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IDEATION
Our initial ideas
Content wise

Getting bullied
One of our ideas was to portray a kid who is intellectually disabled (for e.g. autism)
attending school, and being made fun of and ostracised by his classmates. Through
this, we can show how getting bullied can lead to self-harm. In the end, the kid’s
teacher found out as he was inflicting self-harm and injuring himself, and the teacher
punished the bullies. This can show us the adverse psychological effects of bullying
and we should not bully others.

Bullying others
Another idea was to look at bullying someone through a bully’s POV. Through this, it
shows why bullies bully people, and the common reasons why people turn into
bullies. The bully can be seen bullying a lonely classmate and extorting money from
the classmate. In the end, the bully gets punished for what he did, and the teacher
explains to him why bullying was bad, and viewers can learn why bullying is not an
acceptable behaviour.

Reasons they were scrapped:
We felt that it would be too difficult for us to make a cartoon through the point of
view of people we have never been, nor have very close associations to.

Medium:

Stop motion
We initially wanted to do stop motion. We would draw a background, and we would
cut out and draw the characters for the stop motion, and put them on top of the
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background. However, we realised that it would not look nice because of lighting
issues, and it is also hard to ensure that the stop motion looks smooth.

Classical animation
Another medium that we could possibly use was classical animation. We could hand
draw the frames and take photos of them and animate them using software. However,
it would be difficult to align the frames well and it is tedious to scan and take photos
of each frame, as well as drawing the frames. It would also take a long time to
complete the animation and we might not be able to finish the animation on time.
Hence, we decided not to use classical animation as our choice of medium.

FINALISED IDEA
What does the title mean?
‘Me’ is about the concept of self. Many teenager’s concepts of self are easily
influenced. They believe what others say about them to be true, and try
desperately to modify themselves in order to conform to what society
perceives as the ‘ideal self’ .

Storyline
I.
II.

Main character, gets ready for school before walking there
On the way there, he trips, falls and is laughed at by a bystander before being
called a loser

III.

A post-it labelled loser is stuck onto him, representing the way the word affects
his psyche. He is sad but brushes it off, thinking it will not happen again.

IV.

Later, he gets an F for a test, and is called pathetic by a classmate. A post-it
labelled pathetic is pasted onto him as well.

V.

Many more insults are pasted onto him until the point where he is engulfed in
a ball of them.

VI.
VII.
VIII.

Surrounded by darkness, he wonders how he had reached this point.
Friends and family he has helped before appear and pull post-its off him
Flashbacks about the good deeds he has done to his friends and family before
the character’s friends and family drag him out of the pile

IX.

He is encouraged by his friends to take off the first post-it pasted on him
himself, which he does. Before smiling.
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X.

We cut to a text monologue, that states the moral of the story, that you are not
the sum of others opinions, but are in fact an entirely different entity, and it is
ok not to conform to others ideas and expectations, and you should just be
yourself.

Medium
We will use digital animation to present our ideas. We used animating software to
piece together the drawn frames. The frame rate we chose is 9fps. The video would be
around 2:15 to 2:45 long.

Objective
We want to send a message that (within reason) and that only your perception
of yourself truly matters. (again within reason)

Our storyboard
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OUR ROLES
6

Seah Yee Kai → Draws the frames, slides and written report
Huang Yujie → Adds music to the final product, does slides and written
report
Hui Hsien Howe → Ideation, slides and written report
Javier Ho → Animating the frames, slides and written report

INSPIRATION

Art block painting
The inspiration for this animation originally came from a painting found in the art
block that depicts a boy, with various labels, in the form of post-its stuck onto him.
One of our group members saw this, and came up with the idea to make an animation
on how people label each other, and the effect it has on the labelled person.

Fig 1
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Lisk Feng

Fig 2

Fig 3

Lisk Feng is a freelance illustrator who has a simplistic and abstract art style. When
done properly, this style can be very effective, and can be packed with meaning. The
abstract style also allows for different interpretations of the artwork. This helps the
audience be more engaged by having to think more, opposed to a flat one dimensional
artwork.
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TheOdd1sOut

Fig 4

Fig 5

TheOdd1sOut is a Youtube animator that also has a very simplistic style of drawing.
We made our characters similar to his, having a cartoonish style. We hope that we can
bring some of our adult audiences back to their childhood with this cartoonish style,
allowing them to remember some similar feelings they had as teenagers.

CHARACTER DESIGN
The character design is simpler, which can pull the audience closer by generalising it
and making it more relatable, especially to teenagers. We also want to make the
message as straightforward as possible, which is best done using simplistic clutterless
drawings. The characters are also drawn with different colours which makes them
very easily distinguishable.
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One of our earlier sketches / drafts

Screenshot from our animation
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ANIMATION PROCESS
The animation process was very tedious and time consuming.

Drawing
Most of our frames had to be drawn close to each other in order to make the
animation seem smooth. However, some frames also had to be taken out to make
actions look more natural and less robotic.
We had to make frames that were drawn transparent so that we could look at them
while we drew others

This is an example of what we did as a draft.
Shown above are the draft frames of the scene where our main character slips and
falls. The many transparent frames are the frames before the one in opaque lines, and
they were used as a reference for where the character will move and how we can
draw him.
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Frame from the same scene in the final product

Putting the frames together
Using software to put the frames together is a very tedious process. Through the
whole process of doing digital animation, we learnt that there are many different
tools available to us to make it easier to animate the frames, such as motion tweens.
One example of this is when we used this to move the objects in the background when
the character is walking.
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Using motion tweens to move the tree in the background to symbolise the character
walking
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Adding sound effects and music
Most of the sound effects used in this video were not hard to find, but we had a bit of
a problem trying to find suitable music to pair with each scene in the animation.
Eventually, we decided to simply use tracks that match the mood of a particular scene,
eg. Happy music with happy scenes.

OUR TIMELINE

FINAL PRODUCT
https://drive.google.com/drive/folders/1U7PzOE3iasKhAxWCfH-SJ8KQfARBEzqs?usp=s
haring
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REFLECTIONS
Individual Reflections
Seah Yee Kai (21) 2i1
As the person who drew the frames, this project has taught me a lot about the process
of drawing the frames of an animation. I have learnt that making an animation is not
as easy as it seems, and I am glad that I chose to do this type of project this year. I
came to understand that making an animation is a very tedious process, but I also
learnt to appreciate this process and the beauty behind working so hard to see the
long awaited results in the end. Besides learning about making an animation, I also
learnt much about working together with my group members. I found it difficult to
cooperate with my group members since we all had different opinions. Through a full
year of working with them, I learnt that communication is important in trying to get
something done. I am glad that we were able to communicate effectively throughout
the process of doing this project. Doing this project has taught me that everyone’s
opinion matters, and having people with different opinions in your group is actually a
good thing since they can bring in a different perspective. In conclusion, even though
the whole process could have been smoother, I do not regret anything because it has
been a great learning experience for me.

Huang Yujie (7) 2i1
This project made me realize that even a simple animation like this takes quite a lot of
time and effort to complete. As the one in charge of adding sound effects and music to
the final product, I was at a loss of what music to add to the video until we came
together and discussed it thoroughly. In the process of adding audio, I also
familiarised myself with a very useful video editing software. In terms of moral
values, the most important takeaways from this project are to NEVER procrastinate
and to plan things ahead of time. All but one of us were not willing to set tight
deadlines for ourselves at the beginning and so a lot of the steps in the making of this
video were a bit rushed. We also didn’t come to scheduled meetings prepared,
whether it was amongst ourselves or with our project mentor, so it was kind of
awkward. I had learnt my lesson, and I’m sure my other group members did also. I
also knew that I had to take my own initiative to contribute to the group, so I wouldn’t
be left out and criticized for doing nothing. On the bright side, I realised the
importance of teamwork and proper communication, and I also became more open
and willing to take other’s opinions into consideration. This project has been and will
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be a very valuable experience for me, now and in the future.

Hui Hsien Howe (8) 2i1
This project has been a very enlightening experience. Through this project, I was able
to discover the strengths and weaknesses of my friends. For example, before this, I
knew that Yee Kai was good at drawing, but not that he was quite as good at drawing
as he is. I also learnt the importance of forward thinking. I experienced much
difficulty in producing this animation, and certain parts were a bit rushed. It would
have been a smoother process if we had just planned our meetups beforehand and
made progress deadlines for ourselves. We will take more care in coordinating
ourselves in the future. There was also much issue with communication. Because we
insisted on doing everything over messaging platforms and not actually face to face,
there was actually a lot of disagreement over the initial idea for the animation and
how we should present it. We ignored it early on, but it became much more apparent
at later dates that we had a big problem on our hands. Lucily, we were able to
reorganize ourselves before the deadline, and do a decent job in our project. I will
take further steps to ensure this does not happen in the future, like planing before we
even start, and setting up a list of deadlines and targets for everything, including non
project work related things

Javier Ho (9) 2i1
This project has been a meaningful experience. Being the person who does all of the
splicing of the drawn frames together, I’ve realised how difficult and time consuming
it is just to put the drawn frames together. It is not easy to splice together all the
frames such that the animation looks smooth, and it is also not easy to choose the
right frame rate for the animation, such that the animation does not look too fast. I’ve
learnt how to use different tools provided in the software to make the process of
animation, like using motion tweens, which moves an object around the scene. In
hindsight, I should have asked my groupmate to draw most of the frames layered, so
that it would take less time to complete, and such that I would also have more
freedom to place the character myself. This experience has been a fruitful one, and
has made me learn more about animation software, as well as how to work together
with my groupmates, and coordinate with them, such that the animation process of
the drawn frames would be more efficient.

Group reflections
In this project, we learnt a lot about the process of making digital animation, and
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realised that it is a long and tedious process. Though, we all agree that this was a very
enjoyable experience, and it taught us a lot. We also enjoyed working together with
each other and we got to know each other better. This has been a meaningful
experience and we are glad to have embarked on this journey together. Even though
we were able to finish our final product, if we could do this again, we would have
started earlier. This would allow us to have more time to make minor improvements
and changes to make the animation better. Overall, we feel that this was a meaningful
experience, and it was a success.
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