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Creating Quality

How do we develop excellence in our students?
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A report of several observations and conclusions about the process 
used at Massey University, that has developed over the years, and 
now successfully and consistently produces high quality graduates.
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Some terms:

Theory Paper :

1 Lecture per week 

1 tutorial per week.

12 weeks

Major Research 
Project :

36 student hrs per 
week. 

30 mins one-to-one 
contact with staff.

12 weeks

Studio Paper :

12.5 student hrs per 
week. 

4 hrs per week class 
contact with staff.

12 weeks

Paper = a subject

Several papers = a course of study
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Why are you an artist?

Why are you an animator?

Why are you a film-maker?
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What do you have to say?

How are you going to say it?
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Research

Technical expertise

Artistic quality
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In the second year of study, students use animation to tell an existing 
story – in this case, a “Creation Myth”.
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Even at this early stage, some students already understand that animation 
can be both entertaining and have a secondary purpose.
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Research Methods
Learning the tools of research.
How to research a topic. 
Categories of knowledge and issues
Historical, contemporary, futurist. 
Visual semiotics, phenomenology, 
product development, ethics, 
evaluation.
Writing a research proposal.

Major project
Where it all comes together. Using 
the project brief developed in 
Research, and using the skills 
developed in Technical Research, the 
student develops and produces the 
final result.

Technical Research
Skills. Techniques. Processes.
In order to support research.
Preparation for production.
In order to satisfy curiosity.

Research
What is the key motivation of the 
student? 
What are they most inspired by? 
How can we turn this into a true 
investigation?
The development of original concepts. 
Ideas are challenged and 
substantiated.
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PROJECT
BRIEFIn their fourth and final year of the honours 

programme, students write their own research 
project brief. This brief will determine their 
course of study for the entire final semester, if 
not the entire year.

The research project brief sets down the 
central question, statement, or hypothesis, 
that the student will then answer. This is 
known as the “central proposition”. 

This brief is well informed and substantiated 
through diligent concept development and 
research.

Excerpts from research project briefs ...   

The Project Brief
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Background
Empathy is essential for creature-based narratives. By relating 
to our own personal experiences empathy connects us to a 
character, increasing our understanding and care for that 
creature. Without empathy our connections are cut, we are 
removed from the characters emotions, and the narrative loses 
much of its strength.

Central Proposition
Empathy for a non-human character is greatly increased the 
more that character expresses strong human-like emotions, such 
as shock, guilt and grief.

Strategy
To create an animation that explores the thoughts, emotions 
and inner conflicts of a fictitious creature and to gain audience 
empathy through his expression of powerlessness, guilt and 
regret.

Merlin Lepper
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Preston Khan-McNeil
Background
New Zealand’s indigenous Maori culture has many colourful and 
entertaining stories that are used to convey life’s lessons and 
traditions. However, existing publications do not depict many of the 
Maori belief systems that are important to the Maori way of life. Most 
of these stories are limited to libraries and schools, rarely seen in 
New Zealand’s wider popular culture.

Central Proposition
The legends and mythology of New Zealand’s indigenous Maori culture 
would reach a wider and more mature audience if they were 
interpreted and presented in a more mature and contemporary style.

Strategy
The Hatupatu animation will be a combination of 3D characters and 
2D environments that makes stylistic references to pop-culture 
animations while at the same time embedding essential elements of 
Maori design and narrative.
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Thomas Mountfort
Background
Computer generated partners in video games usually take the role of 
the "side-kick". This relationship is designed to aid game-play, and 
usually the side-kick’s skills are added to the player’s. Very few games 
have developed the partner relationship further, directly affecting the 
development of the story.

Central Proposition
Emotional immersion in a video game can be greatly increased if the 
player is required to relate to and cooperate with a game character.

Strategy 
The game scenario centres around the relationship between a boy and 
a girl, with the boy guiding the player through the world, helping to 
solve puzzles and explore the environment. As the game progresses 
the relationship strengthens, game rewards are revealed and the story 
of the world unfolds.
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Caroline Ting
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Creating Quality
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and a last word from Caroline ...
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thank you
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