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Executive Summary: 
Animation seems very simple. When you watch an animated feature, the thought may cross your 

mind: “I can do that. That seems very easy.” Little do these people know, there is an incredible 

amount of work that goes into making an animation of any length. Animation is one of those 

mediums that is very misunderstood yet under-appreciated. Years of work from thousands of 

individual artists working multiple late nights a week to produce something that is often 

shrugged off as “made for kids.”  

Rather than discuss the ethical side of animation, I will highlight the technical aspect of this 

medium. How is it made? What are the steps used to go from paper to computer? What software 

is capable of making 3D animations? And lastly, can I create one myself?  

Problem Statement: 
I have earned my undergraduate degree in Film, Television and Media Arts, and have completed 

work on my senior thesis film, “Til Death” as the Director of Photography. The past eight years 

of my life have been dedicated to teaching myself video editing and learning all about 

filmmaking techniques in college. I have exclusively studied live-action film production and plan 

to go into the Hollywood film industry as a live-action cinematographer or editor. One medium, 

however, that has always intrigued me is 3D animation. In 1997, Bill Hilf says “digital images 
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have been used to create anything from high-profile stars, such as T-Rex, Woody, and Babe, to 

virtually indistinguishable illusions” (Furniss, 174). Today, 3D animators are perfecting the 

personification of humanoid character models within animated features and video games. 

I have minimal experience with 3D animation, which rules out the possibility of creating even a 

1-minute animated short film within a seven week time span. Instead, I have decided to make a 

series of high-fidelity storyboards for a 2-minute animated short, all inside the open-source 3D 

modelling software Blender.  

I am making this project because I have always found animation fascinating. I have never 

attempted animation before and I have had Blender downloaded for well over a year. I want to 

challenge myself and learn a brand new application that I have been too afraid to learn 

previously. My long-term goal is to one day become familiar enough with the software in order 

to create the full animation, but for the purpose of this class, I will only be building the 

environments and creating the character models as I create a storyboard in Blender.  

Methods: 
A 3D animatic is very interesting because it is more advanced than a drawn-out storyboard, yet it 

is not as fleshed out as a completed, rendered, and composited animation. I intend to create this 

project using the free, open-source 3D modelling software Blender. When you first open Blender, 

it gives you a grey square placed right in the center of a 3D viewport. Aldric Chang of 

MediaFreaks writes that making a 3D animation is “divided into three phases: modelling - which 

describes the process of creating the 3D objects within a scene, layout and animation - which 
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describes how objects are positioned and animated within a scene, and rendering - which 

describes the final output of the completed computer graphics” (“The Process”). Based on these 

definitions of the three core phases of animation, the only step I will be focused on for this 

project is the “modelling” phase. I aim to prove that I can create a 3D character model and an 

environment that is suitable for my character to interact with. I will be working on the “layout 

and animation” phase for a small portion of this project - as I need to position my characters 

within the scene in such a way that they look like they are completing an action. It is necessary to 

build the scenes this way so each cel of the storyboard can help move the story.  

The first step I need to complete before thinking about creating the models is to write my story. I 

will create a short, two minute story in order to minimize the number of environments and 

characters I need to create. Below is the tentative logline for the story: 

A young boy is hiking in the woods when he falls into a cave. He must use its magical resources 

in order to return home. 

Based on this logline, I will need to create at least one character model, and three different 

environments. I will need to compile more research in order to design a character model and to 

create assets that add life to the environment. I also intend to add textures to each of these 

models in order to achieve the desired color for each scene. Each cel will then be rendered as a 

single frame and compiled in a video that will deliver the story as an animatic. 
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Deliverables: 

There will be plenty of artifacts that will be used to document my journey towards a high-fidelity 

storyboard created in Blender. The first document I will create is my script. The purpose for 

creating a script for a short film that will not be fully animated is to have a full understanding on 

the plot and all of the elements of the story that will be used to create my world. If I did not have 

a script written then each cel of the storyboard would not flow as well as they are supposed to. 

Once the script is completed, the next artifact that I will create is a hand-drawn storyboard. I 

need to create this because I need to know exactly what should go in each cel, what the world 

should look like, where the camera should be positioned, and any other details necessary to take 

note of before I dive into 3D modelling. Hand-drawing a storyboard is easier and faster than 

crafting it in Blender, and it will also save time when modelling the cels. One other artifact I will 

produce as I complete my project is a series of sketches for the protagonist of the story. The 

character is a young boy and should thus appear non-threatening. I will attempt to make this 

character more rounded because those who are designed like a circle inherent themes such as 

“innocence, youth, energy, positivity and freedom” (Solarski, 3). These are the characteristics I 

want my protagonist to exhibit, and therefore I will create sketches for the character with these 

traits in mind. Making these sketches will also make the transition to modelling in Blender much 

easier. 

The rest of the artifacts that I produce will be created in Blender. The character will be the one 

constant throughout the storyboard as the environment changes, and therefore I believe it is 
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important to get the character completed first. This is to ensure that as I create the environments, 

they will be a good fit for the character and not appear too realistic or too cartoonish compared to 

the art direction taken on the character. The environment will be created with different methods 

depending on the scene. For example, during the forest and cave scene, most of the scene will be 

built using assets such as trees, rocks, boulders, among other smaller details in order to enhance 

the quality of the scene. I will use 2D images scaled incredibly high in order to create the skybox 

for the scenes. This is solely to create the sky and in order to give each scene a background that 

is not the basic 3D viewport that everyone sees when they first open Blender. The final artifact 

completed will be the final project, which will contain all of the rendered cels and will be 

showcased as an animatic. This is the easiest way to see all of the cels in their correct order, and 

will serve as a demonstration of everything I have learned over the next seven weeks. 
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Podcasts:
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Garlington, Rob. “How to Render a Complex Scene without it Crashing.” Blender Guru, 3 Dec.  

 2014.  

 https://www.blenderguru.com/articles/how-to-render-a-complex-scene-without-crashing  

Griffin, Melanie. “Blender 2.8: Character Modeling - Simply Explained.” All3DP, 11 Feb. 2020.  
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Petty, Josh. “What is 3D Rigging For Animation & Character Design?” Concept Art Empire,  

 2020. https://conceptartempire.com/what-is-rigging/ 

Scott, Jeffrey. “The Difference Between Live-Action and Animation Writing.” Animation World  
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Additional Proposal Components: 
While researching animation project proposals, some of them featured a chart that showed each 

step of the animation process alongside which software will be used to complete each step in the 

process. While writing the screenplay, I will be using Final Draft 11. When I draw my 

storyboards, no digital software will be used. The majority of the project will be completed in 

Blender, while the creation of the animatic with the rendered cels will be edited together using 

Final Cut Pro X.

https://all3dp.com/2/blender-2-8-character-modeling-simply-explained/
https://www.theseus.fi/bitstream/handle/10024/133905/Heikkila_Elisabet.pdf?sequence=1&isAllowed=y
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https://www.theseus.fi/bitstream/handle/10024/133905/Heikkila_Elisabet.pdf?sequence=1&isAllowed=y
https://www.skwigly.co.uk/storyboarding-tutorial-pt-1-the-dos-and-donts/
https://conceptartempire.com/what-is-rigging/
https://www.awn.com/blog/difference-between-live-action-and-animation-writing
https://www.utdallas.edu/atec/midori/Handouts/Principles.pdf
https://www.instructables.com/id/Beginners-Guide-to-Blender/

