to try achieve some result that would 
resemble a jiggle, but that failed as it didn’t work as intended, and didn’t work 
well with armature. After trying for a second time, I tried using the cloth 
physics, as it had more options available in trying to achieve the jiggle but it 
was a bit more complicated to understand, however in the end I achieved the 
intended result that also worked well with the armature. 
 

 
  

Tree Development 
 
There are multiple approaches into developing a tree. The first approach was 
modelling it from scratch, which was time consuming and required a lot of 
references in order to achieve a great result, however the tree was limited as 
to how it can be randomised to look different from the first design. 
 
The second approach was using the Space-Tree add-on in blender that 
allowed me to create a custom tree that had a lot of options to control a 
specific part of the tree, e.g. branch, leaves, etc., the tree could also be 
randomised by editing the random seed, and it also had the capability of 
giving it an animation with wind physics in a short amount of time. 
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Colour Scene 
 1 
 2 
 3 
 4 
 5 
 6 
 7 

Shot 1: Close-up 
Water drop falling 

from tree 

Shot 2: Close-up of 
water landing on 

Slimo 

Shot 3: Mid-Shot of 
camera panning 

Slimo 

Shot 4: Close-up 
Of Slimo waking up 

Shot 5: Mid-Shot of 
Slimo looking 

around 

Shot 6: Close-up of 
Slimo seeing a bird 

flying 

Shot 7: Mid-Shot of 
Slimo looking 

though the forest 

Shot 8: Long-shot of 
Slimo going in the 

forest

Shot 9: Long-Shot 
of Slimo entering 

river swamp 

Shot 10: First-
person of Slimo 
looking around 

Shot 11: Mid-Shot of 
Slimo looking at the 

river 

Shot 12: Close-up of 
Slimo touching the 

river water 

Shot 13: Mid-Shot of 
Slimo scared from 

the water 

Shot 14: Mid-Shot of 
Slimo jumping into 

the water 

Shot 15: Mid-Shot of 
Slimo looking 
around while 

floating 

Shot 16: Long-Shot 
of Slimo floating on 

the river water 

Shot 17: Long-Shot 
of Slimo in a rock 

biome 

Shot 18: Long-Shot 
of Slimo examining 

wall 

Shot 19: Long-Shot 
of Slimo climbing 

the wall 
	

Shot 20: Close-up of 
Slimo reaching the 

top 

Shot 21: Mid-Shot 
pan of the area 
behind Slimo 

Shot 22: Long-Shot 
of Slimo moving on 

Shot 23: Long-Shot 
pan of Slimo in the 

desert 

Shot 24: Mid-Shot of 
Slimo looking 

around 

Shot 25: Over-the-
head shot of Slimo 

observing a 
tumbleweed 

Shot 26: Mid-Shot of 
Slimo in a cave 

Shot 27: Close-up of 
Slimo observing a 

crystal 

Shot 28: Mid-Shot of 
Slimo leaving the 

cave 

Shot 29: Long-Shot 
of Slimo on a snowy 

hill 

Shot 30: Long-Shot 
of Slimo looking at 

the snow 

Shot 31: Close-up of 
snow landing on 

Slimo 

Shot 32: Mid-Shot of 
Slimo freezing 

Shot 33: Close-up of 
Slimo starting to fall 

down 

Shot 34: Long-Shot 
of Slimo rolling 

down and crashing 

Shot 35: Long-Shot 
zoom-out of the 

area 

Shot 36: Close-up of 
Slimo jumping on 

grass 

Shot 37: Mid-Shot of 
Slimo going to the 

tree 

Shot 38: Close-up of 
Slimo observing the 

tree 

Shot 39: Mid-Shot of 
Slimo heading 

towards the edge of 
a cliff 

	

Shot 40: Mid-Shot of 
Slimo observing 
below the cliff 

Shot 41: Mid-Shot of 
Slimo observing a 
bird that appeared 

Shot 42: Close-up of 
Slimo observing the 

bird flying 

Shot 43: Long-Shot 
of Slimo staring at 

the horizon 

Shot 44: Long-Shot 
of Slimo observing 
when the sky turn 
darker, and credits 

roll in 

Final Storyboard 
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Design Modification 
 
One of the first Design modifications was the texture, as it was very difficult for 
me at the time to develop a desired texture that used volume, so I intended to 
make the slime non-transparent but rather a solid that looked droopy (had 
drops or slime leaking around the body), however as I quickly became more 
and more familiar with software I decided to change the idea as it sounded a 
bit more complicated, didn’t give of an interesting look, and it look way to 
simple, and that was when I replaced that idea with a the transparent slime 
texture, which unexpectedly exceeded my expectations, as it made the slime 
look more complicated in a simple manner.  
 
During the early development of Slimo, I was having different ideas as to what 
Slimo’s goal is and how he achieves the given goal, so I initially intended to 
give him limbs which would be later on revealed in the animation, as he goes 
on his adventures he would ‘evolve’, which would reveal his growth and 
understanding, however I redesigned the model to not incorporate limbs in the 
future, as I further developed the limbs, it made the model look inconsistent 
and then I realised that the arm would only have one purpose, but before I 
gave up on that idea, I did a rendered animation to check if it would be fine, 
however it didn’t work out as it made the texture look inconsistent and then I 
removed the limbs. 
 

 
 

Whilst I was still developing and animating the body of Slimo, I was intending 
to animate the slime manually the entire time and create a fake physics 
simulation for the jiggle physics by animating every single frame, however I 
soon realised that would be too complicated and decided to research other 
methods. After some research and testing I found out that I could use the 
physics simulation to give the intended effect to the slime without manually 
setting each frame, which was through cloth simulation, that allowed me to 
have the correct jiggle physics for Slimo 
 
For the entirety of the project, I was intending to texture everything in blender 
using blender’s cycle nodes for texturing objects and then I started developing 
textures with cycle’s nodes, however later on I decided to resort to other 
texturing methods, as I didn’t find it effective and convincing by reapplying the 
texture to multiple objects because it didn’t have random options, so I decided 
to used substance materials to replace the current blender materials, but I 
was also going to give up on that idea since it was also complicated to import 
substance materials into blender’s cycle nodes but fortunately at the time 
blender released a new node which helps with imported materials easily, thus 
I decided stick with that idea. 
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Time Plan 
 

 
Asset Development 

Term 3 Holiday Term 1 Holiday Term 2 Holiday Term 3 

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

Slime W W W P                                        

Bird W W W W W W W W W W W W F                               

Trees W W W W W W W W W F                                  

Intro Forest/River           W W F                               

Mountainous Biome           W W W F                              

Desert           W W W F                              

Snowy Biome           W W W W F                             

Cliff Scene           W W W W W F                            

Key In Progress Finished 
Actual   
Proposed W F 

 
  Folio 

Term 3 Holiday Term 1 Holiday Term 2 Holiday Term 3 

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

Statement of Intent F                                           

SWOT Analysis W W W W F                                       

Research W W W W W F                                      

Selection and Justification W W W W W W W F                                    

Development of Ideas W W W W W W W W F                                   

Time Plan W W W W W W W W F                                   

Finance Plan                              W W W F           

Evaluation                                 W W F         

 
Animating, Rendering, 

Video Editing 

Term 3 Holiday Term 1 Holiday Term 2 Holiday Term 3 

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

Intro Forest                W W W F                         

River Swamp                W W W W F                        

Mountainous Biome                W W W W F                        

Desert                W W W W W F                       

Snowy Biome                W W W W W F                       

Cliff Scene                W W W W W W W F                     

Evaluation: I have developed all of the assets for my main character, which includes: rigging, texturing, and body physics, way earlier 
than expected. I also finished the development of the bird (which includes: modelling, texturing, rigging, and animation cycle), and all 
of the scenes that are intended to be in the project. 
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Time Plan Evaluation 
 
During the development of my project, the time needed to develop the following 
items mentioned in the table were different in terms of the things that needed to be 
applied and to be developed in order to make it in terms of the project specifications: 

 
 

 
 
 
 

 

Items in Time Plan Progress required for development 
Slime This took the longest time to develop, as it required me to research how to apply certain 

functions, so that I can act like slime, and to make it easy to control after rigged.  
 
Problems that I encountered included having multiple armatures on an object, and to 
have an armature to deform a physics modifier.  

Bird This took me about 2 days to fully develop, as I had experience of character 
development, I was accustomed with modelling, texturing and rigging this bird easily. 
 
Problems that I had included being able to deform the feathers on the birds arm correctly 
whilst the arm was being deformed (posed). 

Trees This took me about 3 days, as I had no experience developing a tree, I had to 
experiment as to what is the most efficient, in terms of being easy to produce, and 
doesn’t consume a lot of rendering time in terms of polygons for the entire mesh. 
 
Problems encountered included trying to find the right method to develop the tree, and to 
reduce the polygons to make it look good whilst it renders faster. 

Intro Forest This took me about 2 days, as I had the assets already created and it was a matter of 
distributing them into the correct places so that it would create the intended scene 
 
Problems that I had included getting the lighting correct, so that the objects display look 
great, and trying to optimise the render time. 

Mountainous Biome This took me about a day, as the assets were easily applied to scene, and the assets in 
the background were created easily 
 
Problems encountered included getting the lighting correct, so that the objects display 
look great, and trying to optimise the render time. 

Desert This took me about half a day, as I had to briefly sculpt the terrain and apply minimal 
assets to the scene. 
 
Problems that I had included getting the lighting correct, so that the objects display look 
great, and trying to optimise the render time 

Snowy Biome This took me about a day, as I had to apply the textures but create a mask for creating 
the variant texture for the snowy mountain hill, and creating the spruce trees that are 
specifically in the scene 
 
Problems encountered included getting the lighting correct, as I also had volumetric 
lighting included, so that the objects display look great, trying to add snow on the tree in 
an effective matter, and trying to optimise the render time. 

Cliff Scene This took me about 2 days, as I had to carefully distribute the assets, as this is one of the 
key scene, and to make the environment and lighting correct to match the intended 
setting for the scene 
 
Problems that I had included getting the lighting correct, so that the objects display look 
great, and trying to optimise the render time 
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Finance Plan 
 
For the development of this Major Work, I require to purchase products that 
help in producing the 3D animation. My budget for this project is $2500, and 
most of the resources that are great in terms of production are expensive, 
fortunately most resources that are internal aren’t that expensive (software 
products), however the external products (computers) are very expensive as 
they vary for the type of project you aim to do. It is also fortunate that some 
products are covered with school funds. 
 

Product Proposed Cost Actual Cost 
Desktop PC $1500 $2200 
Desktop Monitor $200 $500 
Computer Accessories 

• Mouse 
• Keyboard 

$40 $30 

MacBook Pro $1500 $1700 
Adobe Creative Cloud 

• Premiere 
• After Effects 
• Photoshop 

$100 $0 (student access) 

Microsoft Office 
• Microsoft Words 

$0 $20 

Blender $0 $0 
Substance Package 

• Substance 
Painter 

• Substance 
Designer 

$100 $300 

Printer + Accessories $1000 $600 
USB $15 $30 
OBS $10 $0 
Audacity $5 $0 
Total $4470 $5380 
 
 
Evaluation: I went way over the specified budget, however I achieved to attain 
the necessary funding due to external help from my family in providing me 
with the missing currency, however besides the external products, the internal 
products were covered by the school funds, which made things easy for me.  
 
I could have went for cheaper products in terms of the external products, 
however I felt it was worthwhile as it would help in terms of increasing my 
work speed for the development of the Major Work 
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Record of Production 
 

Slimo Creation 
 
After the planning of the ideas that I had, which lasted for a week, I decided to  
Work on some test models of character bases to see which one was best 
suitable and had a good appeal from all perspectives: 10/11/2017 
 

 
 
After doing some testing to see what type of base model I wanted, I continued 
to develop the model started to continue developing the model in terms of 
other parts associated with the model, like the texture and eyes:  
 

 
 
After deciding which type texture I wanted, I decided to try to construct the 
desired texture on a different model to see what results wood arise:  
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After continues trials in further developing the texture, I decided to move on to 
developing cells merging that would appear at the start, however it didn’t work 
out as intended, so the I stopped on the same day:  
 

 
 
I continued to further adjust the model base, they eyes and the texture: 
 

 
 
I finally completely adjusted the base mode, but still needed to develop the 
eyes and texture:  
 

 
 
After continuing to develop the model, I had found a way to improve the 
texture by placing another smaller base model that had a light inside, inside 
the larger base model with the same texture to improve the effect of the 
texture:  
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Continued to further develop the eyes, and started to achieve acceptable 
results:  

 
 
Started to create a rig and mesh cage for the character that would work with 
bending and squishing, which took about a week to develop a week to 
develop the rig, weight it and achieve great results:  
 

 
 
With further developments with improving the rig, I decided to test a short 
animation with the model, which turned out pretty well:  
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Decided to further test the model properties in a small animation, and tried to 
move things by a bit that could add in more detail, such as animating the inner 
base that could make it look more like a wobble when moving: 
 

 
 
I decided to try and work on other slime related properties and tried to develop 
a method that would allow the slime to melt but my first attempt fail: 
 

 
 
After some time I found an effective way of melting the slime by using the 
existing rig and added bendy bones to it, which allowed the model to melt 
depending on the weight of the model: 
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After more development of the melting method, I also needed to adjust the 
eyes, so it would follow smoothly whilst the model is melting, and also made 
an animating to test if would work well:  
 

 
 
While I was animating I realised I haven’t rigged the eye and decided to do, 
which can make it easier to make the slime look around, so I designed a rig 
that makes the eye(s) follow a target bone: 
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Later on, I decided to give the character limbs to show the development and 
growth of the character, and decided to use shape keys for this method: 
 

 
 
After some time I developed the necessary shape keys and added in an 
animation to see how the animated growth looked, however it did not look 
visually appealing, so I then discarded the idea of limbs: 
 

 
 

To furthermore improve the quality of the animation, I decided to add in a 
Filmic IO add-on that allowed my renders to look more realistic, and allows for 
me to edit the contrast of the scene, which made things look more vibrant, 
which will be used in newer renders: 
 

 

45



	

	

 
I then started to develop my own texture with blender’s cycles nodes that 
would allow me to blend two different textures onto one object, but difficulties 
that I had included the location of the texture and the size, but after some time 
I found out a method that allowed me to do so easily: 
 

 

 
Later finishing the development of the texture merger method, I then decided 
to develop an ice texture and have it merge with the slime texture to show a 
freezing effect: 
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Later I then decided apply some physics to the slime that would allow it to 
wobble without manually making the wobble for each frame, but the testing 
wasn’t successful at first: 
 

 
 
 
On-going Evaluation: At this part, it started to take me a long time to render 
the physics animation on the software before I could see the results that I 
needed to edit and test improvements 
 
I am also undergoing a few animation tests for the jump cycle to see which 
one is the most suitable, as for now I have done 3 tests so far, and found out 
a reasonable method to use to develop the animation for the main character. 
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Soon after more testing, I decided to use the cloth physics and modify to give 
it similar properties to a jelly, which I then applied to the character however 
the rig didn’t work well with the cloth physics: 

 

 
 
With further developments to the cloth simulation, I found out that I needed to 
allow the simulation to use a dynamic mesh, which then allowed it to be 
transformed by the rig; 
 

 
 
On-going Evaluation: This was the final part before moving on to developing 
another things that needs to be created for the project, as the rig is finalised, 
and the physics are adjusted to my liking. 
 
With the main character completed with all the adjustments and physics set 
for the character, this makes it easier for me to develop the animation, 
previously I would need to animate the wobble and the distortion of the 
texture, but that was resolved thanks to the physics mechanic implemented, 
and the empty follow delay that controls the texture. 
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Bird Creation 
 
For the creation of the bird, I first had to start off with a mesh base so that I 
could sculpt the bird correctly: 
 

 
 
After I developed the wings for the bird base, and give it higher subdivisions 
with the subdivision surface modifier: 
 
 

 
 
I then gave the base mesh eyes, as it would make it easier for me to know 
where and how to sculpt out the remaining facial features of the head: 
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After, I started to work on the legs on a separate model, as it would give me 
more freedom in terms how I would want it developed, this also included 
making a base talon: 
 

 
 
Subsequently, once I got the leg in the correct shape, I adjusted the talons 
and duplicated it on the other side from the middle so it formed the claw: 
 

 
 
After I worked on the beak for the bird, as it would be necessary to know how 
the beak area on the base model should attach to the base model: 
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I then adjusted the top part of the beak, then duplicated it and mirrored it 
underneath, so that It will form the full beak, and adjusted it so it would look 
like a real beak: 
 

 
 
After I made some small adjustments to the beak and then I added in some 
nostril holes on the beak to further enhance the realism of the beak: 
 

 
 
After the development of the beak, I then brought the legs and beak into the 
same layer of the base body and positioned them correctly, so that I can 
sculpt the areas to the beak and legs correctly: 
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Subsequently, I moulded the external meshes into the base mesh of the bird, 
the legs were good at first, but the head wasn’t: 
 

 
 
After realising the adjustments that need to be made, I mainly adjusted the 
head, and also adjusted the upper body and moved the arms into a lower 
position: 
 

 
 
After, I made more adjustments to the body, as I thought it still didn’t look 
ideal, and edited the main body a lot, and made the head a lot more rounder, 
and shrunk the beak: 
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After making the final adjustments to the final body, I had to give the bird 
feather, so I used the particle generator and put it on hair mode, which gives 
me more control in distributing and arranging the hair particles: 
 

 
 
 
Subsequently, I weight painted the areas on the mesh that I would like the 
hair to come out of before I manually edit it, as I intend to split up the areas 
that different hair particles come from: 
 

 
 
After, I added in more hair particles and combed them in the correct direction, 
so that the other hair particles that would appear once the adjustments to the 
hair are complete would follow the root particles that I manually combed: 
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After, I duplicated the hair particles gen, and made adjustments to the 
duplicate, to add in more detail to the bird: 
 

 
 
After I decided to make the feather for the wings, so I used the methods that I 
created for the body and mimicked them for the wings: 
 

 
 
After making a little more tweaks, I turned on the other hair particle 
generators, so the tweaks that would need to be made for the generators 
would be more visible to change: 
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Later on, I decided to edit the mesh a bit more through sculpting, so I could 
add in more detail to the bird mesh, which would make it more realistic, I also 
coloured in the areas that aren’t the main body in black, as to label what parts 
were completed: 
 

 
 
I then developed 3 different feather shapes that would be placed on the bird, 
and then UV mapped them to a feather image, so that they would be ready to 
be textured: 
 

 
 
I then manually place the feathers randomly on the birds arm and then 
duplicated it for the right arm, and attached some feathers to the tail: 
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After, I decided to texture the bird, so I used the texture paint feature in 
blender to paint the areas of the bird that I would like the hair to be coloured 
with: 
 

 
 
I then UV mapped the area that it was textured, so that I can save the texture 
layout on the bird, and can edit it externally if needed, to make variations to 
the other bird included: 
 

 
 
After I went back to make the final adjustments to the hair particles, and I 
used the same method for the body and replicated it for the wings: 
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The next thing I worked on for the bird was rigging it, as it wasn’t an ordinary 
humanoid mesh that I would be familiar with, I had to spend a bit more time 
weight painting and adjusting the joints so that they would bend nicely: 
 

 
 
After I parented the feathers to the rig and parented them to the areas that 
they were connected to, so that they would follow the corresponding joints 
smoothly: 
 

 
 
After making minor adjustments to the mesh weightings connected to the rig, I 
decided to make the loop cycle animation the bird will follow in the animation 
in the project, so I first made the wings flap correctly, then I made the body 
move up and down corresponding with the wing flap, later I added in 
secondary actions to the action, such as the birds head and legs bobbing up 
and down, which concludes the development of the animation cycle: 
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After making final adjustments to the animation cycle, I decided to texture the 
beak and the legs, as they were the only incomplete things for the character, 
so I first started texturing the beak, which I used a vernoi texture and 
stretched it, to get the sort of scratches on the beak: 
 

 
 
Then I added the texture for the legs, which was a dark base colour for the 
legs and the nails, but the nails had some glossiness: 
 

 
 
After that, I textured the eyes, which is a glossy colour with a tinge of red in 
black, and that was the last addition for the development of my bird, which 
also included editing the tail, as my first design wasn’t good: 
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Environment Creation 
 
The first environment I started to develop was the desert, for this I had to 
develop assets that were related to this environment, so I started to fist 
develop a tumbleweed: 
 

 
 
After a few attempts at failing, I succeeded after using a vine creation add-on, 
adding it into a sphere, which gave it the desired look: 
 

 
 
After doing some final adjustments to making look round, I used a similar rig 
from my slime to the tumbleweed, which would allow it to roll, bounce, and 
squish: 
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As I finished the tumbleweed, I needed to develop a cactus so the scene 
wouldn’t look so barren, so I watched a tutorial on how and finished the 
modelling and texturing: 
 

 
 
With the assets ready for the desert, I decided to model the desert by 
sculpting out the terrain from a plane: 
 

 
 
Whilst sculpting, I had to continuously adjust the size, as I had to envision the 
scene in the perspective of Slimo: 
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Once finished sculpting the scene, I used a texture that I developed from 
substance designer, and applied to blender, and adjusted the texture through 
the rendered images from substance designer, so that the cycles render can 
view the texture correctly: 
 

 
 
Later I added in a sky using the dynamic sky add-on and manually editing the 
nodes rather than the parameters, as I wanted a sky that would look suitable 
for the scene: 
 

 
 
After that I did a render shot with the assets to see what things needed to be 
adjust, and after a few adjustments a got a scene that I was happy with: 
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Next scene I wanted to develop was the snow scene, as it was also one of the 
easier scenes to develop, I used the similar methods from developing the 
desert and started working on the spruce trees: 
 

 
 
After creating the base for the tree, I manually added in the leaves using a 
particle system to get the intended look for the tree by weight painting the 
areas on the branches that would need leaves: 
 

 
 
Later I went back to adjust the leaf texture and add in some white spots to 
make it look snowy: 
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Subsequently, I started to develop the scene using the sculpting method from 
the desert scene and sculpted until I got what looks like a hill, which has a 
slope that will lead to a spruce forest: 
 

 
 
After adjusting the scene, I added in the tree, and use it as an emitter particle 
to distribute it on the scene in the intended areas that are weighted on the 
model: 
 

 
 
Subsequently until I got the final adjustments, I decided to add in a snow 
texture and rock texture that I developed from substance designer and import 
them to blender: 
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Next scene that needed to be developed was the cave, which is easy to 
develop, as it required minimal assets, so the first thing that I developed was 
the cave by first creating a cylinder with minimal vertices and adding in 3 
different displacement maps to add in the detail that would be required:  
 

 
 
After doing some adjustments, I decided to modify the actual cylinder and 
deform it into the shape that would make the scene look more promising: 
 

 
 
Subsequently, I added in a rock texture that I created from substance 
designer into blender cycles, and modified it to match the intended cave: 
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Later I decided to add in volumetric lightning to make the cave have a darker 
appearance, look more mysterious, and to help add in the realism of a real 
cave: 
 

 
 
After making final adjustments to the cave and texture and lighting, I decided 
to work on my only asset, which was the crystal for the cave. I started by 
deforming a cube into a base object and added some modifiers to get a better 
object 
 

 
 
Afterwards I added in a crystal texture that was premade, as it was 
hard/impossible to develop a volumetric material from substance designer to 
blender: 
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Subsequently I modified the material to be able to display a gradient of the 
material, from red to green that makes it look better than one monotone 
colour: 
 

 
 
Afterwards, I implemented the crystal into the cave scene and positioned the 
crystal and remodelled the crystal so it looked more unique, and add in 
smaller crystals around the big crystal: 
 

 
 
Next scene that I worked on was the swamp forest river scene, it was more of 
a complicated one, and so I started modelling the river lilies: 
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After I modelled the petals, I then created multiple circular arrays (arrays 
following a circular curve) for each of the ring variations: 
 

 
 
Subsequently I then UV mapped the two starting petals and textured them in 
substance painter and brought it into blender: 
 

 
 
I then did final adjustments by putting two different cores to the two different 
flower variations, and I adjusted the texture for each of the petals to make it 
more realistic: 
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Afterwards: I worked on the lily pad by first adding a circle and removing a 
section from it and then subdividing it: 
 

 
 
Then I UV mapped the circle to an image of a real lily pad, and adjusting it so 
it would look nice 
 

 
 
After, I used the UV map for the node texture and added extra nodes to give 
the lily pad a greater reflectance with light: 
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After, I added in a displace modifier so the lily pad would look a bit crinkled 
rather than flat: 
 

 
 
Subsequently, I duplicated and moved the lily pads underneath each river lily, 
and added in an empty for the river lilies, to make it easier moving the lilies: 
  

 
 
Later I decided to work on the trees that would be in the scene, for this I used 
the sapling tree gen add-on and created a tree that looks suitable: 
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Afterwards I added a wood texture that I made in substance designer to 
blender and customised it so it would be suitable for the scene: 
 

 
 
After I textured the leaves by UV mapping the face of each leaf to a leaf from 
reality, and then used cycle’s nodes to use the UV map to make the leaf 
display for each face, and each face being a different shade of green: 
 

 

 
 
Afterwards, I used the nodes to make the leaves brighter, translucent, and 
making a random colour leaf colour function that makes the each leaf a 
different shade of green to the other leaves, to help give the tree variation: 
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Animated Scene Production 
 

 
First I appended all the assets that I needed from 
the scene file, which was used to bring the 
characters and other animated object that have 
been developed on different files: 
 

 
 

 
 
Then I arranged the objects that have been 
appended to the scene, and moved the to the 
correct places for the first frame: 
 

 
 
 
 
Then I animated my Slimo first, as it was the main 
thing that was being animated and it is the object 
that sets the story: 
 

 
 

 
 
 
After, I animated the other objects that are in the 
scene that requires animating: 
 

 
 
 

 
 
Then I animate the camera as the final thing 
to animate, as it makes it easier to capture 
the things that have been animated and help 
tweak them if they aren’t being captured 
properly: 
 

 
 
 
 
 
And then after a scene is animated, 
I set the frame count for the scene 
to render and start rendering: 
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WHS 
 
The locations in which I will be working is mostly at home and school, the 
environments in both locations are relatively safe. For most of the time the 
nature of the environment are safe to work in, but there are times where there 
are risks so it is worthwhile to do research into eliminating the risks and 
hazards that exist to help create an even safer environment for everyone. 
 
For assessing the risk, I will be using a risk matrix table to identify the severity 
and the likelihood of the specified risks: 
 
 Insignificant Minor Moderate Critical Significant 
 
Unlikely 

 
Low 

 

 
Low 

 
Low 

 
Medium 

 
High 

 
Seldom 
 

 
Low 

 

 
Low 

 
Medium 

 
Medium 

 
High 

 
Occasional 
 

 
Low 

 
Medium 

 
Medium 

 
Medium 

 
High 

 
Likely 
 

 
Medium 

 
Medium 

 
Medium 

 
High 

 
Extreme 

 
Almost 
Definite 

 
Medium 

 
Medium 

 
High 

 
Extreme 

 
Extreme 

 
Severity How	severely	could	someone	be	hurt? 

Significant 
 

Death or permanent disability 

Critical 
 

Serious injury, hospital treatment required 

Moderate 
 

Injury requiring medical treatment and some lost 
time 

Minor 
 

Minor injury, first aid only required 

Insignificant 
 

Injuries requiring no treatment or first aid 

 
Likelihood How	likely	are	the	consequences? 

Almost Definite 
 

Expected to occur in most circumstances 
 

Likely 
 

Will probably occur in most circumstances 
 

Occasional 
 

Might occur occasionally 
 

Seldom 
 

Could happen some time 
 

Unlikely 
 

May happen only in exceptional circumstances 
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Ergonomic Issues: 
 
Workplace that has a poor setup that can cause a few issues to arise in the 
workplace, this includes bad posture, and RSI (repetitive strain injury), which 
can make working a lot harder and can become severe if not dealt with. 
 
This issue is Likely and Significant, which makes it on the risk 
matrix 
 

 
 
Ways to reduce this issue include: 
Poor Posture: Sit with your feet on the floor, your legs bend at a 90 degree 
angle, your keyboard isn’t elevated, your monitor is at eye level, and that your 
back is straight on the chair 
Repetitive Strain Injury: Take breaks and do stretches when working long 
periods with the keyboard 
 
 
Obstructed Workplace: 
 
The Workplace has obstructions around on the floor, which can make it 
harder for anyone to navigate around the workspace, which could lead to a 
potential hazard of someone tripping that can result in physical injuries, and 
damage to product the person may have tripped from (e.g. electronic cable, 
box) 
 
This issue is Occasional and Moderate, which makes it on the 
risk matrix 
 

 
 
Ways to reduce this issue include: 
Clear up the workplace environment occasionally, and store things that aren’t 
being used under places or in a storage location, so it wont obstruct the 
workspace environment 
 
 
 

Medium 

Extreme 
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Hazardous Workspace:  
 
Workstation desk is either messy that could make it harder to reach things, 
(e.g. mouse or keyboard), and could include liquid substances, which could 
spill around electronics and could harm the individual from malfunction of the 
electronic product. 
 
This issue is Seldom and Significant, which makes it on the risk 
matrix 
 

 
 
Ways to reduce this issue include: 
Having constant clean-ups around the workspace, to help make the area nice 
and tidy, which can help an individual reach for certain items without strain 
 
 
 
Eye Strain: 
 
This can be caused due to poor lighting in the workplace, or constantly staring 
at the monitor for long hours, which can result in strain in the eyes that can 
make it difficult to work, and if not dealt with can become quite severe. 
 
This issue is Seldom and Minor, which makes it on the risk matrix 
 

 
 
Ways to reduce this issue include: 
Close curtains to prevent sun glare, take breaks and look away from the 
screen when working long period. 

 
 
 
 
 

High 

Low 
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Evaluation 
 
Overall, I am very pleased with the outcome of my Major Work, as it included 
most of the things that I intended to add into the project. The final animation 
produced is in great quality. 
 

Statement of Intent 
 
I have fulfilled my initial goal of developing the project, which included 
developing the protagonist and the scenes that it was involved in to my likings 
and conveying the story in a great way. It also included producing all the 
assets necessary for the project, and the animating and rendering were done 
within the time constraints. 
 
I have managed to use all the skills I have mentioned in the best way possible 
for the production of the project, however some skills were no used as 
effectively as I wasn’t advanced with the some skills compared to others, such 
as Blender and Adobe Premiere. Because of some lack in skills, I wasn’t able 
to fully implement some the effects I mentioned; such as the sun glare, 
however it didn’t affect the outcome of the project all that much. 
 
The difficulties that I have faced whilst I faced were missing texture errors 
when rendering the animation, and some of the simulations not playing or 
being displayed properly, so I ended up replacing the object that caused the 
issue in attempts to fix the issue, but it only worked for a few errors and not 
all. 
 
The limitations that I had to face were the devices that I had around me that 
were capable of handling the project files that contained detailed objects, and 
to render all the animated scenes in the way I intended. Another limit was the 
timeframe that I had to develop the assets, as they were all detailed, I had to 
put in a lot of effort and attention to detail in order to get it to my likings. 
 

Research 
 
With all the research that I did definitely helped me in making the greater 
choices in developing the project in the most efficient way with the assets that 
I had available to me. I already had a great understanding of the paths I 
needed to take in order to finish the project, however the research definitely 
helped finalise thoughts for the development. 
 

Timeline 
 
Although I planned to do everything at an earlier stage of the development, I 
was held back by the development of several assets, such as the 
development of the protagonist, which had to delay everything else that I had 
planned. However the timeline did give me an idea of how I should go about 
allocating my time to the development of certain assets. 
 

Finance Plan 
 
This helped me in using my allocated budget correctly in terms of purchasing 
items that can help the development of the project. 
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Production 
 
For the production of the project in terms of developing the assets, I had faced 
the challenge of utilising my skills efficiently to produce all the necessary 
things that are visible in the animation. From doing this, I had increased my 
understanding the processes that should be undertaken whilst developing 
certain models, which I then applied to the rest of the assets that were 
developed later on. 
 
This project allowed me to utilise and develop the skills that are necessary for 
the development of 3D assets, this includes: 3D Modelling, Texturing, 
Rigging, and Animation, which they were mandatory for me as I was creating 
the project from scratch. 
 
Subsequently, the production of the project went smoothly, as I had tested a 
lot of things during the initial stage of the project. 
 

Scenes 
 
The scenes in the project were developed really well, as they each contained 
a lot of details unique to the scene environment. The development was made 
easier as I was able to reuse some assets from other scenes, such as the 
trees, which made the development much easier. The only problem that I 
faced with the scene was with the final cliff scene and the water not rendering 
properly. 
 

Slime 
 
The Slime being the protagonist of the animation, was worked on a lot as I 
wanted to have excellent control when animating the Slime’s movements, 
having an accurate jiggling simulation when the slime was moving so I didn’t 
have to manually make every jiggle, which would be time consuming, and 
giving it a very unique texture that helps for it to stand out well. 
 

Bird 
 
The bird was the other character that was included, however it wasn’t mainly 
focused in the animation, so I paid attention to detail on the parts that would 
be displayed and rigged it one way as it was only going to be seen flying in 
the project. 
 

Evidence of Practical Problem Solving 
 
One problem that I faced often was the loss of assets that were linked to the 
blender file, as I would move from one device to another the links for the 
assets would be broken and the textures would have to either be redone or 
reapplied. My way of solving this was to use a 64 GB USB that would contain 
all my files whilst I was moving from one device to another, as the links would 
be maintained by keeping all the assets on the USB. 
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