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1.1 Thesis Statement 

 

I would like to create an animation short focusing on character animation which 

depicts a foolish penguin on a quest to acquire an out of reach can of tuna soda situated 

on the opposite end of a half pipe shaped iceberg. The primary goal of this short is to use 

the body language of the penguin to express its eagerness and emotion throughout the 

entire pursuit. 

 

1.2 Synopsis 

 

One day, at the South Pole, a sleeping penguin is awoken by the sound of an 

object falling on the iceberg he is standing on. He looks around and realizes the noise was 

from a can of tuna soda perched atop the opposite end of the iceberg. Filled with 

excitement, he takes a deep breath and dives off the cliff in an attempt to go for the can. 

He slides down the hill on his belly and because the shape of the slope is in the form of a 

“U” he gradually slides upwards towards his goal. He slides within inches of the can 

when gravity forces him back the way he came. The penguin tries several times but each 

time he ends up overshooting his target and winds up high in the air. As he struggles and 

flails around he winds up looking like a snowboarder doing tricks off a half pipe. Other 

penguins watching from afar notice what he is doing, and just like Olympic judges they 

give him high scores for his aerial acrobatics. After several more tries, the penguin makes 

one final tremendous effort and at last, the can ends up in his hands. Hugging the 

beverage tightly, a satisfied smile appears on his face. He slides down and comes to a 

stop in the middle of the iceberg, still hugging the can lovingly. The first few end credits 

begin to roll. The scene with the penguin reappears showing the lead character eagerly 

trying to open the can only to find out that it is completely empty. He lifts the can up and 

peers through the mouth to find that the entire bottom of the can is cut out. As he 

continues to gaze through the hole, the background goes black and the hole gets smaller 

and smaller until finally the entire screen has become black. The rest of the end credits 

continue to roll. The end.  

 

 

1.3 Script 

 

The camera pans up a steep iceberg and stops as a singular penguin comes into 

view perched at the top of the precipice. The camera zooms in and the audience notices 

that the penguin, although standing up, is actually sleeping. Suddenly the sound of a 

helicopter passes by, and then the sound of a can hitting the ground is heard and the 

penguin is abruptly awoken. He looks forward and something catches his eye. The 

camera pans out and the audience can see what he has fixed his attention to. A can of 

Tuna soda is seen perched atop an opposite peak. The camera then cuts back and the 

audience sees the actual shape of the iceberg. Rather than a large block of ice, this 

particular glacier is shaped like a halfpipe. The camera cuts back to a view of the penguin 

whose face is gleaming with glee. He looks up and down, left and right, checking to see 

how to get to that soda.  The camera switch to a POV shot to show the penguin looking 

down the slope to check how steep it is. The camera cuts back to a three quarter view of 
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the penguin.  He then takes a deep breath, prepares himself for the big jump, and leaps off 

the edge. The camera switches back to the POV shot as the penguin slides down on his 

belly and up the other side.  His wings reach for the soda but sadly, before he can touch 

the can, gravity drags him back down. As the penguin begins to fall the camera cuts back 

to a three quarter view and shows the penguin just miss the soda. He then continues to 

fall and slides off the screen. The camera follows him down to the middle of the half pipe 

then stops as the penguin continues to slide off screen. The sound effects imply that the 

penguin continues to slide all the way back to the original starting point then comes 

sliding back towards the camera once again. The penguin slides back on screen and as he 

starts up the slope towards the soda the camera cuts back to the three quarter view and 

watches as he passes the can again. This time he tries to grab the can but misses and 

instead ends up posing in the middle of the air like a professional snowboarder. He falls 

again but the camera remains focused on the peak with the can. The penguin falls off 

screen then reappears one more time for a third grab at the soda. He misses again and 

once again accidentally performs an awe inspiring trick jump. He does this one more 

time, and then camera cuts to a position far away from the iceberg. The audience can still 

see the penguin in the far background continuing his slides and jumps. Then three 

penguin heads pop up from the bottom of the screen and appear to be watching the 

original penguin performing. At that point the original penguin makes a stunning jump. 

The new penguins are so amazed by what they see that they each hold up a wooden board 

with a high score painted on it. The camera cuts back to  view of the peak with the can. 

The penguin puts all his effort into one final jump and this time he finally gets what he 

wants. With a joyful smile on his face, he hugs the can tightly with his wings. The camera 

follows him as he slides down and slowly comes to a stop at the bottom of the glacier. 

The penguin happily rubs the soda can with his cheek and has a big triumphant grin on 

his face. The screen then fades and the end credits begin to roll. After the first few lines 

of the end credits, the scene with the penguin fades back into view. The penguin gleefully 

opens the can and tries to drink it. As he put the can up to his beak, he finds there is 

something wrong. He holds the can up to his eye and peers through the mouth of the can. 

As he does so the camera cuts to a head on shot and the audience can see that the bottom 

of the can has been cut out. The penguin’s eye can be seen peering through the empty 

hole. A very disappointment look appears on the penguin’s face as the background 

around the can fades to black. The hole of the can then begins to shrink until the entire 

screen has gone dark. The rest of the credits continue to roll. The end. 
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1.4 Storyboard 

 

The title fades in and is shown for 1 second. 

Then the screen fades into the 2
nd

 shot. 

 

 

 

 

 

PEPSEA 

 

The camera shows a shot of a lower section 

of the glacier. It then pans upwards towards 

the peak. 

 

 

The camera continues to climb until it 

comes to the top where Peppie, the 

penguin, sleeps. 

 

 

The camera cuts to a close up of Peppie’s 

face. He is sound asleep. 

 

 

 

 

The sound of a can hitting the ice is heard 

and Peppie wakes up. The faint fading 

sound of helicopter can be heard in the 

distance. Peppie suddenly has an excited 

expression as if he has noticed something. 

 

 

The camera pulls back and reveals what has 

caught Peppie’s attention. As the camera 

pans out, the focus changes from Peppie to 

the can of tuna soda. 
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The camera cuts out to a shot that is even 

further away and shows the full shape of 

the iceberg; a half pipe shaped glacier in the 

middle of the ocean. 

 

 

The camera cuts back to a close up of 

Peppie. He is very delighted with his new 

discovery. 

 

 

 

The camera cuts to a POV shot as Peppie 

looks down the slope. 

 

 

 

The camera cuts out to a  view again as 

Peppie takes a deep breath and puffs up his 

chest to prepare himself for what he is 

going to do. 

 

 

Peppie then dives off the cliff and slides 

down the slope. 

 

 

 

The camera cuts to a POV shot as Peppie 

slides down and across to the other side. 
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As he comes close to the soda can, Peppie 

reaches out his wings to attempt to catch it. 

 

 

The camera cuts to a  view just as Peppie 

bypasses the can, he finds himself up in the 

air and is puzzled that he missed the prize. 

 

 

As gravity pulls him down, Peppie falls and 

slides to the other side. 

 

 

Peppie slides back again with a look of 

determination to get the soda can on his 

second try. 

 

 

The camera cuts to a  view. This time 

Peppie gets higher into the air, and 

struggles to get the can. 

 

 

The camera cuts to another view of the 

peak with the can. Yet again, before he can 

touch it, Peppie falls down to the other side.  
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The camera remains in position. Peppie 

tries a third attempt. This time he is able to 

control his jump. His new attempt to grab 

the can looks like a snowboarder’s pose.  

 

 

He tries a forth time. Though he does not 

get the can, he again accidentally poses and 

performs an Alley-oop. 

 

 

The camera cuts to a position far from the 

iceberg again. In the background, Peppie 

continues sliding from one side to the other 

trying to get the soda. 

 

 

Three penguin heads pop up from the 

bottom of the screen and appear to be 

watching Peppie perform. 

 

 

As Peppie continues jumping, he 

accidentally performs a 1080. The 

observing penguins are so amazed, that 

each one of them holds up a scoreboard. 

 

 

The camera cuts back to a  view of the 

iceberg peak with the can. Peppie makes his 

final jump. In slow motion, he finally gets 

his wings on the can. 
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With a joyful smile on his face, he holds the 

can tightly with his wings. The camera 

follows him as he falls slowly comes to a 

stop at the bottom of the glacier. 

 

 

The penguin happily holds the soda can and 

rubs it with his cheek with a big triumphant 

smile on his face.  

 

 

 

The screen then fades and the end credits 

begin to roll. 

 

 

 

 

 

 

End Credits 
 

 

After the first few lines of the end credits 

roll, it fades back to Peppie. He opens the 

can.  

 

 

He tries to drink it, but as he places the can 

to his beak, he finds there is something 

wrong. 

 

 

He holds the can up to his eye and peers 

through the mouth of the can. The camera 

cuts to a view, which shows the bottom of 

the can is missing.  
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Through the hole of the can, the audience 

can see that Peppie has a disappointed look 

on his face. 

 

 

The screen around the can turns dark then 

the opening gradually gets smaller until the 

screen is completely black. 

 

 

The rest of the credits continue roll. The 

end.  

 

 

 

 

The End 
 

 

Storyboard drawn by Kenneth K Chen. 
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1.5 Production Design & Style Frames 

 

 
Fig. 1. Kenneth Chen, Peppie Design. 

 

 
Fig. 2. Amy Wang, Miscellaneous Design Sketches. 

Fig. 3. Amy Wang, Tuna Soda Can/Bottle Design. 
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Fig. 4. Amy Wang, Random Penguin Design Sketches. 
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Fig. 5. Amy Wang, Style Frame Rendered in MAYA 7.0. and Photoshop CS2.
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1.6 Shot Sheets 

 

Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

Create Peppie, iceberg, soda can, sky, ocean, and audience penguin models. Texture these 

models and rig the characters. Setup suitable simple light to be adjusted in later scenes.  

 

Job & Tasks: 

1. Model Peppie, iceberg, soda can, sky, ocean, and audience penguins in  

    Maya. 

2. Layout UV’s 

3. Texture the models. Assign velvet shader to Peppie’s body, 

    environment shader to the half dome sky, and blinn shader to the soda  

    can. 

4. Use a half dome nurb sphere for the sky, and place a photograph of the      

    afternoon sky as a texture. 

5. Rig Peppie and the audience penguins. 

6. Set up a simple lighting and test render. 

Time Estimated: 

2 weeks 

 

1 week 

2 weeks 

 

Half day 

 

2 weeks 

Half day 

 

Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

The title fades in and is shown for 1 second. Then the screen fades into the 2
nd

 shot. 

 

Job & Tasks: 

1. Model the word “PEPSEA” in Maya and texture it. 

2. Title design and effects will be edited in After Effects. 

Time Estimated: 

1 day 

1 day 

 

 

 

 

 

Modeling 

Texturing 

Lighting 

 

Scene No. 0 

Shot No. 0 

Version 4 

Frame per second 24 

Duration (frames)  

Storyboard frame 16:9  

 

 

 

PEPSEA 

 

Scene No. 1 

Shot No. 1 

Version 4 

Frame per second 24 

Duration (frames) 60 

Storyboard frame 16:9  
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Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

The camera shows a shot of a lower section of the glacier. It then pans upwards towards the 

peak. 

 

Job & Tasks: 

1. Setup the proper lighting. 

2. Create and animate a camera which will pan from the bottom of the   

    glacier o the top. 

3. Sounds of the ocean and blowing winds. 

Time Estimated: 

1 hour 

1 hour 

 

TBA 

 

 

 

 

 

Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

The camera continues to climb until it comes to the top where Peppie, the penguin, sleeps. 

 

Job & Tasks: 

1. Animate Peppie sleeping. 

2. Light set up. 

3. Animate background clouds to move slowly in the sky. 

4. Camera movement. 

5. Sounds of the winds and ocean in the background with snoring sounds  

    from Peppie as the foreground. 

Time Estimated: 

1 day 

1 hour 

1 hour 

1 hour 

TBA 

 

 

 

 

 
 

Scene No. 1 

Shot No. 2 

Version 4 

Frame per second 24 

Duration (frames) 72 

Storyboard frame 16:9  

 
 

Scene No. 1 

Shot No. 2 

Version 4 

Frame per second 24 

Duration (frames) 48 

Storyboard frame 16:9  
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Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

The camera cuts to a close up of Peppie’s face. He is sound asleep. 

 

Job & Tasks: 

1. Animate Peppie sleeping. 

2. Light set up. 

3. Animate background clouds to move slowly in the sky. 

4. Place Camera. 

5. Sounds of the wind and ocean as background, and snoring sounds from 

    Peppie as foreground. 

6. Helicopter shadow passes over Peppie’s face. 

Time Estimated: 

1 day 

1 hour 

1 hour 

2 hour 

TBA 

 

Half day 

 

 

 

Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

The sound of a can hitting the ice is heard and Peppie wakes up. The faint fading sound of 

helicopter can be heard in the distance. Peppie suddenly has an excited expression as if he 

has noticed something. 

 

Job & Tasks: 

1. Animate Peppie waking up, surprised and then noticing something. 

2. Animate background clouds moving slowly in the sky. 

3. Place Camera. 

4. Loud sound of a can dropping onto the iceberg, and the faint sound of  

    a helicopter flying away. 

Time Estimated: 

1 day 

1 hour 

2 hour 

TBA 

 

 

 

 
 

Scene No. 1 

Shot No. 3 

Version 4 

Frame per second 24 

Duration (frames) 48 

Storyboard frame 16:9  

 
 

Scene No. 1 

Shot No. 3 

Version 4 

Frame per second 24 

Duration (frames) 24 

Storyboard frame 16:9  
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Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

The camera pulls back and reveals what has caught Peppie’s attention. As the camera pans 

out, the focus changes from Peppie to the can of tuna soda. 

 

Job & Tasks: 

1. Animate Peppie getting very happy and excited to see the tuna soda. 

2. Animate background clouds to move slowly in the sky. 

3. Animate camera zooming out with motion blur and change in camera  

    focus from Peppie to the tuna soda can. 

4. Sound of Peppie’s “wow” when he realizes what he has found. 

5. Music compliments the camera’s movement.  

Time Estimated: 

1 day 

1 hour 

Half day 

 

TBA 

TBA 

 

 

 

Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

The camera cuts out to a shot that is even further away and shows the full shape of the 

iceberg; a half pipe shaped glacier in the middle of the ocean. 

 

Job & Tasks: 

1. Animate the camera. 

2. Animate the water. 

3. Sounds of the ocean and the wind blowing. 

4. Adjust the light set up. 

5. Animate background clouds to move slowly in the sky. 

Time Estimated: 

1 day 

Half day 

TBA 

Half day 

1 hour 

 

 

 

 

 
 

Scene No. 1 

Shot No. 4 

Version 4 

Frame per second 24 

Duration (frames) 60 

Storyboard frame 16:9  

 
 

Scene No. 1 

Shot No. 5 

Version 4 

Frame per second 24 

Duration (frames) 48 

Storyboard frame 16:9  
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Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

The camera cuts back to a close up of Peppie. He is very delighted with his new discovery. 

 

Job & Tasks: 

1. Animate Peppie’s big smile as he is delighted to see the soda. 

2. Animate background clouds to move slowly in the sky. 

3. Place the camera. 

4. Sound of the ocean and the wind. 

Time Estimated: 

1 day 

1 hour 

1 hour 

TBA 

 

 

 

 

 

 

 

Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

The camera cuts to a POV shot as Peppie looks down the slope. 

 

Job & Tasks: 

1. Animate the POV shot camera. 

2. Animate Peppie’s feet stepping up to the edge of the iceberg. 

3. Lighting adjustment. 

4. Sound of Peppie’s steps, sound of the ocean and the wind in the   

    background. 

Time Estimated: 

1 day 

1 day 

1 hour 

TBA 

 

 

 

 

 

 
 

Scene No. 1 

Shot No. 6 

Version 4 

Frame per second 24 

Duration (frames) 50 

Storyboard frame 16:9  

 
 

Scene No. 1 

Shot No. 7 

Version 4 

Frame per second 24 

Duration (frames) 48 

Storyboard frame 16:9  
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Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

The camera cuts out to a  view again as Peppie takes a deep breath and puffs up his chest to 

prepare himself for what he is going to do. 

 

Job & Tasks: 

1. Animate Peppie taking a deep breath and puffing up his chest. 

2. Place camera. 

3. Lighting adjustment. 

4. Sound of Peppie’s deep breath, sound of the ocean and the wind in the  

    background. 

Time Estimated: 

1 day 

1 hour 

1 hour 

TBA 

 

 

 

 

 

 

 

Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

Peppie then dives off the cliff and slides down the slope. 

 

Job & Tasks: 

1. Animate Peppie stepping close to the edge and diving off the cliff. 

2. Animate the camera to follow Peppie as he jumps. 

3. Lighting adjustment. 

4. Sound of Peppie’s jump, sound of the ocean and the wind in the   

    background 

Time Estimated: 

1 day 

Half day 

1 hour 

TBA 

 

 

 

 
 

Scene No. 1 

Shot No. 8 

Version 4 

Frame per second 24 

Duration (frames) 60 

Storyboard frame 16:9  

 
 

Scene No. 1 

Shot No. 8 

Version 4 

Frame per second 24 

Duration (frames) 72 

Storyboard frame 16:9  
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Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

The camera cuts to a POV shot as Peppie slides down and across to the other side. 

 

Job & Tasks: 

1. Animate the POV camera with motion blur. 

2. Sliding sound as Peppie slides on the glacier, sound of the ocean and 

    the wind in the background. 

3. Lighting adjustment. 

4. Adjust the texture of the half-pipe ice to be semi-transparent to imply  

    that it is wet ice and refine the details because this is a close up shot. 

Time Estimated: 

1 day 

TBA 

 

1 hour 

1 day 

 

 

 

 

Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

As he comes close to the soda can, Peppie reaches out his wings to attempt to catch it. 

 

Job & Tasks: 

1. Animate the POV camera. 

2. Animate Peppie’s wings reaching out for the can. 

3. Sliding sound as Peppie slides on the glacier, Peppie’s “oh” sound as he  

    approaches the soda, sound of the ocean and the wind in the  

    background. 

4. Lighting adjustment to show the specular of the can. 

Time Estimated: 

Half day 

3 hours 

TBA 

 

 

Half day 

 

 

 

 

 
 

Scene No. 1 

Shot No. 9 

Version 4 

Frame per second 24 

Duration (frames) 60 

Storyboard frame 16:9  

 
 

Scene No. 1 

Shot No. 9 

Version 4 

Frame per second 24 

Duration (frames) 20 

Storyboard frame 16:9  
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Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

The camera cuts to a  view just as Peppie bypasses the can, he finds himself up in the air 

and is puzzled that he missed the prize. 

 

Job & Tasks: 

1. Change the camera angle. 

2. Animate Peppie flying into the air and posing as he struggles.  

3. Lighting adjustment. 

Time Estimated: 

1 hour 

1 day 

1 hour 

 

 

 

 

 

 

Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

As gravity pulls him down, Peppie falls and slides to the other side. 

 

Job & Tasks: 

1. Animate Peppie falling and sliding to the other side 

2. Place the camera in  view of the scene. 

3. Falling and sliding sounds as Peppie slides on the glacier, sound of  the  

    ocean and the wind in the background. 

4. Create and animate snow particles around Peppie as he slides. 

Time Estimated: 

1 day 

2 hours 

TBA 

 

Half day 

 

 

 

 

 

 
 

Scene No. 1 

Shot No. 10 

Version 4 

Frame per second 24 

Duration (frames) 30 

Storyboard frame 16:9  

 
 

Scene No. 1 

Shot No. 11 

Version 4 

Frame per second 24 

Duration (frames) 30 

Storyboard frame 16:9  
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Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

Peppie slides back again with a look of determination to get the soda can on his second try. 

 

Job & Tasks: 

1. Animate Peppie sliding back with a serious determined face. 

2. Sliding sound as Peppie slides on the glacier, sound of the ocean and  

    the wind as the background. 

3. Create and animate snow particles around Peppie as he slides. 

Time Estimated: 

1 day 

TBA 

 

Half day 

 

 

 

 

 

Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

The camera cuts to a  view. This time Peppie gets higher into the air, and struggles to get 

the can. 

 

Job & Tasks: 

1. Animate Peppie jumping and struggling to grab the soda. 

2. Sound of Peppie eagerly trying to get the can, sound of the ocean and  

    the wind as the background. 

3. Place the camera in a  view 

4. Create snow particles as Peppie jumps up. 

Time Estimated: 

1 day 

TBA 

 

1 hour 

Half day 

 

 

 

 

 

 
 

Scene No. 1 

Shot No. 11 

Version 4 

Frame per second 24 

Duration (frames) 30 

Storyboard frame 16:9  

 
 

Scene No. 1 

Shot No. 12 

Version 4 

Frame per second 24 

Duration (frames) 60 

Storyboard frame 16:9  
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Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

The camera cuts to another view of the peak with the can. Yet again, before he can touch it, 

Peppie falls down to the other side. 

 

Job & Tasks: 

1. Animate Peppie failing to get the soda, then falling with sad confused  

    look on his face. 

2. Sound of Peppie falling and sliding away, sound of the ocean and the       

    wind as the background. 

3. Place the camera in a different  view 

Time Estimated: 

1 day 

 

TBA 

 

Half day 

 

 

 

 

Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

The camera remains in position. Peppie tries a third attempt. This time he is able to control 

his jump. His new attempt to grab the can looks like a snowboarder’s pose. 

 

Job & Tasks: 

1. Animate Peppie jumping, posing, trying to grab the soda. 

2. Sound of Peppie eagerly trying to get the can, sound of Peppie falling 

and sliding away, sound of the ocean and the wind as the background. 

3. Place the camera in a  view 

4. Create snow particles as Peppie jumps up. 

Time Estimated: 

1 day 

TBA 

 

1 hour 

Half day 

 

 

 

 

 
 

Scene No. 1 

Shot No. 13 

Version 4 

Frame per second 24 

Duration (frames) 30 

Storyboard frame 16:9  

 
 

Scene No. 1 

Shot No. 14 

Version 4 

Frame per second 24 

Duration (frames) 84 

Storyboard frame 16:9  
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Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

He tries a forth time. Though he does not get the can, he again accidentally poses and 

performs an Alley-oop. 

 

Job & Tasks: 

1. Animate Peppie jumping, making an Alley-oop, trying to catch the  

    soda. 

2. Sound of Peppie eagerly trying to get the can, sound of Peppie falling  

    and sliding away, sound of the ocean and the wind as the background. 

3. Place the camera in a  view 

4. Create snow particles as Peppie jumps up. 

Time Estimated: 

1 day 

 

TBA 

 

1 hour 

Half day 

 

 

 

Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

The camera cuts to a position far from the iceberg again. In the background, Peppie continues 

sliding from one side to the other trying to get the soda. 

 

Job & Tasks: 

1. Animate Peppie jumping, posing, and sliding back and forth. 

2. Place the camera. 

3. Loud sound of the ocean and the wind as the foreground, sound of  

    Peppie sliding on the half-pipe in the background. 

4. Animate the water and test render. 

5. Animate the moving clouds in the sky. 

Time Estimated: 

1 day 

Half day 

TBA 

 

Half day 

1 hour 

 

 

 

 
 

Scene No. 1 

Shot No. 14 

Version 4 

Frame per second 24 

Duration (frames) 96 

Storyboard frame 16:9  

 
 

Scene No. 1 

Shot No. 15 

Version 4 

Frame per second 24 

Duration (frames) 96 

Storyboard frame 16:9  
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Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

Three penguin heads pop up from the bottom of the screen and appear to be watching Peppie 

perform. 

 

Job & Tasks: 

1. Animate jumping, posing, and sliding back and forth. 

2. Animate the audience penguins popping out from the bottom of the  

    screen. 

3. Loud sound of the ocean and the wind as the foreground, sound of . 

    Peppie sliding on the half-pipe in the background, popping up sounds as  

    the audience appear. 

4. Animate the water. 

5. Animate the moving clouds in the sky. 

Time Estimated: 

1 day 

half day 

 

TBA 

 

 

Half day 

1 hour 

 

Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

As Peppie continues jumping, he accidentally performs a 1080. The observing penguins are 

so amazed, that each one of them holds up a scoreboard. 

 

Job & Tasks: 

1. Animate Peppie to sliding back and forth and then performing a 1080  

    trick. 

2. Animate the audience penguins’ heads bob in amazement, then each of  

    them hold up a wooden board with a high score on it. 

3. Loud sound of the ocean and the wind as the foreground, sound of  

   Peppie sliding on the half-pipe in the background, astonished “wow”  

   sounds from the audience penguins, sound of wooden boards being held  

   up. 

4. Animate the moving clouds in the sky. 

Time Estimated: 

1 day 

 

1 day 

 

TBA 

 

 

 

1 hour 

 
 

Scene No. 1 

Shot No. 15 

Version 4 

Frame per second 24 

Duration (frames) 108 

Storyboard frame 16:9  

 
 

Scene No. 1 

Shot No. 15 

Version 4 

Frame per second 24 

Duration (frames) 72 

Storyboard frame 16:9  
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Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

The camera cuts back to a  view of the iceberg peak with the can. Peppie makes his final 

jump. In slow motion, he finally gets his wings on the can. 

 

Job & Tasks: 

1. Animate Peppie jumping, getting near the can, reaching out his wings,  

    opening his mouth, and grabbing the can. All in slow motion. 

2. Place camera. 

3. Dramatic music as Peppie approaches the can and grab sound as he gets 

    it, happy noise from Peppie when he gets the can. 

Time Estimated: 

1 day 

 

Half day 

TBA 

 

 

 

 

Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

With a joyful smile on his face, he holds the can tightly with his wings. The camera follows 

him as he falls slowly comes to a stop at the bottom of the glacier. 

 

Job & Tasks: 

1. Animate Peppie holding the can tightly and sliding down the half-pipe. 

2. Animate Peppie stopping in the middle of the glacier. 

3. Sound of Peppie sliding on the half-pipe. 

4. Animate the camera to follow Peppie’s movements. 

Time Estimated: 

Half day 

Half day 

TBA 

Half day 

 

 

 

 

 
 

Scene No. 1 

Shot No. 16 

Version 4 

Frame per second 24 

Duration (frames) 108 

Storyboard frame 16:9  

 
 

Scene No. 1 

Shot No. 17 

Version 4 

Frame per second 24 

Duration (frames) 72 

Storyboard frame 16:9  



  Amy Wang 

   29

  

Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

The penguin happily holds the soda can and rubs it with his cheek with a big triumphant 

smile on his face. 

 

Job & Tasks: 

1. Place the camera. 

2. Animate Peppie holding up the soda and rubbing it with his cheek with 

big smile. 

3. Light adjustment. 

5. Sound of a joyful Peppie and happy music in the background. 

Time Estimated: 

2 hours 

1 day 

 

Half day 

TBA 

 

 

 

 

 

Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

The screen then fades and the end credits begin to roll. 

 

Job & Tasks: 

1. Edit the fade out and credits using After Effects. 

2. Joyful music continues. 

Time Estimated: 

1 day 

TBA 

 

 

 

 

 

 

 

 
 

Scene No. 1 

Shot No. 18 

Version 4 

Frame per second 24 

Duration (frames) 108 

Storyboard frame 16:9  

 

 

 

End Credits 

 

 

Scene No. 1 

Shot No. 19 

Version 4 

Frame per second 24 

Duration (frames) 120 

Storyboard frame 16:9  
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Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

After the first few lines of the end credits roll, it fades back to Peppie. He opens the can. 

 

Job & Tasks: 

1. Edit the credits, and transform back to the last scene. 

2. Animate Peppie holding the can in one wing, and using the other wing  

    to open the can.  

3. Sound of can being opened. 

Time Estimated: 

Half day 

1 day 

 

TBA 

 

 

 

 

 

Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

He tries to drink it, but as he places the can to his beak, he finds there is something wrong. 

 

Job & Tasks: 

1. Animate Peppie holding up the can to drink the soda inside. 

2. Animate Peppie’s eyes get big when he is surprised to find something  

    wrong. 

3. Sound of Peppie trying to drink the soda, sound of Peppie confused. 

Time Estimated: 

Half day 

Half day 

 

TBA 

 

 

 

 

 

 

 

 
 

Scene No. 1 

Shot No. 20 

Version 4 

Frame per second 24 

Duration (frames) 84 

Storyboard frame 16:9  

 
 

Scene No. 1 

Shot No. 20 

Version 4 

Frame per second 24 

Duration (frames) 96 

Storyboard frame 16:9  
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Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

He holds the can up to his eye and peers through the mouth of the can. The camera cuts to a 

view, which shows the bottom of the can is missing. 

 

Job & Tasks: 

1. Animate Peppie holding up the can to his eye. 

2. Animate Peppie’s peeking through the mouth of the can. 

3. Sound of Peppie turning the can from side to front. 

4. Place camera for direct shot of Peppie’s face.  

Time Estimated: 

Half day 

Half day 

TBA 

Half day 

 

 

 

 

 

Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

Through the hole of the can, the audience can see that Peppie has a disappointed look on his 

face. 

 

Job & Tasks: 

1. Animate Peppie’s sad face. 

2. Animate the can as if Peppie’s holding it and looking through it. 

3. Sound of Peppie confused. 

4. Place camera of zoomed in shot. 

Time Estimated: 

1 day 

Half day 

TBA 

Half day 

 

 

 

 

 

 
 

Scene No. 1 

Shot No. 21 

Version 4 

Frame per second 24 

Duration (frames) 96 

Storyboard frame 16:9  

 
 

Scene No. 1 

Shot No. 22 

Version 4 

Frame per second 24 

Duration (frames) 108 

Storyboard frame 16:9  
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Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

The screen around the can turns dark then the opening gradually gets smaller until the screen 

is completely black. 

 

Job & Tasks: 

1. Fade the background around the can and edit the hole of the can getting 

smaller and smaller until it becomes completely black in After Effects. 

2. Previous joyful music continues. 

Time Estimated: 

1 day 

 

TBA 

 

 

 

 

 

Project title: PEPSEA Amy Wang Dec 5, 2006 

Description: 

The rest of the credits continue roll. The end. 

 

Job & Tasks: 

1. Edit the end credits in After Effects.  

2. Joyful music as background. 

Time Estimated: 

1 day 

TBA 

 

 

 

 

 

 

 

 

 
 

Scene No. 1 

Shot No. 22 

Version 4 

Frame per second 24 

Duration (frames) 72 

Storyboard frame 16:9  

 

 

 

 

The End 

 

 

Scene No. 1 

Shot No. 23 

Version 4 

Frame per second 24 

Duration (frames) 120 

Storyboard frame 16:9  
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1.7 Production Schedule 

 

 Jan  Feb    Mar     Apr   

 1 2 3 4 5 6 7 8 9 10 11 12 13 14 

Model Penguin               

Model Iceberg               

Model Soda Can               

Rig Penguin               

Texture Penguin               

Texture Iceberg               

Texture Soda Can               

Lighting & Shading               

Water Effect               

Particle Snow               

Camera               

Blocking animation               

Animation               

Sound               

Test Render               

Render               

Final Render               

Title & Credits Editing               

After Effects Composite               

Troubleshoot               
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1.8 Production Calendar 

 

January 2007 

 

Sunday Monday Tuesday Wednesday Thursday Friday Saturday 

31 1 
New Year’s Day 

2 3 4 5 6 

7 8 9 10 11 

 

12 

 

13 

14 
5:30PM Come back 

to US 

15 
Martin Luther King, 

Jr. Day 

16 
First Day of Class 

Modeling: Penguin 

Facial Expression 

17 
Class Meeting 

Modeling: Penguin 

Facial Expression 

18 
Modeling: Penguin 

Facial Expression 

19 
Rigging: Penguin 

Test Rig 

Troubleshooting 

20 

21 
My Birthday 

(Getting old…..) 

22 
Rigging: Penguin 

Test Rig 

Troubleshooting 

23 
Rigging: Penguin 

Test Rig 

Troubleshooting 

 

24 
Rigging: Penguin 

Test Rig 

Modeling: Iceberg 

Lighting & Shading 

 

25 
Rigging: Penguin 

Test Rig 

Modeling: Iceberg 

Texturing: Iceberg 

Lighting & Shading 

 

26 
Rigging: Penguin 

Test Rig 

Modeling: Soda Can 

Texturing: Soda Can 

Texturing: Iceberg 

Lighting & Shading 

27 

28 

 

29 
Rigging: Penguin 

Test Rig 

Lighting & Shading 

Texturing: Penguin 

 

30 
Rigging: Penguin 

Test Rig 

Lighting & Shading 

Texturing: Penguin 

 

31 

Rigging: Penguin 

Test Rig 

Lighting & Shading 

Texturing: Penguin 

 

1 2 3 
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February 2007 

 

Sunday Monday Tuesday Wednesday Thursday Friday Saturday 

28  

 

29  

 
 

30  

 

31  

 

1  
Rigging: Penguin 

Test Rig 

Place Camera 

Block Animation  

2  
Rigging: Penguin 

Test Rig 

Place Camera 

Block Animation 

 

3  

 

4  

 

5  
Place Camera 

Block Animation 

 

6  
Place Camera 

Block Animation 

 

7  
Animation: Sleep 

then awake 

8  
Animation: Happy 

face to see Soda Can 

Camera pull back 

shot 

9  
Animation: Water 

and Penguin thinks 

10  

 

11  

 

12  
Animation: Attempt 

to get off & fall 

13  
Animation: First 

Sliding with POV 

camera 

14  
Valentine’s Day 

15  
Animation: 

Struggling to get the 

can but miss 
 

16  
Animation: Sliding 

away with  Camera 

shot and sliding back 

(Second Sliding) 
 

17  

 

 18 

 

19  
Animation: First 

Jump with Pose 

20  
Animation: Second 

Jump with Pose 

21  
Animation: Third 

Jump with Pose 

22  
Animation: Forth 

Attempt, Camera 

pulls back, Audience 

pops up & watching 

23  
Animation: Fifth 

Sliding & Attempt 

Audience keeps 

watching 

24  

 

25  

 

26  
Animation: Fifth 

Sliding & Attempt 

Audience keeps 

watching 

27  
Animation: Sixth 

Sliding with 720 

Audience pleased & 

gives scores 

28  
Class Meeting 

Animation: 

Audience pleased & 

gives scores 

1  

 

2  

 

3  
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March 2007 

 

Sunday Monday Tuesday Wednesday Thursday Friday Saturday 

25  

 

26  

 
 

27  

 

28  

 

1  
Animation:  

Camera shot; 

Seventh Sliding & 

Getting the Soda 

2  
Animation: Getting 

the Soda, feeling 

very satisfied 

3  

 

4  

 

5  
Animation: Hugging 

the Soda & Falling 

6  
Animation: Hugging 

the Soda & Falling 

7  
Animation: Sliding 

& Stopped at the 

very middle of the 

iceberg 

8  
Animation: Open 

Can 

9  
Animation: Open 

Can 

10  

 

11  

 

12  
Spring Break 

Animation: Attempt 

to Drink 

13  
Spring Break 

 

14  
Spring Break 

The White Day 

 

15  
Spring Break 

Animation: Attempt 

to Drink 

16  
Spring Break 

Animation: Facial 

expression when 

realize can is empty 

17  

 

18  

 

19  
Animation: Holds up 

the can to take a look 

20  
Animation: Holds up 

the can to take a look 

23  
Animation: Blink 

eyes sadly with 

mouth pulls down at 

the end 

22  
Animation: Blink 

eyes sadly with 

mouth pulls down at 

the end 

23  
Water Effect 

Animation: Water 

Particle: Snow 

Lighting & Shading 

 

24  

 

25  

 

26  
Water Effect 

Animation: Water 

Particle: Snow 

Lighting & Shading 

 

27  
Water Effect 

Animation: Water 

Particle: Snow 

Lighting & Shading 

 

28  
Maya Rendering 

Troubleshooting 

29  
Maya Rendering 

Troubleshooting 

30  
Maya Rendering 

Troubleshooting 

31  
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April 2007 

 

Sunday Monday Tuesday Wednesday Thursday Friday Saturday 

1  

 

2  
Maya Rendering 

Troubleshooting 

Title & End Credits 

Editing 

Sound 

 

3  
Maya Rendering 

Troubleshooting 

Title & End Credits 

Editing 

Sound 

4  
Maya Rendering 

Troubleshooting 

Sound 

 

5  
Maya Rendering 

Troubleshooting 

Sound 

  

6  
Sound 

 

7  

 

8  

 

9  
Sound 

 

10  
Sound 

  

11  
After Effects 

Compositing 

12  
After Effects 

Compositing 

13  
Final Render 

Troubleshooting 

14  

 

15  

 

16  
Final Render 

Troubleshooting 

17  
Final Render 

Troubleshooting 

18  
Class Meeting 

Final Render 

Troubleshooting 

19  
Final Render 

Troubleshooting 

20  
Final Render 

Troubleshooting 

21  

 

22  

 

23  
Kenny’s Birthday 

24  

 

25  
Thesis Due Date 

26  

 

27  

 

28  

 

29  

 

30  

 

1  

 

2  

 

3  

 

4  

 

5  
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May 2007 

 

Sunday Monday Tuesday Wednesday Thursday Friday Saturday 

29  

 

30  

 
 

1  

 

2  
Thesis Presentation 

3  

 

4  

 

5  

 

6  

 

7  
SCPS Graduation 

10:30AM - 3:00PM 

at Hyatt 

(42nd & Lexington) 

8  

 

9  
Grad Walk 

10  
NYU 

commencement 

9:00AM - noon 

11  

 

12  

 

13  

 

14  

 
 

15  

 
 

16  

 

17  

 

18  

 

19  

 

20  

 

21  

 

22  

 

23  

 

24  

 

25  

 

26  

 

27  

 

28  

 

29  

 

30  

 

31  

 

1  

 

2  
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1.9 Verbal Execution Plan 

 

This thesis is a 3D animation piece so the entire scene will be created using Maya. 

Additional software such as Photoshop and After Effects will be used to create textures or to 

composite rendered images together and edit title and end credits. 

As planned in the production schedule, there are only three months to finish this piece 

whereas there are many tasks that need to be completed. The model and rig will be finished 

in January. As this is an animation piece, I will put more effort into animating the penguin, 

which should take most of February and March. April will be used primarily for 

troubleshooting and rendering. The lighting will be updated as the animation is staged out 

and the textures will probably need to be adjusted as the animation work is being done. 

Though this is an animation piece, lighting, texturing and various camera angles are still 

important. Overemphasis on these portions of the piece will be avoided if possible, but 

because they are a factor in making the piece look better as a whole there will be decent time 

spent to polish these areas.  
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1.10 Appendix with Additional Visuals 

 

Images used as penguin references: 
 

 
Fig. 6  Coca Cola Company, Penguins from a Coca-Cola Commercial. 

 

Fig. 7.  Berkeley Breathed, Opus, Berkeleybreathed.com. 

 

 
Fig. 8. Glenn Melenhorst, Penguin Designs, Glennmelenhorst.com. 

 

 
 Fig. 9. Pingu,  

 The Pygos Group. 

 

 
Fig. 10. Surf’s Up, 

Sony Pictures. 
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Fig. 11. Happy Feet, Warner Brothers. 

 
Fig. 12. Tom S. & John J. B. 

“Penguin Cozies” 

 
Fig. 14. Kristina Kline, “Snow 

Fort Fun”. 

 
Fig. 13. March of the Penguins, 

Warner Brothers. 

 
Fig. 15. Madagascar, 

Dreamworks. 

 

 
Fig. 16. Amy Wang, Minute 

Maid Penguin Label.  

 

Images used as Tuna Soda can/bottle references: 

 
Fig. 17. Amy Wang, Bottles at the Food Emporium. 

 
Fig. 18. Amy Wang, Fish Shaped Vases. 
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Here are images used as the iceberg references: 

 

 
Fig. 19. Corel, “An iceberg in Baffin Bay”. 

 
Fig. 20. Wendy De Kok, “Jökulsárlón, Iceland”. 

 

 
Fig. 21. Happy Feet, Warner Brothers. 

 

 
Fig. 22. Ice Age: The Meltdown, Blue Sky Studios. 

 

 
Fig. 23. Frans Lanting, Chinstrap Penguins, Penguin. 

 
Fig. 24. Miguel Fraga Vila, “Iceberg”, Concello de Ares 

 

 
Fig. 25. “Snowboard Half-Pipe”, BBC Sport. 

 
Fig. 26. “Half Pipe”, Carrabassett Valley Academy.  
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Images used as jumps and snowboard tricks references: 

 

 
Fig. 27. “Alley-oops”, 

ABC of Snowboarding. 

 
Fig. 28. “Shaun White”, BBC Sport.  

 
Fig. 29.  “Shaun White Torino”, The 

700 Level. 

 

 
Fig. 30. “Frontside 720”, 

ABC of Snowboarding. 

 
Fig. 31. Erich Schlegel, “Gretchen 

Bieler”, Dallas News.  

 
Fig. 32. Jed Jacobsohn, “Shaun White”, 

Sports Illustrated CNN.   

 

 
 

 
Fig. 33. Happy Feet, Warner Brothers.  

 

 
Fig. 34. Frans Lanting, Rockhopper Penguins, 

Penguin. 
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Research 

 
2.1 Introduction 

 

A lot of research was completed in order to create a piece that accurately portrays the 

creator’s original ideas as well as one that flows smoothly and is enjoyable to the viewing 

audience. Cultural aspects, artistic aspects, and technical aspects all need to be thoroughly 

explored to create the best work possible. The cultural aspects include examples and 

influences from pop and classic culture relevant to this piece. The artistic aspect 

demonstrates the process of set plan as well as the creative process in devising the designs for 

the characters. Technical aspects discuss the specific techniques that will be used to 

accomplish each task.  This section is a breakdown of the methods used when modeling, 

rigging, texturing, and all the other miscellaneous parts involved in creating a three 

dimensional animation short. It is through a comprehensive examination of these various 

aspects that a clear understanding of the piece as well as the creative process involved can be 

realized.  

 

2.2 Cultural Aspects 

 

Various aspects of the project have been affected greatly by American culture. From 

details as small as where the soda can came from to aspects as important as what specific 

creature to use as the main character, specific design choices were made because of strong 

influence from popular films and television cartoons.  

The idea of having the soda can come from the sky is a kind of homage to the film 

The Gods Must Be Crazy
4
. Firstly, the film suggests the possibility that someone on some 

sort of aircraft might throw away drink bottles or cans. Therefore there is a reasonable 

explanation for the sudden appearance of a beverage can on a random piece of ice in the 

middle of the Antarctic Ocean. Secondly, just as the aborigine in the film believed the bottle 

came from the Gods, in this piece one can view the whole scene as possibly showing God 

playing a practical joke on the penguin. As far as the animal knows, for some divine reason 

this wonderful treat has been left for him to acquire. Yet after so much effort, he finds the can 

to be nothing more than an empty shell, a waste of time and effort. Something far from 

divine.  

In addition to cinema, cartoons are also a major influence for this project. Over the 

years many films and cartoons have used penguins as their main characters. Classic animated 

shorts like the Looney Tunes cartoon 8 Ball Bunny
1 
(Fig. 35.) and Disney’s Peculiar 

Penguins
11

 (Fig. 36.) have shown the quirkiness and humor that penguins can bring to a  

 

 
Fig. 35. 8 Ball Bunny, WB Pict. 

 
Fig. 36. Peculiar Penguins, Walt Disney Studios. 
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particular piece. Their peculiar body structure and the unique way the animals look and move 

makes the creatures naturally appear funny. Thus by merely exaggerating certain aspects 

such as the fact that they appear to wear tuxedos, it is fairly simple to create an extremely 

humorous short. As this project is also a comical animation short, the choice to use a penguin 

as the lead is an obvious choice.  

More recently, penguins have become very popular. The biggest factor in this surge 

in penguin-based projects is most likely the documentary film March of the Penguins
9
. The 

success of this film has inspired many new animated films such as Happy Feet
5
 and Surf’s 

Up
15

, as well as this particular thesis project. Aside from swaying the design choice to use a 

penguin, these films as well as the classic cartoons also are great references. The silly body 

language and bouncing motions used in classic cartoons as well as the curved movements 

used in the 3D animations and the realistic characteristics found in the documentary are all 

very useful for the development of this project.  

One other aspect that this short borrows from previous popular films and cartoons is 

the age-old recipe where a character chases an obsession, but always fails just as the goal is 

within its grasp. From Loony Tunes
1,18

 to Ice Age
6
, the audience loves to laugh at obsessed 

characters that pursue objects that they can never acquire and they like to see how the 

characters never learn and always repeat the same mistakes. For example, Sylvester the cat 

from the Looney Tunes cartoon Tweet Tweet Tweety
18

 always chases after the yellow bird 

Tweety but can never get her. Every attempt merely results in Sylvester ending up in some 

high-risk situation, and yet he continues to chase. The squirrel/rat character from Ice Age
6
, 

Scrat, is the same basic formula. The animal has an unhealthy addiction towards a particular 

acorn, and no matter how hard he tries the acorn only leads him to more and more 

misfortune, and nonetheless, just like Sylvester, Scrat just keeps on trying to no avail. It is 

human nature to love to laugh at others misfortune and that is why the audience will always 

find comfort and humor in this type of storyline. No matter how commonplace or cliché the 

formula is, people will always return to watch and laugh at these unfortunate characters.  

 

2.3 Artistic Aspects 

 

Iceberg Design 

 

As shown in Figure 19, this particular iceberg photo, which was found online, fits 

perfectly with the script of this project. It is a little long in the middle but the general shape 

fits well. Regarding the color scheme for the scene, the photograph shown in Figure 20, also 

found online, provides a good template. The photo presents a unique tint of blue that is quite 

appealing to the eyes.  

 

 
Fig. 19. Corel, “An iceberg in Baffin Bay”. 

 
Fig. 20. Wendy De Kok, “Jökulsárlón, Iceland” 
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The picture is of several icebergs in Jökulsárlón, Iceland. The colors of this photo 

show an interesting contrast between the plain grayish sky and sea and the snow-white and 

green-blue hue that emanates from the ice. All together the scene appears to be more like a 

painting than an actual photograph. This color arrangement should give the scene a semi-

dream like appearance, which will fit with the unusual antics of the central character penguin.  

 

Tuna Soda Design 

 

The preliminary idea was to use a can as a container for the soda, but after initial 

research the can idea was scrapped, as it is difficult to design a can to be special. After all, a 

label can be designed to be extremely fancy but in the end the shape is still that of a regular 

can. Thus the design was tentatively changed to that of a bottle.  

The shape of a bottle for any type of liquid is the basis of appeal for that particular 

product. Different bottle shapes represent not just the different contents that they carry, but 

also the spirit and character of the brand. Like a perfume bottle, it is not merely a container 

that holds a personal scent but a piece of art designed to stand out and show a person’s taste. 

It can be regarded as a kind of personal ID that one can associate her/his own image with. 

The same idea holds true for drink bottles. A nice bottle will definitely enhance shelf appeal. 

Many wine and spirit bottles have very sophisticated shapes, some either in modern design 

and others with a classical look.  

Several sketches of the bottle design were made (Fig. 3.), but after much thought and 

consideration, the design for the bottle was once again changed back to the can. Although it 

is easier to create a unique design for a bottle, in the end the question came to whether or not 

it is necessary to have unique design or not. When it comes to soda or soft drink bottle 

designs, designers seem to go with the plainer look and are more concerned with practicality. 

For example the bump or ridges which make the bottle easier to grab. If soda bottle designs 

are too special, people might associate it with something else like perfume or wine, instead of 

seeing it as a soda bottle. So most of the time bottles tend to be a little less flashy which then 

brings everything back to the original point that with a plain bottle, just like a can, the only 

thing that can be made fancy is the label. In the end the can was chosen primarily for plot 

reasons than anything else. In the piece, the penguin is awoken by the sound of the soda 

dropping down on the iceberg. If the container was a glass bottle then it is quite likely to 

break apart on impact. A can on the other hand is made from metal and thus is less likely to 

be destroyed. A second reason for deciding on the can is that a can of Pepsi Co. soda very 

closely resembles a can of Starkist Tuna (Fig. 37.). Thus by using a can the viewers at first  

 
Fig. 3. Amy Wang, Tuna Soda Can/Bottle Design. 

 
Fig. 37. Amy Wang, Pepsi Cola & Starkist Tuna Cans 
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glance may think the can is just a regular can of soda similar to Pepsi, and only with closer 

inspection will they realize that in reality it is actually Tuna soda.  

 

 

Penguin Design 

 

Recently, penguins have been everywhere in films and television. From commercials 

to fully animated films to live action documentaries, although all based on the same creature; 

designs from each project vary greatly.  

The primary design decision was whether to make the penguins realistic or cartoony. 

Realistic penguins have a certain look and proportion to their bodies. They have short flat 

wings and large bellies that go down to cover their small short legs. Very different in design 

compared to humans, it is difficult to translate the movements of these animals to mimic 

those of people. The film Happy Feet
5
 from Warner Brothers uses very realistic designs. A 

still from the film can easily be mistaken for one taken from the documentary March of the 

Penguins
9
. Yet the film Happy Feet

5
 does not have the penguins moving like penguins. The 

creatures sing and dance like Fred Astaire. Though successful in designing realistic penguins, 

the very basis for their characters is flawed because as mentioned, these animals are not 

designed to move as they do in the film and although animated fluidly something still 

appears strange when the audience watches the penguins move.  

The other design type is that of a cartoon. This style fits human like actions better as 

the cartoon is more commonly associated with unusual animals acting like humans. Also a 

cartoon is only loosely based on the real animal, thus certain aspects can be altered and 

exaggerated to fit the action the animal may need to do. For example in the animation short, 

The Madagascar Penguins in a Christmas Caper
8
, the animals have exaggerated wings that 

are flatter and more flexible and bodies that can stretch and deform. This allows the 

animators to make it seem like these animals can naturally hold objects and squeeze through 

extremely tight spaces without the audience getting the feeling that their actions appear 

bizarre. A second example is Surf’s Up
15

 from Sony pictures. Although penguins have short 

stubby feet, the designers decided to extend the legs and remove the feathers from around the 

lower leg so the legs are not so stubby, and what remains of the feathers around the legs are 

cut flat to give the appearance of swimming trunks. This design alteration allows the 

characters to do more with their legs and act more human. Much of the film has the 

characters standing on surf boards, if they decided with realistic penguin designs then the 

characters would look like bowling pins on a board, which would be really awkward.  

Thus in the end the cartoony design is the better choice of the two. Since the penguin 

in the piece needs to make several trick jumps, the poses he performs would not look much 

like anything if a realistic design were used. Many snowboarding tricks involve using the 

hands to grab the board and extreme bending at the hips. A realistic penguin would never be 

able to touch his own feet with his short stubby wings. Nor would the feet or the hips be able 

to bend or split so far apart like a human. The design must meet the need to perform these 

actions. Therefore the wings are much longer than they should be as well as the feet. The 

belly is not so big, and of course the face has larger eyes and exaggerated parts as these need 

to be able to show more expressions than a normal penguin is capable of. A preliminary 

model of what the penguin might look like was made from clay to create a better view as to 

what the proportions and general appearance of the penguin might be like. (Fig. 38. ) 
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Fig. 38. Amy Wang, Clay Penguin Model. 

 

 A second design decision that needed to be made was what type of penguin would be 

used in this project. Although penguins only populate a very small percentage of the world, 

there are many types of different penguin species. To simplify things, the various species 

were categorized into three more general groups. One group contained all the typical black 

and white penguins, for example: Fairy Penguins (Fig. 39.), Adelie Penguins, Chinstrap 

Penguins, Gentoo Penguins, and Magelleanic Penguins (Fig. 40.). These types are what 

people think of as the typical penguin and are commonly seen in animations such as Pingu
12

. 

Happy Feet
5
, and The Madagascar Penguins in a Christmas Caper

8
. Another group consists 

of those that have yellow feathers sprouting on their heads somewhat similar to a type of 

punk hairstyle. Some species in this category are Macaroni Penguins (Fig. 41.) and Southern 

Rockhopper Penguins. These types have been seen in Happy Feet
5
 and Surf’s Up

15
. The final 

group has a grayish body with black trim, a white belly, and orange and yellow feather 

patterns around their neck. These penguins include King Penguins and Emperor Penguins 

(Fig. 42.). They are more colorful and quite popular due to their leading roles in the 

successful films March of the Penguins
9
 and Happy Feet

5
.  

 

 

The final decision was to use the third group of penguins for the thesis, particularly 

the Emperor Penguins. The choice has a strong technical aspect as the Emperor Penguin is 

more colorful than the other types and therefore will create an appealing contrast to the blue 

glacier. The second group of penguins has a similar color scheme, however, to model an 

Emperor Penguin is slightly simpler to create, as there are no complicated feathers extending 

from the head to design and animate.  

 

 

 

 
Fig. 39. “Fairy 

Penguin”, Foundation 

for National Parks & 

Wildlife  

 
Fig. 40. Frans Lanting, 

“Magellanic Penguin”, 

Penguin. 

 
Fig. 41. Frans Lanting, 

“Macaroni Penguins”, 

Penguin. 

 
Fig. 42. Frans Lanting,1 

“Emperor Penguins“, 

Penguin. 
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2.4 Technical Aspects 

   

Modeling  

 

An early design plan was to originally use nurb models for the characters and the 

landscape. The choice was primarily texturing purposes. It is much easier to design a smooth 

model with realistic textures when using nurbs. Although texturing is much simpler, other 

aspects involved with using nurbs made the modeling very difficult and complicated. Even 

though it is possible to stitch nurb patches together it is still very time consuming and 

difficult to keep the stitches together and preventing the model from breaking apart. Rigging 

poses a problem with nurbs as well because incorporating a rig into a nurb-based model often 

results in broken geometry when animating. Further more, after more design references were 

accumulated it became clear that the use of a realistic penguin (Fig. 43.) would not match 

well with the thesis theme.  The actions of the penguin are very exaggerated and comical, and 

it would look somewhat awkward for a realistic penguin to act in such a way.  

Polygons are more difficult to texture, but they are easier to use and there are less 

issues concerning geometry, rigging, and animation. As the main idea of this thesis is 

character animation, it is more important to have a model that can be rigged and animated 

well as opposed to one that can be textured well. Thus, the final design decision was changed 

from using nurbs to using polygons for the models. 

 

 

Texture 

 

Realistic textures are generally used in a lot of the 3D animations. Even features that 

depict very exaggerated cartoon like characters such as those in For the Birds
3
, Monsters 

Inc
10

, and Shrek
14

 still use realistic textures. These textures give the piece a nice finish for the 

 
Fig. 43. Amy Wang, Original Nurb Model  

 

       The new polygon cartoon like model (Fig. 44.) 

was created from nine nurb spheres. They were 

modeled to fit the shape of each body part then 

converted into polygons, then from there they were 

merged together and modeled until the current 

appearance was achieved. In this way, the shape of 

the model is smoother and quicker to create when 

compared to starting from a single polygon 

component 

 
Fig. 44. Amy Wang, New Polygon Model. 
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entire film. Although the character is not realistic they should still be created to appear to be 

something that can possibly exist, something tangible. After all a film is meant to bring the 

audience into the cinematic world and if the characters do not appear tangible then the effect 

is ruined. This project will be textured using a similar concept. But as stated in the “Verbal 

Execution Plan”, overemphasis on textures will be avoided. Most of the texture will be 

accomplished procedurally and different shaders will be assigned to each individual model. 

For instance velvet shaders will be used to create the skin and feathers effects for the 

penguins, ice shaders will create the icy gleam of the glacier, a half dome environment 

shader will be used for the sky, and bump mapping on a phong shader will be used for the 

ocean. 

Originally fur was considered as an option for creation of the penguin’s feathers. 

However, much thought and discussion went into the planning and eventually the conclusion 

was that application and definition of the fur on the body would be too time consuming and 

unnecessary for a piece that has an emphasis on animation. In addition, grown-up penguins 

have pretty short feathers that stick close to their bodies and thus are not very noticeable. 

Therefore much of the effort to create a fur effect would most likely be wasted. Therefore the 

decision was made to use a velvet shader for the penguin instead of using fur. 

 

Rigging 

 

A very commonly asked question regarding penguins is whether or not they have 

knees. The general appearance and the strange gait that the animals have give the impression 

that knees are absent in their anatomical structure. Such a question is of the utmost 

importance when designing the rig for a penguin model. After all the rig is technically the 

skeletal structure for a 3 dimensional model.  

A quick study of a King Penguin skeleton photo (Fig. 45.) found at the Oklahoma 

City Museum of Osteology online website, revealed that they in fact do have knees. 

Surprisingly, the penguin skeletal structure is actually very similar to the human one. The 

proportions are a little different, for example the neck is much longer and the femur, or the 

thighbone, is very short, however the same basic components are present. Therefore the 

answer to the longstanding question is that yes, in fact, penguins do have knees. The fact that 

the thigh is so much shorter places the knee higher up the leg, much 

closer to the hip. This feature in addition to a large belly, which 

covers the legs, gives the impression that the animal has no knees.  

As the skeletal structure is already similar to a human, it is 

possible that a human skeletal rig can be adapted for use with a 

penguin model. The legs will be made a little longer than a normal 

penguin and the knees will be brought slightly lower, as the 

movements of the character resemble that of a human more than 

that of a penguin, thus a compromise between the two leg designs 

will be reached. There will also be extra-added joints for the tail as 

well as stretch and squish features applied to the body, wings, and 

legs to allow exaggerated movements involving extended limbs. 

(Fig. 46a-c. Found on the following page.) 

 

 

 
Fig. 45. “King Penguin 

Skeleton”, Museum of 

Osteology. 
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Research performed by UC Berkeley
13

 has found that the waddling walk of penguins 

is due to their abnormally short legs. To achieve a similar movement with the animated 

model, the hip joints of the rig will need to be higher up, perhaps closer to the belly such that 

when the joint is bent, the lower body geometry will be deformed and dragged forwards or 

backwards to create what appears to be a clumsy walk cycle. 

 Facial expressions will make the use of blend shaping to recreate expressions such as 

smiling, sadness, surprise, and anger. There is no dialog involved in this piece so there will 

be no vowel and consonant lip synchronize models. The basic facial expressions to be used 

throughout the project are displayed in Figure 47.  

 

         
 

Fig. 47. Kenneth Chen, Peppie Facial Expressions. 

 

 

 

 
Fig. 46a. Frans Lanting, Waddling Emperor  

Penguins, Penguin. 

 
Fig. 46b. Frans Lanting, Running Gentoo  

Penguins, Penguin. 

 

 
Fig. 46c. Frans Lanting, Jumping  

Rockhopper Penguins, Penguin. 
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Lighting & Rendering 

 

Lighting and rendering will be accomplished using the Maya mental ray feature. The 

glacier scene is set during the daytime; therefore the light will be set-up to mimic the feeling 

of daylight. Pale blue, teal, and egg white colors will be used to give the ice a hint of blue 

tint. Various lights and light linking will be used to generate distinctive moods on individual 

objects and characters.  

Regarding rendering, different render passes will be used. The background scene and 

the foreground characters will be rendered in separate passes. The soda can will need to have 

various specularities to simplify the final editing and compositing of effects. To achieve this, 

the specular on the can will need to be rendered under separate passes using various altered 

settings. 

 

Camera Angles 

 

 The project is going to use very simple 

camera movements. Basically, only smooth shots, 

shots that zoom in or out at a quick pace,  shots, 

and cuts will be used. 

The start of the piece will make use of a 

steady camera which pans from the bottom of the 

glacier up to the peak where the penguin stands. 

This type of camera movement was used in the 

film Ice Age: The Meltdown
7
 during the scene 

where the audience is reintroduced to the 

returning character, Scrat.  

Another similar camera shot that the project will borrow from Ice Age: The 

Meltdown
7
 is one in which the same character, Scrat, notices his acorn atop an elevated piece 

of ice (Fig. 48.). This situation is very similar to the situation that the penguin in this project 

is placed in. When the penguin becomes aware of the soda can the camera will be placed 

between the animal and his goal and then will quickly zoom out, with the addition of motion 

blur, to the same angle as that seen in Figure 48. The combination of a quick zoom and 

motion blur can be seen in a separate scene involving Scrat from Ice Age: The Meltdown
7
. 

(Fig. 49.) 

 

 
Fig. 49. Ice Age: The Meltdown,

 
Blue Sky Studios. 

 

 A point of view camera angle will be used during the initial jump and slide down the 

side of the glacier. This effectively gives the audience a view of what the character sees and 

allows them to experience the same thrill as the character. This type of POV shot is 

successfully used in various animated films involving action. Pixar’s Monster Inc.
10

 depicts a 

 
Fig. 48. Ice Age: The Meltdown, Blue Sky 

Studios.  
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scene where the characters Mike, Sulley, and Boo hang onto a flying door. As the characters 

soar through the open space the camera follows their point of view to present the action in a 

first person perspective, thus giving the audience the feeling as if they are riding the door 

along with the three animated characters.  This further accentuates the feeling of being in the 

film. The afore mentioned Ice Age: The Meltdown
7
 also uses the POV shot in a similar way. 

As Scrat attempts to fly over to his acorn the camera changes to his perspective as he slides 

down an ominous slope and rockets through the air and past his goal. (Fig. 50.) In the same 

scene, as Scrat zooms past the acorn, the camera cuts again to a side view shot of the scene. 

(Fig. 50. third panel.) Similarly, the cameras in this project will also cut to such an angle as 

the penguin comes upon the soda can. From there, the cameras will pan to a three quarter 

view from which the remaining sliding and jumping will be captured.  

  

 
Fig. 50. Ice Age: The Meltdown,

 
Blue Sky Studios. 

 

 Additional effects will be added to the camera movements when needed. Motion 

blurs will be applied at any point where the camera has top appear as if it is moving at a 

quick pace. Lens flares will be applied during several shots of the soda can to give it a special 

glow. The light reflecting off the can is what originally catches the penguin’s eye, thus the 

effects need to make the can look as if it is a bright shining treasure. All current camera 

angles are only speculative; as the actually animation work progresses certain angles may not 

work well and will be altered accordingly.  

 

Animation 

 

“In every art form it is the emotional content that makes the difference between mere 

technical skill and true art.” This excerpt from the book The Illusion of Life, Disney 

Animation
16

 is a perfect description of what separates a simple animation from a true work of 

art. A really well made animation piece is one that really lets the audience feel what the 

character feels. The viewers need to understand what is occurring on the screen, and should 

be able to place themselves within in the character’s shoes. Once this connection is achieved, 

then upon viewing the character’s actions the audience will react. They will feel the angst as 

the character prepares to dive off a cliff, feel the distress when the character just barely 

misses reaching his goal, and feels the elation when the character finally has the much sought 

after item in his hands. It is this emotional attachment that the spectators have towards the 

main character that makes the animation more than just a set of moving images. 

Creating an emotionally charged character is not as simple as merely building a 

model and completed the texture and rigging. The most important part is to place 

individuality and personality into that visual body. These two aspects are not something that 

can be seen with the naked eye, unlike the textures and models these aspects can only be 

expressed through a character’s movements and actions. Therefore it is only through 

animation that the creators can express the emotion and persona that their characters have.  
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To animate a character using Maya, or 3DSMAX, or any other form of software is 

not difficult granted the animator knows how to use the program. What makes the animation 

difficult is deciding exactly what movements constitute a specific feeling. To create the lead 

character in this project a similar character had to be studied to determine what actions need 

to be animated. This particular character is once again, Scrat from Ice Age: The Meltdown
7
. 

In the film, Scrat is addicted to acorns and goes through a number of miserable tasks just to 

get a hold of a single acorn. The character’s willingness to stick his head into the most 

dangerous of situations shows his determination. In a similar way, the penguin in this piece is 

also just as determined. By animating a situation where the penguin stands atop a steep sheer 

cliff and yet dives off without a second thought clearly shows that he is either out of his mind 

or really determined to get what he wants.  

A particular sequence that clearly shows Scrat’s love for the acorn would be when the 

character finally has the item in his hands. The animators depict the animal’s bliss by placing 

a huge grin on his face. The creature also holds its hands together up close to its face in a 

pose quite similar to how a woman would react when she sees a large diamond ring in front 

of her. (Fig. 51. third panel.) Another action shows Scrat grabbing the acorn and hugging it 

close to his face. (Fig. 51. second panel.) All these actions are very useful as they clearly 

show how much affection the character has for the particular item. Just like Scrat, the 

penguin in this project also has moments of ecstasy when it either has the can in its hands or 

feels as though the item is within its grasp. The penguin will be animated with similar facial 

expressions as well as similar hand gestures. He also will hold the soda can in a loving 

manner once he gets a hold of it.  

 

 
Fig. 51. Ice Age: The Meltdown,

 
Blue Sky Studios. 

 

Other references concerning how a real penguin acts will also be taken into account 

when animating the penguin, for obvious reasons.  There should be somewhat realistic 

penguin movements otherwise the animation will appear much too abnormal and the 

audience would not believe the character is really a penguin. Similar to classic cartoons from 

Walt Disney
11

 and Looney Tunes
1
, the waddling motion and exaggerated actions of the 

penguin’s huge lower body will also be taken into consideration during the animation 

process. 

There are a couple of snowboarding tricks included within the penguin’s jumps. A 

quick look through several references such as the snowboarding documentary, First Descent
2
, 

and the 2006 Winter Olympics Games
17

, presented a large array of possible actions the lead 

character could perform as he flies into the air. Once specific jumps are decided on, the next 

step is to take into consideration how to combine the fancy tricks and jumps with the 

penguin’s sliding movements and facial expressions. A sequence of animations was 

formulated to serve as a link between the different poses and expressions: 
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1 Slides on belly with wings tightly tucked to both sides of body + determined facial  

   expression   

2 About to fly into the air, the shoulders rise + takes a deep breath   

3 Jumps into the air and wings and feet pose like a snowboarder + eyes focused on the soda  

   can  

4 Stays in the air with wings and head pointed towards the can + eager facial expression  

5 Falls with wings still reaching high as if trying to grab the can + big eyes, worried face  

6 Slides on belly back to the other side with wings up by his head dragging along the ice +  

   sad face  

7 Repeat from step 1. 

 

Once the actual animation process begins, the formula will be altered accordingly 

such that the animation progresses smoothly.  

 

2.5 Final Conclusions 

 

 A three dimensional animated piece appears to be a simple set of pre-rendered images 

strung together into an entertaining package, however in reality there is much more involved. 

Creating an animation short requires numerous design decisions, many of which are highly 

influenced by culture, artistic impressions, and technical issues. This particular project is no 

exception. Many popular films ranging from animated features, to classic comedies, to 

documentaries as well as various two dimensional cartoons had a strong influence on 

everything from the smallest detail to the most obvious design choices. Artistic aspects were 

just as important because many choices from colors to which shapes to use are all based on 

what is considered artistically appealing and beautiful. Finally, the technical issues are also a 

definite influence as it is an easy task to create an idea, however to figure out how to present 

the idea using the given tools is difficult. Therefore when designing a particular sequence, the 

creators have to decide on technical issues such as the models, the rigs, textures, and 

animations. A lot of research and work must be done long before a three-dimensional artist 

can sits down with his or her software and begin modeling and animating. However, once all 

these influential aspects are thoroughly investigated and perfectly united then the actual 

creation of the animated project becomes no more difficult than downing a can of soda. 
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Thesis Diary 

 

3.1 Thesis Diary 

 

9/6/2006 

Gathering References & Initial Thesis Statement 

During winter vacation (2006 Jan.), I saw “March of the Penguins”
4
  and found it very 

inspirational. The Winter Olympic games are also  this year, and after watching several 

snowboarding competition, I  got the idea to combine the two and create an animated short 

 showing a movie teaser about a snowboarding penguin with a  focus on animation.  

 

The references I can think of now are: “Ice Age”
2
, “Madagascar”

3
,  ”March of the 

Penguins”
4
, Winter Olympics games, and “Happy Feet”

1
, which will be in theaters this 

coming winter. I may need to collect other resources about penguins, icebergs, and 

snowboarding to look for more inspiration. 

 

9/16/2006 

Preliminary Thesis Statement 

After talked with Professor Michael Hosenfeld at the end of the  first Thesis Previsualization 

class, I think I have a better idea about  what kind of story I would like to present. Here is my 

first draft of  thesis statement: 

 

I would like to create an animation short focusing on character  animation which depicts a 

foolish penguin on a quest to acquire an  out of reach can of tuna soda situated on the 

opposite end of a half  pipe shaped iceberg. The primary goal of this short is to use the body 

language of the penguin to express its eagerness and emotion  throughout the entire pursuit. 

 

9/19/2006 

Synopsis of the Story 

This is the story for my thesis, I simplified it after the class discussion: 

 

South Pole, for reasons unknown, a penguin wakes up one day and  finds himself trapped at 

the apex of a strangely shaped half pipe  iceberg. He searches for a way out, but being easily 

distracted he  loses track of his original goal when he sets his eyes on a bottle of tuna soda 

perched atop the opposite end of the iceberg. He clumsily  attempts to crawl down from the 

precipice but slips and ends up  sliding down he hill on his belly. He slides within inches of 

the bottle  when gravity forces him back the way he came. The penguin tries  several times 

but each time he ends up overshooting his target and  winds up high in the air. As he 

struggles and flails around he winds  up looking like a snowboarder doing tricks off a half 

pipe.  Exhausted and out of breath, the penguin finally gives up and slides  down to the 

middle of the iceberg and glances sadly at the inaccessible bottle of irresistible tuna soda, and 

gives a tired sigh.  

 

After the end credits, the penguin is seen desperately trying to climb up  the slope using his 

beak like an ice pick. The End. 
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9/22/2006 

Research Outline 

I went to school today to take a look at thesis projects of other students to get a better idea 

about what I might want to include in my own thesis. After reviewing those papers, I came 

up with an outline for my research: 

 

Cultural Aspect:  

 

1. Analysis of classical comedy films and traditional cartoons 

- Principles and methods 

- The influence these have on today’s 3D animations 

- References: Charlie Chaplin’s comedy, Tom and Jerry, Looney Toons 

 

Artistic Aspect:  

 

1. The Design of the Penguin 

- Anatomy and body structure of real penguins 

- Movement, habits, and nature of real penguins 

- Compare different penguin designs 

    - Realistic  

  - Semi-cartoon like 

- Highly stylized. 

- References: March of the Penguins, Madagascar, Happy Feet, 

   Penguins in Coca-Cola commercials 

 

2. The Design of the Iceberg & Surrounding Area 

- Living environment of real penguins 

- Surreal environment used in 3D animations 

- References: March of the Penguins, Ice Age I & II, Happy Feet 

   Penguins in Coca-Cola commercials 

   Southpole or Iceberg pictures 

 

3. The Design of the Tuna-Soda Bottle 

- Most common design for a soda bottle  

- References: Any bottle designs that are inspiring 

 

Technical Aspects: 

 

1. Modeling and Rigging 

2. Texture and Lighting 

3. Camera 

4. Animation 

 

This is what I can think of so far. I believe as I start my research, there will be more ideas 

and documents added to my paper. 
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9/23/2006 

Iceberg Images 

I was browsing online in search of any reference pictures of icebergs.  

Then by chance, right when I started to search I came upon the URL 

http://www.tiscali.co.uk/reference/encyclopaedia/hutchinson/m0016546.html. There was a picture of an 

iceberg in Baffin Bay taken by Corel. It looked almost exactly like the perfect half-pipe 

shape iceberg I was thinking about! Granted it is a little long but I am so glad that I was able 

to find a real iceberg with such a shape! I will definitely use this as my design reference for 

the iceberg in my scene. However, like I said before this glacier has one problem in that. It is 

a kind of long and flat U-shape, not the perfect curve that I envisioned. This kind of shape 

would probably cause objects to slow down as they rolled past the middle instead of 

maintaining speed to allow things to get up to the other side. I would like to make my iceberg 

a deeper more curved U-shape so it will fit better with the story that I have come up with.  

 

I also found another photo taken by Wendy de Kok posted at 

http://www.photo.net/photodb/photo?photo_id=4442786. This was a picture of several icebergs at 

Jökulsárlón in Iceland. I liked the colors in this photo especially the plain grayish sky and sea 

that contrasts with the snow-white and green that illuminates from the ice. It all makes the 

picture look more like a painting than an actual photograph. I would like to use this kind of 

color arrangement in my scene as well, in hopes that the colors will cause my penguin and 

tuna-soda to stand out. 

 

9/25/2006  

Bottle Design 

Originally, in my preliminary thesis statement, I was thinking of using a can of Tuna-soda on 

a precipice as the goal of the penguin. After researching different shapes of cans in the 

supermarket (ok I admit it! I just wanted to get a drink…but I am going to consider it as 

research since I ended up staying there for over an hour…) I found that there really is not 

much variety in designing a can. Although I can create a nice label and make it fancy in the 

end the basic design is still just a can. It just doesn’t seem to be special enough. I decided 

instead to use a bottle as this has more potential to be more distinctive. 

 

The shape of a bottle is the frontier of appeal. Different bottle shapes represent not just the 

different contents that they carry, but also the spirit and character of the brand. Like a 

perfume bottle, it is not merely a container that holds a personal scent but a piece of art 

designed to stand out and show a person’s taste. It can be regarded as a kind of personal ID 

that one can associate her/his own image with.  

 

The same idea holds true for drink bottles. 

 

A nice bottle will definitely enhance shelf appeal. Most of the wine and spirit bottles have 

very sophisticated shapes, some either in modern design and others with a classical look. 

When it comes to soda or soft drink bottle designs, designers seem to go with the plainer look 

and are more concerned with practicality. For example the bump or ridges which make the 

bottle easier to grab. However, there are some soda bottles that can have that unexpectedly 

beautiful and eye-catching touch! 
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For my Tuna-soda bottle (I know it doesn’t sound tasty at all), since it is meant to allure a 

penguin, I will make the bottle in a fish-shape. And because it is Tuna-soda, I would like to 

make the soda bloody red, like those fine wines. This gives the appearance that the drink is 

made out of tuna guts and extract. (The label would say something along the lines of “Tuna-

soda, 100% tuna juice with natural tuna extract, no artificial flavor added.”)  

 

9/26/2006 

The Storyboard 

This is my initial storyboard. I merely sketched out some rough images that give a quick and 

simple look at what the story is. 
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9/27/2006  

Thoughts After Class Feedback 

As I presented the storyboard and research materials in class today, there was a lot of useful 

feedback. Thanks everyone! I now have a better idea as to which areas of the thesis might 

need some more refinement.   

 

First, I am considering whether it is necessary to have unique design for the bottle or not. 

Like we discussed in class, if the bottle is too special, people might associate it with 

something else like perfume or a vase, instead of seeing it as a soda bottle. Some classmates 

recommended using a classic Coca-Cola bottle with the addition of fisheyes on the neck of 

the bottle and an altered label. Others suggested simply having a can wrapped in a Tuna-soda 

label. I will make different models based on these suggestions and see which design looks 

better when placed in the actual scene.   

 

Second, I think it is time to sketch out what exactly the penguin will look like. I am thinking 

about basing the design on ideas I have in my head and on the references I have found. Once 

I have a better idea about what the penguin will look like I will begin to start modeling it in 

Maya. I am also thinking about maybe first modeling the penguin out of clay first to get a 

tangible model first.  

 

Third, it was mentioned in class that the color grey is not recommended since it makes things 

look unfinished. It is a neutral color that goes with many other colors but sometimes it just 

doesn’t look right. As I mentioned on September 22, I wanted to use gray and green as the 

color scheme for my iceberg scene so that my penguin and tuna-soda would stand out. I am 

still thinking about the possibility of using a gray sky. The best way to find out whether the 

color will work is to fabricate some test images; therefore I will make some drawings and see 

if the color works well or not. 

 

9/30/2006 

Penguin Design 

Today I found some penguin designs online that I found to be very inspiring.  

 

9/30/2006 

Clay Model 

Today I found some penguin designs online that I found to be very inspiring.  I developed an 

idea as to what I wanted my penguin to look like, then I molded this penguin from clay this 

afternoon. Primarily I wanted to have a tangible model that could give me an idea as to what 

I want to create in Maya. Also by putting making a 3 dimensional model I can see what looks 

ok my current design and what may need to be changed.  

 

10/2/2006 

Thoughts after discussion with the professor 

After talking with Professor Michael Hosenfeld about my thesis, I decided to use a standard 

soda-can design instead of a glass bottle for the Tuna-Soda. He suggested to mimic the 

design of a Pepsi can and alter it slightly to accommodate my tuna soda idea. I can create 

some kind of illusion such that at first glance, the audience will assume it is a can of Pepsi, 
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but with a second look, they will realize that it actually a can of Tuna-Soda. Also, like I 

previously thought... to use a can might be better because people will tend to associated it 

with soda right away rather than  something else like perfume. Thus, finally it is decided! I 

will use a can. 

 

10/09/2006 

My First Animatic 

Today I finished the first animatic for my thesis. Basically, I just put some rough drawings 

together and plotted out the timing for the various actions and how many frames each action 

needed. As I put the animatic together, it helped me think of a lot more details that needed to 

be included. I am now wondering if my ideas are presented clearly enough, and if the story is 

easily understood or not. Oh well, I think there will still be a lot more changes to my thesis as 

the semester progresses and hopefully in the end, it will be great. 

 

10/12/2006 

Title for the Tuna-Soda Can 

During class discussion yesterday, Matt, one of my classmates,  suggested that since I am 

going to copy a Pepsi can, maybe I  should use the name "Pep Sea" as the title for my Tuna-

Soda Can.  The name "Pep Sea" gives the impression that the drink is like  energy from the 

sea, and I assume that would be somewhat  appealing to a penguin. Also, by doing so, I don't 

have to worry  about any Pepsi logo copyright problems. This is a great idea and I  think I 

will use that as the name for the brand of Tuan Soda.  Thanks, Matt! 

 

10/16/2006 

Updated Animatic 

I updated my animatic today. I am still thinking about different  camera angles. It would be 

easier if I already had the scene built  up in Maya....  Professor Michael Hosenfeld had a 

suggestion for the end credits.  He proposed an idea of using those penguins with the 

scoreboards in the end credits. Basically the credits would be printed the boards,  and the 

boards would be presented in various ways. This is a great  idea, and I am still considering 

how to put it together. I will update  my animatic again once I figure out what is the best way 

to present  everything. 

 

10/20/2006 

Penguin Model and Rigging 

This week, I started to model my 

penguin and after a few hours of 

getting nowhere I am starting to get 

kind of frustrated. I guess my 

modeling skills got pretty bad after 

not doing any serious modeling work 

for a while. Although there are quite a 

few penguin movies coming out this 

year, there are not too many penguin 

models and rigging references that I 

 
http://www.hawkstudios.net/gallery/displayimage.php?album=24&pos=2 
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could find available. Below is one of the few works that I could find online. It gives me some 

ideas about how I can rig my penguin. 

 

10/22/2006 

PEPSEA!! 

Finally, after 2 days of struggling with 

the UV layouts, my PEPSEA  can is 

finally done!  

 

10/23/2006 

Reply from Mr. Glenn Melenhorst 

A few days ago, I wrote an e-mail to 

contact Mr. Glenn Melenhorst, a digital 

artist in Australia who previously made 

penguin designs for several commercials. 

I asked him for some comments on the 

animatic and the penguin clay model.  

 

He suggested several camera angle ideas as well as methods to reveal the half pipe shape of 

the iceberg. He also came up with a great idea for waking the penguin up. Originally I 

wanted to use the sound of the soda can dropping from sky to the iceberg as the reason for 

the penguin to wake up. Mr. Melenhorst's idea was to use light rather  than sound.  He 

suggested that the glare from the can could get in the penguin's eyes and thus wake him up.  

 

Both methods are pretty good ideas...I will think about it and  figure out which method is 

more feasible. 

 

10/26/2006 

Updated Storyboard 

After the class discussion, I updated my storyboard this weekend.  It is basically almost same 

as my animatic, but with more  info about what I would like to be done after the end credits. 

 

11/01/2006 

Thoughts After Class 

I just found out in class today that the due date for the thesis  project next semester will be 

sometime in early April instead of in  May. That is like 2 weeks earlier than last year's 

students' thesis.  Since I already purchased the airline tickets to go back to Taiwan  for a 

month and there is no way that I can work during that time, I  will definitely need some help 

from other people to get my thesis  done on time. Oh well, hopefully I can find someone to 

help me with  the modeling and rigging soon! 

 

11/04/2006 

Feedback After Critique 

Today, Galen Chu, a character animator at Blue Sky Studios, came  to the school to take a 

look at everyone’s storyboards and animatics. In our discussion he pointed out several things 

that I  might want to consider modifying, and his feedback was really helpful!  

 
PEPSEA Can test renders. 
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First, he suggested having different camera angles, like a three- quarter view or POV of the 

penguin. At the moment most of my  camera angles in my storyboard and animatic consist of 

normal  side views. A different viewpoint would help a lot to give the audience a better feel 

for the entire animation.  

 

Second, to have the penguin sleeping at the beginning of the piece  seems to be unnecessary. 

It doesn’t seem reasonable that the penguin would just wake up and suddenly have the urge 

to drink  tuna soda. Mr. Chu suggested to start with the penguin looking  exhausted as if he 

had just crossed a vast span of ice, and was now  very thirsty and extremely tired. Thus, 

when he sees the drink  across the way, he has more motivation and thus will do almost 

 anything to try to get it. 

 

Third, the setting of an iceberg in the ocean is not a good idea since  I will need to deal with 

the ocean and water effects. He thinks it will  be better to have the whole scene on a 

enormous piece of ice. And I can play around with the design of the half-pipe slope. Mr. 

Chu suggested designing a stairway or some other method that would  let the penguin easily 

cross over to the other side and incorporate it  into the slope. Then show the audience the 

stairway but have the  penguin act totally oblivious because he is too focused on the soda 

 can. 

Lastly, he suggested a different way to end my thesis. It seems like  everyone would love to 

see the penguin get the soda can after  struggling so much throughout the entire piece. After 

the  discussion we all thought it would be funnier if at the very end the  penguin does get to 

the can, but then either he doesn't have fingers  to open the tab, or he finally opens it only to 

find out that there is  nothing inside. One idea was to make the can such that the bottom  is 

cut out and all the contents had long been lost. Then when the  penguin picks up the can and 

opens it he peers down to look at the drink and looks surprised. Then he lifts up the can and 

the audience  sees the bottom is missing and the penguin is looking through the  can like a 

telescope. The hole the penguin looks through then gets  narrower and narrower until the 

whole hole is gone and the piece  comes to an end.  

 

He also suggested several poses and movements that I can use in  my animation. It was very  

nice to have him come to class for  critique. Thanks! 

 

11/05/2006 

Updated Tuna Soda Can 

I spent the whole weekend testing the texture and lighting for the tuna soda can. (Who knew 

that test rendering such a simple thing like this would take so long.... I guess the more 

common things are the harder they are to recreate. ) Although there still are a lot of  

adjustments to make to the texture and lighting, my thesis is generally about the animation 

and thus I should not spend so much time on this aspect of the piece.  (But then, on the other 

hand, the soda can is technically also one of the characters in my thesis so... of course, it 

needs to be somewhat ok looking.) I guess I will just leave it the way it is for now...maybe I 

will modify it sometime in the future. 
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11/07/2006 

Land or Water, that is a hard decision.... 

I started to model the iceberg for my thesis yesterday. Below are two different renders of a 

scene that I want to use as a style frame: 

 

 
Scene test on land 

 
Scene test on water 

 

As far as the modeling goes, I found that I still like the idea of having the iceberg set on 

water rather than on the land. The ice and the scene look so much nicer in a sea of clam water 

with a few ripples. I watched the movie "March of the Penguins" again and  

I found that most of the water around large glaciers in Antarctica are pretty slow moving. 

Most of the time the surface is almost completely still. I don't know if I can make people 

believe the scene takes place in the ocean without the presence of large waves, but I think it 

would be more beneficial to create less movement in the water, this way the audience will 

focus more on the penguin's movements rather than the landscape. 

 

11/08/2006 

Peppie! 

Finally my penguin has got a name! It is 

Peppie! And here are the  initial design 

drawings that my husband, Kenny Chen, 

drew for me: 

  

I really like his design and I think that I may 

model my penguin  based on this drawing 

instead of the previous one which was a little 

too silly looking. 

 

11/12/2006 

Peppie Model 

I started working on my model for my penguin, Peppie, this week. I actually had started work 

on a nurb penguin model earlier last semester. Originally I was thinking of converting that 

model into polygons and then adjusting it from there, but I think the design is too realistic 

and doesn’t match my thesis which has a more cartoony feel to it. So, I started from scratch. 

Below is a smoothed preliminary model of Peppie. I am a little concerned as to whether or 

not the legs and wings are long enough to stretch and squish. I am also still thinking about 
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whether to alter the face design or not. Most likely certain aspects of the design will change 

as I continue to finalize the model. 

 

 
Original nurb penguin model 

 
New polygon cartoony model 

 

11/13/2006 

Thoughts After Critique 

Last Wednesday we had an artist from The Mill come to take a look at our theses, and to give 

us all some suggestions. His views and suggestions were very different from the artist from 

Blue Sky.  

 

His professional focus is on commercials so he thinks that it perfectly fine for Peppie to be 

woken up by the falling sound of a can of PEPSEA. He doesn't think it is all that important to 

have a motive for Peppie to want to drink the soda. Basically, he thinks the most important 

part is to show the animation where Peppie slides on the half pipe, and he likes the story 

exactly the way it is right now. I think I still need to think about how the beginning scene will 

be done. Basically whether to show some sort of reason for wanting to get to the can or just 

to leave it the way it is now. 

 

After I showed everyone the two different style frames, they all liked the setting to be on the 

water instead on the land. The artist from The Mill gave me a lot of suggestions as to how to 

create water effects for the ocean, as well as how to texture the iceberg to make it more real. 

He suggested to find more references of icebergs and to notice how blue they are when they 

reflect the water and the whole sky. I will definitely look into it. 
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11/16/2006 

Notes from Today’s Discussion 

Today I met with Professor Michael Hosenfeld to talk about my thesis. He addressed several 

points: 

 

We both thought the opening was pretty good the way it currently is. The penguin sleeps in 

the beginning and wakes up when he hears the falling soda can. He suggested maybe adding 

some sound effects like that of an airplane flying away to give a suggestion as to where the 

soda came from. He mentioned the film "The Gods Must Be Crazy" as an example to 

illustrate how such a situation might possibly happen. 

 

In regards to the texture, he suggested avoiding blinn shader because it takes more time to 

render. He said to use lambert for the penguin, phong for the iceberg, blinn for the ocean, and 

create a half dome for the sky to cast a reflection on the ocean. For the ripples in the ocean, 

he suggested maybe placing an ocean shader, and animating it to fake a wave effect. Bump 

mapping might give me some good results as well. I think I may need to experiment a little 

more to see which way looks better. 

 

I think the most important thing right now is to finish the model and think more about the 

character of my penguin and what design better matches that personality. Professor 

Hosenfeld believes that I need to figure this part out first then I can animate the penguin 

accordingly. After all, if the penguin's appearance doesn't match his actions then the whole 

piece will look awkward. I will look into a few more films is search of a couple more 

references. Hopefully I will figure it out soon! 

 

11/19/2006 

“Happy Feet” 

"Happy Feet" came out this weekend and a lot of my friends asked if I had seen the movie 

yet, as it is probably a great reference for my thesis. Well.... finally, I had time to watch it 

today. There was a lot of inspiration in the film and I thought of a lot of ideas that I would 

like to apply to my thesis. 

 

There were quite a lot of scenes showing penguins sliding down icy slopes and flipping into 

the water. It is almost exactly like what I would expect my Peppie to do. They used a couple 

of POV shots to show the action. I noticed that the film tended to show a 3/4 view of the 

penguins as they stood on a ledge, then as they fell the camera switched to a POV shot as the 

penguin slid forward. The camera would switch between angles from behind the penguins to 

shots from in front of the animals. These angles give good views of the expressions on the 

character's faces. I liked these shots a lot and I will apply them to my project. 

 

When I was watching the film, I noticed that the filmmakers modeled and rigged the 

penguins as if they were human. This probably was to simplify the animation for the dancing 

segments. The character models generally were missing the big fat bellies that real penguins 

usually have, and the chests were pushed forward more than normal. A lot of stretch and 

squish techniques were applied to the body, neck, arms and feet. The rigs they had for the 

penguins seem to be similar to those that can be applied to human models (only the legs were 
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shorter). There are extra joints to animate the tail. When I start to rig my penguin, I think I 

will need to think about how to deform the geometry and at that time if I come upon some 

problems then I think I may need to see this movie again for additional details. 

 

Oh well, it was a great movie and I learned a lot from it. Hopefully now I can use what I 

learned to make my Peppie better. 

 

11/20/2006 

Advice from Professor Daniel Williams 

Today, I spoke with the teacher of the Character Rigging class, Daniel Williams, who is also 

a rigger for the animation studio Blue Sky. We discussed certain aspects of my thesis, and he 

gave me a lot of advice regarding how to re-model my Peppie and how to rig it. Below are 

the drawings he made to illustrate his ideas: 

 

                             
 

For the face, he suggested to have more geometry around the eyes and mouth so that they can 

deform better when using blend-shape for facial expressions. He said to have at least a 4-

point curve to create a smooth surface around those areas, as well as around the eyebrows, 

this way I will have some extra geometry which will be useful when creating eyebrow 

expressions. 

 

For the body, he thinks the UVs should be evenly spread out so it can be deformed smoothly. 

He thinks the shoulder of the penguin should be brought forward more since my Peppie is 

going to have a lot of reaching actions. By modeling the shoulder and arm in a more anterior 

position, the chest will be positioned in such a way so as to not be in the way when the 

penguin performs grabbing actions. 

 

He also suggested thinking about placing curves into my penguin design. Originally my 

penguin model stood very straight like a stick. Professor Williams drew a design, which 

displays a more arched back and a generally more curved positioning for limbs and body 

parts. Curve animation and curve design are always more pleasing to the eyes. Thus it would 

give my penguin a more appealing look.  
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Finally, he told me to draw more exaggerated pictures showing how the penguin will act in 

the scene, and he also suggested creating a quick rig to see if the model can perform the 

required actions.  

Well...Thanksgiving - Turkey Day is coming....so I guess I will have a lot of time to 

experiment with the model and attempt an initial rig. Hopefully I can finalize the model by 

the time the holiday is over. 

 

11/21/2006 

Updated Peppie Model 

Below is my updated Peppie model. Basically, I like this design more than the previous one. 

There will be more UVs added around the eyes and mouth later on to ensure smoother 

deformations when using blend shape on the face. 

 

 

11/22/2006 

Penguin Skeleton 

Below is a King Penguin skeleton that I found at an online website for the Museum of 

Osteology in Oklahoma City. I think I will use this image as a reference for my rigging:  

 

After looking at this picture, I realized that penguins DO have knees.... It is really high up on 

the leg and looks like it is probably hidden under the fat belly most of the time giving the 

appearance as though the animal has no knees...  I am also pretty surprised to see that they 

have such a long neck! Then again, in "March of the Penguins", they stretched out their neck 

a lot so maybe it does make sense that the neck skeleton is so long. They can rotate their neck 

almost 360 degree and reach around back as well. I will first figure out what actions my 

penguin will need to do and then I will rig it accordingly. 

 
Updated Peppie Model 

 
King Penguin Skeleton 
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11/28/2006 

Tuna Soda Update 

Below are 2 different renders for the tuna soda can: 

 

 

There are some minor changes from the original design: The Pepsea logo was shrunk so the 

entire logo can be viewed all at once; the words "tuna soda" was enlarged to make it more 

noticeable.  

 

I am thinking of which render is better. The first one seems to be more like a poster than a 

label for a can, but everything can be read clearly, while the second one looks more like it 

belongs on a can, but because of the required format some of the details are not as easy to 

see. Hopefully after presenting this at the upcoming class, I will be able to better make a 

decision. 

 

11/29/2006 

Updated Animatic & Storyboard 

Today, I updated my animatic and storyboard. I added some POV shots and some more  

shots. My husband was very helpful and drew the storyboard pictures for me… (Free labor! 

HA! ) As usual, everything will probably be changed once again after the class discussion..... 

 

12/01/2006 

Feedback After Class 

After class, the following decisions were made: 

 

1. There will be a sound of a helicopter passing by to explain where the soda can came from. 

Also there may be a helicopter shadow cast over Peppie as the vehicle passes by. 

2. The tuna soda can will be the way it is shown in the picture labeled Test render 2. 

3. The opening shot consist of a camera that steadily pans from bottom of the iceberg to the 

top. 

4. Peppie makes a fancy snowboarding jump, then the other penguins give him high scores. 

5. The transition from the shot of Peppie seeing the soda to the long shot of the whole scene 

will be done using a “cut” rather than a moving camera that zooms out. 

 
Test render 1 

 
Test render 2 
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6. The texture for Peppie will be created using the velvet shader plug-in instead of fur 

because I will most likely not have enough time to apply fur and it may not be necessary to 

have fur for my penguin either. 

 

There are only two weeks left before the final paper is due…sigh…there is never enough 

time when it comes to this project. 

 

12/03/2006 

Thesis Paper 

Finally, my thesis paper is done!! Sort of....  The only thing left now to do are the shots sheet 

and some  additional drawings to illustrate several ideas. Still, I'm so happy that it is finally 

coming to an end :D 

 

12/10/2006 

Updated Animatic 

The semester is almost over...I updated my animatic again for the final delivery. Also, this 

 weekend I worked a little on the rigging. I am kind of frustrated  since I forgot a lot of basic 

concepts and had to figure out what to  do by trial and error. I do hope I can do the rig part 

myself but I  am going back to Taiwan in one week...so to find someone to help  rig the 

penguin might be a good idea. I have to finish a lot of things  before I leave on my trip. 
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