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For our major project we have been tasked with coming up with a short one and a half minuet animation. Something I both liked and disliked about this brief is that it was so open ended. On one hand we have complete creative freedom, however on the other the sheer amount of possibilities leaves you feeling slightly overwhelmed. I decided to approach this by looking through past assignments and trying to draw inspiration from my own work. In my first year I did a watch and a cauldron, in my second year I did a princess lifting a magical staff, so Something which became quickly apparent to me was all my animations have an underlying “magical” theme, this interested me as it was something I had never really noticed before going back to assess my own work. I quickly decided that I would like to continue this theme , to show progression in my work over the years and continually to establish a signature theme within my work. 


As a visual thinker, I decided that I would Take Rebecca Sugar’s, The creator of 2016 Steven Universe, advice. As she states in an interview with Cartoon Network 2016, 2”I think the first step is just to start drawing, just to start writing, without a plan just go for it.” Taking this advice I immediately started by creating a rough storyboard style animatic. To lay out my vison and develop my ideas as I go. I had a rough Idea of what I’d like my character to look like so, instead of procrastinating till after I had completed the character design phase, I used that as a basic stand in when sketching out my scenes. 

My initial idea developed over a few weeks but in short, this ended up being the overall outline. A character walks in with a pumpkin and tries to use a spell to turn it into a teapot, only to have it fail time and time again in different ways. Below is a laid out version of my animatic. 
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For the first two panels I decided to use colour, I did know from the start that I wasn’t going to continue this all the way through, this wasn’t me changing my mind to save time it was a creative 

decision I made from the start. However the reason I did this is because I feel it sets up the scene well. It gives you a good visual of what the area looks like and throughout the rest of the animatic where colour is lacking you can kind of fill it in, in your mind. The earthy colours of the surrounding area became super important to me as my story developed. I wanted these natural and muted tones to set a calm environment so that when the harsh purple of the magic does come out, it feels so much more intense, Even though magic is used frequently through out this series of events I still didn’t want it to loose it’s mystification. The scenes depict a young witch trying to cast a spell but getting distracted by events outside of his control. The first issue is there are birds on the window singing, this causes him to loose focus and accidently turn the pumpkin into a bird. He then slams the window and tries again, only for a bird to try and return and accidently fly head first into the now closed window. This causes a loud bang which startles the young witch causing him to jolt up in shock, but also causes him to, one again, mess up the spell. This time his fear turned it into a monstrous pumpkin head. This transformation is meant to be a manifestation of his fear, unpleasant to look at but, as made apparent by the lack of mobility of this pumpkin, ultimately harmless . This part of the story, all though in need of some fine tuning before it goes to 3d, I was so far happy with. However figuring out how to end it proved to be somewhat challenging. In our major project classes with Al Kang  where how to implement meaningful creative story telling into our animations despite the short time period. And while I’m not trying to create a ground breaking story, I feel like throwing together a meaningless ending does kind of devalue the rest of the animation. The reason I say this is because my initial idea was to have him, throw his wand across the room, it then hits against the wall and the beam that comes from it turns the pumpkin into a teapot as desired. However after being encouraged to look farther into the point of my story I realised that, this kind of wraps it up with underlying subtext that reads along the lines of “frustration, giving up and anger can be rewarded by lashing out.” It is because of this that I decided to work on the ending a little more than originally anticipated, as to make sure to change these unintentional themes. 
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After working through some ideas I eventually got to the one above. What it depicts is the witch getting frustrated that this spell went wrong and then proceeding to lash out, casting spell after spell at the pumpkin, transforming into various household objects but never the one desired. When it eventually turns back into a pumpkin he’s had enough and in frustration, throws his wand across the room. The wand slams against a wall and a beam of light hits the pumpkin and transforms it into a large monster. The monster to me is meant to be a visual representation of his anger and frustration. It comes to life in a slow growing motion and proceeds to try and attack him. The reason I feel like this is important is because it’s already been shown in the animatic that when frustrated he becomes phissically aggressive, for example, throwing the wand across the room. This is why this maninfestation, unlike the original monster head. Is able to move around freely and pose a possible risk, like the risk he and many others can pose be to others if they don’t attempt to be in control of there emotions. The witch in self defence then uses his hands to cast out a burst of energy. The camera then switches to first person to show the teapot. Overall, while still a little muddy, I do feel this sends a better message than my original idea, what I’m hoping people get from this is, the idea that you are capable of more when pushed to your limits, and that responding to sitions appropriately, eg; casting his self defence spell, will reap the best rewards. 
Moving on to the character design portion of the project and I decided that I wanted to use the base drawing I had used for my animatic as a general idea in what direction I’d like to go with this character, so I kept that in mind while designing. In terms of characteristics of this witch, I decided some where core to the telling of the story. For example he needs to be easily startled for a lot of it to make sense, this lead me to a more in depth character creation thought process where I ended up with a list of traits that go as follows. He’s clumsy, easily startled, easily distracted, erratic, and highly emotional. These are going to help a lot in the 3d animation process when keeping in mind how he walks and behaves in both the minor and grand details of his movement. 



Now that I knew where I was going personality wise it was time to fine-tune the character. My original idea was to have a character with holes in there clothes and one shoe, a general clumsy and unkempt appearance, However after starting my character researching this changed. 
“Color is a power which directly influences the soul.” ― Wassily Kandinsky While designing my character I decided to keep this quote in mind. Colour is an extremely powerful tool when it comes to story telling and I really want that to carry into my character design in order to help the story flow and potential viewers to connect more on a subconscious level
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A character that quickly inspired me was Tinkerbell from the tinker bell and peter pan franchises of Disney. The reason for this is, in Disney’s 1904 Peter Pan movie she has some extremely noticeable traits. She behaves irresponsibly, childishly and at times almost spitefully, actions that her colour pallet sharply contrast. Earthy tones are usually used on characters that are in general down to earth, more caring and grounded with a level head an understanding of the world around them. See Jane Porter from Disney’s 1999 Tarzan and Avatar Korra of the southern water tribe from Nickalodians 2012 The Legend Of Korra. Both characters that, when sporting earthy colours show a great deal of the traits listed above. This caused me to think about how I could implement thee themes into my own work and I did quickly realise, that much like tinkerbell, my character had a lot of unstable mannerisms, ones that contrast an earthy colour pallet. It is this character study that gave me the idea to carry this harsh contrast of personality and colour pallet into my design. I wanted to show a character dressing in a way he want’s to be viewd instead of the way he is. Here are the final designs I came up with, in a character sheet so that I can use this to model him later. 
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Overall I feel that the character came out better than I anticipated, I found him interesting to draw and I hope not too challenging to model, his design is basic but small things like his untucked shirt and messy hair bring his characteristics into his design and are something I hope will make sense to the viewer when watching the final animation. 


A classic motif of a witch, is her hat. And the reason I have not included it yet into the character sheet is because I’d lake to model the two things separately and combine them when animating. This is because if I can include things like the hat flying off when he’s shocked or is slouching when he’s discouraged, I feel like these would add an immense level of emotion to the visual language of the overall scene. Another reason is because I have not yet settled on which hat design I’d like to use for my final animatic. 
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I decided to do some sketching of different hat designes to try and see where this important aspect of the visual story telling was going to go. Beginning with a classic leathery look, I feel like this fit his character well but to a viewer might, along with the colour pallet, make him come across as something other than a witch, maybe a garden gnome for example, and this may confuse the viewer. The next design is my favourite but the issue I have with it is that it fits a little too well with his colour scheme, making the overall greens of the outfit a little overwhelming. The last was mostly for fun, an icy design that maybe alludes to a family member or mentor that passed this down to him, but I don’t think it’s an idea I’ll be going with. 

Something which we talked about last year in our major project class was title cards. A theme that at the time I didn’t really consider. However since I’m looking to improve this year and learn from my mistakes I decided to go back and give this more thought. I did some research, not necessarily on title cards, but on things like Book covers, posters and movie advertisements to get a better understanding of how to make a piece of media to build hype for your product. 
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For inspiration I decided to look at media that had witches, wizards and generally magical themes in there stories, and something that all of these shared was that they seem to have most if not all important characters and or aspects of there story in there title. This to me was something I wanted to carry on into my own work. 
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In my design I decided to carry over these themes and create my own with the core parts of my story. The teapot the wand and the spell book are all the things, other than the character. That have the most screen time. So I really wanted the viewer to see this at the beginning and see how each part plays into the story. As far as the title goes, I decided to take influence from and do a spin on the title, “The lion the witch and the wardrobe.” And have my own story appropriate one called. “The pumpkin the witch and the teapot.” I feel like this play on words will hopefully be something viewers of this animation pick up on and appreciate. 


I then moved on to modelling the character, something that was an extremely overwhelming concept to me as Zbrush is still a tool, despite having it be explained to me many times in a articulate and more than sufficient fashion in classes, I still struggle with. However I knew that if I could really try to get to grips with it, it would aid me significantly in my creative process. 

[image: image13.png]


[image: image14.png]




Overall I feel like I created what I needed to and stayed strong to my character sheet. I feel like I show’s significant improvement in my ability to work with this tool, especially in contract to last years project. And all though not entirely finished, I do feel like it is a great example of the kind of improvement I hope to show in my work this year. 
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I did have some issues with the hair, However with help from my classmates who helped advise what tools and brushes to look to give it the look I was going for, I was able to overcome this. 


Overall in this project I am aiming to show what advancements have been made by me in my time at this university. I’m hoping to demonstrate a much greater understanding of tools we have been provided with in the past and I feel like I am making a good start on doing that. I’ve enjoyed working on this product and hope to continue to be just as enthusiastic in the future. I will say that as far as the 3D aspects go I am a little farther behind than I would have hoped to have been, but I feel like these are things I will be able to make up for and adapt to. This project tells a brief and simplistic story that isn’t completely unique and it because of this that I will have to use my creative thinking skills to make it feel interesting to watch. I aim to do this by showing well thought out character and colour design and that’s something I’ve been extremely focused on in this first half of my creative process. 
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