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I want to raise awareness of 

marine conservation through a 

one-minute 3D animation.

Project objectives
The project uses emotional 

storytelling to express global 

env i r onmen ta l  i s sues .  I t 

resonates with audiences by 

combining people and nature.

uniqueness

The Deep Blue project aims to attract audience attention 

through 3D animation and raise public awareness of marine 

pollution and ecological conservation. The expected outcomes 

are high-quality videos and a social media dissemination plan.

DEEP BLUE

Project Overview
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Preliminary research

● T h e  t h e m e  o f  t h i s  p r o j e c t  i s  m a r i n e 

conse rva t ion ,  w i th  hea l i ng  as  the  ma in 

tone of  the creat ion.  References inc lude 

H a y a o  M i y a z a k i ' s  a n i m a t e d  w o r k s 

“Cast le  in the Sky” ,  Makoto Shinka i ' s 

animated work “Your Name,” and Gints 

Z i lba lod is '  3D an imated work  “Flow.” 

These references wil l be used to assist in 

the nar ra t i ve  rhy thm,  camera language, 

and character design to make this project 

more mature and complete.
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Marine pollution data collection

● On Apri l  12, 2025, the European Union's 
J o in t  Resea rch  Cen t re  ( J RC )  r e l eased  a 
shock ing s tudy pub l i shed in  the journa l 
Mar ine  Po l lu t ion  Bu l l e t in .  The  resea rch 
t e a m  d i s c o v e r e d  a  l a r g e  a m o u n t  o f 
human-made debris at the bottom of the 
Ca lypso Trench,  the deepest  par t  of  the 
Med i te r ranean  Sea ,  w i th  p l a s t i c  deb r i s 
accoun t i ng  fo r  a s  much  as  88% o f  t he 
to ta l .  Th i s  d i scovery  not  on ly  h igh l igh ts 
t he  seve r i t y  o f  deep- sea  po l l u t i on  bu t 
a l so  se r ves  a s  a  s t a r k  r em inde r  o f  t he 
u r g e n t  n e e d  f o r  m a r i n e  e c o l o g i c a l 
conservation.
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Storyboard drawing
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Scene and Character Design
03

● There are two main scenes .  One is  a s tudio scene,  and the other is  an ocean scene. 
These are the two scenes I  designed. Their sty les are quite different .  The studio scene 
leans more toward an anime style, while the ocean scene leans more toward a real ist ic 
style. I hope that this styl ist ic difference wil l resonate more with the audience.



Scene and Character Design
03

●This is the character design for 
the protagonist. Her name is Yu 
X i a o j i n g .  S i n c e  s h e  i s  a n 
animator, I designed her with a 
bun ha i r s ty le .  In  l ine  w i th  the 
deep  b lue  t heme ,  I  des i gned 
her eyes to be blue.



Scene and Character Design
03

●T h i s  i s  t h e  w h a l e  t h a t  t h e 
pro tagon i s t  encoun te rs  in  h i s 
dream. Al though I  s impl i f ied i t 
w h e n  d r a w i n g  i t ,  i n  t h e  3 D 
p roduc t i on ,  I  env i s i oned  t h i s 
whale to be more realistic.



3D modeling
04

● I  use  MAYA and B lender  to  c rea te  my scene 

mode l s .  Dur ing  the  bas i c  mode l l i ng  s tage ,  I  

u se  t he  Po l ygon  Cube  a s  t he  co re  un i t  and 

g r a d u a l l y  c o n s t r u c t  a  s t u d i o  s c e n e  w i t h 

i n d u s t r i a l  p r e c i s i o n  t h r o u g h  t o p o l o g i c a l 

t e c h n i q u e s  s u c h  a s  p o l y g o n  e x t r u s i o n , 

bevel ing, and Boolean operat ions. To address 

d i f ferent  mater ia l  proper t ies ,  I  opt imised the 

t r ans i t i on  be tween  the  cu r ved  desk top  and 

metal supports using NURBS surfaces in Maya. 

Add i t i ona l l y ,  s i nce  the  p ro tagon i s t  en te r s  a 

dream while working in the studio, I  created a 

c o m p l e t e  s t u d i o  s c e n e  t o  a v o i d  t h e  s c e n e 

appearing too simplist ic during rendering.



3D modeling
04

● After completing the production, I 

a p p l i e d  t e x t u r e s  t o  t h e  s c e n e . 

Finally, I used a variety of l ighting 

t e c h n i q u e s  t o  c r e a t e  t h e 

atmosphere of the scene.

● I  be l i e ve  t ha t  l i gh t i ng  i s  a  ve r y 

i m p o r t a n t  e l e m e n t  i n  c r e a t i n g 

atmosphere.



3D modeling
04

● I  used  B lender  to  c rea te  the  ocean 

s cene .  I  u sed  t he  Ocean  Mod i f i e r . 

Then I adjusted the t imeline to make 

the  ocean  appea r  t o  be  i n  mo t i on . 

N e x t ,  I  c o n t i n u e d  t o  m o d i f y  t h e 

ocean's mater ia l .  I  added proper t ies 

t o  g e n e r a t e  s o m e  f o a m  e f f e c t s . 

Final ly, I adjusted the l ighting.



3D modeling
04

● During the character model l ing phase, I  a lso used 

Maya as  my pr imary  crea t i ve  too l .  S ta r t ing wi th  a 

b a s i c  p o l y g o n  c u b e ,  I  g r a d u a l l y  s c u l p t e d  t h e 

character ' s  contours  us ing topo log ica l  techn iques 

such as extrus ion, cut t ing,  and br idging.  To infuse 

t h e  c h a r a c t e r  w i t h  v i t a l i t y ,  I  p l a c e d  p a r t i c u l a r 

e m p h a s i s  o n  t h e  r a t i o n a l i t y  o f  t h e  s k e l e t a l  

s t r u c t u r e — t h e  c u r v a t u r e  o f  t h e  s c a p u l a  w a s 

model led a f te r  the ac tua l  movement  t ra jec tory  o f  

t h e  h u m a n  b o d y ,  a n d  s u f f i c i e n t  s u b d i v i s i o n 

p o l y g o n s  w e r e  r e s e r v e d  a t  t h e  f i n g e r  j o i n t s  t o 

a c c o m m o d a t e  s u b s e q u e n t  a n i m a t i o n 

deformat ions.  At  the same t ime, I  used Maya's UV 

E d i t o r  f o r  U V  u n w r a p p i n g .  F o r  t h e  c h a r a c t e r ' s  

t e x t u r e s ,  I  u s e  P r o c r e a t e  f o r  h a n d - p a i n t e d 

textures.
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Bind the protagonist 

and the whale.

Character binding

Animate the frames and 

pos i t i on  t he  came ra  t o 

create the shots. Select and 

modify the shots. Add more 

detai ls ,  such as shots of 

marine life.

Animation Production

Post-production includes 

final rendering, editing of the 

animation, and sound effects 

production.

Post-production
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THANK YOU


