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objective

- To gain experience with the animation industry in the domain of animated TV
series.

« Improve my skills in the process of animation film making.

- Develop my own concept and learn the steps in preproduction.




studio

« 6™ Art Animation is a small yet progressive studio in Mumbai.
« Mainly works in 2D animation using Flash.

« Undertakes storyboard projects for films.




inspiration

« My firstintroduction to animation from TV.

« Limitless potential in terms of content and style.




phase | : learning basics

Improving sketching and life drawing skills.
Study of proportion of the human body.
Study of the skeleton with bones and joints.

Outdoor sketching.

Understanding line of action, volume, weight and balance.
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phase Il : concept development

 Basic premise a bleak world destroyed by nuclear war.
- Terrorism, violence and oppression of the helpless.
« Survivors cockroaches and rats.

« Mutation due to nuclear radiation.




phase Il : concept development

Story is about cockroaches fighting for survival.
Acute food scarcity.
Monster rats ravage the cockroaches.

The protagonist sets upon a quest to find food.

Life has survived inside the depths of a volcano.




phase Il : concept development

« The major characters are:
- Roshan the Roach - the brave and responsible cockroach hero
- Monster Rat - the greedy villain suffering from radiation tumors.

- Baby Roach and Mother Roach - starving along with other hiding roaches.




phase lll : script and character design

« Script writing - breaking down into sequences and scenes.
« Bringing the story according to the time frame.

« Attention to details like environment, props, emotion in every scene.




phase lll : script and character design

- Character design based upon the unique characteristics.
« Trying to identify and simplify to basic forms.

- Working out the gestures and expressions.
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phase IV : storyboarding

- Script is transformed to a sequence of visuals according to scenes.
- Important to understand camera angles, composition and framing.

- Many iterations made to emphasize the drama and conflict.
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conclusion

- Got to observe the way studio deals with projects.
- Improved sketching and gained experience with pre-production.

« Realized the need for discipline and efficiency.
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