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1. Rationale

• What experiment I prefer to explore: 

making a piece of 2D/3D interactive 

game about a baby hedgehog in a 

forest.

• What concepts am I examining? 12 

Principles of Disney animation, Pixar 

animation methods, Abstract drawings 

about characters. I prefer to create a 

series of actions made by a baby 

hedgehog to defend his predators and 

make friends with the predator's 

babies finally.
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2. Context

Who else is doing what I am doing?

• Game: Broken Rules, Old man's journey

• Animation: Hiromasa Yonebayashi, Arrietty, 

Studio Ghibli;



More Animation directors as inspirations:

• Tomm Moore, Song of the sea; 

• Michel Ocelot, Azur & Asmar, Dilili in Paris; 



3. Method

• Design frame-by-frame animations in Unity/some 

new methods. 

• Draw frame illustrations by Photoshop/more 

animation apps?

• Difficult option: explore 3D animation.



4. Production

Tools & Timeline

• Week 1: I will sketch the main characters in my animation in the positions and actions 

that their character will be known for.

• Week 2: Try 3D modeling them with Maya or Blender/just 2D drawings.

• Week 3: Draw the textures of these 3D characters/Define 2D drawings, frames. 

• Week 4: Find Environment(forests in Unity asset store), Animated loops about those 

characters before  interacting within an environment.

• Week 5: Assembling characters and environment in Unity/this step may just several 

pieces of Animated loops for different characters in the environment/explore coding.

• Week 6: Playtest the game and record it.



5. Outcome

A finished 2D interactive game or a video recorded 

about it.



Some preparations

• Looked through the 12 Principles of animation by 

Disney and made notes.

• Found references for characters and still looking for 

more.




