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Abstract  
This article is about the study of a specific case focused on the subject of 3D Digital Image Workshop 
of the Faculty of Fine Arts of the University of Castilla-La Mancha In which YouTube has been used as 
a platform to support teaching through the creation of a specific channel for teaching the contents of 
this subject. 

The channel focuses on making available to students and the general public the audiovisual recording 
of the most common techniques and processes used during the development of three-dimensional 
graphics projects and have their origin in an open source software called Blender. 

This project arises from the hypothesis that the person in charge of teaching offers at the student a 
training in an area of knowledge through a process of practical experience guided by the teacher and 
that this process of teaching learning is easily adaptable to a new information and communication 
technologies. 

With this in mind, for more than four years, I have developed a series of audiovisual contents that 
summarize the implementation of the knowledge necessary for the structured learning of the three-
dimensional graphics. As a result of this work, I have created more than a hundred audiovisual 
contents with an average duration of approximately 25 minutes. 

Certainly, one of the most determinant elements to measure the success of an initiative such as the 
one presented in this article is the statistical analysis of the determining factors that measure the 
quality of an audiovisual content. 

In order to carry out this analysis, I opted for the quantitative measurement of the impact of the 
developed contents in order to establish in detail the utility and interest that this type of methodology 
applied to the field of the creation of three-dimensional graphics has among Blender users. 

For the analysis of the data I chose the Analytics platform with the intention of obtaining a global vision 
about the project while selecting Youtube for the distribution of the contents among all those interested 
in such content.  It is not necessary to point out the advantages of both platforms, being Analytics one 
of the platforms of analysis of market and Big Data more powerful to which it is possible to log in, on 
the other hand, Youtube is the portal of distribution of audiovisual contents through Internet more 
Important in the world. 

As a result of this work, this article presents the impact of this proposal among the Blender user 
community, based on demographic, sociographic criteria, user content evaluation and user feedback 
capability. 
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1 INTRODUCTION  
For the realization of the project, I initially chose the creation of content based on the gradual learning 
of all fields of knowledge related to 3D and Blender[1]. This type of approach worked quite well during 
the first months of the project, however as the project developed, there was a clear need for a project 
restructuring that would allow better access to information. 

As a result of this approach, the contents have been ordered in playlists that facilitate the learning of 
the different concepts depending on the area of knowledge in which the user is interested. This much 
more structured approach not only provided viewers with better access to information, but also 
allowed me to detect the lack of content in specific areas of the project. In this sense the contents are 
currently divided into the following 20 playlists that cover most areas of knowledge about Blender: 

1 Blender interface 
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2 Modeling in Blender 

3 Texture in Blender 

4 Lighting in Blender 
5 Animating in Blender 

6 Physical Particles and Simulations in Blender 

7 Blender Constraints 

8 Render in Blender 
9 Compositing in Blender 

10 Addons in Blender 

11 Scripting in Blender 

12 Blender Game Engine 
13 3D Printing 

14 Case Studies: Complete Scenes 

15 Case Studies: Experiments with Suzanne 

16 Case Studies: Blender Game Engine 
17 Featured Videos of Blender 

18 Blender Test 

19 Blender Turntables 

20 Blender Timelapses 

At this point I would like to highlight the lists of practical cases in which case studies are made as 
some of the most important lists for the experienced creator as they offer a complete perspective of 
the creative process of a 3D graphic scene. It is also interesting to note that lists 18 to 20 as they 
include for those not initiated in 3D processes a quick perspective of what can be achieved through 
Blender in order to motivate them to access the rest of content and introduce them in the graphic 3D. 

Finally, the rest of the lists are intended to offer to our students a vision of the main challenges that will 
be submitted during their learning offering answers to the same challenges that all that 3D creator 
must face daily[2]. 

2 METHODOLOGY AND RESULTS 
Although this study has its origin in 2011 when I start experimentally upload content to YouTube, it is 
not until early 2013 when the project begins to offer consistent results, limiting the previous period to a 
few dozen views. To this day, I can conclude in this respect that the main problem was my ignorance 
of the tool at that time and a deficient metadata system in the dissemination of the contents. 

2.1 Analysis of the visualizations of the contents 
Surely one of the most determinant factors to measure the success of an initiative such as the one 
raised in this article, consists in the measurement of the views of the contents[3]. This section tries to 
identify and measure how many times a content has been viewed and for how long to quantify its 
impact. 
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Fig. 1. Report of visualizations. 

As we can see in the graphic above, the audiovisual content of this project has obtained more than 
155,000 views to May 2017, reaching peaks of more than 300 views a day. This means a total of more 
than 591,000 minutes of viewing equivalent to 410 days of continuous viewing. Easily, we can observe 
a trend in the channel both in peaks that coincide with the days of content publication, and in the 
ascending line of the total views. 

 
Fig. 2. Map of general distribution of the views. 
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Table 1.  Comparison of the ten countries with the greatest number of views of the contents. 

 

As regards the origin of the views, as can be seen in figure 2 and in table 01, there is an important 
local character, consisting of 36% of the total viewing time and 41% of the total viewing time. One 
possible justification is the realization of the contents in Spanish[4]. This makes even more sense if we 
analyze in detail the countries that follow Spain within the ranking of viewing and viewing time, where 
we can observe that the predominant language is Spanish, this being the native language in all 
countries of the list with the exception of United States, Germany and Brazil. However, it is important 
to note that although the United States does not use Spanish as the main language of the country, it 
has a strong Spanish-speaking presence in its southern states. This analysis is clearly manifested as 
we approach local US data. As shown in figure 3. 

 
Fig. 3. Map of the distribution of the views in the USA 
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In this chart, we can see how the biggest interests in seeing this type of content are in Florida, Texas, 
California and New York, states with a very important Hispanic community. We can see after these 
data, a rapid decrease in the number of views as we move north, reaching regions such as Alaska to 
be virtually null viewing the content developed in this project. 

 
Fig. 4. Comparison among the 5 countries of the world with the greatest number of audiovisual content 

visualizations developed in this project. 

 
Fig. 5. Comparison among the 5 countries in the world with the greatest number of minutes of viewing. 

Interestingly, if we analyze the results of the 5 countries where the project has had the most impact 
both in terms of viewing and its duration, we can observe that despite the difference of views, the 
average duration of these does not differ practically between Spain and Mexico with only an average 
difference of 24 seconds being even inverse in the case of the comparative between Spain and 
Argentina, where the user of the American country spends more viewing time. 

2.2 Content Rating 
One of the most important aspects to evaluate the interest that the audiovisual contents that I have 
developed for this project, is the analysis of the times that some user has expressed their approval for 
the contents. This type of approval to be made through the Youtube platform is expressed in the ones 
known as "Likes"[4][5] which directly indicate the approval by the viewer of what they have just seen and 
their desire to let all other users see it. 
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Fig. 6. Chronological review of the positive valuations of the contents. 

As it can be observed in the previous graph, although it is true that the presence of the likes has 
increased significantly among the views of the channel, these have been constant from the beginning 
of the project independently of the number of views of the channel, Ranging from 50 to 100 approvals 
per month until about 3000 at the beginning of May 2017. Since the channel in that period had more 
than 155,000 views, we get an average of one approval every 51 views. 

Table 2.  Positive ratings ordered by Geographic area. 

 

A detailed analysis of the main sources of "likes" shows us, that the majority of them are from Spain, 
with 48.5% of the approvals being that origin. Going back to table 02 with the ten countries with the 
highest production of "likes", it is surprising to find countries like Paraguay with 2.2% of total “likes”, 
which in terms of viewing, is in the 24th position at the height of non-Hispanic speaking countries such 
Portugal or Japan. We can also find non Spanish speakers countries as United Kingdom, with 2.5% of 
the approvals being located in the 17th place of the countries with the most views. 

3 CONCLUSIONS 
As we have seen throughout this article, YouTube is articulated as an excellent teaching platform 
thanks mainly to its ability to transmit to any part of the world[5]. It is especially surprising that a series 
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of content developed only in the Spanish language in order to extend the contents to a subject of a 
university degree has been able to reach up to 173 different countries. 

Particularly interesting is the case of technical teachings[6][7] such as the three-dimensional graph 
where we can see clearly benefited from the characteristics of the platform as well as its technical 
properties[8]. These properties have had a direct impact on the teaching activity that developed in my 
classes taking these even outside the class and the university, finally forming a project much wider 
and richer than originally planned. 
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