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Intellectual Property Statement  

The materials comprising this Owle Animations . Document (the "Portfolio") are provided by Owle 
Animations  (¯Owle°) as a service to its customers on an "as-is, as-available" basis for informational 
purposes only. Owle assumes no responsibility for any errors or omissions in these materials. 
Owle makes no commitment to update the information contained herein.  

Owle makes no, and expressly disclaims any, representations or warranties, express or implied, 
regarding the document, including, without limitation, any implied warranties of merchantability or 
fitness for a particular purpose Owle makes no, and expressly disclaims any, warranties, express 
or implied, regarding the correctness, accuracy, completeness, timeliness, and reliability of the 
text, graphics, links to other sites and any other items accessed from or via this Website or the 
Internet, or that the ser vices will be uninterrupted, error -free or free of viruses or other harmful 
components. Under no circumstances shall Owle, their affiliates, or any of their respective 
partners, officers, directors, employees, agents or representatives be liable for any da mages, 
whether direct, indirect, special or consequential damages for lost revenues, lost profits, or 
otherwise, arising from or in connection with this document, the materials contained herein, or the 
Internet generally.  

All materials contained in this We bsite are protected by copyright laws, and may not be 
reproduced, republished, distributed, transmitted, displayed, broadcast or otherwise exploited in 
any manner without the express prior written permission of Owle Animations . 



 

From vague dreams and blurry shadows, a team of strong willed businessmen and hard -core 
artists stepped forward to join a journey for turning their dreams into realities, giving birth to 
Owle Animations .  Riding high on the waves of cutting edge technology and unmatched 
creativity, Owle has now put their mark on the creative map by expanding business into the UK 
and bringing projects to India.  

 

With studios in Birmingham, UK and Trivandrum, India, Owle Animations  is poised to take on 
the challenges coming o ur way with a team of world class creative and technical talents and 
strong willed managers, who are always willing to go the extra mile to keep our customers 
happy. We had developed a strong skill set on UI (User interface) and UX (User Experience) 
Design ing.  

 

Owle Animations  offers the facility for partnerships and collaborative arrangements on different 
projects and acts as a Media Hub for organizations looking for acquisitions and building 
consortiums for government or privately funded projects.  
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Sreejith Somanathan  ² Mr Sreejith is an experienced management consultant and a successful 
entrepreneur in UK and India. He is a Business Management graduate and post - graduate diploma 
holder in business. He is the Director/Co -founder of Birmingham Graduate School, having cam pus 
in UK. Prior to establish his own business, worked as an International Business Development 
Director of a leading educational establishment in the UK.  

He extensively travelled to East Africa and build close relationship with the Government and 
Schools  in the region. He had also participated, in many global corporate events and programs. He 
is a regular attendee of the Quality Assurance Program and Joint Board of Studies conducted by 
University of Wales, for their partner Institutions. He is a consultan t for a number of successful small 
and medium -sized businesses in India, Sri Lanka, Africa and the UK.  

 

Tinu Mohan  ² Mr. Tinu Mohan joined the team to start Owle with over a decade®s experience in 
animation industry. Having started his animation career aft er his degree in computer application 
and a diploma in 2d and 3d animation, Tinu has worked as an artist on more than 21 international 
projects from clients like Disney, paramount, BBC, Toei etc. He has begun his career as a Digital 
artist, working his way  to Chief Technical Officer in a span of 10 years before joining Owle Media . 

 

Sanju Padmasivarajan  ² Mr. Sanju has started his career as a 2D illustrator in 2003 and switched 
over to the next dimension a year later. He started climbing the ladder in the in dustry by joining a 
large Animation Company as a junior lighting artist, becoming the integral part of the team in a 
short span and soon becoming a team leader before moving into UK for bigger industry exposure.  

Sanju has joined a major UK studio as a 3D G eneralist and in three months -time promoted to the 
role of a Senior Supervisor (Studio), responsible for scheduling, QA and delivery of a major 3D 
Animation Movie, reporting directly to the Director and CEO of the Company. He has the experience 
of working for many award winning and successful animation series and movies during his time 
with various animation studios in India and UK.  

 

PEOPLE BEHIND  

3 



 

¶ Owle Animations  started its operation with 5 trainee artists  in the year 2010 . 

¶ Currently have 2 5 employees.  

¶ Produced a 60 minutes direct -to-home DVD movie, Koko  Moko. Everything from Concept to 
design, to production to post production was done in house to build the base for Owle 
Interactive Media.  

¶ Partnership with Vanessa Chapman (Previous MD Lego Med ia), an industry veteran with 
over 25 years of experience in the Media Industry.  

¶ Partnership with Chapter Media, UK. Chapter Media is a technology and product 
development consultancy with an integrated e -commerce platform for distributing Content 
globally on web, TV and app. The key focus of the company is in content development, 
acquisition, investment and distribution solutions and is the owner of highly successful 
animation series The Little Robots and the Iconicles. Robbie Williams and J K Rowling, 
crea tor of the Harry Potter series is some of the best known clients of Chapter Media, 
managing all their online distribution rights.  

¶ Partnership with Giglets, an award -winning education technology company based in 
Scotland. On this partnership Owle will be re sponsible of developing all their Interactive 
EBooks (Book App).  

¶ Owle Animations  has been developed a number of Interactive E Book for Publishing 
Companies and Authors in US, UK and Israel.  

¶ Association with Awesome Brands, UK, a new venture of the highly s uccessful Entrepreneur 
James Driscoll and Simon Gain, a leading UK brand creator. James Driscoll is the ex -owner 
of Leeds United Football Club and creator of many Successful animated series in 80s 
including the highly successful ­The Shoe People, Digswell, Astro Knights, Oggies.  

 

OWLE SO FAR é 
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¶ Started the international operation on August 2012 based from UK. All the business 
operation s functions out of this office.  

¶ Completed a successful studio visit to the KINFRA facility by Alan Dewhurst  (Oscar Award 
Winner) and Series Director of Iconicles.  

¶ Owle Animations  own international IP, Graveyard Disorder (working title) is under 
development in UK. The key creative team includes Dean Wilkinson (writer, BAFTA winner), 
Rob Lee (Character Designer, Fireman Sam), Bob Fuentes III (Storyboard, 3 time EMMY 
winner).  

¶ Owle Animations  has been doing a number of animated short movies, Commercials and 
corporate presentations for clients from US, UK, Israel and Middle East.  
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UI & UX 

DESIGNS 

For a technology rich product, user acceptance is crucial. User acceptance is increasingly 
dependent on usability of the product. Well, this is exactly where UI/UX Design plays an important 
role. The goal of user interface design is to make the user's interactio n as simple and efficient as 
possible in accomplishing the user goals. A good UI Design focuses on anticipating what users 
might need to do and ensuring that the interface has elements that are easy to access, 
understand, and use to facilitate those action s. 

 

A well designed User Interface facilitates finishing the task without drawing unnecessary attention 
to the design itself. Graphic designs are only utilized to support its usability. The design process 
must balance technical functionality and visual ele ments to create a system that is not only 
operational but also usable and adaptable to changing user needs.   

 

 

 

What We Follow?  

Identify the need  

Before we start promoting our business we  need  to know what our  customers  want and why. 
Strategies for identifying customer needs are an integral element of a company. Understanding 
customer needs helps refine product development projects, marketing communication programs 
and distribution choices  

 

Research the problem  

An area of concern, a condition to be i mproved, a difficulty to be eliminated, or a troubling 
question that exists in scholarly literature, in theory, or in practice that points to the need for 
meaningful understanding and deliberate investigation. After you make the decision to solve 
the probl em, the next process is to do the  research  necessary to find a fix or workaround.  
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Develop Possible Solutions  

Good designers try to generate as many possible solutions as they can before choosing one that 
they feel is the  best. It is good to work together as a team to  develop  a possible solution, instead of 
selecting one person's idea. The best ideas are generally a team opinion.  

 

Select the most promising solutions  

We first, look at whether each possible solution met our design requirements. Consider solutions that 
did a much better job than others, and reject those that did not meet the requirements. Some criteria 
apply to virtually every design. Good designers consider these  universal design criteria  when 
choosing which possible solution to implement.  

 

Prototype  

Quickly transform your designs into beautiful, fully interactive prototypes complete with gestures, 
transitions & animations for web, iOS &  Android. We thought that every time we had to create a new 
design concept, or a prototype ² we would have to write new code for it, or at least make a ton of 
images for it in Photoshop. we learned ² as the time went by ² that you can use wireframe tools, or 
otherwise called mock -up, and prototyping tools that allow us to create example designs for your 
team and clients, saving yourself a lot of precious time.  

 

Test and Evaluate the Prototype  

Developed design is a very important part of the design and manuf acturing process. Testing and 
evaluation, simply confirms that the product will work as it is supposed to, or if it needs refinement. In 
general, testing a prototype allows the designer and client to assess the viability of a design. Will it be 
successful as a commercial product? Testing also helps identify potential faults, which in turn allow 
the designer to make improvements.  
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Communicate the Design  

The first class of design principles deals with effective communication. In order to get the be st 
work from a designer, you need to figure out what you want and how to talk about it in a way 
that will help the designer understand your goals. What you need might be a website or a logo, 
but your designer will require more to go on than that.  

 

Edit  

Redesign, as in regarding design; multi -disciplinary design. A pursuit of passion not bounded by 
definition, it is to advocate and deliver sustainable modern design to the masses; we seek 
always to operate in alignment with our values.  

 

 

Final Out  

We believe that if a design can be first well illustrated visually, the final product can be well 
designed. Our concept artists are extremely talented and possess a creative range that spans 
multiple disciplines. We look at all prospective designs from the user®s end and conceptualize 
them on paper before putting them into the final game design itself. We deliver high quality 
artwork while adhering closely to client requirements.  
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OUR UX WORKS 
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OUR TABLET UI  WORKS 
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