
















Project Reflection 
This project is a challenge and a rare experience for freshmen, and I gained a lot from it.  

I completed this project in two parts: one is the creative design, including the creation of characters, stories and scenes, the second part is the technical 
learning and operation, such as painting, music, sound and painting synthesis, adjustment and so on.  
The project is to select a segment from the audio provided by the school, and to create animation on this basis. I think the difficulty of this project is the audio is 
selected first and the character is limited to some extent. Then the character setting, scene design and storyline will be limited due to the sound characteristics 
of the audio.  
In the segment I chose, the two voices are very representative, obviously a big age gap between them, a baby and a mature male voice. Therefore, I had two 
choices in designing the characters: one was to design according to the age of the voice, and the other was to reverse the original character in the audio.  
Since it was first animation of my own, I decided to play it safe to set the role. Then I thought it would be too common if both of them were human, so I designed 
a human and a non-human to give more possibility for storyline and also relatively reduce complexity. I thought if both of them are in human form, the principle 
of animation would be more complicated. Besides, one of the characters has a soft body, I can try more animation principles on it.  
In the creation of the background, I have made data collection in two aspects for reference. One is color pad let research on color style; and another is art style 
research by collecting pictures and making mode board.
In the process of the project, I found it more difficult to draw movements of monster than that of human. The body of monster is set as SLAM, the image is 
coherent and curved and needs to draw many long arcs, so the workload of clearing is very heavy.  It is more difficult to make the image stable than to draw 
people.  

In the production process, due to the arrangement of schedule, our weekly assigned tasks were fixed, but the workload required for each task was uneven. 
Therefore, I realize that animation really needs teamwork.  
I tried several software in the production process, including: Toonboom, Adobe Photoshop, Procreate on iPad and Adobe After Effect.  
Toonboom is for drawing inbetween frame and clearing. Photoshop is for coloring. I draw a lot of sketches in preproduction with Procreate on iPad, including 
background drawing, character design and key Frame. Adobe After Effect is for composition of sound and painting and adjusting the background.  
In the process of using these software, the teacher taught me a very important principle, that is, the characters’ movements should be in accord with the 
change of footsteps and the movement of the background. Even if the characters are cartoonish, we should follow this principle, otherwise the incompatibility 
between the steps and the background will give people a strong sense of disharmony.  
The teacher also told us that learning new software is very beneficial, and it will make handover work smoother when cooperating with others and will make us 
integrate into larger workshops or company smoothly.  

I enjoyed the process of Key frame and Frame Sketch very much, because I think making key frame is the first step to transform the plane into animation. In this 
process, many key factors are decided. As far as I know, the person in charge of key frame is always an authoritative person in the team.  In addition, the 
completion of key frame completes the creative part of the character, which is followed by various technical means to achieve the creation.  
I think the most difficult part, which is beyond my imagination, is drawing inbetweens. It’s my first time to use Toonboom and my speed of painting is slow. On this 
software a simple turning head or raising a hand needs load of work. For inbetweens, the rhythm and speed of movements are keys factors to make movements 
natural. However, this involves human body painting that I am not good at, and it also reminds me that I should practice more human sketches to improve the 
effect and efficiency.  


