


STORYBOARDS

First of all | made manual story boards. for that i write down my scripts and concepts first and then manually drew my story boards
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Story board no.1
fighting with acne



Story board no. 2
Breast implants
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Story board no. 3
Lip fillers



Story board no. 4
Nose Job



SECONDSTEP

MODELLING

After finalizng my story boards i started doing my 3D modelling in Z-brush. a software use for 3D sculpting.
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| made this model as a base model. this was my main character and i did changes it it according to the requirment of

every animation and their script.
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Model for lip filler’s animation
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UNWRAPPING

I BN BN BN BN BN B BN BN BE B .
After modelling my characters, i unwrapped my base model in Maya, a 3D software. and i textured it accoring to each animation and

model.
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TEXTURING

After the unwrap i started making textures. for texturing i used a software called Substance Painter, a software used for 3D painting and
texturing. i painted every texture accoring to the requirnment of the animation and script.
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FIFTH STEP

LIGHT SET-UP

| tried Different light set-ups, i was difficult task and i made different variations. and after alot of tries i finalized the final set-ups for each animation.
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SIXTH STEP

ANIMATION
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