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Swot Analysis 

Myself 

Strengths Weakness Opportunities Threats 

Experience with 
blender skills from 
previous years of 
taking multimedia. 
Dedicated work ethic 
and committed to 
learning new skills 
and completing 
projects. 
Able to compose 
simple music items 
 

No experience with 
animation 
Poor time 
management skills 
which may lead to a 
rushed project that I 
may not be satisfied 
with. 
 

Varied knowledge in 
music throughout my 
junior years and 
taking piano lessons 
has allowed for me 
to compose my own 
music.  
The new skills I will 
have learnt will 
hopefully be able to 
help me gain insight 
into fields that I want 
to work in in the 
future. 

Limited experience 
with new skills may 
slow down work flow 
and processes, 
possibly resulting in 
a decreased time 
limit. 
It takes me a long 
time to think of the 
concept of the 
project so that may 
also influence time 
loss. 

Evaluation: 
Regarding my Swot analysis, I have to manage my time effectively and be punctual when 
deciding on concepts for the project. I also plan to learn new skills such as animating in a 
shorter time frame to allow for more time to edit my final project. This will be accompanied 
by my dedicated work ethic and the skills I have previously learnt such as music composing 
to maximise opportunities and potentially eliminate the threats to my major work. 

Project 

Strengths Weakness Opportunities Threats 

Previous experience 
using the programs 
that are needed to 
develop my major 
work. 
Music will be 
composed to better 
adapt to the 
animation and to 
make it more 
engaging. 

Poor time 
management 
Have difficulty 
creating a simple and 
engaging storyline 
Not much experience 
in the fields of 
animating and have 
trouble with 
texturing objects 

Band 6 
Intech Display 
Nomination 
Can use folio as a 
basis to display my 
skills 

Time limit 
Programs crashing 
when rendering or lag 
due to too many 
objects in the scene of 
the animation 
Assessment tasks from 
other subjects may 
affect the time frame I 
have allocated to 
multimedia. It could 
also possibly limit the 
time I spend on my 
major work. 

Evaluation: 
Through reviewing my swot analysis on my project, I have concluded that in order to reach 
my full potential, I need to utilise my time efficiently to compensate for potential program 
crashing that may limit editing time and possibly the loss of some work during the events of 
the program malfunctioning.  
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Statement of Intent 
For my HSC Multimedia Major Work, I intend to create a 3D animation approximately two to 
three minutes long. This will be accompanied through the use of several effects such as 
background music. I have studied multimedia in both years nine and ten, and will therefore 
be incorporating skills I have gained throughout those years and develop them further in my 
major work.  

My skills will be demonstrated through programs such as: 

• 3D modelling software to create my models in the project 
• Time organising/planning software to help with time management 
• Video editing software to allow for faster rendering and high quality image renders 
• Word processing software to create my portfolio 

These skills will be shown in fields such as: 

• Texturing:  
The creation of an image that will envelope a 3D model to enable a realistic and 
aesthetic appearance. 

• Modelling: 
The process of creating 3D objects within a 3D space using many tools provided by 
the specific software. 

• Rigging: 
The construction of a skeleton bound to the model allowing it to move and become 
animated. 

• Animation: 
A sequence of scenes placed together to create an illusion of movement. 

• Storytelling: 
The ability to convey a story throughout the scene to give the animation a purpose or 
message. 

• Rendering: 
Processing scenes of the 3D model created into an image format. 

• Lighting (3D):  
Refers to how lights in the scene make the mood, shape or model of the scene more 
prominent. 

Limitations 

Modelling 
Although having done multimedia since year nine, my skills in modelling a character (human) 
are limited as I have not attempted to model one before. 

Texturing 
Throughout years nine and ten, I have struggled to texture objects in blender however through 
the help of tutorials I hope to overcome this boundary. 
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Animation 
Animation will be time consuming as I have also not learnt how to animate in my previous 
years of taking multimedia. 

Time will be limited to learn these new techniques or develop them further, therefore I will 
resort to different methods such as a time planning software to dedicate specific time slots 
for each skill. 

Motivation 

Various film animations both 2D and 3D inspired me to pursue the 3D modelling area in the 
multimedia field. These films include, Moana, Big Hero 6 and Japanese animations such as 
Mushishi, a two season series based on creatures and myths in nature, Your Name. The quality 
of these animations and their well-developed storyline has been my motivation for this project 
as I desire to create something similar but with a simpler storyline. In addition, I hope to 
achieve a band 6, Intech Display Nomination with this project.  

Target Audience 

This 3d animation will be targeted towards ages twelve and above as well as people who enjoy 
light hearted animations. 

Timeframe 

The time frame for my project will be three terms from Term 4 of 2017 to Term 3 of 2018. This 
includes six lessons a cycle of seventy three minute lessons and allocated time at home. 
However I hope to finish the project slightly earlier for example, two to three weeks before my 
allocated time slot in order to leave time to study for the HSC theory section of this course. 
To help organise these time management plans I will use time organising software to clearly 
display the specific timeslots for each step in the process for making the major work.  
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Storyboard 
Storyboards are used to give a clear representation of the project and to help plan the 
processes in making the project. Many industries also use a storyboard to communicate their 
ideas efficiently to their team allowing them to recreate the scenes precisely. There are many 
different formats of storyboards such as a video storyboard and an animation storyboard. 

 

Video Storyboard: 

 

 

 

 

 

 

 

 

Animation Storyboard: 

 

  

The lines on the bottom are mainly used for 
descriptions or to identify the camera 
angles, sound effects and background 
music. The empty box is for the user to 
roughly sketch the scene’s layout to how 
they it want to be filmed. Sub headings 
below this empty box allow you to write the 
duration of the scene. 

The animation storyboard has a similar 
layout to the video storyboard however, the 
difference is there are no lines to write on, 
there are only blank boxes at the bottom of 
each box where you draw your scene. The 
absence of the description lines also allow 
for more space to draw more details into 
the scene. 

Evaluation: 

Although the animation storyboard offers more space to draw the scene, I will be using the video 
storyboard because it has a clearer layout. This will make it easier to read and follow whilst creating 
the major work. Creating a storyboard enables me to plan out my storyline logically and eliminate 
potential changes that may occur in the middle of developing my project. 

http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwj4n-iMkOnSAhVMG5QKHbA_BzoQjRwIBw&url=http://www.independentmusicadvice.com/2011/07/how-to-create-a-storyboard-for-music-videos-with-template/&psig=AFQjCNGqh0zgS6SEjpXuI3zVdpmvMQpdEw&ust=1490238213172574
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File Types 
File types, also known as file formats, are used to identify the specific kind of file. File formats 
describe the structure and content of a file for instance, the file type saved as an image file 
through the use of a JPEG compression can be described as a binary file that contains a file 
header, metadata, and compressed bitmap image.  

File Type Name Acronym Description 

Image Joint 
Photographic 
Experts Group 

JPEG. • Is widely used and known 
• Standard file for most digital 

cameras 
• Small file size 
• Compatible across many platforms 

e.g. Windows, Mac 

Image Portable Network 
Graphics 

PNG. • Uses lossless compression 
• Suitable for icons 
• Supports, transparent and semi-

transparent images 
• File size larger than gifs. 

Animated Image Graphics 
Interchange 

Format 

GIF. • Relatively small file size 
• Easy to create, however is not 

capable of making complex 
animations 

• Limited colour use (only up to 256 
colours) 

Video Moving Pictures 
Expert Group 4 

MP4. • Is widely used for video streaming 
via Internet 

• High degree of compression 
• Available on most platforms 
• Can be complicated to edit files 

Video Audio Video 
Interleave 

AVI. • Available on most major platforms 
• Usually used for promotional 

videos and short films. 
• Can become a large file if not 

compressed 

Audio Moving Pictures 
Expert Group 
Layer-3 Audio 

MP3. • Small file size 
• Non-fixed compressed ratio allows 

the user to compress the file size 
to their desired size. 

• Widely used and available on most 
platforms and mediums. 
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Software 
Software is the common term used to describe the large range of programs that are used to 
operate computers and related devices. It can be defined as a set of electronic program 
instructions or data that a computer processor reads in order to perform a task or operation. 
It also enables users to interact with a computer or its hardware. Software is divided into two 
main categories, application software and system software.  

Application software, also known as productivity programs and end-user programs, allow the 
user to complete tasks such as, creating documents, sending emails and designing graphics. 
Examples of this software include, Microsoft Word, Chrome and Spotify. 

System software refers to programs that are designed to manage the computer’s hardware 
and application programs for instance, the computer operating system and file management 
utilities. Examples of system software include, Microsoft Windows, Mac OSX and BIOS software. 

Type Software Pros Cons 

3D Animation 

 • Available on most 
platforms 

• Free to use 
• Updates frequently 
• Many tutorials 

available for 
Blender 

• Allows users to 
import and modify 
different assets 

• Hot-key orientated 
so it may be 
difficult to learn, 
especially if you 
have previously 
used other 
softwares 

• User Interface can 
be complicated 

 

• Used by many 
professional 
animators 

• Good for character 
rigging and 
animation 
imposing 

• Expensive to use 
• Very complicated 

to use as it has 
many features, 
making it difficult 
to learn for 
beginners 

Blender 

https://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwjjmqS-lOnSAhVGnJQKHfjSCssQjRwIBw&url=https://80.lv/vendors/maya-4/&bvm=bv.150120842,bs.1,d.dGc&psig=AFQjCNGbXtRBIQmvp19WKAR1I62_N-hZpA&ust=1490239347354333
https://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwjzxsmRlOnSAhWBvpQKHZA6CccQjRwIBw&url=https://blenderartists.org/forum/showthread.php?342171-Blender-and-Cycles-Logo-Reimagined-(and-rant-about-Cycles-Standalone)&bvm=bv.150120842,bs.1,d.dGc&psig=AFQjCNGF4HDBqs3CyaIaxlnHIeNvJ_q2hw&ust=1490239295658349
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• Good for 
architectural 
visualisation 

• Large scale 
environment 
creating 

• Expensive to use 
• Not a cross 

platform software, 
only operates on 
Windows systems 

• No animation 
tools available 

Music 
Composition 

 

• Easy to navigate 
around interface 

• Very flexible to use 
• Easy collaboration 

and has a sharing 
tool 

• Compose with a 
large variety of 
instruments 

• Allows you to use 
a ‘semi-real time’ 
input directly from 
your keyboard 

• Expensive to use 

 • Easy to navigate 
interface 

• Convenient and 
easy to learn as 
there are many 
video tutorials 
available 

• Good digital audio 
and multi-song 
recorder 

• Only available on 
iOS platforms 

• Does not support 
24-bit audio 

• Cannot add 
external sound 
modules 

• Limited exporting 
options 

 

3DS Max 

Garage band 

Sibelius 

Evaluation: 

The programs that I will be using include Blender, for 3D model creation and animation, and Sibelius for 
composing my own music. This is due to the fact that compared to all the other programs I have 
suggested, I have the most experience using both of these programs. 

http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwj_3Kb2lOnSAhUHv5QKHdHjD-EQjRwIBw&url=http://acbg.tk/3ds-max-logo-design/&bvm=bv.150120842,bs.1,d.dGc&psig=AFQjCNH_RhJjHighqjqO3BOiBnDmZSizyw&ust=1490239504351876
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Video Editing 

 
Adobe Premiere 

Pro 

• Flexible and clear 
interface 

• Offers a wide 
range of special 
effects and video 
editing tools 

• Excellent 
stabilisation 

• Professional-level 
digital video 
editing program 

• Can be difficult to 
learn 

• Slow rendering 
• Occasional crashes 
• Expensive to use 

Blender VSE 

• Allows tracking 
and masking 

• A large range of 
export options 

• Available across 
different platforms 
including, 
Windows, Mac and 
Linux 

• Photorealistic 
rendering 

• Live previewing is 
available as well as 
chroma vector 
scope and 
histogram displays 

• Free to use 
• Does not have a 

large range of 
video editing 
options and tools. 
 

 

• Easy to use 
• Allows exports and 

share video in 
different formats 

• Can alter audio in 
a video clip 

• Can add 
background music, 
some visual effects 

• Special effects are 
limited to 
stereotypical 
transitions 

• Does not allow 
advanced editing 
such as masking 
and tracking. 

• Can only use on 
Mac and iOS 

 

 

iMovie 
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Map Types 
Texture mapping is the application of a two-dimensional image file to the surface of a three-
dimensional model to add colour, texture and various other details including, glossiness, 
transparency and reflectivity. 

Type Image Description 

Bump 
 

 Bump mapping stimulates the 
bumps and wrinkles on the 
texture’s surface. It allows the 
texture to gain more depth 
and realistic characteristics. 

Displacement 
 

 

 
Displacement maps use the 
actual geometrical positions of 
the texture to create creases, 
ridges in them. Therefore, 
allowing shadows to be cast 
on the texture, producing 
more realistic textures as a 
result. 

UV 

 

UV unwrapping is the 
unwrapping of a 3D object 
onto 2D coordinates. It can be 
used to apply image textures 
onto the object. It also allows 
you to apply the textures to 
specific segments. 

Normal  Normal maps are similar to 
bump maps however, they use 
RGB colours rather than a grey 
scale map. The red channel 
represents the left-right axis of 
normal orientation, the green 
channel represents the up-
down axis and the blue 
channel controls the vertical 
depth. 
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Modelling Techniques 

Polygonal Modelling 

Polygons are straight-sided shapes which consist of three main components, vertices, faces 
and edges. These components combine together with other polygons to create a more 
sophisticated model.  Polygons can be modelled in several different ways, for instance, they 
can be extruded and also subdivided. Extruding is when new faces are created from the 
existing face to increase the length or the size of the model. Whereas, subdivision, the division 
of each face into smaller faces, is used to smooth out the polygon’s surface, creating a more 
realistic product. An advantage of polygonal modelling is that using this technique, it takes 
less time to model and the models can be transferred to different softwares. However, the 
major disadvantages are that it can be hard to add detail onto the smooth objects as the data 
size of a smooth polygon is usually quite large.  

 

Nurbs Modelling 

Nurbs stands for Non-uniform rational B-spline and is a form of curve modelling which is 
mainly used to create automotive and industrial models. In comparison to polygon geometry, 
the nurbs curve does not contain any faces, edges or vertices, it only consists of smooth 
surfaces which are manipulated using a series of handles known as control vertices. In addition, 
using this modelling is very advantageous due to its limited amounted of surfaces needed to 
model however, it can be time consuming to edit as this method may create gaps or 
mismatching lines. 
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Major Work progress: 
I have finished modelling and texturing the ramen shop. However, I will most likely refine it 
and change a few features in it later on. In addition, I have also started modelling the 
vending machine. 

 

Sculpting 

Sculpting is a type of free modelling through the use of a mesh based geometry allowing the 
user to produce original and creative models by using sculpting tools. These tools allow more 
flexibility when creating the model as the tools enable the user to push, pull, pinch, grab and 
smooth out the product. Sculpting is often used in combination with various other 3d 
modelling techniques as well as normal and displacement maps to enhance its appearance 
and make it more realistic. 

 
Rigging 

Rigging is the process of constructing a skeleton bound to the 3D model allowing it to move. 
Usually characters are rigged before they are animated to establish a clear representation of 
how the character is going to move. If the figure is not rigged, then there is no possibility that 
the character can move and will remain stationary.  

Joints, also known as bones, are placed in for example, the model’s body, to act as points of 
articulation which can easily adjusted to control the figure’s movements. Examples of the 
character’s movement after the establishment of joints in the model include changing the 
positions of their limbs or creating kinetic movement such as walking. 

Forward kinematics are a hierarchal chain that guides your character’s movements. For 
instance, to rotate a character’s shoulder the animator would have to use this hierarchy 
sequence in the order of root, spine, shoulder, and elbow to perform the action. 

15/10/17-  

Rendered image in 
cycles of ramen shop, 
fully textured with 
background. 

19/10/17-  

Vending machine 
modelling in progress. 
Image of vending 
machine in rendered 
viewport. 
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Inverse kinetics however, is the opposite process of forward kinetics. It is mainly used for 
rigging a character’s arms and legs, for example, in order to make the character climb up 
ladder rungs, instead of the creator being forced to adjust every joint individually, inverse 
kinetics uses a parent-child system that allows you to adjust whole limbs at once. Making the 
animation process more effective. 

 

 

 

 

 

 

Facial rigging is a separate rigging process from the main motion controls as it is inefficient 
and difficult to use the traditional joint structure in the face, therefore instead of this method 
it uses morph targets, otherwise known as blend shapes to animate the facial features. This 
allows organic and natural facial expressions to be animated on the character’s face. 

 

 

 

 

Render engines (Blender) 
Rendering engines are software which enable the process of translating the scene from a 
three-dimensional space using mathematical calculations, into a finalised two dimensional 
image. The process consists of the combination of the entire scene’s spatial, textural and 
lighting information to determine the colour value of each pixel in the flattened image. 

There are two types of rendering, real-time rendering and offline rendering (pre-rendering). 
Real-time rendering is mainly used in gaming and interactive graphics where the images must 
be processed in ‘real-time’ from the three-dimensional space at a rapid pace as it is difficult 
to predict how a player will interact with the environment. Real-time rendering must also be 
done at a minimum of eighteen to twenty frames per second to avoid any choppy images and 
allow for fluid and consistent graphics. 

Offline rendering however, is used prominently in animations and effects work where the 
visual complexity and photorealism of the image are prioritised. The quality of the product 
can also be time consuming as in some cases it may take up to ninety hours of render time to 
render individual frames. 

http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&ved=0ahUKEwjKhuD-3PXSAhUoxVQKHbX9CpMQjRwIBw&url=http://adewolelevel3animaion.blogspot.com/2012/10/i-will-be-doing-action-packed-3d.html&bvm=bv.150729734,d.cGc&psig=AFQjCNFNdzA2kSl0IIfa43oq7qToRfM6Ig&ust=1490671153406605
https://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwiLh5PF3fXSAhVi0FQKHT6ODZEQjRwIBw&url=https://cgi.tutsplus.com/tutorials/building-a-basic-low-poly-character-rig-in-blender--cg-16955&bvm=bv.150729734,d.cGc&psig=AFQjCNEb11kz0j4qlfaxZkRq1qQL_qFVEQ&ust=1490671314998339
http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&ved=0ahUKEwjc_d_F3vXSAhVI2WMKHUZAADkQjRwIBw&url=http://forums.cgsociety.org/archive/index.php?t-1152775.html&bvm=bv.150729734,d.cGc&psig=AFQjCNHhwRNoV6g-B1TOQfQ-exGWECXBtw&ust=1490671579635186
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Lux Render 

Lux render uses physically based ray tracing (PBRT) to manipulate lighting to help portray a 
realistic image. It was officially released in June 2008 and is available on software such as 
Blender, Maya and 3DS Max for free. Features of this render engine include many pre-made 
materials which users can freely apply to their model such as glass, metal and car paint. In 
addition, properties such as absorption, thin film coating and disperse refraction are also 
available. As a result, biased and unbiased rendering can be executed, permitting users to 
select between physical accuracy and speed. Motion blur, available for both camera and 
individual objects and lens effects for instance, depth of field are also accessible. Final 
rendered files can be saved in several file formats, such as .png, .tga, and .exr.  It is also capable 
of adjusting the balance of different lights during the process of the image being rendered 
thus, as a result producing true to life renders. 

 

 

 

 

 

 

 

 

 

Blender Render 

Blender render, also known as Blender Internal Renderer, was Blender’s original render engine. 
It is a relatively fast render engine and includes features such as, ray-tracing, subsurface 
scattering, glossy reflection and a primitive global illumination feature. However, despite its 
fast rendering speed, blender internal does not allow the user to achieve a realistic render 
unlike Cycles render or Lux render. This is due to the fact that it is a biased rendering engine 
thus meaning that it does not render some effects that lighting would have on the scene. This 
quality contributes to its fast rendering speed as it does not have to calculate all the light that 
passes and bounces. 

Evaluation: 

Cycles render is the render engine that I have the most experience in therefore, I will be using 
it to create my major work. The large amount of documentation on the render engine and 
flexible features will allow me to produce a high quality render result. 

Pros: 

• Available with no licensing fees required 
• HDR output to .png, .tga and .exr 
• Built in post-processing filters such as lens 

effects and noise reduction 
• Flexibility during render – allows you to pause 

and continue renders as well as adjust the image 
after rendering 

• CPU and GPU rendering 

Cons: 

• Time consuming to render as it is very slow due 
to the fact that it removes all ‘noise’ from the 
image in order to produce a high quality render 

• Can be complicated and difficult to learn 

 

http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwiGgerfx4nTAhWJJJQKHRBpAXEQjRwIBw&url=http://www.luxrender.net/wiki/Features&psig=AFQjCNFf9oCEq1p3vEJ-A_f35bmE2MGQyA&ust=1491352628142756
http://www.luxrender.net/forum/gallery2.php?g2_itemId=5187&g2_imageViewsIndex=1
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Cycles Render 

Unlike Blender Render, Cycles render is an unbiased render engine that creates mathematically 
correct results by using algorithms. It is also a ray-traced based production render engine and 
supports interactive rendering, a shading node system and GPU (Graphics Processing Unit) 
acceleration. Ray-tracing is a technique used to trace the path of light through pixels on an 
image plane and stimulate the effects of its encounters with other virtual objects thus, allowing 
a high quality, photorealistic image to be created. 

The GPU feature of cycles render allow for faster rendering however, can be limited when 
rendering complex scenes as a result of limited memory and using the same graphics card for 
display and rendering. 

Cycles let users to fully preview their works before the final render thus allowing for a smoother 
workflow and several adjustments to made before the final result therefore, minimalising 
potential mistakes that could have been made previously. 

 

 

 

 

 

 

Lighting 
Lighting applies depth and volume into the scene allowing further complexity and a more 
realistic environment in the scene. It also contributes to the mood of the scene for example, a 
low lighting scene would potentially suggest a gloomy and mysterious atmosphere whereas, 
a large amount of lighting in the scene would suggest a more exciting and joyful environment. 
Types of lighting in three-dimensional scenes include, spotlights, point lights, area lights, 
volume lights and ambient lights. 

Pros: 

• Fast rendering for low render scenes 
• Easy to learn and use  
• Available with no licensing fees 

Cons: 

• Does not produce a realistic render 
result 

 

Pros: 

• Produces realistic render results 
• Available with no licensing fees 
• Gives a full preview of the render, allowing 

adjustments to be made before the final result. 
• Simple to learn 

Cons: 

• Long render time 

 

http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwjDvuvj0YnTAhUEj5QKHbvSBx4QjRwIBw&url=http://str9led.deviantart.com/art/Interior-design-blender-internal-render-340320802&bvm=bv.151426398,d.dGc&psig=AFQjCNGHbX1gMnhADRoiHOjTJZfWBnCDAQ&ust=1491355331980612
https://www.blender.org/wp-content/uploads/2016/04/seoul_1100_1519_60.jpg?x47756
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Spotlights:  
A spotlight directs a cone of light, defined by the angle and only 
provides illumination for the object within that cone. Features of the 
spotlight is their attenuation (the gradual loss of the intensity of light 
through a medium) and the ability to control how wide the cone angle 
is therefore, allowing either less or more areas to be illuminated. 
Examples of how spotlights are used include three-point lighting 
where three spotlights are utilised to achieve studio type lighting 
effects.  

Point Lights: 

A light that is placed in a fixed or specific location that radiates 
equally out in all directions. Examples of point lights include 
candles and lightbulbs where the surfaces close to the point lights 
are brighter than those objects that are further away from it. Point 
lighting is similar to how light behaves in the real world as its light 
intensity is inversely proportional to the square distance from the 
source. 

Area Lights: 

Area lights cast directional light rays from a set boundary for 
instance, a rectangle or circle. Examples where area lights are used 
include light shining through windows or street lights. This type of 
lighting illuminates objects from several directions at once hence 
creating a softer and more subtle shade than other light types. 
Compared to point lights, area lights create a more realistic 
lighting effect. 

Directional Lights: 

A light that emits parallel light rays in a specific direction used to 
stimulate the effect of sun or moon in the scene. The light from the 
source is not defined therefore, the light does not diminish and 
reaches out into infinity. Directional lights are mainly used to 
illuminate a city or large open spaces.  

Ambient Light: 

Ambient lights cast soft lights in every direction and illuminates 
all surfaces in the three-dimensional space or scene regardless 
of its position. It is usually used to increase the overall brightness 
of the scene and also for filling in areas in the render where there 
is not enough illumination. Although this lighting type does not 
cast shadows or produce shading, it can create a cartoon-like 
effect where it may stimulate hand-painted textures.  

 

https://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwj3i5L8s6rUAhUGGJQKHW__AxsQjRwIBw&url=https://www.pinterest.com/pin/392868767474009320/&psig=AFQjCNEs8sEBLfbGBOXXljwWcjKK8UfoZg&ust=1496878864724901
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Inspiration 
Throughout my childhood, I have been exposed to various 2D and 3D animations of many 
cultures. I mainly watched the 2D, cel-based animated movies produced by Ghibli Studios, 
such as Spirited Away and Howl’s Moving Castle, which influenced my interest in both nature 
and animation. These movies also had a very distinct and unique storyline which were very 
entertaining. Gradually, through the influence of 2D animations, I began to develop an interest 
in 3D animation. Thus, inspiring me to create a short 3D animated video using Blender. 

Evaluation: 

In regards to testing, I have created a few sample characters however, I will not use them for 
my major work as they were not made to a high standard.  

Mushi-shi 

Mushi-shi is a two season Japanese animation series created by Artland 
which was adapted from the original manga series written and illustrated 
by Yuki Urushibara. It depicts the journey of a man named Ginko, as he 
intends to find out the reason for the existence of mushi, the most basic 
forms of life in the world. The title Mushi-shi refers to the people who 
research Mushi in hopes of gaining a better understanding of their place 
in the world’s hierarchy of life. Each individual episode features a unique 
yet complex storyline that is based on and inspired by ancient East Asian 
folktales and legends. The film’s creatively crafted visual features 
inspired me to base my 3d animation on nature.  

Moana 

Moana is a 3d animated series produced by Walt Disney Animation Studios. It 
contains elements of fantasy, comedy and adventure as it portrays a young 
Polynesian girl called Moana’s journey to reunite a mystic relic with a goddess in 
order to save her home country. She is accompanied by her pet chicken and a 
demi-god named Maui whom she desperately looks for at the beginning of the 
movie as he holds the key to saving her people. The fluidity of the animation and 
the awe-inspiring overall visuals in the film inspired me to create an animation 
that included more detailed backgrounds and a simple but intriguing storyline. 

Evaluation: 

Throughout year 11, my main idea for the major work was to create a scene with mainly a 
forest scenery or a nature based animation. The source of this idea was mostly influenced by 
Mushi-shi and Moana. Whereas, the short and intriguing storyline was inspired by Studio 
Ghibli films. As I progressed into year 12, I decided to finalise my idea in order to save time 
brainstorming and refining it throughout the year. The final concept is based around a festival 
which incorporates a certain degree of nature for instance, the trees and small shrubbery 
beside the path which the main character is walking on, the festive yet detailed shops and a 
light hearted storyline. 
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Camera Shots and Angles 
A camera shot is an amount of space captured in a frame. There are many different types of 
camera shots and angles for instance, longs shots or high and low angles. They are used to 
portray different aspects of both a scene’s setting, characters and film, with each type of 
camera shot and angle giving the scene distinctive effects.  

Extreme Long Shot 
Extreme long shots are filmed from a far distance and are usually used for 
scenery and landscape to create the scene’s setting. It is also often used 
during action scenes as well as the beginning and the end of the movie. 

Long shot 
Long shots, also known as a full shot is a shot of an entire character or object 
from their head to their feet. It is often used to establish the setting for the scene 
but can also be used for landscape purposes. 

Medium shot 
Medium shots are taken from the character’s waist up and are mainly used for dialogue 
scenes as well as to show some detail of action. The medium shot is also known as a social 
shot as it sometimes showcases interactions between characters. 

Close-up shot 
In close-up shots, also known as a personal shot, the character’s face or object takes up the 
whole or most of the frame, thus allowing viewers to see their facial expressions clearly and 
create emotional connections with them. This shot can also be used as a cut-in or to show 
detail of an object.  

High angle 
A high angle shot is when a camera looks down onto a character or object. From this angle, 
the character is conveyed as less significant or vulnerable therefore, emphasising the power 
of the opposing character as it is shot from their perspective.   

Low angle 
A low angle shot is when the camera looks up at the subject of the scene, 
contrasting high angle shots as it makes the subject seem more powerful. 
The effect of this shot is to make the audience feel vulnerable to the 
subject as they are significantly magnified within the low angle shot.  

Tracking shot 
A camera is mounted on a track to follow a figure’s movements for instance, during action 
scenes, the journey of a character or switching between difference shots such as a long shot 
to a close-up shot. Tracking shots are similar to dolly shots however, instead of being filmed 
on a track it is mounted on a moving vehicle such as a car or a trolley 

Panning 
Panning scans the scene in a horizontal direction to give the viewers a panoramic view of the 
scene. The camera is placed on a tripod which is used as a stationary axis for the camera to 
rotate on, helping stabilise the scene as it usually films a moving object. 
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Resources 
Blender Guru 

Blender Guru is a website established by Andrew 
Price that offers a wide range of free blender 
tutorials. These tutorials showcase extensive ways 
to create different models or scenes such as 
donuts or apocalyptic environments. This website 
also allow beginners to fully utilise the resources 
and options that Blender offers. 

YouTube 

YouTube is an American video streaming platform that contains a substantial amount of 
documentation and tutorials on Blender. The wide availability of free resources provides 
valuable insight into different features of Blender that helped me create a large variety of 
objects and scenes. The large amount of content found on this flexible and diverse platform 
has also allowed me to expand my skills and knowledge of the program Blender. The blender 
tutorial channels that can be found on YouTube include, CG Geek, CG Cookie and tutor4u. 

 

 

 

 

 

 

CG Cookie 

CG Cookie is a website that offers a wide range of resources for Blender. Although, most of 
the tutorials require you to pay, there are free ones on the website as well. Also, it provides 
the sources and original blender files to help you learn the content. The content that they offer 
includes, learning the fundamentals of concept art and clay sculpting. In addition, CG Cookie 
allows you to communicate with the wider community through forums, further expanding your 
knowledge and enabling you to gain help more effectively 
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Sound Effects 
Sound effects are used in all types of media including films, animations and games to stimulate 
reality, create an illusion and represent and evoke different moods. Furthermore, it can accent 
or add another layer of meaning to scenes for instance, high pitched sounds of tires squealing 
can fuel the intense action or help create a sense of anxiety. They can be artificially produced 
or recorded live using instruments such as condenser microphones and portable hand-held 
sound recorders.  

The more realistic sounds are usually recorded using microphones or portable audio recorders 
to be concurrent with reality. For large productions, they will usually require more advanced 
equipment such as Nagra recorders (professional audio recorders). However, despite the 
realistic audio, recording sounds such as bird calls or cicada cries can be time consuming as it 
will be difficult to find areas where there is no interference from other surrounding sounds.  

Artificially produced effects are mainly digitally synthesised and altered through digital music 
programs such as Adobe Audition or Audacity. They are often used for fictional objects sounds 
such as magical sounds for a fantasy film or laser beams shooting for a science fiction project.  

‘Foley’ is used for the reproduction of everyday sounds in a studio for post-production 
purposes. These reproduced sounds can range from the footsteps to breaking glass. As well 
as being used to enhance the auditory experiences of the film, they can also be used to cover 
unwanted sounds captured on the set during filming such as passing traffic or overflying 
aeroplanes. 

 

Major work progress:  

I have been drawing concept sketches for my character and creating a draft storyboard which 
will be finalised soon. Also, I have been creating a glass wind chime which will be displayed in 
a festival shop.  

 

14/11/17 – Modelling of wind chime in progress 
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Selection and 

Justification 
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Software 
3D Modelling 

 

Music Composition 

Program Description 

Sibelius 

Previously, throughout my junior years I have learnt how to use the 
basic features of Sibelius. Although the program comes at a cost, it 
has a clear layout and supports semi-live recording which allows 
you to input sound or compose directly from your keyboard. 
Therefore, I have decided to select Sibelius to use to compose my 
own music for my project. 

Garage band 

Although Garage band contains many features such as the large 
range of editing tools available for recordings and audio tracks, it 
only allows you to record up to eight live tracks. This program also 
has limited input and output features which may make it difficult to 
import or export soundtracks. However, despite the limited input 
and export features, this program contains many sample tracks and 
audio sounds which will allow me to experiment and gain 
inspiration when composing my own piece. 

Program Description 

Blender 

Blender is the program I have the most experience in using therefore 
I decided to select this software to use to create my major work. It is 
also available with no licensing fees and has a large amount of 
documentation available for it. 

Maya 

I have used Maya before however, I am not proficient in using the 
program therefore, I decided not to include this program in my 
project. Although it is used by a lot of professionals to create industry 
standard models, it is expensive. 

3DS Max 

3DS Max is a complicated software that is also, often used by 
professionals. It is mainly suitable for creating architectural structures 
and models. Also, it is costly to use therefore, I will not be using this 
program for my project. 



 
 

27 

Video Editing 

 

 

 

Testing progress: 

I have been making several models of ropes to test which method is the most time efficient. I 
used YouTube tutorials as a reference for making the different methods for creating different 
types of ropes. 

Program Description 

Adobe Premiere Pro As I have the most experience in using this software, I have chosen 
to use it for my major work. Premiere Pro provides a large range of 
editing tools including tracking, masking, special effects. It also has 
a large amount of documentation which makes it easier to learn 
and master. However, despite all the positive aspects of it, the 
rendering time can be quite slow and the program may crash 
occasionally. 

Blender VSE This software can be used free of cost. It enables users to ‘live view’ 
their work however, due to its limited audio editing tools as well as 
my lack of experience in the program I will not be using it for my 
major work. 

iMovie iMovie has a simple and easy to use interface. It allows users to edit 
audio and also has a large variety of export options. I have 
experience in using the program however, it only offers a limited 
range of special effects and editing options such as standard 
transitions. 



 
 

28 

Modelling Techniques 

Technique Description 

Sculpting 

Sculpting allows the user to freely sculpt their model through the 
use of tools which allow users to pull, pinch or grab and alter the 
surface of the model. I decided to use sculpting for creating my 
character as there is also a wide range of documentation and 
tutorials available for this technique. 

Polygonal Modelling 

I intend to use polygonal modelling to model the other objects in 
the scene for example, trees or buildings. This is because it is easier 
and faster method for simple model creation compared to other 
techniques. I also have the most experience using this technique. 

Nurbs Modelling 

Nurbs modelling is a very precise modelling technique which allow 
users to create near perfect surfaces which are ideal for models 
such as vehicles. However, it is difficult and time consuming to 
learn as I have limited experience using this modelling technique 
so I will not be using it for my project.  

 

Rendering Engines 

Render Engine Description 

Blender Cycles 
Despite the fact that Blender Cycles is slower than other render 
engines such as Blender Render and Lux Render, I have used cycles 
the most due to the vast amount of documentations available for it. 

Blender Render 
Blender Render is Blender’s internal render which is available with 
no licensing fees however, it does not produce realistic results and 
is not as flexible as the cycles render engine. 

Lux 
Lux render produces high quality and realistic results however, it is 
difficult to learn and time consuming to render which may be a 
problem as my time management is poor.  
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File Type 

File Description 

Png. 
Uses lossless compression and is suitable for logos, transparent and 
semitransparent images. It is mainly used for icons and has a 
relatively small file size. 

Jpeg. 

One of the most well-known formats used and is also available on 
most platforms. It supports 24 bit colour and uses lossy compression 
however, when displaying a rendered picture it is not as high quality 
as some other formats such as png. 

Mp4. 
Mp4. is a widely used format which operates on most computer 
platforms. Therefore, since I use both Windows and Mac, it is the 
most suitable format for my project. 

.doc 

Microsoft word has an easy and innovative layout which enables 
flexibility and fast accessibility. I will be using it to create my folio as 
it is a program which can operate on both Windows and Mac 
platforms. 

 

 

 

  

Major work progress: 

I have created the structure of the mask shop and some generic masks which I will place in 
the shop on Blender. In addition, I have composed some short sample tracks on Garage band. 

 

31/11/10 – Structure of the mask shop. 
2/11/10 – A sample track I made in Garage 

band by combining default audio sound 
tracks together. 
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Computer Platforms 

Hardware Description 

Windows 7 

This platform is the main operating platform on our school 
computers. Therefore it is convenient to use this platform. In 
addition, it runs Sibelius, which I am using to compose my own 
music, whereas this program is not supported on Mac platforms. 

MacOS Sierra I will also be using MacOS Sierra as it is the operating platform on 
my MacBook Air which I use at home. 

 
 

 

 

 

 

Storage devices 

Device Description 

Portable Hard Drive 

I will be using a 2TB Portable Hard Drive as Blender files are often 
large and take up a lot of space in saved in a USB Flash Drive. 
Portable Hard Drives can also be backed up therefore, minimising 
the risk of losing the work that you have created. 

USB Flash Drive USB Flash Drives are convenient to bring however, the maximum 
number of gigabytes that they can store is approximately 1TB. 

Memory Cards 
Memory cards are highly portable and have relatively large storage 
sizes however, they can break easily and can be affected by 
electronic corruptions that render the entire card unreadable. 

 

 

 

Evaluation: 

The hard drive that I will be using is the Seagate 2TB Portable Hard Drive. The large memory 
space will help me save space in my school drive which is only 5GB. Furthermore, it will save 
more time if I use a hard drive because it will be easily accessible both at home and at school. 
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of Ideas 
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Development of Ideas 
My initial idea for my major work was to create a 3D animation that 
reflect the wonders of nature however, this changed as the storyline for 
this animation would be too basic and not captivating. In addition, due 
to failed previous attempts to create nature objects in large quantities, 
I decided not to use this idea for my major work. Another idea I had was 
to create a 2D animation of a scene based on a journey into nature, 
using Photoshop and a drawing tablet, however due to my lack of 
experience using the program and ability to draw the idea was 
discarded. Throughout year 11 I struggled to find an idea for my major 
work but approaching the end of the year I developed a clear idea of 
what I wanted to create.  

As I have the most experience in Blender, for my major work I intend 
to create a 3D animation of a festival scene inspired by the Japanese 
festival shops and decorations. Throughout the scene, I will convey 
the point of view of a character walking past these shops and enjoying 
the atmosphere and scenery. I plan to focus on the detail and realistic 
aspect of the character and shops while creating the animation. This 
includes, steam evaporating from the food in the shops, realistic 
lighting effects and lanterns swaying in the wind. 

Furthermore, I also debated the idea to use an animal as the main character rather than a 
human, though this idea was also rejected as I did not have a good enough understanding of 
the way animals move. This would make it hard for me to animate the animal throughout the 
scene. 

In addition, I intend to compose my own background audio for the 
animation. This will allow me to adapt the music to establish the 
atmosphere and accompany the animation fully rather than using 
an already composed song. This action will be completed by using 
the program Sibelius and connecting it to my electric piano. The 
‘semi-real’ time feature in the program will then allow me to input 
the sound and notes into it directly from my electric piano. 
Although I will be composing the background music, I will be using 
premade audio for sound effects as it is difficult to produce these 
myself without the right equipment such as an audio recorder or 
microphone. Moreover, by using sound effects that can be 
downloaded free, I will be saving the cost of buying the right 
equipment to record them myself. 

http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwihm4apjvnVAhUBo5QKHTpNDCwQjRwIBw&url=http://www.freepik.com/free-photos-vectors/idea&psig=AFQjCNFMmmIBVC0sYvgpX3O55gaRVok7NA&ust=1503981549475276
http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwiv95vgjvnVAhVFTLwKHY08D_0QjRwIBw&url=http://asmithblog.com/great-ideas/&psig=AFQjCNFMmmIBVC0sYvgpX3O55gaRVok7NA&ust=1503981549475276
http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwiYyOHTyP3VAhVHEbwKHa-mBKkQjRwIBw&url=http://www.freepik.com/free-vectors/music&psig=AFQjCNHxRAxRbGnYyQkH0adN73wJKdMOtw&ust=1504134728362629
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Concept Sketching 

 

Scene Layout: 

Draft layout of where the objects in the scene 
will be placed with camera movement. 

Character prototypes 

Stall Sketches 

Character design 

Evaluation: 

For the character, I decided that the character’s hair should be tied in a bun to make it easier to animate. And for 
the stalls, the majority of them should have the same base shape, to decrease the amount of time it takes to make 
them all individually. 
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Testing 

Rope 

Test 1: Using the Screw modifier 

This method of creating the rope was considerably 
shorter than the other one and consisted of 
constructing the base of it using circles and using 
the ‘screw’ modifier which automatically configured 
a rope-like shape for the object. Customisation 
using this method was limited and it also did not 
include the start and end caps of it, thus leaving the 
ends of the rope open. Furthermore, it was difficult 
to manipulate the shape of it therefore this method 
was not used. 

 

Test 2: Using a Modifier Stack 

Although this way of making the rope was longer 
than using the screw modifier, it is more flexible as 
it allows for many adjustments to be made and 
easier to manipulate. In addition, the rope’s ends are 
closed which add to the aesthetic and realism of it.  

Music 

Modern Beats Track: 

I used pre-recorded audios and beats and arranged 
them to make a song. By testing different song styles, 
I can then choose the suitable type of music I want to 
put in my major work. 

 

 

Oriental Tune 

I tested out the software’s in built electronic 
keyboard to compose some short tunes instead 
of using pre-recorded loops. This time, I made a 
more oriental style tune to suit a traditional 
festival scene. The final background track for my 
major work will be a combination of the modern 
beats and oriental tune genre.  
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Image Texturing 

 
 

  

Test 1: Using duplication 

This method consists of selecting the area where the 
desired label will be place and then duplicating it so 
it becomes a separate mesh from the main body of 
the bottle. The texture was then applied using UV 
unwrapping and the marking of specific seams. 
However, this method caused a gap between the two 
meshes, the label and the bottle which could not be 
altered. Therefore, it was not used to texture the 
bottles. 

 

Test 2: Separation from main mesh 

Separating the selected area from the main mesh 
allows users to manipulate the texture’s UV 
coordinates more freely thus enabling more 
accurate texturing. Furthermore, by using this 
method, it also allows you to re-join the mesh after 
you have finished texturing a specific part. Thus, I 
have used this method for all image texturing in my 
major work. 

 

Normal rendering 

When rendering normally, I enabled multisampling 
importance, but there was a lot of noise in the 
rendered image. I also attempted to enlarge the 
light source, which did decrease the noise however, 
it was still noticeable. Decreasing the emission 
strength also lessened the amount of fireflies in the 
image, but the scene was not as vibrant therefore, 
that method was not used. 

De-noised rendering 

The new feature, de-noise was introduced with the 
updated version of Blender 2.9. When enabled, the 
image was completely free of noise when rendered. 
This saved time trying to lessen the noise for each 
image using various techniques that I previously 
used. 

Rendering 
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Final Storyboard 
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Design & Modification 
 

Original character design Coloured and modified character 
design 

In my original character design, I placed the character’s belt on the hips, however I decided 
to move it to the waist so it is more prominent and feminine. Furthermore, I decided to 
change the pants into a long skirt so it would be easier to rig the character. This is also so 
when animating, the skirt could be animated as one object rather than two separate pieces 
of fabric. In addition, changing from the sneakers to the open sandals helped reduce the 
modelling time spent making various details such as shoelaces or the shoe design indents. 

For the final character, I shortened the shirt because when I attempted to animate it, the 
legs would deform the long skirt. The open sandals were also altered into boots to prevent 
mesh deformation at the opening of the shoe. And, in order to make the character more 
vibrant, I added orange eyeshadow, white silk cuffs and outlines on the yukata and 
changed the eye colour to green. 

Other than the character, I decided to redesign a lot of my models that I made early on in 
the year such as the shrine gate, and the lanterns. This was because I wanted to use the 
skills that I had learnt further in the year and make them seem more realistic as before, I 
did not have a wide range of knowledge on blender’s large number of tools. New 
techniques I used to create better models included, the subdivision surface modifier, the 
black body node, soft body physics and sculpt mode which enabled me to freely create all 
my masks in the mask shop. 

Final character  
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Time plan 
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Evaluation Time Plan: 

Term 4 2017: 

During this term, I mainly worked on the folio in hopes to increase the amount of time to 
spend working on the practical process of the major work. By the end of the term, I managed 
to finish the statement of intent to testing as displayed on the time plan. For the practical 
aspect of the project, I finished three shops. In the next term I hope to complete a larger scale 
of models to be able to eliminate any errors and problems faced early on. 

Term 1 2018: 

In the six-week holiday break, I completed two shops and worked on music tracks. 
Furthermore, I created a draft layout of how the scene would be roughly set out and where 
each shop would be placed. During the term, the time plan, finance plan and work health and 
safety component of the folio was completed. For the practical component, I aimed to finish 
all the models in order to start modelling the character in the upcoming holidays. However, 
while making the shops, I encountered an issue with the lightbulb lighting in the scene. This 
took around a week to resolve as I could not identify the issue, therefore it caused other model 
making time to become shortened. This term’s time should have been managed more 
effectively thus, in the term 2 I hope to follow the time plan more closely. 

Term 2 2018: 

Term 2 was a very productive term. I finished all my models, including shops, the character 
and the scene. Despite time management concerns in term 1, I managed to stay focused and 
complete required major work components. I did encounter some difficulities when I was 
modelling the hair for the character, as using certain methods did not work, and the hair 
looked to simple with another. However, in the end I successfully found a method that was 
not as complex yet still looked reasonably good. 

Term 3 2018: 

This term was exteremely hard to manage my time effectively as the trail exams went for a 
duration of three weeks - beginning on the first week of term. In the midst of exams, I 
attempted to start rendering my first scene on the second week, as during the first week I 
assembled the scenes. Due to these tight time constraints such as long render times for each 
scene – around half an hour to an hour for each frame – I had to shorten the amount of scenes 
in the animation. The time it took to render one frame exceeded my expectations. I should 
have left approximately a month for rendering as many problems were encountered while 
rendering the scene. Despite time management difficulties and rendering problems, I was able 
to finish my major work.  
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Finance Plan 
For this project, the cost of the hardware and software may be high however, by using school 
provided and previously purchased equipment, it will be reduced significantly. For instance, 
software such as blender are free of charge and Adobe products are provided through the 
Hub program for students. However, programs and hardware such as Sibelius and hard drives 
to store the major work are expensive. Therefore, the budget for the major work will be limited 
to $400. 

Hardware and Software  Proposed Cost Actual Cost 

Laptop 
 

$1,200 $0 

Desktop Computer 
 

$1000 $0 

Hard drive 
 

 
$110 $110 

Sibelius 
 

$449 $0 

GarageBand 
 

$4.99 $0 

Adobe Photoshop 
 

$239.88 $0 

Adobe Premier Pro 
 

$239.88 $0 

Blender 
 

$0 $0 

3D Printer 

 

$899 $0 

Microsoft Word 
 

$77 $0 

Render Street 
 

$62.50 $62.50 

Printer 
 

$307 $0 

Ink 
 

$102 $102 

Total Cost  $4691.25 $274.50 
Evaluation: Although the total cost of hardware and software combined was costly, free 
software provided by the school, Department of Education Student Hub as well as previously 
purchased equipment allowed this major project to be affordable.  
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Record of Production 

Creating Models 

Shops - Term 4 2017: Week 1-3  

 

 

In weeks 1-3 I began my major work by completely 
remodelling a ramen shop that I made in year 11. On 
the left, is my year 11 model and on the right is my 
year 12 model. This shop was one of my inspirations 
to create a festival scene for my major work. I 
modelled each individual item using a wider range of 
tools than I did in year 11 thus, allowing me to 
produce a more complex and realistic model. For 
instance, for the emission in the lantern, I used a 
‘blackbody’ node to add temperature to the ‘flame’.  

 
For the shops base, I used a mirror modifier to 
decrease the amount of time needed to model both 
sides of the shop and improve the overall accuracy 
of the model. Also, I enabled clipping to prevent the 
meshes from overlapping, as shown in the previous 
version of the model.  

Previous Version Remodelled 
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By using subdivision subsurface, it enabled me to model smooth surfaces for example, the tap 
– which was made by extruding a cylinder in a curved shape. Also, the loop cut slide tool allows 
sharp edges to be formed or more flexiblity in modelling complex models. For the shop texts, 
I downloaded a font from the internet because the characters were not showing up when I 
used the default one. 

To texture the model, I used nodes to UV map the image texture with the addition of a bump 
map which I created in Photoshop by De-saturating the image and adjusting the brightness 
and contrast levels.  

Diffuse Bump Map 
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Week 4-7 

My second model was the mask shop. I sculpted each individual mask in sculpt mode using 
various tools including ‘crease’, ‘sculpt draw’ and ‘snake hook’ and the multiresolution 
modifier.  

 

Then, by converting the sculpture into a mesh object, I used the circle selection tool to assign 
different materials to the selected area. All of the material surfaces were set to glossy BSDF 
rather than diffuse to mimic shiny plastic. 

 

 

This was very difficult however, because the mesh was subdivided so many times it was hard 
to see where each colour would go on the mask. Thus, making this mask shop also consumed 
a lot of time. It also took a long time to put all the masks onto the racks as they were all on 
different layers and as sculpted meshes take a lot of memory. Thus, the rendering process also 
took a significantly longer time than other shops. 
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Week 8-9 

For the toffee apple shop, I attempted to try a new method of modelling my shop to test if it 
would make the load slower or faster. I modelled all the objects in the scene in a separate 
blender file and then appended them all into one file at the end. Before making the shop 
however, I made a ‘shop base model’ to use as a base for all other shops to shorten time 
needed to remodel each shop again. I also modelled a lightbulb which was appended into the 
shop later on. 

For the shop base, I used the mirror modifier to save time modelling both sides of the shop, 
and used cloth physics for the top, front and side covers to mimic the natural cotton shop 
sign. 

For the lightbulb, i decided to model a traditional one instead of a LED light so it could hang 
off one of the shop’s structures. 

Week 10 

In this week I did not complete any practical work as I wanted to update my folio. I finished 
the testing and time plan component of the folio. 

Holiday: Week 1-3 

Throughout the first three weeks of the holidays, I modelled the takoyaki shop used the 
sculpting tool to sculpt the octopus instead of adding a subdivision subsurface modifier as it 
was hard to make the legs through subdivision and extruding them.  
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However, using the sculpted method to make the creature slowed the file immensely. This 
made it difficult to model other objects in the scenes quickly as it would stop to load for a few 
minutes every time I made an adjustment to a mesh or added a mesh. I also made my own 
texture for the takoyaki balls using Photoshop.  

 

For the takoyaki hot plate, I used a Boolean modifier combined with a mirror modifier to create 
the holes in the plate. 

 

Week 3-5 

In the process of making the yakitori shop, I had some difficulty with the lighting. The lightbulb 
would not illuminate the shop, therefore, I spent an extra week longer than planned trying to 
identify the problem. The reason why it was not lighting the shop was because there was two 
emission objects in the scene, the fire and the lightbulb. However, I did not realise that if the 
model rendered for a longer time, the lightbulb would still function properly. 

 

 

 

 

For the grill, a plane was subdivided twelve times and then a wire modifier was used. This 
allowed the subdivided squares to be drawn out into a wire shape.  
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For the yakitori skewers I marked a seam in the middle of the mesh and then an image texture 
was selected. Afterwards, the whole object was UV unwrapped and adjusted so the seams of 
the image were not seen. 

 

Term 1: Week 1-3 

Previously, I planned to model a fishing game shop however, due to my lack of experience 
with animating water, it’s likely that it would take too long to make, so I decided to model a 
chocolate banana shop instead. I also used Photoshop to make the texture for the chocolate 
bananas. 

 

Term 1: Week 3-5 

During this time I made the shaved ice shop. It took a while to model each individual object 
in the scene as I attempted to make it more detailed compared to other shops. These details 
included, the tap for the syrup in which I used subdivision subsurface modifier to make it seem 
smoother.  
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Then I set each of the different syrups to different transparent material colours. Afterwards, I 
added text in which I had to change the font style to a downloaded one so it would appear in 
Japanese. 

 

 

For the shop cover flaps, I used an image material and applied it to selected faces as well as 
using the smart UV project function afterwards. Then, I used the same method to apply an 
image texture for the cups. 

 

 
To model the shaved ice machine, I used a plane mesh 
and a circle mesh and manipulated the shape to the 
reference image using extrude and loop cut slide, as 
well a subdivision subsurface modifier. 
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Holiday Week 2 – Term 2 Week 1: 

For the squid shop, I made the squid by using a cylinder mesh and a bevelled Bezier curve. 
The curve was then converted into a mesh to add the circles. Then, by selecting four squares 
and using the circle loop tool in the specials tab, it enabled me to create the expected circular 
shape. 

 

 

 

 

 

 

 

 

When texturing the squid, I used an image texture and the principle shader. Then, to create 
the skin glossy texture, I changed the roughness to 0.  

A subsurface scattering texture was assigned to the selected areas to replicate the flesh like 
material of the squid.  
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To make the grill, a plane was separated from the main mesh, and then subdivided four times 
before, a wireframe modifier was applied. 

The principle shader node was used to give the grill a metallic colour. This was done by 
adjusting the metallic value to 1 and decreasing the roughness slightly.  

 

 

 

 

 

 

 

 

 
The squid was duplicated onto the grill and plate. The scene was then rendered using the 
denoising feature to prevent noise from interfering with the quality of the image.  
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Objects 

2017 Term 4: Week 5-6 

In addition to the shop, I also made a vending machine. I subdivided front face of the machine 
so it would be easier to select rectangular shapes. For the shelves, I used cut loop slide and 
extruded the faces made.  

 

 

Then I applied the image textures to selected areas via UV mapping. I modelled the bottles 
for the vending machine in a separate file and appended them all after finishing the vending 
machine.    
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Term 4 Week 10: 

The lantern was modelled by using different meshes, and was textured mainly by using the 
principle shader. 

 

 

 

 

The paper mesh for the lantern was textured using a mixture between the diffuse and 
translucent shader.  

An emission object was used to light up the inside of the lantern. Then, by using a black body 
node, I could adjust the ‘flame’ colour to be a yellow ‘fire’ like colour.  
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Summer Holidays Week 2: 

During this week I decided to use the sapling tree add on as it takes up less space than 
modelling the tree from scratch. When I attempted to model the individual branches, and 
duplicating the leaves along with the branches created significant lag. Therefore, I resorted to 
this method instead. 

 

For the petal, I used a transparent background png image on the rectangular leaves. Using 
this node set up, I was able to effectively make the transparent background not visible while 
also applying a mixture of various materials to create a glossy, realistic petal.  
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Setting 

Term 2 Holiday Week 1 – Term 3 Week 2 

All of the scenes were created by appending the objects from other files into different layers 
of the scene. This was done to reduce lag and make it more convenient to manipulate different 
models in the scene. Also, if there was a problem with an object then, I could go into the 
individual file to edit them then reappend it into the scene. 

 

Backgrounds 
For the night sky, I used an icosphere as the basis for the stars. I then used half a sphere to 
replicate the sky, and used a particle system to add the icosphere to the ‘sky’. The particle 
system type was set to hair, with the segments being 5, emission number 10000 and hair 
length 4. Then by setting the duplicate object to icosphere, they would automatically appear 
in large numbers. 
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The alternating colour of the stars were formed using ‘object info random’ in the node editor 
which was connected to the three different colours from the colour ramp. 

 

For the most of the scenes however, I used the ‘dynamic sky’ add on to create the most realistic 
sky. I did consider using an image however, it was not practical as I planned to change from 
dawn to a night sky throughout the animation. With this add on, I could change the colour of 
the horizon and alter the suns position 

Rendered Picture 
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Character 

Term 2 Week 2 

When I first began modelling the character, I used a method where I would start modelling 
from the eyes. But unfortunately it was hard to sculpt the rest of the face as I was not familiar 
with the topology of the character’s face. 

 

 

 

 

 

 

After this attempt, I proceeded to try and make a human face with proper topology. By utilising 
the ‘smooth’ tool and ‘rotate edges’ I was able to make a fully topologised face. However, 
because the face was difficult to alter into a more feminine face I decided to restart the 
character making process in hopes to combine both techniques to create the character 
desired. 
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 Term 2 Week 3 

 

 

 

 

 

 

For the hair, I attempted to use a particle system and use particle edit mode to shape the hair 
but, it was unsuccessful as the character looked like it was balding. It was difficult to fully cover 
the scalp as well. This was mainly due to the fact that the ‘children’ in the particle system only 
gathered around one strand.  

For the final character, I began modelling the head using a basic sphere mesh. Then, 
through using the ‘loop cut slide’ and ‘knife’ tool, I was able to create the topology of a 
basic face. 
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Instead of using the particle system, I decided to select the areas of the head where the hair 
would be placed, duplicate it and then separate it from the main mesh. Proportional editing 
enabled me to adjust the shape of the hair freely. 

 

 

 

 

I made the hair bun by extruding four faces at the top-back of the head. By using the circle 
loop tool in the specials panel, I was able to create the bun. 

 

 

 

 

 

 

 

Term 2 Week 4 

This week, I created a base model for the body of the character. The cylinder mesh’s properties 
consisted of twelve vertices and six edge loops using the tool, loop cut slide. Afterwards, I 
adjusted the edge loops to form a the basic proportions such as the neck, ribs and waist. A 
mirror modifier was then used to decrease the timeframe in making the character’s body. 
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However, on the following day, I decided to use a reference image instead and remodel the 
body using a different method in hopes of making the proportions more realistically accurate. 
I mainly extruded and used the ‘loop cut slide’ and the smooth tool. 

 
 
 
 
 
 

 
 
 
 
 

 

 

For the fingers, I extruded them individually to replicate the different finger lengths and then 
extruded and scaled the tips to form nails. The knife tool was then used to cut a cutile shape. 

 

 

 

 

 

To texture the hands, I used subsurface scattering to mimic a skin colour tone through 
Blender’s new principle BSDF shader. 
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Term 2 Week 4 – 9: 

In this week, I added clothes by using a plane mesh and subdividision subsurface modifier. 
The sleeves were extruded and scaled, then mirrored to create the other half of the sleeve on 
the other arm. 

 

 

 

 

 

Texturing of the yukata top, consisted of using the principle shader with an image texture and 
a normal map from a different image texture. 

 

 

 

 

 

 

 

 

 

 

 

A mixed material was applied to the 
end of the sleeve and front sash area. 
By combining the diffuse and 
anisotropic shader, a silkly material 
was made.  
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The principled shader was used with an image texture and normal map again to texture the 
character’s socks. RGB curves were used to create the white colour as the original image 
texture was green. The leather shoes used the same node setup. 

 

For the character’s face texture, I used photoshop to paint it by using various skin tones and 
the blending function. Through unwrapping the face first, I was able to paint the textures. The 
hair was also textured using the same method. However, for the rest of the skin a subsurface 
scattering texture was applied instead. 

  

Socks 

Leather shoes 
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Further along the week, I was still not satisfied with the skin texture as some parts did not 
unwrap as expected. Instead of unwrapping the texture painted in photoshop, I decided to 
use texture paint in Blender and paint directly on the model using a plain image texture. By 
using this method, I was able to adjust the skin tone and see it rendered at all times, which 
was significantly helpful as I could see areas which needed improvement and modify them 
quickly. 

 

After editing the skin texture, I decided to change the hair texture as well because it did not 
look detailed enough. Duplicating and manipulating the shapes of the Bezier curve allowed 
me to layer componenets of the hair together to create the desired hairstyle.  
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Rigging 

Term 2 Week 9: 

In order to rig the character, I added armatures and extruded them. Stating the armature from 
the spine allowed me to clearly visualise where the other bones were to be placed. For the 
fingers I used five small bones from the main joint at the wrist, then manipulated the shape to 
match the mesh. 

 

 

 

 

For the eyes, I placed bones in the middle of each eye in pose mode, as well as a large bone 
in the middle. The middle bone allowed me to move the eyes freely without selecting both 
eyes individually. I then duplicated this armature and moved it in front which was then used 
to track to. By using the bone constraint ‘track-to’, I could move the eyes around any direction.  
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Animation 

Term 2 Week 10 

As I was running out of time to animate complex facial expressions by using a facial rig, I 
decided to use to shape keys instead. This allowed me to create simple movements such as 
blinking or smiling. The inner vertices of the eye were selected and moved using connected 
proportional editing along the z-axis to close the character’s eyes. Then, I used the dope sheet 
and keyframes – by setting the eye shape key to different values - to animate a blink. This was 
then scaled down to make the blink faster and at a more realistic speed. 

 

To make the character walk and climb the stairs, I used key frames on the timeline after every 
movement. Instead of manually adding all the keyframes, I set it to automatic key framing. 
After creating the one walk cycle, I duplicated the keyframes in the dope sheet to loop it. 
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Term 3 Week 1 

To animate the fountain, I used a fluid physics. I changed the fountain’s type to be an obstacle 
and a shell for the volume initialisation. Then added a cube to the top of the fountain and set 
the fluid type to inflow and inflow velocity to one unit along the z-axis in order to make the 
water flow from the top of the fountain. Around the outside of the fountain, I added a cube to 
surround the whole fountain then set it’s fluid type to a domain. The slip type for both the 
obstacle and domain was set to free slip as it would make the water seem more realistic 
flowing down the fountain. 

 

 

 

 

 

I enabled hair dynamics for the grass and added a wind force field – placing it directly above 
the grass – to animate the swaying of grass in the wind. Stiffness was set to 2 while the mass 
was set to 0.3. This allowed it to move more smoothly and only the top of the grass to move.
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Term 3 Week 2 

For the stream, I used a ocean modifier on a plane to animate the waves going down the 
stream. Then I used the graph editor and changed the curve into a linear line. The geometry 
of the plane was repeated six times along the x-axis in the modifier panel which made it into 
the shape of a river. 

 

To make the lantern float on the water and follow the wave, I used a shrink wrap modifier on 
the lantern. Then I set the target to the ‘stream’ to make it follow the waves set using the 
ocean modifier. 
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Rendering 

Term 3 Week 2 – 4 

I used CPU to render my animation. Larger scenes took up long times – from half an hour to 
an hour for each frame.  

As the some scenes took a long time to render one frame, I decided to try out the ‘Render 
Street’ website. Although the website costs $50 for a month or $3.99 an hour, it would save a 
lot of time rendering my scenes – as I would be rendering from home and having another 
scene rendered by the company. 

This website renders scenes much faster than the computer I use at home, therefore I have 
decided to use it to render larger scenes. Compared to the hour it takes to render one frame, 
this website only takes around eight to nine minutes. Furthermore, it lets you preview your 
animation while it is rendering so you can check for any errors.  
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Editing 

Term 3 Week 4 

In Premier Pro, I imported clips that were exported from Blender in a video format through an 
image sequence using the video sequence editor. 

 
Then, for some scenes that moved too fast, I adjusted the speed using the ‘clip speed/duration’ 
tool. This also allowed me to use slow motion on other scenes as well. 

 

 

 

The sound effect for the footsteps of the character was cut using the ‘razor tool’. The razor 
tool split up the audio file which allowed individual sections of it to be matched to the footage 
accurately. 

Music 

Term 4 Week 1 – Week 3 

When I first started to make the music, I used Garageband and experimented with different 
audio loops to test which genre would suit the animation. Then, I decided to test out Sibelius 
to create the melody by connecting the software to the electric piano at home via a MIDI cord. 
Unfortunately, this method of producing music was unsuccessful because it was difficult to 
add different instruments with strict rhythmns. During the second week, I used the base 
melody that I had created in Sibelius and exported it into Garageband. Then I added 
prerecorded beat loops from the software to add more layers into the song. In the third week, 
I finetuned the song, this included adjusting different layer volumes and changing around the 
duration or chords.  

Razor 
tool 
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WHS (Work Health and Safety) 
During the process of creating the major work, several work and health safety issues must be 
considered. The two locations in which I will produce the major work consist of school and 
home. Although the work environment in both locations has a relatively low risk, potential 
hazards that will be researched to optimise the safety of students and others.  

A risk assessment matrix will be used to assess the severity of the consequence and likelihood 
of the potential hazard. 

 

 

 

 

 

 

 

 

 

Potential Hazard: Bad Posture 

Effect: RSI (Repetitive Strain Injury) can occur through prolonged repetitive movements such 
as bad posture and typing. Effects include, the misalignment of your spine and joint pain. Long 
term effects include, abnormal joint posture and movement which result in joint stiffness and 
pain and arthritis. 

Prevention:  

• Using ergonomic seats with adjustable 
heights and backrest. 

• Having frequent breaks every 30 
minutes  

• Maintaining a good posture (straight 
back, arms parallel on the floor and 
having the top of the computer screen 
at eye level) 

 
Risk Assessment: 
 
Likelihood: Likely 
Consequence: Moderate 
Assessment: High 
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Potential Hazard: Exposed and Tangled Wires 

Effect: Exposed wires could result in electrocution 
or severe burns if not properly dealt with or left 
alone. It could also potentially ignite fires in the 
workplace. 

Prevention:  

• Superior should be informed about exposed 
wires.  

• Wires should be bound together with bands securing them 

• Safety equipment such as fire extinguishers or an evacuation plan should 
also be present in the environment to prevent fire outbreaks. 
 

Risk Assessment: 

Likelihood: Unlikely 
Consequence: Severe 
Assessment: High 

 

Potential Hazard: Insufficient Lighting 

Effect: Insufficient lighting can lead to too much glare being exposed to your eyes and cause 
them to become strained and have a burning sensation in some cases. 

Prevention: 

• Adequate amounts of both natural light via windows or skylight and artificial lighting 
such as lamps and ceiling lights. 

• Blinds on windows to reduce glare and eye strain. 

Risk Assessment: 

Likelihood: Possible 
Consequence: Moderate 
Assessment: Medium 
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Potential Hazard: Workplace Obstruction 

Effect: Items obstructing pathways and workspaces can cause slips, trips and falls. And could 
also lead to fractures or broken knees, ankles and the back. 

Prevention: 

• Clear workspace and pathways before beginning work. 
• Assign areas to place bags at school such as underneath desks or bag racks. 
• Ensure all chairs are tucked under tables before leaving the work area 
• Make sure pathways or walkways are always well lit so people can avoid tripping over 

any obstacles. 

Risk Assessment: 

Likelihood: Likely 
Consequence: Moderate 
Assessment: High 

 

 

Potential Hazard: Poor Ventilation 

Effect: Poor ventilation in the workplace can lead to lack of oxygen circulating within the 
environment thus causing headaches and suffocation. Furthermore, it can create an unsafe 
level of atmosphere contaminants which increases fatigue and affect people’s abilities to 
concentrate 

Prevention: 

• Install fans and air conditioning in the work environment to introduce outside air and 
keep the interior adequately ventilated 

Risk Assessment: 

Likelihood: Unlikely 
Consequence: Moderate 
Assessment: Medium 
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Evaluation 
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In relation to: 

Statement of Intent 

“For my HSC Multimedia Major Work, I intend to create a 3D animation approximately two to 
three minutes long. This will be accompanied through the use of several effects such as 

background music. I have studied multimedia in both years nine and ten, and will therefore 
be incorporating skills I have gained throughout those years and develop them further in my 

major work.” 

As a result of time management issues and various problems encountered in the making of 
this project, I had to shorten the length of the animation to around one minute. Not only was 
I able to showcase a variety of skills that I had learnt in my previous years of studying 
multimedia, I also incorporated new skills gained throughout the duration of creating my 
major work. 

Limitations 
“My skills in modelling a character (human) are limited as I have not attempted to model one 

before.” 
“I have also not learnt how to animate in my previous years of taking multimedia.”  

“I have struggled to texture objects in blender however through the help of tutorials I hope 
to overcome this boundary.” 

By watching many tutorials on YouTube and BlenderGuru as well as CG Cookie, I was able to 
learn new skills in a short time frame, such as how to model characters and animated different 
objects for instance fireworks and a fountain. These resources also helped explain various ways 
to texture objects – which I previously had difficulty with – such as using nodes or texture 
paint. Ultimately, my limitations did not prevent from creating a 3D animation that I was 
satisfied with.  

Timeframe 

“The time frame for my project will be three terms from Term 4 of 2017 to Term 3 of 2018.” 

“I hope to finish the project slightly earlier for example, two to three weeks before my 
allocated time slot in order to leave time to study for the HSC theory section of this course. 
To help organise these time management plans I will use time organising software to clearly 

display the specific timeslots for each step in the process for making the major work.” 

Unfortunately, I was unable to finish the project earlier to leave time to study for the theory 
section of this HSC course. This was due to various problems that I encountered while creating 
the animation such as creating the character. Despite creating a time plan at the beginning of 
Term 4 2017, I was unable to keep to it as a lot of the modelling and other aspects took longer 
than expected. This significantly decreased the amount of time left for rendering my 
animation. In order to get my animation rendered I decided to use ‘Render Street’ to render 
larger scenes.  

 



 
 

74 

Research 

For this project I first researched about various 3D modelling and animation techniques such 
as sculpting and rigging respectively. I also researched different features of many 3D 
modelling programs for instance, Blender, Maya and 3D Max. From this research, I could learn 
new ways to create different models as well as select the right software to use after evaluating 
their several advantages and disadvantages. Ultimately, the research enhanced the overall 
quality and level of skills displayed in the 3D animation which I would have not been able to 
do before. 

Timeline 

The timeplan gave me a clear representation of how much time I had to complete each task. 
Towards the beginning of the project, I mostly followed it however, increasing problems and 
errors that I encountered while making different models became time consuming – the tasks 
were taking longer than expected. 

Finance Plan 

The finance plan allowed me to see how much money I would need overall for the major work. 
This allowed me to save the necessary money required for it beforehand. However, towards 
the end I had to increase the overall money spent as I was pressed for time to render my 
scenes. Thankfully this addition did not exceed the budget I had set for the project. 

Construction 

The construction of this project was the most time consuming as I wanted to create a high 
quality animation which would fully showcase my skills. In order to achieve this, I created my 
project in these following stages: 

• Planning 
• Modelling 
• Texturing 
• Rigging 
• Animation 
• Rendering 
• Editing 

Planning 

In this stage, I sketched up different ideas that I would use for the final product for instance, 
the concept storyboard as well as character and shop concept sketching and making a 
timeplan. This helped organise my ideas clearly and give me a brief idea of the time that it 
would take to complete each task. 

Modelling 

3D modelling the objects required for my scene including the character, shops, individual 
items in the shops, ultimately was the stage that took the most time. This was due to the fact 
that a large variety of skills were required to create different parts of the models such as 
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sculpting and modelling from a combination of simple geometry for instance planes, cylinders, 
circles. Creating models using sculpting was extremely time consuming as I did not have much 
experience in using the feature. Furthermore, this tool used a lot of memory – up to 3GB – 
which slowed down the file immensely. This delayed the process of completing certain shops 
as Blender would become unresponsive after a few clicks. Fortuntely, I managed to fix this 
issue by using ‘limit dissolve’ to decrease the models amount of vertices as well as using ‘Alt-
D’ when duplicating instead of ‘Shift-D’ – objects share the same mesh and data as opposed 
to duplicating each mesh individually with their own data which takes up a large amount of 
space. 

Texturing 

Surprisingly, despite difficulty experienced at the beginning – as stated in the statement of 
intent – texturing was less time consuming than modelling. Through various tutorials and 
research on this process, I was able to texture my models effectively with limited issues. 
Although due to the fact that I was using different computers – at school and the laptop at 
home – some of the image files often appeared to be missing, only showing up as a pink 
material. I was able to solve this problem by ‘packing’ all the files into Blender – this packed 
all the image textures into the file the model was in which allowed image textures to stay in 
the file even when moved. 

Rigging 

The process of rigging my character was mainly completed by referencing a tutorial on 
YouTube. The tutorial helped develop the basic structure of where the armatures should be 
placed in order for the character to move correctly. 

Animating 

This stage was the most enjoyable as the I could freely alter different ways the objects would 
animate such as the grass, fountain and character. Overall, this made the scene feel more alive 
and interesting rather than having a still scene with only character movement. 

Rendering 

Rendering was one of the most time consuming stages as large scenes with numerous objects 
took a long time to render – up to a few days – for one scene. As a result of this, I had to use 
the ‘Render Street’ site to assist with the rendering. The result was pleasing as it rendered each 
frame in a maximum of fifteen minutes compared to an hour using the desktop. However, 
uploading the file onto the website was extremely time consuming as I had to upload through 
Google Drive which took approximately an hour to two hours. Furthermore, if there was an 
issue with or error in the file I had to reupload the file. Ultimately, I had to shorten my 
animation due to long render times. 

Editing 

This was the least time consuming as I only had to import Quicktime files into Premier Pro and 
add the background music and sound effects at specific times. Also, I added a title at the 
beginning and student number at the end in time with the beat of the music. 
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