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This report will detail the process and outcomes of my BA computer animation independent project focused on the topic of addiction and dependency. This project involves the creation of a 2D/3D animated short film that explores the emotional and psychological struggles faced by individuals dealing with substance abuse. The film was designed to use a combination of compelling visuals and music to create an immersive experience that draws the viewer into the emotional journey of the character. 

This report will outline the various stages of the animation process, including concept development, character design, storyboarding, animation, and post-production. It also discusses the various tools and techniques used to bring the project to life, including software such as Adobe Photoshop, Illustrator, and After Effects, as well as 3D modelling and animation software such as Maya and Blender. The report also delves into the creative decisions and design choices made throughout the project, including the use of colour, lighting, and shadow to convey the emotional states of the characters.

The outcomes of the project are also discussed in detail, including the final animated short film, as well as feedback and reflections on the creative process. The report concludes with a discussion of the potential impact of the project on raising awareness and promoting understanding of addiction and dependency, as well as the value of computer animation as a tool for creative expression.


The topic of addiction and dependency was chosen for this module due to past experiences with the subject. At present, these issues still affect day-to-day life. By using this topic, thoughts and feelings can be displayed artistically, as a form of therapy. Addiction and dependency as a pair were great candidates as they could evoke emotions in the viewer if executed correctly through colour theory, lighting and audio.
 
This topic is important to me because I am still battling my form of addiction and dependency, and my mental health and other relationships have both declined in recent months. Juggling the pressure and stress of university, social life with family and friends, and my mental health has been a struggle. Although I have hit some low points, I am on the right track and making major progress. 


The aim and target group of the project go very well together. Although the overall aim is to help anyone, the animation will be tailored towards a smaller bracket. Roughly the ages from starting secondary school, to finishing university (11- 23).  This project aims to create a short film displaying the sad reality of addiction and dependency. From personal experience, being told not to do something was never helpful, and neither was being regularly reminded about the dangers and consequences of my choices. This animation won’t talk about the dangers of substance abuse and won’t advise against using them. It will be designed as an experience, to immerse the viewer and trigger emotions. Without directly stating that you should not do this, or that it’s dangerous, you can influence the mind of the viewer into thinking what you would like them to think. In this case, those substances are dangerous and can lead to addiction and dependency.
Once the project topic had been identified, research on the subject began. [1] The population of the UK is 67.33 million, 20.9% of which are people under the age of 18, at 14 million. [2] According to the official gov. UK website, “There were 11,326 young people (people under the age of 18) in contact with alcohol and drug services between April 2021 and March 2022.”.  That statistic may not be a huge number, at only 0.8% of young people in the UK. However, it is still a huge amount of young people in need of assistance and support. 

[3] “Cannabis remains the most common substance (87%) that young people come to treatment for”. This was no surprise; this substance is far too commonly available for young people and has the potential to do lasting damage. A specific goal that needs to be met for personal reasons is triggering emotions and thoughts within cannabis users. Although the animation will be thought-provoking for all, I hope to achieve a higher level of emotion for cannabis users and potentially plant the idea that change is positive.

The Yougov.co.uk website states that a survey was conducted across the UK, targeting how young a child should own a mobile phone. [4] This survey involved 2,167 children between the ages of 5- 16. The results show that 53% of children owned a mobile phone before age seven. This is a rather shocking result as they have access to potentially harmful material at the push of a button. 
Knowing that over half of the UK’s under-18 population have a working phone is precious information. The animation needs to appeal to young people and have the potential of being seen worldwide. 


The project was set, to create an animation. Additionally, a personal goal was to create a short film/ music video-style animation. The idea was to create a dramatic short film about addiction and dependency, it can be a powerful way to explore the struggles that individuals face when dealing with substance abuse. To make the experience even more impactful, I will be incorporating music to help convey the emotional intensity of the subject matter. Through the use of visuals, audio and a short film-style animation, I can immerse the audience in the experience of addiction and dependency, highlighting the internal turmoil and external consequences that come with these issues. By creating a relatable and emotional narrative, a dramatic short film can provide a powerful message of hope and awareness for those affected by addiction and dependency, as well as those around them. 
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Description automatically generated]The film "Into the Spider-Verse" was a huge inspiration, due to its unique and dynamic use of colour. The film's unique approach to animation provides a perfect example of how colour can be used to evoke specific emotions and convey meaning. For example, the scene where Miles Morales first discovers his powers as Spider-Man is a perfect example of how colour can be used to trigger emotions. The use of deep, rich blues and purples in the scene creates a sense of mystery, whereas the shades of red and oranges that accompany Miles' spider sense represent his excitement and confusion. Similarly, there is a scene where Miles and Peter Parker leap from the top of a skyscraper, this is amazing and is a brilliant example of how colour can be used to convey the sense of motion and energy. The bold, contrasting colours of the city, coupled with the bright white lines that represent the characters' movements, create a sense of speed and excitement that is impossible to ignore. 
[image: ]The use of vibrant, contrasting colours in the film serves to heighten the emotions and intensity of the scenes. The colour choices are also carefully selected to represent each character's unique personality and background, creating a diverse visual landscape. 

[image: NF Announces New Album with "HOPE" Single | HWING][5] Another piece of media that was hugely influential was the music video for the song "HOPE" by NF. It is a powerful representation of the emotions conveyed in the song. The video uses a desaturated colour palette, constructed of muted blues and greys, this creates a sombre and reflective mood. This is further accentuated by the use of shadow and lighting, which create a stark contrast between the dark and light areas of the frame. The layout of the video also contributes to the emotional impact, with scenes of NF rapping in front of a barren landscape, mixed with shots of him walking through a desolate cityscape. This creates a sense of isolation and loneliness, further emphasizing the theme of the song.

In addition to the visual design, the music video also uses other fundamentals of design to trigger emotion. The use of slow-motion footage, for example, creates a sense of introspection and contemplation, almost drawing attention to the lyrics. The final editing techniques also play a role in creating a cohesive video, quick cuts and jumps are used between scenes, adding a sense of chaos and instability to the video. These elements, together work to create a cohesive and emotional experience that complements the themes and underlying message of the song. Overall, a vast amount of inspiration was taken from the video for "HOPE" by NF. It is a brilliant example of using design fundamentals to evoke emotions and create a powerful and memorable visual experience. 


Market research is an important step in the animation process as it helps identify the target audience and their interests. Market research can help identify the specific demographics and preferences of the audience. This information can be used to tailor the animation's content, style, and distribution to effectively reach and engage the intended audience. In This case, the target audience is the younger generation, and social media, therefore, is the most effective method of reaching the audience. 
The animation industry has shown an increasing interest in producing content that addresses social and thematic issues, including addiction and dependency. An animated short film with my topic is very relevant today and will hopefully contribute to the growing trend of social issue-focused animated content. This refers to an increasing interest in and production of animated content that addresses social and thematic issues. 

The social and thematic results of an animated short film about addiction and dependency could be significant. It could raise awareness of the challenges faced by individuals struggling with addiction and promote empathy and understanding towards them. Overall, by creating an engaging animated short film about addiction and dependency, the project could make a meaningful contribution to the field of addiction psychology and promote understanding and support for individuals struggling with addiction.


Review of Literature

The purpose of this literature review is to investigate how A.A. Milne’s Winnie-the-Pooh introduces and helps children understand mental health disorders and how animation can be an effective tool for addressing these issues. 

Winnie the Pooh is a well-loved character but also a useful tool for teaching children about mental health. Each of the characters in The Hundred Acre Woods represents a different mental health disorder, and through their interactions and personalities, children can learn about and relate to these conditions in a non-threatening way. 

In a research paper titled [6] "Pathology in the Hundred Acre Wood: a neurodevelopmental perspective on A.A. Milne," published by the Canadian Medical Association, Sarah E. Shea contends that existing personality and behavioural traits of Winnie the Pooh characters can be used to identify their potential mental disorders. 

The report suggests that Eeyore, the melancholic donkey from Winnie the Pooh, represents chronic dysthymia, a type of depression that is persistent and long-lasting. Dysthymia is often characterized by constant pessimism, low mood, and feelings of hopelessness, which are reflected in Eeyore's character. Eeyore's negative attitude and lack of enthusiasm serve as a brilliant way to introduce children to the symptoms of depression. Children who can relate to Eeyore's disposition can learn about depression and its effects. By seeing Eeyore's struggles, children can gain empathy and insight into how they can support someone dealing with depression. This interpretation of Eeyore as a representation of chronic dysthymia provides children with the opportunity to learn about the symptoms of depression and how to support someone who is struggling with it.   
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It is also suggested in the report that Tigger, the energetic tiger is a representation of attention deficit hyperactivity disorder (ADHD). This neurodevelopmental disorder is characterized by a persistent pattern of inattention and hyperactivity which can both be seen in Tigger's behaviour. Tigger's impulsive and hyperactive tendencies make him an excellent example for children who are dealing with similar symptoms. Children with ADHD can relate to Tigger's boundless energy and difficulty focusing. Tigger helps children to gain a better understanding of their behaviour and learn coping mechanisms to help manage their symptoms. Furthermore, Tigger's portrayal in the Winnie the Pooh series is an opportunity to educate all children about ADHD, its effects, and how to provide support to individuals who are diagnosed with this disorder.

Animation is a powerful tool for teaching children about mental health. The bright, colourful world of the Hundred Acre Wood can help children understand these important topics in a way that is fun and non-threatening. By seeing their favourite characters struggle with these issues, children can learn that mental health disorders are common and there is nothing to be ashamed of.

While the series features characters that represent depression, anxiety, ADHD, and OCD, it doesn’t yet explicitly portray addiction. However, I have the opportunity to create a character that can represent addiction and its effects on individuals. A character that represents addiction can provide an opportunity to introduce the topic in an engaging, emerging, relatable way. The character can embody the symptoms of addiction, such as withdrawal, cravings, and changes in behaviour, which can help viewers better understand the effects of addiction. 

In conclusion, Winnie the Pooh is an excellent resource for teaching children about mental health. Through the characters' relatable experiences, children can learn about depression, ADHD, anxiety, OCD, and how to provide support to those who may be struggling with these conditions. The relatability of the characters and the engaging world of the Hundred Acre Wood makes it an ideal tool for introducing mental health concepts to young audiences. 

Review of Literature Continued

Substance abuse, addiction, and dependency are three complex issues that can have serious consequences for individuals. In the context of animation, several recognized theories can help to explain the development of these issues.

[7] The Disease Model of Addiction proposes that substance abuse and addiction/ dependency are caused by a chronic brain disease that affects a person's ability to control their impulses and behaviour. In animation, this theory suggests that characters who struggle with addiction or dependency may be portrayed as having one or more known medical symptoms. For example, a character who is addicted to a drug may be shown to experience withdrawal symptoms or use other coping methods to help with their addiction.

The Social Learning Theory suggests that substance abuse and addiction/ dependency can be learned through observation of others. In animation, this could be seen in the way that characters who use drugs or engage in other addictive behaviours are portrayed as cool or glamorous, leading younger viewers to emulate them. 
Lastly, the Self-Medication Hypothesis infers that individuals may use drugs or other addictive behaviours as a way of coping with day-to-day life, and underlying emotional or psychological issues. In animation, the theory suggests that characters who struggle with addiction may be shown as having unresolved trauma, mental health disorders, or other issues that contribute to their substance abuse. 

Methodology of the Work

Brainstorming and Ideation
To start the concept design process, I started with brainstorming. I thought up a range of concepts, such as themes, characters, and storylines. From there, I came up with several ideas and eventually narrowed them down to one that fit the project's goals.

Storyboarding
After finalizing the idea for the animation, the next step was to begin the storyboarding process. To create a visual representation of the story, I created a rough storyboard that sketched out the beginning, middle, and end of the animation. This was a crucial step in the development process as it allowed me to visualize the flow of the story and make necessary adjustments as needed.
The storyboard was an essential tool in the pre-production process as it helped me to better understand the pacing of the animation and the overall structure of the story. It also enabled me to try out different shot compositions and experiment with different camera angles to create a more dynamic visual experience for the viewer.
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Character Design
After finalizing the storyboarding process, I turned to character design. Given that my animation was a personal project, character development was somewhat limited. However, I was still able to establish a clear visual representation of myself through the development of concept art. This involved creating sketches and designs for the main character, ensuring that their appearance reflected my own physical features and personal style.
[image: ][image: ]


The mood of the animation was intended to be rather melancholy, which meant that the main character had to fit that art style. I spent a significant amount of time experimenting with different colour palettes, clothing designs, and facial expressions to create a character that accurately captured the intended mood of the animation. This process also involved considering the character's movements and body language, as well as their interactions with the other entities in the animation. 

Making Changes
Switching to a combination of 2D and 3D animation techniques has proven to be an effective approach for creating my animation. The use of Maya for 3D modelling and animation and Procreate for 2D elements has made the process much easier. One of the biggest advantages of this method is the ability to create detailed and realistic 3D environments while still retaining the freedom and flexibility of 2D animation. This has allowed me to create complex scenes that seamlessly blend both styles of animation, similar to ‘Into the Spider-Verse’.

Another benefit of using a combination of 2D and 3D is the ability to streamline the animation process, therefore saving valuable time. By creating 3D assets in Maya, I can manipulate and reuse them in different shots and camera angles, completely removing the need to create new assets from scratch. This has allowed me to focus more on the creative aspects of the project, such as storytelling and colour theory, without getting slowed down by the technical side of animation.

Finally, the use of both 2D and 3D animation has allowed me to add a level of visual depth to the project. The combination of styles creates a unique and stylish look that draws the viewer in and keeps them engaged. It also allows for more creative freedom when designing environments, as I can use the strengths of each technique to create a unique style that is both visually compelling and emotionally impactful, enhancing the overall experience for the viewer. By combining the depth of 3D animation with the handmade feel and artistic freedom of 2D animation, I can create visuals that communicate the complex emotional states of the character, highlighting the themes of addiction and dependency. This style of animation not only captivates the audience's attention but also helps to convey the message of the film more powerfully and memorably. Overall, the decision to switch to a combination of 2D and 3D has been an effective approach for creating my animation.

Art Direction
The art direction was a very important aspect of the design process. After settling on the overall atmosphere and tone of the film, I began determining the colour scheme, lighting, and visual style. Each of these aspects played a major role in bringing the narrative to life and ensuring the cohesiveness and fluidity of the overall animation.

One of the key components was the creation of the sets in Maya. To recreate the different rooms in my student house, I modelled each set with extreme attention to detail. By modelling the sets beforehand, I was able to easily adjust at any point in the process, allowing me to fine-tune each element and ensure the overall visual style was consistent throughout the production.
[image: ][image: ]


By carefully considering the art direction throughout the design process, I was able to create an intricate yet immersive world for the audience. The combination of the colour palette, lighting, and visual style helped to reinforce the narrative and evoke the desired emotional response from the viewer. The attention to detail paid off, resulting in a final product that was visually stunning and engaging from start to finish.

Conclusion
In conclusion, I am thrilled with the outcome of the animation. The process of portraying addiction and dependency through an animated short film was challenging but ultimately rewarding. During the brainstorming phase, I encountered difficulties in transferring my ideas onto paper, but with perseverance, I was able to generate a range of possibilities. Storyboarding and character design were among the most enjoyable aspects of the project. By establishing a strong foundation from the beginning, I was able to set myself up for success. The thought and care that went into each stage of the design process ensured that the final product was a true representation of my vision. I believe that through this animation, I have succeeded in communicating the complex and challenging reality of addiction and dependency in a powerful and thought-provoking way.
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Table 1: DSM-1V multiaxial diagnosis of conditions demonstrated by the inhabitants of the Hundred Acre Wood

inhabitant

Axis |
Clinical disorders

Axis Il
Personality disorders/
mental retardation

Axis 1l
General medical
conditions

Axis IV
Psychosocial/
environmental problems

Winnie-the-Pooh
Piglet

Eeyore

Rabbit

owl
Tigger

Kanga

Roo

Christopher Robin

ADHD, inattentive subtype;
OCD (provisional diagnosis)

Generalized anxiety disorder
Dysthymic disorder

Reading disorder
ADHD, hyperactivity-
impulsivity subtype

Gender identity disorder
of childhood (provisional
diagnosis)

Borderline intellectual
functioning (Very Little
Brain)

Narcissistic personality
disorder

Poor diet, obesity,
binge eating

Failure to thrive

Traumatic amputation
of tail

Housing problems

Housing problems

Single parent,
unemployed,
overprotective of child

Single parenthood,
undesirable peer group,
victim of unusual feeding
practices (extract of malt)

Lack of parental
supervision, possible
educational problerms

Note: ADHID — atetion defict hyperactivy dsorcer, OCD — obsessive compulsive dorcer
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