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SWOT Analysis 
 

 

 Swot of the project Swot on myself 

Strengths Having the skills, resources and time to 
complete this project are the main factors that 
will enable the completion of this project. The 
skills will be dependent on myself as I’m the 
creator of this project and will decide what to 
do and how I’ll do it for my project. Resources 
will mainly be obtained if they are free as I 
don’t intend to spend money on purchasing 
assets for my project. Time to complete the 
project is also dependent on myself as I have a 
schedule, but will intend to spend enough time 
towards completing this project. 
 

I have the necessary skills and knowledge 
required to complete this major as I have 3 
years of experience on using 3D modelling 
software’s thus also having enough 
knowledge for modelling, texturing, rigging, 
animating and rendering. Additionally, I 
have access to a wide range of resources 
which will be obtained to aid me in the 
production of the major work, these may 
include, video’s and assets. 

Weaknesses Having insufficient knowledge on something 
that will be included in the project as I will, 
need to spend time to research the matter and 
learn how to both use and apply it to my 
project. Additionally, having inadequate 
resources to complete my projects, such as not 
having a required software or having a weaker 
software to complete my project can heavily 
effect how long it could take to complete a 
section of a project. 
 

Time and time management is my biggest 
weakness as unexpected events may arise 
and I may not be able to handle or complete 
certain parts of my project with enough 
time. Skills, some tasks required may 
depend on some skills that I have not 
obtained which could slow me down on my 
progress as I would have to spend time to 
learn how to preform and use a new skill. 

Opportunities The tasks required to create my major work can 
be able to refine and enhance my skills such as 
3D modelling and animating or will be able to 
teach me new things such as texturing and 
playing with physics. 

Some skills and knowledge to finish a task, 
may not be familiar with me, thus I’ll be 
required to learn new things to help me. 
Additionally, the use of resources can allow 
me to save on some time as they could help 
speed up the process of a certain task or 
could allow me to produce better quality 
work. 
 

Threats Insufficient time spent, or insufficient time left 
to complete a certain task to complete my 
major work can have a big impact on the 
quality and outcome of my major work, 
additionally, unexpected things may arise such 
as computer problems or health problems 
which could delay the production on a certain 
element in my major work. 
 

Overall time to complete everything may 
expand over additional time plan I have 
prepared, thus resulting in a loss in the 
addition of assets and quality in my major 
work. Additionally, there I may be stuck on a 
certain part of my work for a while if 
insufficient resources are available to 
complete a certain task and I may need to 
find an alternative route around my issue. 
 

Evaluation Overall, I think I have the skills and knowledge 
capable to start and finish this major work, 
although, time management and certain skills 
would need to be improved on 

In conclusion, I believe I’m capable to handle 
the production, although time may not work 
to the best of my favour and I may be 
unable to complet a certain task on time. 
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Statement of Intent 
Introduction 
 
I have been studying Industrial Technology Multimedia and enjoyed taking part in it through year 9 
and 10. For my HSC Major work I intend to create a 3D animation because I have always enjoyed 
that part of Multimedia. I choose to do this field that corresponds to 3D multimedia because it 
peaks my interest the most, and that I thoroughly enjoy and wish to expand my knowledge and skill 
for this particular field. 
 
Intended project 
 
What I intend to do for my project is to create a 3D animation that’s about a fantasy adventure. To 
successfully reach my end goal I am required to, create designs for the characters that will be set in 
the scenes as well as the environment for the scenes. After this I will need to 3D model the designs I 
am happy with for both characters and environments. For the next step, I will need to rig necessary 
objects for animation, and once that’s complete I will need to animate the rigged objects and 
characters. After this I will need to set up camera positioning and render the result. The skills 
necessary to produce this project include: 
 

• 3D modelling 

• Rigging 

• Texturing 

• Rendering 

• Sound editing 

• Animating 

• storytelling 
 
Reason 
 
The reason I intend to do this, is because this area of multimedia is what I’m passionate about and I 
thoroughly enjoy doing. In doing this not only do I learn how to execute my thoughts and turn them 
into reality, but I also get to create the feeling I intend to towards the audience. 
 
Motivation 
 
The motivation I get to execute this project is my passion for 3D modelling and drawing, and each 
step I complete which brings me to my goal just motivates me even more. Furthermore the variety 
on the options for what to create for the major work just excites me for what I intend to do filling 
my head with many creative thoughts and ideas, motivating me to jot the ideas down. 
 
Target Audience 
 
The audience I intend to reach go toward young adult groups (12 – 25) however it can be enjoyed by 
older and younger generations who have interest in these kinds of works. 
 
Software 
 
The software’s I require, include sketching/ drawing, 3D modelling, sound and video editing 
programs. 3D modelling software will be required to create all the components of my video such as 
the characters and environment. I’ll be sketching/ drawing to create concepts of environments and 
characters. Lastly I’ll be video and sound editing to give my work a cinematic appeal. 
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Timeframe 
 
Folio 
 
The production of my folio, requires the information from each of the individual steps required for 
the production of my major work, thus I’m required to have finished my major work before I can 
fully finish my major work. 
 
3D modelling 
 
Since my project is going to incorporate many 3D assets such as the character, monsters, 
environments I believe that to complete all of this it would take me approximately 3-4 months with 
my current time plan  
 
Texturing 
 
Texturing plays a vital role in the look of the final product as this determines what a model/ object 
would look like. Texturing can change colour, height or look, to give an object, the illusion of a 
certain material. This process could take between 2-5 weeks 
 
Rigging  
 
Rigging is a fairly simple process once familiar with what’s needed for different characters, so I 
estimate that I would need about 2-3 weeks with my current time plan 
 
Animating 
 
Once I’m done with both 3D modelling and rigging for all my characters and monsters, only then can 
I start animating and this process could take about 2-3 months with my current plan 
 
Rendering 
 
Rendering is heavily dependent on the animating, modelling and texturing to be complete as this 
process takes the raw information produced from the earlier steps, then creates a finalized and 
complete version of the raw product. This process can be very time consuming, varying on the 
quality, content and length of the information needed to be rendered. This could take 3-8 weeks 
 
Video editing 
 
Video editing can only start once all previous steps are complete, as I’ll only need to use a video 
editing software to compile all the different rendered videos to create my major work. However, the 
time to create the finished product using this software will take between 1-2 weeks 
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Resources 
 
 
 
The use of resources for my project is to give myself a better understanding on how to execute and 
do certain tasks in programs such as video editing, texturing etc. Than my current understanding. 
Various websites and videos that I view will help with giving me more ideas and knowledge on what 
I want to do. 
 
  

Resource Info 

 
YouTube 
 
https://www.youtube.com/ 
 

YouTube is a large popular website 
which holds many videos, some of 
which are tutorials which will be used 
to aid me on my project. 

 
Google 
 
https://www.google.com.au/ 
 
 

A large online source engine to browse 
what you are looking for that may be 
necessary for your needs. 

 
Teacher 
 

If their come a time when some of the 
information I obtain online to me are 
unreliable I can ask my multimedia 
teacher for advice and info on what 
I’m having trouble with as well as for 
some extra files such as plug-ins, 
tutorials and sound effects. 
 

 
Students 
 

Like that of the teacher except I’ll 
mainly heed advice and feedback or 
possibly some files needed to aid me 
in my project. 
 

 
Student resource drive 
 

The school’s student drive has many 
files that are unavailable online and 
these include: tutorials, previous 
major works and other resources. 
 

 
Evaluation 

 
With all these resources available for me I shouldn’t have to much trouble locating an asset or 
tutorial that will be used to produce my 3D animation. I presume that my primary site for obtaining 
resources will be from the internet.  

 

https://www.youtube.com/
https://www.google.com.au/
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Online Resources and Tutorials 
 
 

CG Cookie 
 
CG Cookie is a website that provides tutorials, some 
free but most of which require a paid subscription. 
Tutorials include: 3D modelling, Game development, 
animation and concept art that have been created by 
professionals in the industry. The tutorials on the 
website are useful as they give a guide to proper 
workflow and cover most of what you need for what 
you want to do. These tutorials are created by 

professionals in the industry, meaning these tutorials 
can teach you how to make and use effects and skills 
used by industries. These of which can be of great to 
you as the content on this website may not be seen 
elsewhere making the skills you learn unique. 

Blender Guru 

The creator of this site Andrew price is one of the top 
free online blender tutor as he provides a large range 
of tutorials on blender ranging from creating bread to 
interior design. Although most of his tutorials are free 

but on his website some of his content and resources 
are paid and those of which teach/ give higher grade 
result. Blender Guru provides a lot of good content 
and some of which can be won on his competitions 
held on his website. Overall the content he provides is 
really useful for both beginner and intermediate which 
is accessible on both his website and on YouTube 
making it useful for blender artists such as myself. 

Remington Graphics 

Grant The creator of his content, which is both 

accessible on his website and YouTube is much like 
Blender Guru except he covers tutorials on different 
things and gives many resources which are free that 
are useful for many different purposes. So much, like 
Blender Guru he covers over many useful things but 
provides a lot of assets in Blender. 
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Blender Wiki 

Blender Wiki is a site much like the Wiki however has 
information only on blender, covers over most of 
blenders function and has many tutorials over how to 
do many things in blender. This website is also linked to 
blender’s original site so the information and content 
that are available on the site are quite reliable. Not only 
does it provide their own resources and content but has 
links to other sources that provide good resources and 
content. 

 

 

CMV 

CMV which also stands for Custom Materials Vault Is a 
library full of custom materials made for blenders cycles 

render engine. These custom materials are custom 
made by professionals at the fields so not only did they 
make a variety of textures, they made them with really 
great quality that can make one’s project look really 
good with less effort. Not only are these custom made 
materials made with excellent quality, the makers of 

the materials have created many tutorials on how to 
use and apply it to your scene.  

 
 

Evaluation 
 
Out of the resources I‘ve listed, I’ll be more dependent on using resources that can be obtained 
freely and will be a great asset to integrate into my project. Furthermore, these resources could 
inherit unfamiliar methods to their creations which may require me to understand their 
fundamentals by experimenting with the resources to get a grasp of their capabilities and whether 
to integrate their properties into my own work. Lastly, I may require resources that meet specific 
requirements, narrowing down the vast variety of options to a selective few, of which I may not 
wish to incorporate into my project as they could be more expensive or poorly crafted due to the 
resource’s rarity. 
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Software 
 

Software Introduction 
 
Software’s are programs that are run and operated by computers. Since my project is computer 
based, my project is heavily dependent on software’s that can 3D model, draw, image editing, 
texture, sound and video editing. These software’s are what enable me to pursue the project that I 
have set to carry out 

Purpose Application Logo Brief Info 
 
 
 
3D modelling, 
Animating, rigging 
and texturing 

  
 

Blender 

• Free 

• A tricky interface  

• many online tutorials and resources to help you 

• I’m already accustomed to this program since I’ve been 
using it for a long time. 

• A beginners guide to 3D modelling program. 

 
 
3D modelling, 
Animating, rigging 
and texturing 
 

 Maya 

• Expensive 

• A complex interface 

• Not many easily accessible tutorials and resources  

• Used for a bit 

• More advanced user program 

 
 
 
 
Concept sketching, 
Image editing, 
digital art 
 

  
 

Photoshop 

• Expensive (in my case the school provides it free for 
students) 

• A tricky interface 

• A wide range of resources and tutorials to help you 
understand the program more. 

• I have used this program for quite a while and understand 
how to use it. 

• More for intermediate and professional use. 

 
 
 
 
Creating different 
maps for textures 
 

  
 

Crazy Bump 

• Expensive but free on certain hardware 

• A confusing interface if you don’t understand what you’re 
doing 

• There are some tutorials that help you understand how to 
use it 

• I understand how to use the program a bit as I have used 
it before. 

• Can be used by anyone from different skill levels, however 
it is intended for professional use 

 
 
Creating concept 
designs, sketches, 
paintings and 
illustrations 

 Autodesk sketchbook 

• Has a paid yearly subscription and free version 

• Has many unique and advance drawing tools, which allow 
for detailed concept designs and free form art 

• Unlimited layers, no matter the dimensions of the page 

• Can easily export files at any quality and most file formats 

• Very easy to use interface that can be used by audiences 
at any skill level 
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Evaluation 
In conclusion I’ll mainly use software’s that I can either easily obtain or I already have downloaded 
on my hardware. Additionally, I’ll mainly stick to software’s that I’m already accustomed towards or 
are easy to learn and use such as blender and Photoshop etc.  

 
 
 
Editing videos, 
adding sound and 
effects 
 

 Premiere 

• Expensive (in my case the school provides it free for 
students) 

• A wide range of videos and resources that you can use to 
help you with your project 

• I have a bit of experience with it as I have used it before 

• Can be used by those new or already familiar with video 
editing 

 
 
Digital Art, 
Concept 
sketching and 
design 

 MediBang Paint Pro 

• Free 

• Has similar properties of that of Photoshop and is 
primarily for artists 

• An artist friendly interface 

• I’ve used and is still using it as it’s not a heavy software 
such as Photoshop (less power drainage) 

 
 
3D modelling, 
Animating, rigging 
and texturing 

 

 Cinema 4D 

• Expensive  

• Has good animation properties which are easier and more 
efficient to use. 

• Has some tutorials and resources 

• Tricky interface 

• A pretty efficient render engine 

 
 
 
3D modelling, 
Animating, rigging 
and texturing 

 

3Ds Max 

• Expensive 

• Has tools which enable efficiency for modelling, rigging 
and animation 

• Has a strong physics render engine and great mesh 
deformation which is good for character creation and 
animation. 

• Not many tutorials to learn how to use the program 

• Has a complex interface 

 
 
 
 
Texturing made 3D 
models 

 Substance Painter 

• Pricy 

• Has great tools which are effective in painting a 3D model, 
allowing specific textures in certain areas. 

• Has a variety of resources and tutorials 

• Complex interface 

 
 
 
Designing textures 
for 3D models 

 Substance Designer 

• Pricy 

• Very strong and effective tools that can be used to create 
high end and very detailed textures that can be applied to 
3D models which can be used in a variety of other 
software’s. 

• Has a variety of resources and tutorials 
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3D Modelling software 
 

Blender 
 
Blender is very popular 3D modelling software that’s compatible with windows, Mac OS and Linux. 
It’s a powerful program that’s completely free. Because of this its commonly used by both 
beginner’s and experts in the field of 3D modelling. Another reason as too why this program is good 
is because of its very user friendly interface that’s very straightforward and easy to learn or adjust 
too. This is why Blender is also referred as the program for beginners to 3D modelling, as most other 
3D modelling programs which are as good or better, are generally very expensive. Blenders 
straightforward interface to complex functionalities is another reason as to why this program is 
quite popular, as experts at the field find it more relaxing and enjoyable too use.   
 
Blender includes many strong functionalities that are found in high end 3D modelling software’s 
such as:  

• Node-editing which is a convenient 
and easy way to creating complex 
materials.  

• Cycles-an internal render engine 
which is very powerful, efficient and 
easy to use. 

• Light engine-great and strong engine 
for light simulation 

• Physics engine-powerful engine for 
many physic simulations. 

 

Maya 
 

Maya another popular 3D modelling software that runs on windows, Mac OS and Linux. This is one 
of the oldest 3D modelling software which is why today it’s still known to be very powerful. Because 
of its long time around and how powerful it is, it has gained its popularity. Maya is a very 
straightforward program like blender as it has a variety of great features such as, a powerful render 
engine that is capable of Maya’s great light and physics engine which are too, very powerful. This is why its 
features can be used independently or together. Maya’s great inbuilt features such as its powerful:  

• Fluid simulation- powerful engine in this software that enables the user create a digital fluid that 
can interact with objects and environment around it in many different ways.  

• Particle simulation- another good engine this 
software has that allows the user to add 
particles to a scene, these particles include fire, 
rain, snow, smoke and these particles would 
not only be visible in the scene but is also 
capable with interacting with other objects 
within the scene. 

• Fur simulation-great engine for using fur or hair 
that will be required for the scene, as well as a 
composite which allows the user edit, 
manipulate and change the final render so that 
it goes well for what they have in mind.  
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Cinema 4D 
 
Cinema 4D is another great 3D modelling software but what separates this from the other software’s is its: 

• Strong engine-that allows the user to animate many parameters at once with good visual feedback. 

• Material editor-in this software it is really strong which is why most end results after making and using 
the materials tend to be of higher quality. 

• Mesh deformation- is also one of Cinema’s 4D strong 
points as its mesh deforming abilities are also really 
good. 

 
With Cinema’s great features this would be a program fit 
for those with good experience in the field of 3D modelling 
as this program not only has strong features but is also 
really expensive, which I why it’s for the high end users 
with more experience. 
 
 

3Ds Max 
 
This software that’s compatible with 
Windows, Mac OS and Linux. Not only is it a 
good 3D modelling software with a lot of good 
features but is also one of the best in terms of 
rigging and animation. This is the software’s 
strongest point as to why it’s quite popular 
around a few animation industries. The only 
thing the decreases its accessibility is its heavy 
price tag which is why it’s not too popular. 
Other than that, it’s still a really good software 
that provides comprehensive 3D modeling, 
animation, rendering, and compositing solution 
for games, film, and motion graphics for artists 
and industries. 
 
 
 

Evaluation 
 
All of these 3D modeling software’s are capable of doing everything that I require for the 3D modeling, 
texturing and animating aspect of he project, however I require a program that I’m both already familiar with 
and has an abundance of resources that can help me with every aspect of the program that I will require for 
my project. The only program that passes these criteria is blender. 
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Render Engines 
 
Render engines are software’s that can be found individually or within a software (more commonly within a 
software) and creates images on the screen. The engine draws structured text from the information given to it 
(often HTML), and formats it properly based on the given style declarations (often given in CSS). For example, 
a render engine can determine fluid simulation where you can manipulate how it interacts with its 
environment or particle simulation, to determine how different particles such as rain and fire, interact with its 
environment etc.  
 
Some engines are more powerful which are generally better than other engines, but each one is different and 
has a different way of creating a material which could produce a different outcome and this may cause it to 
render faster or slower. By experimenting with different render engines, you are able to produce various 
different results one of which may be the one that best suits your likings the most but this is dependent on 
you and your accessibility to the different engines. Some engines that are out there are free and others can 
cost quite a bit but you are also able to edit rendering capabilities of some rendering engines out there. Here 
are a few of the render engines that are out there include: 
 
 

 
 
 
 
 

 
Blenders Cycles Render 

 
Blender comes with two internal renders which are different from one another but out of the two cycles 
render is the most popular. Cycles render is the original and intended render engine for blender as it is more 
powerful and brings forth a lot more possibilities for your work, as it can render many different simulations 
and physics (fire, water, smoke etc.). Not on is it capable of doing that, it is capable of rendering a wide variety 
of beautiful detailed textures from stone to wood more efficiently than other render engines out there.  
 
Another reason as to why this render engine is really good is because of the process of creating the material 
that’s going to be rendered. The materials are created through node editing, which not only is convenient and 
efficient way for creating materials but the output was specifically made for blenders cycles furthermore 
increasing the efficiency of the render. 
 
This rendering is useful when coming to face complex 
materials, structures and animation as its built into the 
program which allows for an optimized workflow and was 
created with blender, producing great results for blender. 
 
The great features about using this render engine is that it 
comes with no licensing fees, It’s easy to work with, 
integrated within the software and has many tutorials to 
guide anyone new to this into it. Overall its really good and will be a great asset to my major work. 
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Mitsuba – physically based renderer 

 
Mitsuba is another great render engine but the main difference about Mitsuba to blender cycles is that this is 
an external render engine unlike cycles which is a render engine that’s integrated into the software. This can 
disrupt workflow and may not work as efficiently, however it is made to support various 3D modelling 
software’s including Blender. 
 
Furthermore, Mitsuba is a free render engine with a lot 
of similar properties to that of cycles but Mitsuba is 
more focused on physical rendering which aims to try 
out cutting edge techniques for creating HD results. 
 
Mitsuba comes with a command-line interface as well 
as a graphical frontend to interactively explore scenes. 
While navigating, a rough preview is shown that 
becomes increasingly accurate as soon as all 
movements are stopped. Once a viewpoint has been 
chosen, a wide range of rendering techniques can be 
used to generate images, and their parameters can be 
tuned from within the program. 
 
Lastly, Mitsuba supports the most commonly used scattering models: Lambertian surfaces, ideal dielectrics & 
mirrors as well as the the Phong & anisotropic Ward BRDFs. A range of microfacet models are also available, 
including rough glass, plastic & metal. Subsurface scattering can either be simulated using a BSSRDF approach, 
or more rigorously using volumetric light transport. This means that this software can be used render high 
quality materials that can look photorealistic. Overall this is a truly great render engine that may be of use to 
me for my major work, however there are a lot of resources with not too many tutorials on how to use it. 
 

Lux Render 
 
Lux render is another free external render with no licensing fees much like the two already listed however this 
is more related to Mitsuba as Lux render is also an external render engine. Other than it being free, LuxRender 
is Open Source and the fact that it is Physically Based, It's ability to use OpenCL to speed up rendering by using 
all the available OpenCL compatible hardware and even over the network, this is really great for my use.  
 
Also, due to its PBR nature the end results have a very photographic look. Several integration plugins are 
available for Lux Render, E.g. Blender, 3ds Max, Maya, Cinema 4d and 
Sketchup to name a few. I haven’t had any experience using Lux however 
from the others that have been they say that using it with blender and the 
integration is flawless and allows for a 1 click cycles scene convert. The new 
biased path rendering mode is apparently very fast with OpenCL. and the 
new Halt Conditions menu allows for auto stopping a render at an 
estimated noise level. 
 
However some downsides to this is that LuxCore does not support network 
Rendering. Too many options and lack of a solid documentation, this can 
be intimidating for a new user. Other than that this also seems like a 
promising render engine possibility. 
 
Summary of which render engine is best in different aspects out of: Cycles, Mitsuba and Lux Render  
Based from online reviews 
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• ease of use – Mitsuba wins – Increase number of samples to get rid of noise. Lux is second. Cycles seems 
most complex as it can consume a lot of time adjust it to the settings fit for you. 

• render speed  1. Mitsuba;  2. Cycles 3. Lux.  Not sure why lux is so slow, but it is supposed work much 
better in more complex scenarios. But then Photon Mapping in Mitsuba is very, very fast too – and 
cycles default settings are ok in most of cases – so it is one click setup render. 

• flexibility of material setup: 1. Cycles – definitely winner – great integration with blender and nodes are 
fun to work with.  2. Lux – will support nodes too, and has lot of cool features (displacement, spectral 
rendering, realistic sun & sky model – same as Mitsuba actually; cycles sun & sky is really 
unrealistic/outdated). 3. Mitsuba – no nodes support for now, not as flexible, but easy to use. 

• fun and workflow speed – definitely Cycles wins with interactive render preview, scene setup is quick 
and fun. Lux will have this too.   Someone want add support for realtime render preview in Mitsuba? It is 
to complex programming for me… For now scene setup in Mitsuba is slow and not fun, because of 
constant need to render scene preview manually. 

• animation – cycles definitely is the best enough said; lux – seems to be to slow for that (maybe with 
direct lightning you could render animation in reasonable render time, and there is big hope for quick 
renders with GPU openCL). Mitsuba would be great for animation, but exporter is not optimized for that. 
For each frame it exports whole scene data, so it is not usable for heavy scenes. It could be improved 
with better exporter  and use of Mitsuba python libraries, but  it is above my programming skills. 

 
 
Overall these Render engines are all really great with their pros and cons but my thoughts on which remder 
engine I’ll be using is still undecided. 
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Texture Maps 
 

Map  Explanation  example 

Normal Map Through the values from red to 
blue, this map can be used to give 
a low poly illusion of leveled 
geometry to make a surface look 
like it has bumps or indents. 
 
This is useful for having objects 
which would use less rendering 
power for reliable results rather 
than having objects with more 
geometry which would use more 
rendering power. 

 

Displacement Map This map is used to generate the 
height data for which an area of a 
model will be geometrically 
displaced, based on the black and 
white values of the map. 
 
Useful for creating simple geometric 
values of a model based of an image.  

Occlusion Map A greyscale image which gives data 
on the values of directed light. Higher 
values means more light reflected 
(not glossiness), lower values means 
less light reflected. 
 
This is useful for having more 
controlled calculations for where light 
would have either the most or least 
impact on an object, which can bring 
a deeper sense of realism to a 
surface. 
 

 

Specular Map This map is used to define a surface’s 
light reflectivity, which can make a 
surface either look dull or glossy. 
 
This is useful for highlighting or 
enriching colours that could be 
avoided if otherwise not enhanced. 

 
Diffuse Map This map defines the colours and 

patterns of an object which can in 
turn give an object more of an 
appeal. 
 
Useful for giving an object colours 
dedicated for its appeal, decreasing 
time consumption to manually paint 
an object.  
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Drawing/ Designing Software’s 
 

Photoshop 
 
Photoshop is a very good artist program for both creating digital art advanced 
photo editing. Its compatible with Windows, Mac OS and Linux and is one of 
the best program’s in the industry for this work, which is why it’s quite 
popular. One factor that limits its accessibility is its price, as its quite expensive 
for both buying it, or any of its subscription. The main target audience for this 
software is towards graphic designers in the industries. One of the programs 
strongest points is its wide range digital art tools which are both complex as 
they have pressure sensitivity enabled and the ability to not only create but 
download custom brushes to increase your drawing capabilities. 
 

Medibang Paint Pro 
 
Another good software for both digital artists and photo editing. The main 
thing that separates this from Photoshop is its price. This program is free and is 
compatible with Windows, Mac OS and Linux which allows for larger 
accessibility. The many features this app mainly features tools directed 
towards digital art but is capable of photo editing, just not as good as 
Photoshop. Just like Photoshop, in this software you can create custom 
brushes or you can use the wide range of brushes that are already preinstalled 
or download custom made brushes online into it. Overall this software’s value is worth it as you get similar 
features to that of photoshop that are still worth its value as it’s free. 
 

Autodesk Sketchbook 
 
Autodesk sketchbook is another very good digital art software much like 
photoshop. What differentiates this from photoshop, is that this is made for 
sketching, drawing, illustrating and painting focusing primarily on art rather 
than image editing. This program is compatible with Windows, Mac OS, apple 
IOS and android. Sketchbook comes in a free and paid version, where in the 
paid version, you have access to many unique and professional brushes and 
tools, additionally this software has Copic markers allowing for a wider range 
of colour preferences and can produce nicer saturations and tones. Although 
this software is primarily art focused, It’s capable of some image manipulation if necessary. In conclusion this 
software is worth getting either free or paid as the tools and interface are easily adaptable and interactable 
allowing for enjoyment and use by a wider audience. 
 

Evaluation 
 
For most of my sketching and concept work, I think I’ll mainly depend on using photoshop and Autodesk 
sketchbook as, I’m already accustomed with both software’s and its interfaces. Additionally, photoshop and 
Sketchbook have both strong, more tools and features that easily over power Medibang. 
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Video Editing Software 
 
 

Adobe Premiere 
 
Adobe Premiere is a popular video editing software 
with advanced video editing capabilities that allows 
its users to place raw footage that may not have 
sound, and is capable of creating footage of the 
video with sound. The application is also capable of 
adding some effects to a video however that is not 
my full intentions for this software. Although this is a 
really good software that can be learned how to use 
quite quickly it comes with a pretty hefty price tag. 
This limits accessibility to individuals who can’t 
afford it, but is still quite a popular software as it is 
used in the industries by professionals. This program also come with a variety of tutorials on how to use and 
add stuff to it. 
 
 

Blender VSE 
 
Another one of Blender’s great component, is that it’s packed with a full video editor that allows for special 
recording assets such as motion tracking, Gaussian grading, colour grading and compositing. The best part 
about this is that it’s free and included is included in Blender. Unlike other video editing software’s such as 
After effects and Adobe Premiere, you are in more control and you can apply more complicated functions like 
motion tracking which is unique and not available in Adobe Premiere. By working everything in one program 
such as Blender there ends up being less disruption in workflow, increasing work efficiency by using one 
program instead of multiple programs. After the frames have finished rendering Blender can composite the 
images from within and with the use of Blender VSE you are able to edit the video without leaving the 
program. Blender does not support OpenCL which is an acceleration for video rendering, which means that 
producing a video will take longer. Lastly there are a wide variety videos you have access to, which can teach 
you all you need to know about Blender VSE. 
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As seen here in the model of a human head, a and b show the use of polygonal 
modelling while b is subdivided which creates a smoother surface while in return 
creates more vertices (which are hidden). 

3D modelling 
 
 
3D modelling is the digital process of creating an interact able mathematical representation 
of a model via a 3D modelling or other specialized software which allows you to view or 
create them. 3D modelling has a lot of industrial applications such as: 

• Film making 

• Animation 

• Gaming 

• Architecture 

• Interior design 

• Industrial designs (automotive, mechanical equipment, computers etc.)  
 
 

Different Techniques 
 
There are a variety of different ways to manipulate the surface for the 3D mesh you have 
created these include: 

 
Polygonal modelling: In computer graphics polygonal modelling refers to the creation of an 
object using many points also known as a vertex. With the use of this technique through the 
creation and placement of these vertexes you can produce different polygonal shapes for an 
object. As such this can be used to from 2D shapes and from this you are able to form 3D 
objects. This varies from simple objects (Prisms, pyramids, Spheres etc.) to more intricate 
objects (animals, buildings etc.). Once your model has been created, manipulating the 
surface can be done easily through selecting and adjusting the locations of these vertices 
around, etc. This technique for modeling was specially designed for scan line rendering. (Scan 
line rendering is an algorithm for visible surface determination in computer 3D computer 
graphics, that can operation on a row by row basis rather than a polygon-by-polygon or pixel 
by pixel basis). Because of this it’s one of the best choices for digital rendering. 
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Through the manipulation of polygons for creating an object, comes with many advantages 
and disadvantages. First of all, polygons cannot be used to their true effectiveness by 
displaying curves and round surfaces. Prior to this many vertexes are required to give the 
object the illusion of curves for a better visual appearance. The requirement of a large 
amount of vertices can cause a massive performance difference on the computer. An 
advantage of polygonal modelling is that comes with the ability of being ready for texturing 
and rigging. However, the main advantage of Polygons is that they are faster than other 
styles of 3D modelling. With a decent graphics card and CPU, this information can be displayed 
at around 55 - 60 fps while ray traces (the primary output of displaying non-polygonal objects 
are incapable of keeping 60 fps 
 

Digital Sculpting 
 
Sculpting is the deformation and manipulation of an object. Digital sculpting which is still 
quite new and has become quite popular involves the melding and manipulation of an 
object, of which has properties of clay which is why the mesh is also referred to as digital 
clay. The main purpose for this from of modelling focuses on finer detail for character or 
terrain creation of which artists out there are already familiar with. The most common way 
for digital sculpting is referred as “Dynamic Retopology” which is addition or subtraction to 
a starting mesh (most commonly a sphere or cube). With the use of this technique it can 
enable one, such as myself, to create a character which much finer detail in all aspects of 
the body such as the face, torso, limbs, hands, feet. 
Also for detail rich terrain like, trees, buildings, 
mountains, rock formations etc.  
 
While this does give your work a better overall look it 
does consume a lot more time to create the finer 
detail especially if you’re new to this concept. 
 
 
 

Curve Modelling 

 
Surfaces that are defined by curves, which are influenced by weighted control points. The 
curve follows (but does not necessarily interpolate) the points. Increasing the weight for a 
point will pull the curve closer to that point. Curve types include non-uniform rational B- 
spline (NURBS), splines, patches, and geometric primitives. In 3D modelling software’s this is 
excellent for creating curves and smooth surface by using a modifier.  
However if this modifier were to be applied the curve would be made of many vertices but 
with thus use of this technique it uses less computer processing power. 
 

 
 

As you can see here through the use of digital sculpting 
you are able to create finer detail into your projects 

which create a more detailed and appealing outcome. 
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Rigging 
 
Rigging is the process of setting up a digital skeleton of which is bound to a digital mesh 
such as a person, animal or object. This prepares the model for animation by allowing the 
control of mesh deformation of an object. The process of rigging consists of creating a 
skeleton which is made up of individual bones. When rigging there are two different ways of 
rigging joint movement on something for an animation. 
 
Forward Kinematics 
 
FK rigging, allows any given joint to only affect parts of the skeleton that fall below it on the 
joint hierarchy. For example, rotating a character's shoulder changes the location of the 
arm, elbow, wrist, and hand.  

 
Inverse Kinematics 

IK rigging is the opposite process of forward kinematics, and is typically used as an efficient 
solution for rigging a character's arms and legs. With this rig, the terminating joint is directly 
positioned by the user, other joints above the joint on the joint hierarchy are automatically 

interpolated by the software. 
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Presentation 
 
 

 
 
 
 
 
 
 

 
 
 
 
 
 
 
 

Camera Angles and shots 
The use of camera angle and shots through films plays a key role such as guiding the viewer 
as through the story being told and to give them an understanding as to what mood is being 
portrayed in the film. Each camera angle and shot, not only differs in showing different parts 
of the scene but also how it shows the scene and the 
mood within.  
 
Low angle shots can show power to one or a difficult 
challenge that will be. High angle shots can show 
weakness or vulnerability. First person gives us the idea 
of what the character is enduring and going through. 
 
There are many other camera angles and shots that are 
used to create more emotion for a film but the point is that there is a variety of ways to 
show the audience the different perspectives that can be seen within a film and how they 
are done so with the many different camera angles. 
 
 
 
 
 

Type of Presentation Description 
YouTube/ Other online 
video sources  

Free online Domains to access and watch 
videos such as YouTube is great way to 
present your work as these websites can be 
popular, allowing for a presentation or video 
to attract more attention.  

DVD Multimedia presentations on a DVD can allow 
the audience to have more control over the 
presentation giving it a greater appeal. 
Additionally, the disc itself is light compact 
and small, making it easy to transport 

External hardware External hardware’s such as USB’s allow for a 
quick and easy transportation of files for a 
multimedia presentation  

Website Presenting videos on a website is a great way 
for attracting the audience’s attention if the 
theme of the video is linked to the theme of 
the website. The website could also show 
additional information and content which can 
relate to the same or different project. 
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Camera Shot Explanation Example 
Extreme close up Very close to the subject of the 

scene showing strong detail, with 
very little to no background 
present. Can be focusing on a 
certain part of a face such as eyes 
ears or mouth.  

Close up Close to the subject showing great 
detail of the subject with some 
background present. Focuses 
primarily on the whole face of 
someone or something. 

 
Mid shot Some distance between the subject 

and camera, primarily featuring a 
person from the waist up showing 
some detail of the subject with a 
lot of the background present 

 
Full shot Very similar to mid shot but 

focuses on the subject as whole, 
showing less detail and more 
background than a mid-shot. 

 

Long shot Far from the subject showing all 
and more of the subject, 
contrasting both the background 
and subject evenly  

 
Extreme long 
shot 

Very far from the subject, focusing 
primarily on the background, 
showing the area of the scene 

 
 

Evaluation 
 
With the use these different camera shots, I’ll be able to capture a lot more of the action 
and moments during my 3D animation. This would be more enjoyable and give the audience 
a more immersive and feeling towards my animation. 
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Camera Angle Explanation Example 
Low angle The camera is positioned 

underneath, and is angled up 
towards the subject, making the 
subject look larger. Typically used 
to show strength and power of 
the subject. 

 
Medium angle The camera is positioned at 

around eye level of the subject. 
Gives the appeal as though the 
audience is facing the subject 

 
High angle The camera is positioned above, 

and is angled down towards the 
subject, making the subject look 
smaller. Typically used to show 
weakness and vulnerability of the 
subject. 

 
Birds eye view The camera is positioned high 

above the scene, setting the basis 
of the area for the audience. 
Additionally, this allows the 
audience to capture and 
appreciate the detail of the scene 

 

 

 

 

Evaluation 

To give my 3D animation more of an appeal I will be using many different camera angles 

from the table above. Additionally, the more camera angles I add to my 3D animation the 

more I can render my work in smaller clips, which means that if a clip fails I’d just have to re-

render that clip instead of the entire film, making it simpler to produce my work. 
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Storyboard 
Storyboards play an key role in the multimedia industry, as they are used to help illustrate a 

story in presenting ideas and concepts in a basic manner to simplify the planning process. 

Storyboards are typically utilized by multimedia 

professionals that range from animators to game 

creators. The purpose of a storyboard is to show a 

graphic sequence of images that illustrate a basic 

context to the story of a game or animation. Since these 

sequences are in a basic form it allows changes to be 

made easily, without disrupting too much progress 

rather than if the changes were to be made later on in 

the production.  

Storyboards are drawn within frames which show the details of what will occur during a 

scene. The drawings within the frames are just basic sketches of the characters, objects and 

events that occur during the scene. These drawings are basic but good enough to give the 

people working on the scene an insight as to what’s going on. There are two types of 

storyboards: Traditional and Thumbnail storyboards. 

Traditional storyboard  

Shows the concept behind a story by having each scene sketched in a box 

with text next to each box which outlines the entirety of what occurs during 

each scene. Advantages to this is that it gives more information and this will 

allow for a better visualisation of how the story will playout and is quick to 

make. The disadvantage is that these storyboards tell more rather than 

show, which can lead to confusion between a group as each member can 

have a different visualisation 

Thumbnail Storyboard 

Much like a traditional storyboard, the thumbnail storyboard presents sketches of each 

scene with little to no text. This may cause the storyboard to lack in information, so they 

make up for this by having more sketches to show more of each scene. Advantages is that 

this can give a better visualisation of the scene by showing rather than telling, revealing 

more depth and details of a 

scene. The disadvantage to 

this is that with more 

sketches needed for each 

scene, it can take longer to 

produce a storyboard. 

 

Transitioning 
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In film editing transition refers to how a shot ends or starts Transitioning also plays an 

important role in movies and video’s as it is used to get from one scene to another, 

sometimes using effects that suits the scene or situation of which is carried on through the 

transition or to be used to get from one scene to the next quickly. The most common types 

of transitioning used includes:  

Cut 

The most basic and common type of transition is the cut. A cut happens when one shot 

instantly replaces the other. Cuts are so widely used that feature movies normally count 

thousands of them. 

Cuts are essential for the effects of juxtaposition, although most cuts exist simply for a 

technical need, the abrupt replacement of one shot by the other often demands a certain 

interpretation from the viewer. 

Cuts became industry standard for two reasons: First, during the early years of cinema, 

when editing actual film, the editor could very easily cut the celluloid strip with a blade or 

scissors and splice it together. Any other type of transition would require further processing 

from a specialized lab; therefore increasing costs. Second, the other types of transition are 

more distracting. Cuts allow for a better flow of the movie. 

Fade in/out 

Fade ins and fade outs are the second most common type of transition. Fade outs happen 

when the picture is gradually replaced by black screen or any other solid colour. 

Traditionally, fade outs have been used to conclude movies. Fade ins are the opposite: a 

solid colour gradually gives way to picture, commonly used in the beginning of movies. 

Despite being the second most used transition, fades are seldom adopted by editors. An 

average feature film will have only a couple of fades, if that. Fades are used sparingly 

because they imply the end of a major story segment. Fades are also utilized when allowing 

the audience time to catch their breath after an intense sequence.  

Dissolve 
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Also, known as overlapping, dissolves happen when one shot gradually replaces by the next. 

One disappears as the following appears. For a few seconds, they overlap, and both are 

visible. Commonly used to signify the passage of time. 

 

Wipe 

Wipes are dynamic. They happen when one shot pushes the other off frame. George Lucas 

deliberately used them throughout the Star Wars series. Wipe transition editing star wars 

 

Iris  

An old-fashioned transition hardly employed today is the iris, when a circulars masking 

closes the picture to a black screen. Irises are found in some cartoons like this example from 

Betty Boop: 

Nowadays, editing programs have introduced several other types of irises, like a star or 

heart. Though they have no place in serious filmmaking, those are great tools for 

homemade videos. 

 

 

 

Lighting 

The use of lighting in a scene can determine the 

mood for the scene allowing the viewers to 
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easily adapt to the situation in a scene. A bright light scene can give the impression of a 

happy/ good moment, while it is true that shadows are moody while flat lighting makes a 

scene mood less (not the same as happy), the effects do sometimes overlap. Similarly, 

lighting from the bottom used to be only for male villains in film noir — now it is one of the 

most glamorous techniques known (when done with soft light). 

The use of lighting can be extremely effective if it is used correctly and can enhance the 

quality of the story and content producing a better and eye capturing result. 

 

As you can see in the image above the dramatic differences through the placement of lights 

at different locations and different levels of brightness. Each one produces a different effect 

which can be used to ones advantage if used correctly in certain situations. 

 

Sound and Tone  

Sound and tone is another and probably one of the most important aspects of a good film as 

they not only give the viewers more to enjoy but also compliment what’s going on visually. 

This can be seen through conversations, explosions and the splashing of water which occurs 

in films and other video media. Another aspect sound has is the ability to set a tone, like a 

very cheerful song in the back on a bright sunny day. An eerie tune with the wind blowing to 

represent that what’s going on is mysterious and suspicious also spooky. 
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Other important factors that’s important for sound, is the quality of it and how it’s 

outputted. The reason as to why these two are important is if you have a dramatic scene 

and have terrible sound quality it’s not going to as uplifting as it could or should be. This also 

goes for how the sound is outputted as it could be good high quality sound but the speaker 

system or whatever is outputting the sound may not have loud speaker, therefore the 

sound quality will be quiet and will be harder to hear from a distance. Also the quality of 

which the sound is outputted is really important as it can be a loud speaker but it can have 

terrible quality, producing sound that doesn’t sound as good as it should. 

As seen in the example above, with high performance speakers a great setup can be 

acquired however this can cost a lot. 

Audio for my major work is another important factor as I can either make my own which 

won’t be too god with the equipment I have, or I can find/ buy good audio files that would 

go great with my major work online. 

File Types 
 
The different file types as to which one I use export my rendered animation and finished 
movie is important as I could save it as a series of images or as a video. The different file 
types are important to distinguish one another from as they each have their own pros and 
cons.  
 

File type File name Compression  Useful Info  

 
Audio 

MP3 lossy Supported by most systems  

FLAC lossless When converted, no quality is lost 

WAV lossless Used more commonly for larger files 

 
Image 

PNG lossless Smaller than other lossless formats 

BMB lossless Supported by most systems 

JPG lossy Handles files in high quality well 

 
Video 

AVI lossy Doesn’t support subtitles 

MKV lossless Supported by most programs 

MOV lossy Requires quicktime 
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Audio 
 
 
Audio is another important element that will be used within my animation to support many 
of the actions which occur within my animation, these include: footsteps, wind blowing, 
stone crumbling, animal sounds, and more. 
 
There are two ways of which I can obtain the necessary audio files which will best fit my 
animation: 
 

Self-Recorded 
 
This requires me to fabricate audio files which has its pro’s and Con’s: 
 
Pro: creating my own Audio files allows me to have more control over the sounds that will 
be used in my animation  
 
Con: creating sound isn’t as easy as it seems as it requires good audio equipment to create 
good sound quality and equipment like this can cost a lot of money 
 

Premade 
 
This allows me to obtain audio files which have been created by others who use high quality 
recording equipment. 
 
Pro: These audio files can be well made and therefore provide a better audio experience for 
the animation than audio recorded by myself. 
 
Con: with these audio files, I lack control of how sounds are paced for the audio I obtain for 
my scene. Additionally the greater the audio file the more it can cost and they tend to cost a 
lot. 
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Hardware and Technology 
 
 
The role of hardware and technology play in the production in a multimedia presentation is 
crucial, as they are responsible for the calculation and rendering of projects such as special 
effect, 3D animations and 2D animations. 
 

RAM  

 
RAM (Random Access Memory) is a primary storage unit which is responsible for 
temporarily storing data. This form of quick storage is required when, heavy calculations 
such as rendering data is needed. The more RAM available to a computer the quicker these 
calculations can be finished. 
 
 

CPU 
 
CPU (Central Processing Unit) is a component of a computer, responsible for sending and 
receiving information all around the computer, carrying out all the tasks the user sets out 
for it. The stronger the CPU, the information distributed around is quicker and processes 
more efficiently.  

 
 
GPU 
 
GPU (Graphics Processing Unit) is responsible for distributing the visual information of what 
needs to be displayed on a monitor. Because of this function, Graphics cards are beneficial 
in the visual render of many multimedia presentation. The stronger or more graphics card 
available, the quicker a render can be finished. 

 
Evaluation 

 
Since my major work is heavily based on 3D modelling and rendering, having both strong 
RAM and GPU would be optimal to produce better and quicker results on graphics based 
projects. In my case I’m unable to acquire stronger hardware than I already have as both 
strong RAM and CPU can be expensive. I believe that for my final product I will use an online 
render farm to render my work for me as it will be more affordable and quicker than the 
technology I have at my disposal. 
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Inspiration 
 
 
For a long time, I’ve admired and have a strong passion for art. The type of art that have had 
the most influence on me have been animations. Whether they were 3D, 2D or stop 
motions, those with a good context and excellent execution which were amazing enough to 
reach out to me, have always inspired and motivated me. 
 

 
These are a few examples of great animations that have inspired me to adapt the skills and 
creativity on how to produce creative and inspiring works of my own. Knowing that I can 
potentially create work that can reach out towards others, furthermore inspires me. 
 
I also gained inspiration for my major work, from a past major work done by an individual 
student titled Oasis. This major work featured a man who sailed to an island on his rowboat, 
and managed to find some sort treasure. The main feature I liked about this major work, 
was the detail, texture and rig for his character. However, I believe a better storyboard 
behind the animated adventure would’ve helped to create a better experience for the 
audience. 
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Selection and 
Justification 
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Software: 
3D program 

 
I Have chosen Blender out of Maya, 3Ds Max and cinema 4D for 3D modelling animation as 
I’ve had the most experience using this program than the others mentioned. This program is 
free which has a larger accessibility with many useful features. Learning how to use another 
program will be wasted as it will be too time consuming.  
 
 
 
 
 
 

Image editor, map and texture creator  
 
I’ve decided to use Crazy Bump and substance creator/ designer to create many of the maps 
and textures that will be used in my models for the 3D animation. I’ve chosen these 
programs because I’ve got experience using them. In addition I may also use some premade 
textures as some textures can consume a lot of time to create. 
 

Drawing/ concept design art software 
 

For creating concept textures and illustrations which will aid in the production of my major 
work, I’ll be using photoshop and Autodesk Sketchbook as I’ve been primarily using these 
two software’s previously. The reason for this decision is that these softwares will allow me 
to achieve concept sketches and illustrations with more ease. 
 

 
Audio 

 
For the audio that will be used in may animation I will use premade audio as I don’t 
have the right equipment however I may create my own audio for my animation if I 
can’t find audio files that I need.  

 
 
 
 

3D Modelling Techniques 
 
Sculpting and subsurface modelling are the techniques I’ll be 
using to create my models as I’ve had the most experience 
using these techniques. Furthermore, NURBS are complicated 
to use in blender and the two techniques I’ve chosen are less 
complicated and work well together. 
 
 

Video Editor 
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I have settled with using Premiere Pro as I’m familiar with using, additionally I only need it 
for basic effects such as adding audio and other basic effects. Furthermore, Premiere pro is 
capable of compiling the individual images of my animation into a video file and add sound 
to that. 
 
 
 
 
 
 

Rendering 
 
The image export of an initial render will be exported as a .png as I have had more 
experience exporting images as a .png. Images saved in this format don’t tend to be large, as 
well the quality the images are in a good enough quality for me to analyze and see any 
errors I’ve made with a texture and model.  
 
I’ve also decided that my final render will be exported as an mp4. This will allow me to 
produce a higher quality animation while retaining a file size that isn’t too large.  
 
 
 
 
 

Render Engine 
 
For the render engine that I’ll be using to render my 3D animation, I haven’t quite decided 
yet as blender is releasing a new update shortly which upgrades their already existing 
render engines and is adding a new one called Evee. Once I’ve experienced using the update 
I will make my justification as to which render engine I’ll be using, until then I’ve chosen 
cycles internal render engine as using an engine built into blender maximizes workflow 
efficiency. 

 
Evaluation 

 
Although I have stated most of the equipment that I have decided feel comfortable using, 
there may be some addition or alteration to any equipment I may use in the future for the 
development of my major work, however feel assured with the equipment I have already 
selected. 
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Development 

of Ideas 
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Development of Ideas 
 
 
At the end of year 11 I thought of a basic concept and idea that I would have for my year 12 
major work, however this project was classified as a minor work. This idea involved a robot 
armed with weapons that would fight against other robots, at first I saw great potential for 
it, but the more I progressed with the robot, the more detail it got which in turn took more 
and more time to get render results which I gradually got unmotivated to work on over 
time. 

 
Initial robot acted as a test in my ability to produce a visually pleasing character and based 
on the work content of my unfinished product I felt confident in my ability to produce a 
different character. 
 
Since I stopped working on my Robot Character, I needed to have another idea that would 
be both fun and challenging to work on, while also not being too render heavy, establishing 
a quicker render time. After some time, I have decided that my major work would feature 
an adventurer and his adventures through an ancient ruin.  

 
The characters this work would feature: the adventurer, Sonar (the robot thingy), shadowy 
figures (representing the people going after him), hairy masked monsters and Owl guardian. 
 
For the environment, I would have a still forest on the surface where the character would 
run. A bright crystal cave where the character would end up when he falls through a hole 
and falls deeper and lastly ancient ruins where he would face the monsters. 
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Testing 
 
 
For the Cave  Extensive testing was required  for the development of the crystal 

 
For my first test I created a simple glass texture with surface deformities and blue light 
emission then I applied the texture onto various crystalline forms. 

Next I reduced the light from the lamp in the scene and fused the different objects into a 
crystalline conglomerate, however as seen in the image, light wasn’t    clearly visible from 
most of the objects in the conglomerate. 

 
To counter this I attempted  decreasing transparency but that had no effect, so then I 
decreased the displacement from the rough material which had a slight impact. 

With this information I adjusted the settings of the displacement, roughness and emission 
of light  and ended with this result which was the look I was looking for.
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Concept Storyboard
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Design modifications  
 
My intiial thoughts and design for the main atnagonist was 
originally having a mega monster cluster which was a giant 
fusion of the smaller monster but task proved to be too 
difficult and time consuming, especially with how long it was 
going to be seen in the actual animation and also it’s biological 
figure would make it harder to both rig and animate. 
Additionally the fierce and very provocative design would bring 
more fear towards the design than I wanted. 
 
So with this thought in mind I decided to create a more robotic 
antagonist as it would be easier to both easier to rig and animate and 
it’s design would be similar to that of sonar (egg creature). As I 
started the robotic antagonists first design I was primarily pleased 
but figure posed a very similar design to that of baymax in Big hero 6 
and that the legs didn’t fit the character too well. 
 
 
For my latest and last design for this character I settled with very 
similar figure with proportional geometry for the main body arms and 
head. Instead of lags and hands with all five fingers conjoined I settled 
with having claw like figures as the fingers and floating rings instead of 
legs and changed the name from Temple guardian to Owl guardian as 
figure very similarly represented the figure of an Owl in the final 
stages of the design process. 
 
 
 
 
Furthermore, my first design for the Sonar (egg 
creature) was having a robotic figure with body parts 
suspended in air, even its eyes but during the rigging 
process of this character eyes proved to be difficult to 
animate both together and individually during tests, so 
I halted work on this character until a design came into 
mind. 
 
After finishing the desighn for the main antagonist I 
thought to give my edd figure a head as this would 
enable a figure of which the audience could better focus 
on and the design was both more visually pleasing as a 
3D model and matched the style of the Owl gaurdian.  
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Final Storyboard 
 

CS = Camera Shot       AS= Action in Scene 
 

 
 
 
 
 
 
 

 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 

CS: Close up Low angle 
AS: Character Running to 
cave 

CS: Medium  
AS: - 

CS: Close up 
AS: - 

CS: Medium High angle  
AS:- 

CS: Medium 
AS: - 

CS: Over shoulder 
AS: - 

CS: Long – Medium High 
angle 
AS: - 

CS: Long Low angle 
AS: - 

CS: Medium High angle 
AS: - 
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CS: 
AS: Character checks 
surroundings to ensure he 
is safe 

CS: 
AS: -  

CS: 
AS: Floor starts crumbling  
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Time Plan 
 

 
 
 
 

 

 

 

Key Work in progress Complete 

Reality   

Expectation - = 

Tasks for Folio Term 4 holidays Term 1 holidays Term 2 holidays 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 3 4 5 6 7 8 9 10 11 

Statement of Intent =                                                    

SWOT analysis - - - - =                                                

Time frame - - =                                                  

Research - - - - - - - - =                                            

Selection and Justification =                                                    

Development of Ideas - - - - - - =                                              

Time plan  - - - - - - - - - =                                           

Tasks for 3D Modelling,  Term 4 holidays Term 1 holidays Term 2 holidays 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 3 4 5 6 7 8 9 10 11 

Character  - - - - - - - - - - - - - - =                                      

Monster - - - - - - - - - - - - =                                        

Giant Monster - - - - - - - - - - - - - =                                       

Egg creature - - - - - - - - - -                                           

Cave scene - - - - - - - - - - - -                                         

Underground scene - - - - - - - - - - - - - -                                       

Forest scene  - - - - - - - - - - - - -                                        

Treasure   - - - - - - - - - - -                                          

Tasks for Animating Term 4 holidays Term 1 holidays Term 2 holidays 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 3 4 5 6 7 8 9 10 11 

Scene 1 (forest)              - - - - - - - - - - - - - - - - - - - - - - - - - - - =            

Scene 2 (Ditch)              - - - - - - - - - - - - - - - - - - - - - - - - - - - =            

Scene 3 (Cave)              - - - - - - - - - - - - - - - - - - - - - - - - - - - =            

Scene 4 (Underground Ruins)              - - - - - - - - - - - - - - - - - - - - - - - - - - - =            

Scene 5 (deeper into the Ruins)              - - - - - - - - - - - - - - - - - - - - - - - - - - - =            
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Tasks for 3D Rigging Term 4 holidays Term 1 holidays Term 2 holidays 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 3 4 5 6 7 8 9 10 11 

Character  - - - - - - - - - - - - - - =                                      

Monster - - - - - - - - - - - - =                                        

Giant Monster - - - - - - - - - - - - - =                                       

Egg creature - - - - - - - - - - - - =                                        

Shield - - - - - - - - - - - - - - - =                                     

Tasks for Texturing Term 4 holidays Term 1 holidays Term 2 holidays 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 3 4 5 6 7 8 9 10 11 

Character  - - - - - - - - - - - - - - =                                      

Monster - - - - - - - - - - - - =                                        

Giant Monster - - - - - - - - - - - - - =                                       

Egg creature - - - - - - - - - - - - =                                        

Cave scene - - - - - - - - - - - - - - - =                                     

Underground scene - - - - - - - - - - - - - - - =                                     

Forest scene  - - - - - - - - - - - - - - - =                                     

Treasure   - - - - - - - - - - - - =                                        

Tasks for Rendering Term 4 holidays Term 1 holidays Term 2 holidays 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 3 4 5 6 7 8 9 10 11 

Scene 1 (forest)              - - - - - - - - - - - - - - - - - - - - - - - - - - - =            

Scene 2 (Ditch)              - - - - - - - - - - - - - - - - - - - - - - - - - - - =            

Scene 3 (Cave)              - - - - - - - - - - - - - - - - - - - - - - - - - - - =            

Scene 4 (Underground 
Ruins) 

             - - - - - - - - - - - - - - - - - - - - - - - - - - - =            

Scene 5 (deeper into the 
Ruins) 

             - - - - - - - - - - - - - - - - - - - - - - - - - - - =            

                                                     

Tasks for Video Editing Term 4 holidays Term 1 holidays Term 2 holidays 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 3 4 5 6 7 8 9 10 11 

Compiling separate renders 
of scenes 

                                     - - - =            

Adding diegetic and non-
diegetic noise 

                                     - - - =            
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Time Plan Evaluation 
 
The use of a time plan is effective in establishing points in time of when I should finish 
specific tasks, however, due to many tasks and assignments given to me in other subjects, I 
feel that some of the mentioned dates to finish specific task may be delayed finishing all 
work equally while retaining motivation to complete major work. Overall the time plan has 
been very effective in keeping me on track with many of the tasks that need to be 
completed.  
 

Term Evaluation 

Character The character took a long time in developing each part and make it 
work effectively in the animation. 
 
The problems encountered include weight mapping all the objects 
that are attached to the character to make it move correctly 
without parts of the character being left behind 

Giant Monster This character took a week for me to make, as I was exploring what 
needed to be added to make it have a greater appearance  
 
Problems that I have faced with the monster included getting the 
surface texture to look right and pleasing, as it would somehow 
appear glossy when rendered in some light 

Egg creature This character took 2 weeks to develop as I had to implement an 
animation cycle that relied on shape keys, which isn’t something I 
was used to doing 
 
The problems that I faced when developing the character was giving 
it a rig while it was also controlled with shape keys, and making the 
character blink without objects 

Cave scene This scene took a week to develop, as I needed to develop an 
aesthetically good cave that blends well with the textures given 
 
A problem that I had was trying to get the surface and the texture 
blend well, as the surface and the texture were both smooth, which 
didn’t make it look great at first  

Underground 
scene 

This scene was relatively easy to develop, as it was mostly dark, so 
less detail could be applied 
 
I didn’t have any problems whilst developing this scene 

Forest scene  This scene took 4 days to develop as I had the assets readily 
available, and the environment was relatively simple to set up with 
particles 
 
The problem I faced with this was not being able to specify where 
certain things appear more for some grass, and less for some trees 
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Finance Plan 
 

For the full production of my major work, I will require a variety of resources and work 
equipment, however completing some tasks can reach pretty high prices if I want to 
produce a better major work. In my case since I already own such as my desk space, 
hardware and technology, but most of what I need to complete my work, including my skills 
with a variety of free resources, I will primarily be dependent on paying for licensed 
software, such as the adobe and Autodesk software’s I use and for online rendering as I 
estimate that I would not have enough time to render my major work at my home and that 
the computers in my computer lab both individually and set as a render farm would prove 
to take too long. My budget for this project will be $500 however I am unsure if whether I 
will exceed this due to rendering 
 
Fully licensed software’s such as adobe photoshop and adobe premiere are expensive, but I 
managed to acquire a full license for free (Student Det portal). Also, systems mentioned 
have not been purchased for the purpose of the project as they will not be added to final 
cost but will be used to complete the necessary tasks. 
 
 

Applications Paid Normal price 

Blender Free Free (opensource)  

Adobe Photoshop Free (provided by student 
DET portal) 

Approx. $50 monthly 

Adobe Premiere Free (provided by student 
DET portal) 

Approx. $50 monthly 

Autodesk Sketchbook Initially 18.99 - yearly 
subscription (holiday special 
discount) 
 
Currently - Free 

Initially $37.99 – yearly 
subscription 
 
 
Currently - Free 

Crazy Bump Free Beta – Mac  
 
30-day free trial - Windows 

Mac – Free Beta 
 
Windows and Mac paid 
license:  
Student - $64.64 
Personal - $130.61 

Substance Designer/ 
painter 

Annual subscription $239 
(shared subscription 
between my brother) 
$119.50 each  

Annual subscription from 
$49 - $990 + (depending on 
license 

 

System Paid Normal price 

Lenovo ThinkPad Yoga 460 $1600 (holiday savings 
discount)  

$ 1849 
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27’ iMac $3000 full price $3000 

 

Rendering Paid Normal price 

Online Rendering UNKOWN 1.87 cent/GHzh 

Internal Rendering At school and home – Free Free 

 
 
Total Cost $257.99 

 
 
Evaluation: 
 
Initial thoughts for this project were that I would not need to spend over a $500 budget and 
this was because of my belief of my capabilities in my ability to produce the essentials for 
my project without too many complications. As the production of the major primarily 
depends on my ability and skills in 3D modelling, 2D art and design and video editing I will 
be able to preform all the tasks required for the production of my major work without 
paying too much for additional equipment as I started my major work with most of the 
products I was going to us to produce the major work such as the fully licensed software’s: 
Adobe Photoshop and Adobe Premiere from the creative cloud and Autodesk Sketchbook. 
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Record of 

Production 
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In my major work I wanted to have a character that explored a visually pleasing, scenic 
environment so with these thoughts I thought that my character should take place in a 
fantasy world. 
 
Ryo (Main character) 
 
Since my character would be placed in a fantasy world I wanted him to be able to wield 
some form of magic and weapon. With my first design I felt that I didn’t need to make any 
additional designs because I was pleased with the result. 

 
During the design I established that the character should have a sword and wield flame 
magic. 

 
So with the design work done I started working on developing the figure by constructing the 
3D model of the character on a single axis on a plane. I start from the nasal area on the face 
and build the rest of the face around that point and while doing so keeping square faces for 
good geometric which would allow for optimal subdivision.  
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Once I felt I have established enough faces on the x-axis I assigned each vertices a spot on 
the y-axis which would start to develop the basic 3D mesh of the character. 

 
The result of this provides me with a basic 3D mesh of the character’s head which will act as 
a scaffold of which the rest of the body will be built on. 

 
As seen in the picture I’ve established a basic body for the character, first developing the 
main body, then the arms as this provides easier workflow for the development of the 
character leaving the more intricate  
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Next I created the basic mesh for the arms and shoes for the character. Now with the basic 
character mesh completed, this will allow for easy remodeling for the character if I feel that 
there should be some readjustments to the mesh before I decide to start extrapolating and 
refining on the more intricate aspects of the character.  

 
With the basic mesh completed I decided to start establishing the first layer of detail onto 
the shoes as I wanted to from, ‘building form the ground up’ where I start refining my 
character from bottom to top. This is why I first started working more on the shoes.  

 
Next I worked on the shin guards with straps around the legs, pockets and a belt for the 
character although not finished with so much detail as I may want to drop the aesthetics 
from the character in the future. 
 
 



Page 54 of 77 
 

 
Before I started working on the waist and upper body I decided to implement knees guard 
for the character, after which I started modelling the chest plate with straps going over and 
under the character’s shoulders which would lead to a backpack. 
 
 

 
After I finished with the chest plate and straps (bottom ones hidden) I started working on 
the backpack, after which I created the shoulder plates and arm plates. 
 
 
 

 
With most of the outer meshes for the model completed I started working on the inside of 
the character’s mouth, creating the throat, the mouth walls, gums, tongue and teeth.  
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In my character’s initial concept, he was wielding a sword, however I was later informed 
during the production of the sword that I wasn’t allowed to have violence including 
weapons but I wanted my character to wield something so I consulted with my teacher and 
settled on having a retractable shield which will be developed later. 
 

 
Before I started developing my shield I wanted my character to be fully modelled and 
finished, ready for UV unwrapping, texturing and rigging. Until then, I continued to refine 
and add more detail into my character’s model such as adding shoelaces to my character’s 
shoes using a curve and converting into an object and adding a collar with thickness to the 
shirt. 
 

 
While I was thinking about new ideas and reevaluating my checklist for what features my 
character would display I started to do this whilst I was working on the hair. I want my hair 
to match the hair in my concept design. Since I wanted my hair to not have a fixed look and 
both look and be more brushed, I first created a particle layer of which I changed to hair and 
textured brown. 
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To style the hair, I went from object mode to particle edit mode where I would be able to 
manipulate the length, location and style of each hair particle, allowing me to manipulate 
the hair to take my desired form. 

 
After a while with of brushing the particles and adjusting the hair particle hair settings I 
finally reached a point where I was satisfied with the look of the hair 
 

 
Once finished with the character’s hair I decided to remodel the hand using my hand and 
other resources online for reference after which I attached t the character, also giving the 
hands a glove and adding straps and edge creases to the arm. 
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Next, I worked on the character’s are and afterwards the neck guard and during this process 
I decided to change the design for the knee guards to both make the rigging process easier 
for myself and to make the character look less symmetrical, making the character look and 
feel a bit more like and adventurer of some kind and whilst I was doing this I removed the 
pockets and redesign the belt as I felt they didn’t fit with the character’s design. 
 
Note; I turned hair off as the particle system consumes a lot of the computer’s processing 
power, slowing the development of my character 

 
Instead of pockets I decided that the character should have some pouches on the belt and 
leather straps which would provide the character with a better aesthetic. 
 

 
As expected the pouches provide a better design for the character, additionally I decided to 
add wrinkles into the pants with the sculpting tool as it would be longer and harder to apply 
the same look through just relocating individual vertices to create the folds and wrinkles. 
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After completing the details on the pants I decided to go back to the head and continue 
working on the facial detail be during the process I required the eye so that I wouldn’t mold 
the surface too much to where the eye wouldn’t fit in the face so instead of creating a 
sphere to represent the eye, I decided to fully create the eye to where I wouldn’t be 
concerned about the eye not fitting if I had used a sphere as a template. 
 

 
With the Eye completed I reengaged on readjusting the geometry and topology of the 
character’s face to where it possesses more realism and looks a lot more natural. The main 
points that I have reinterpreted include: the lips, cheek bones, nose and forehead. After I 
was comfortable with the face I created eye brows and eyelashes for the character so that 
he doesn’t look bold in those regions of his face. 

 
With the face completed now the Character’s 3D model was completed and with that 
completed I decided to assign some shape keys on the face for eye lids for the character for 
his blinking, which turned out really well. After arranging the shape keys for the eyes I 
decided to stop working on further shape keys until I developed the texture for the 
character as a textured character could require me to have slightly different geometric 
movement of the mesh due to the illusion of depth provided by a texture’s displacement 
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With that said I began working on the character’s texture starting with the shirt. For the 
shirt textures I obtained a green seamless fabric texture off the internet. Since the shirt will 
have 3 colours: grey, darker grey and Red I translated the colour values of the fabric texture 
from RGB( Red Green Blue) to BW (Black and white). This allows me to have the fabric 
texture that uses grey scale, enabling me to use this as the base texture for creating the 
grey, red and darker grey coloured variants of the fabric. 

 
After finishing with the Fabric, I decided to work on the metal textures next. The metals I 
wanted for the armour were bronze and steel whilst both are similar I wanted the steel to 
have a grungier look than the bronze whilst the bronze to be more displaced and bumpy. 
Whilst both metals are different I wanted to use the same base for both metals and work on 
each separately from there. For the base I used a seamless scratch texture obtained from 
the internet and a gold metal material from CMV (Custom material vault) provided by my 
teacher. For the steel I had more of the original scratch texture showing with additional 
scratch textures whilst for the bronze I added more bump intensity and displacement. 
(These metal materials is then later applied to my shield). 
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With most of the upper body with a material I then applied this material to all necessary 
place of which I marked in my concept sketch around the body. Then started working on the 
pants of which I again imparted a different seamless fabric material and tinkered around 
with its texture properties. Next, I decided to make a base leather texture, this texture 
would be used for the belts both around the legs and waist and act as the foundation for 
colour variations of leather texture which will then later be applied onto the shoes, belt 
storages and backpack and more.  

After finishing the base texture I created 4 other variants: darker, lighter, white and tanned. 
After completing the other variants I applied all the textures to their necessary places. 
Whilst applying the leather onto the belts around the legs I felt that the belts didn’t have 
much characteristics of a real belt. To counter this I created stitches which I created by 
making seams indented at both edges of each belt each seam was then duplicated and 
transformed into a curve. Next I created ovals which would act as stitches and I assigned the 
ovals in an array to each curve to create the effect of stitching. Next I used a fibre image off 
the internet and applied it as a texture for each stitch. The same fibre image was adjusted 
and modified to be used for the shoelaces. 
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After completing the inorganic textures, I begun working more on the skin texture. This 
texture became very complicated as I had groups in the nodes which were responsible for 
faintly creating pores, another group to create the rough skin surface whilst another to 
create correct and accurate skin surface colour and sub surfacing to give the texture a closer 
resemblance to skin. 

 
Once this was completed, the texture was applied to the face and exposed area of the arm 
and fingers. Next, I created a fingernail material which I created by using a principled shader 
and mixing it with a glossy material with a layer weight. With that completed I have fully 
textured the character. 

Next I created the armature for the character creating the arms and hands first, making the 
armature in inverse kinematics (IK), for the arm I start with the shoulder and then create the 
back arm then the forearm for both the back arm an forearm I duplicated them and scaled 
the width of the duplicated bones down and subdividing them, also giving the elbow a pole 
target to allow more natural arm movement. The layer underneath are the deform bone 
and the upper is the IK control bone. Next I created the hand, the hand is very complex as I 
gave control and deform bones for each finger also individual controllers for each finger and 
a control bone for clenching the fingers. 
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Much like the arms I created controllers and deformers for the legs but gave more bones for 
each foot than the hands which would enable the foot have better functionality such as 
properly rotating, going on tip toes and proper foot rolling. 

 
After the main bones were completed I finished the armature by adding eye bones with 
inverse kinematics and also adding the main bones from the head to the waist, including a 
root bone at the base of the model. Now with everything complete this model is ready to be 
animated. 
 
 
Shield (equipped by Character) 

 
Starting off the shield the same way as the character with concept sketches however only 
with a front perspective view of the shield as the shield is comprised of many individual 
plates and having aside perspective to work on may complicate bot the objects geometry 
and final look. 
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With the concept sketch completed, I pasted the image into blender behind the display. 
Next I added a plane of which I cut along the centre and mirrored like the character. Since 
the shield was both flat and in many different segments, I created basic geometric versions 
of each part of the shields in layers except with only one part of the spine. Additionally, to 
better and more accurately develop the shield I duplicated the arm of the character so that I 
could model the shield to properly fit the character. With a basic mesh to work off, I began 
with the first layer (the upper most layer) of which I added more complexity to the flat 
planes, afterwards doing the same thing for the second layer (underneath the first). 

With the more complicated details added in on each plane I transformed each 2D plane into 
3D objects by extruding each plane together, so each would acquire the same thickness. 
With each plate having a strong foundation I added the final level of detail onto the first 
layer by extruding, cutting and loop cutting, however through working on it I didn’t like how 
the second layer interacted with the first layer, occupying a lot of space which would be 
thick for my character to properly wield so I remodeled the second layer, creating an 
additional third layer and fourth layer for individual plates which rested in between the gaps 
of the shield’s plates for both the first and second layer. With the shield looking better I 
finished with adding more detail onto the first layer to go along better with the new 
redesigned plates. Next I added more detail onto the other four layers. With the added level 
of detail to all the plates I decided to work on the shield’s spine, handle and the shield 
collection contraption at the top of the shield. 
 
Firstly, I worked on the top part of the shield more so that when I work on the handle I’ll be 
able to more easily make it fit the character. I ended up adding both more detail and 
increased its thickness outward so that the shield’s spine will have enough thickness. Next I 
worked on the handle part of the shield, doing the same thing I have done for the top of the 
shield except duplicating the curved indent part from the top part of the shield and adding it 
to the handle part so that both the top and bottom will be able to fit like a puzzle when it 
closes up. After this I worked on the spine working on only one segment of the spine, adding 
detail and thickness after which I used an array modifier and tinkered with it to where the 
spine reached from the top and bottom. With a good level of detail around the shield I 
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added the fifth layer which rested above the first layer and matched its level of complexity 
to the other parts of the shield. Then I added the final level of detail all around the shield, 
using a subdivision surface modifier and creased edges to create a more detail as well as 
some final extrusions, cutting and beveling. With the final level of detail applied to the 
shield, the shield’s mesh was completed. 

 
Now that the mesh is completed It was time for texturing and UV mapping. Since I have 
already produced the textures which will be used for the shield already on the character, I 
applied the texture to the necessary locations and UV mapped the shield to where the 
textures fitted the shield better, applying the brass and steel metal to the plates and the 
leather texture of which I made look banded to the grip of the shield . 

 
With the shield’s mesh and texture completed, I decided to focus now on rigging the shield 
as I originally intended that the shield would have a mechanism in it which would be able to 
open and close, the closed state can also be seen in my concept. With each necessary 
segment of the shield rigged I was finally prepared to create the animation to where my 
shield opens and closed. To start I created the first keyframe for where the shield was open, 
next establishing a frame of which the shield will be closed as I want the shield to open or 
close fast but slow enough to see the detail of the shield opening/ closing. Once the frame 
was decided I created a keyframe on the timeline of the shield closed and saving the shields 
pose in the library. 
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Now I had a basic and unappealing animation of my shield closing, to fix this I worked on 
each layer of the shield separately, each having their own specific way of closing, such as the 
outermost layer being the last to fold in of which it flips into the shield when closing and 
acts as the brake for when the shield is opening. 

Now with the animation of the shield completed I have completed the shield and is now 
ready for my character to equip. 
 
Sonar (Egg creature) 

 
For this creature I wanted it to be influenced by an egg shape so in my initial sketches, I 
experimented with the creatures design unlike the other sketches, until I came up with a 
design I was happy with. (Image on the right was designed after I had created a model based 
on the left design) 
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From these sketches I decided to start the creature from a sphere and reshape it into the 
form of an egg, and from that Egg start to cut detail into the mesh using the knife tool. 
At this early stage I was still unaware of how the creature would transform from the egg 
into its open form so I created this creature based off cut sections from the basic egg I 
made.  

Using the creature made previously as a reference I remade the egg to look more robust 
and sharper and with this separated each segment and tested how it would look with eyes. 

 
With minor adjustments to the head of the egg, attaching a head for which the creatures 
eyes can rest on and adding more detail. I was really pleased with the model leading me to 
UV map and then Texture the model. I made this malachite texture in substance designer 
with some online resources and imported it into blender, then darkened it and increasing 
the materials glossiness also creating a blue emission shader for the light strips. 

 
To better enhance the appealing aspect of the model I added in a blue core I made adjusting 
Fresnel settings in the node tree and giving it displacement for an icy appeal. Afterwards I 
added an armature to the mesh and animated it to where the mesh can open and close into 
the egg form. 
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Owl guardian (Main Antagonist) 

 
Again, starting from a concept sketch however with this sketch I will be able to better 
integrate the details to the character as I have included more perspectives than just front 
and side. Additionally, since this character will be modelled and edited from a sphere I will 
able to more accurately model using the concept. 

 
Like I said instead of starting from a plane like the previous characters and objects I start 
directly from a sphere. The reason for this is because I intend for this character to be able to 
transform to and from a sphere and starting directly from a sphere will better enable me to 
accurately create the character, also adding the concept to the background to work from. 

 
Next I mirror the sphere from the x axis and start cutting for the arm of which I want to be 
symmetrical. Once I finished with the arms I applied the mirror for the x axis and continued 
mirroring it from the y axis. Then I continued using the knife tool to cut faces out for both 
the front and back of the character. 
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With all the necessary cuts finished I separated a small dish from the top of the sphere and 
used that segment to start developing the head. Afterwards I extruded, scaled and grabbed 
the faces to match the face I produced in my concept, I kept doing this until I managed to 
most accurately copy the front and side of the without distorting the top part of the sphere. 

 
After finishing the head, I separated the arms form the body and extruded and manipulated 
the faces within the arm inwards, since I was working on the arm I decided to also finish the 
claws of which I created from a plane of which I stretched and extruded. Next I did the same 
process for the arms and head but with the rings underneath the sphere. 

 
To fix the character being hollow, for the head and rings I took the extruded parts and 
inverted the faces to where it acted as a perfect fit for both the head and rings when I 
attached it to the body. For the arm I manually extruded it from the sphere’s edges to 
where the arms would fit, then I cut out and extruded a smaller pocket within the arm 
pocket for the claws.  

 
Now with the model finished I UV mapped the mesh but before this I Separated the crown 
of the model which would reattach in the animation. With the mesh UV mapped I now 
apply the materials and textures used to make Sonar. 
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Next I take the textured mesh and create an armature for it, which is appropriate for rolling 
and other actions. With the finished armature I create a sequence of the ball opening from a 
closed state. With this the character is now completed 
 
 
Forest 
 
In the first stages of establishing the sequence of events the protagonist would go through I 
decided that at the start of the animation, the character will be chased down through a 
forest scene which would require me to create foliage such as trees, grasses, shrubs and 
other forest essentials. This scene will be fast paced essentially preventing the audience to 
fully absorb the scene which allowed me to focus on placing the primary details on the trees 
and lighting of the forest. With this in mind I began the production of the trees.  

As illustrated in the image I started making the tree using the skin modifier from vertices to 
create the base of the tree and main branches. Rather than using faces and extruding them, 
applying the skin modifier both makes the tree making process more efficient by requiring 
less time to produce and results provide an organic presentation. 

 
Next, I further extended and made more branches for the tree, then using proportional 
editing to move branches around which further provides the mesh with an organic and 
natural design. 
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Once satisfied with the placement of the trees branches, I applied the armature using the 
skin modifier and while already manipulating the armature, I established IK bones for the 
armature as this would allow me to easily animate model and while there is less objects 
obstructing the display, this process was completed relatively quickly. 
 
 
 
 
 
 
 
 
 
 
After I finished working on the armature I began work on the leaves which will be used later. 
The photo displays the starting, basic node set up for the texture of this leaf. The texture for 
this was made from a photo of leaf I got of the internet of which allows me to incorporate 
less work in producing a leaf but in turn still being able to produce a realistic and highly 
detailed leaf which is what I’m aiming to produce for my forest scene. 

Moreover, once I finished the shader and texture nodes for the upper side of the leaf I 
replicated this and flipped the normal to apply the bottom of the leaf’s texture for the 
underneath of the leaf. With this node setup I can establish leaf textures for a variety of 
different leaves which I what I have done for the other leaf which can be seen in the image. 
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One finished with texturing the leaves I made a cluster of leaves to allow a variety of leaves 
to be displayed on the tree. After I completed this I joined the cluster of leaves together and 
grouped the 3 leaves together. With the leaves completed I made a branch, much like the 
way I produced the tree with the skin modifier. 

Once finished with the branch I applied the skin modifier to create a mesh from the vertices 
which I then added a hair particle system onto the branch and instead of using hair, I 
reconfigured the settings to display that of the groups of leaves 

 
Since the leaves were displayed incorrectly, such as pointing in the wrong direction and 
were everywhere on the branch, I used weight painting to create focused areas on the 
branches for which the leaves would be generated on. 
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With the leaves being displayed in the correct location I further manipulated the hair 
particle system settings and by changing the orientation of the group to allow the leaves on 
the branch to point the correct way and look organically and naturally correct. 

 
To create variety I executed the same process of making a branch and applying leaves onto 
the branch like I did with first one.  

 
After completing the branches I went back to my original tree and created a weight paint 
map and particle system of which I applied the branches with the leaves to, much like how I 
applied the leaves to the branch. 
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Once this was completed I gathered a tree bark texture of which I created various maps, 
within the software to give the tree a better look. From the image I got a normal and 
occlusion map the normal map was then used as a texture to be applied not only as a 
material but as an asset to the displacement modifier which created geometry based on the 
colour values of the image. This process was also then applied to the branches. 

 
To create a variety of trees I created both more main trees for size variations but also 
gathered and applied additional tree bark textures using the same method. Now with one 
tree completed I duplicated this tree and moved the position of other branches to create 
more variety and to further emphasize a larger variety created additional trees following the 
same process and applying both different bark and leave textures. 

Lastly with the trees done and with grass and other materials I have obtained from online 
and my teacher I have finished assembling by manually scattering the trees and applying the 
grass as hair on the floor of the forest scene. 
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Cave 
 
As caves are environments which are hollowed out environments underground, creating a 
concept sketch for this scene using different perspectives would prove difficult so I created 
a basic concept sketch of the entrance of my cave to act as my scaffold for how large the 
cave would be and the structures which would be held within. 
 
To begin with the development of my cave I started by creating a cylinder stretching it out 
to a desirable size and loop cutting the face to create squares. Next I distorted the shape of 
the cave using proportional editing to create a horizontally symmetrical cylinder with edges 
pulled. Additionally, I extruded A smaller opening of which the protagonist would enter the 
cave through. 
 
Next, I created basics stalagmites by extruding several faces of the roof of the cave and 
created variety sizes and lengths. Now with the basic design of the cave completed I added 
in CMV’s rock texture and applied that to the entirety of the cave. 
 
To properly and most effectively apply the texture of the cave I UV mapped the entirety of 
the cave and applied a displacement and subdivision modifier to the mesh of the cave to 
create a more realistic look to the cave. 
 
Before I added in the other details I want in the cave, I started creating the structures for 
the ruins of the cave. I created a variety of different structures of which will be part of the 
ruins form the sketches I have made also adding the rock texture to the buildings to show 
age through petrification.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Page 75 of 77 
 

Work health and safety  
 

Working environments of which I will utilize for the production of my major work include 
my home with my room/workspace and my school with computer labs. Mentioned 
workspaces are considerably safe but there are the possibilities of dangers that can occur 
which will need to be considered when working on my major work. 
 
The use of a risk assessment table will be used to indicate the level of possible risks which is 
dependent upon both likelihood and severity of the situation. 

 

Likelihood Consequences 
 

Very Minor Minor Moderate Major Severe 

Very likely Medium High High Very High Very High 

Likely Medium Medium High High Very High 

Possible Low Medium High High Very High 

Unlikely Low Low Medium Medium High 

Rare Low Low Medium Medium Medium 

 
 
Ergonomic Concerns 
 
Incorrect form and posture when preforming tasks on computers in a 
workplace can result with several complications which include: RSI, back 
pain, eye strain etc. If correct actions are taken, such as the use of ergonomic 
equipment such as desks and chairs will reduce the likelihood of any 
concerns. If ergonomic concerns are not taken into consideration, major 
problems may arise which can inflict pain, reducing workplace efficiency. 
 
This problem is very likely to occur and can be both major and severe which is why risk 
assessment for this is very high 
 
 
Obstructed workplace 
 
A workplace with obstacles to be avoided in order to navigate around is an 
unsafe environment as this could very likely result in someone tripping if 
not taken seriously and could lead to major injuries which could affect the 
back, waists, arms and more. While this is a huge concern this could be easily avoided if 
workplace is kept and maintained to be clear of obstacles such as cables, office chairs and 
other utensils laying on the ground. 
 
As this issue is unlikely to occur but can have major to severe outcomes, risk assessment is  
both medium and high. 
Lighting 
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Lighting in the workplace is important as incorrect or poor lighting 
standards can result with eye strain and headaches which will ultimately 
reduce productivity. Bad lighting can be caused by faulty rooms lights, 
incorrect room light levels, bad/ faulty monitor display, not  
taking occasional breaks, looking away from monitors. If office and monitor 
light conditions are at normal and optimal levels and that frequent breaks 
are taken there shouldn’t be any issues as a result of bad lighting. 
 
This issue is both possible to occur and consequences are moderate to major which is why 
lighting has high risk assessment. 
 
 
Emergency Precautions 
 
In the case of an emergency due to fires, all workplaces are to be fitted with 
correct equipment and directives for handling situations. A workplace such as a 
computer lab should be fitted with a fire extinguisher (best against electrical fires) 
and a map with detailed and clear instructions with simple steps to follow as an 
evacuation route to outside the building in case a fire has occurred within  
a different area of a building. These precautions are crucial as serious injuries 
including death can occur if the possible event of  a fire isn’t taken seriously. 
 
An emergency event such as the case of a fire is rare but has severe consequences 
which is why the use of correct emergency precautions in the case of an 
emergency receives a medium risk assessment. 
 
 
Work environment 
 
Whilst having a proper work environment can relate to ‘Obstructed workplace’, 
having a correct workplace environment primarily refers to having a workplace 
which is designed to provide workers with the utmost productivity and efficiency. 
Correct work environments are important as cramped office spaces can lead to 
similar issues to and obstructed environment such as tripping and office area 
which are too large could result in a worker consuming more time to navigate to a 
workplace. Correct office size should be considered  
to provide comfort and efficiency towards workers. 
 
As this issue is rare and only poses minor to moderate consequences, a low to medium risk 
assessment is given for this workplace concern. 

 
Evaluation 

 
If workplace concerns listed above aren’t taken to concern, the productivity and efficiency 
may not be optimal, but workers health are at risk. In most cases the risks are moderate 
such as RSI’s but if not taken seriously, consequences can be severe to where a persons life 
could be at a severe risk of death. 
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Evaluation 
 
Overall, I am satisfied with how my Major Work came out, as I was able to execute a lot of 
what I had wanted to do, though there are areas within the animation which could’ve be 
improved but the final production is in good quality. 
 

Statement of Intent 
 
I am happy that I was able to execute most of what I had desired and during this process I 
was able to utilize many of the skills I had learnt, and I also learnt many more new skills 
during this process. However, due to many unforeseen factors I have been limited in 
producing my work as I had great strain over my time management, being interfered with 
family and other external concerns. 

 
Research 

 
Through my journey in creating my Major Work research played a crucial role in helping me 
understand ideas of which I were clueless about, ideas which were relevant in the 
production of my work and in influencing newer concepts to be used in my work. 
 
 

Production 
 
Through producing this Major work I have gained valuable insight over the many challenges 
multimedia industries face and how they can be overcome. Through this journey I was able 
to enhance my knowledge on Human anatomy and basic architecture. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 


