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M.A. ANIMATION
(SYLLABUS FOR CREDIT SEMESTER SYSTEM)

OBJECTIVE

The Master’s program in Animation focuses on animation production, including a wide range of techniques and aesthetic approaches, from hand-drawn character animation to state-of-the-art interactive computer graphics. While embracing traditional forms, the program strongly encourages innovation and experimentation, and emphasizes imagination, creativity and critical thinking. Career opportunities include storyboard and concept artist, character designer, layout and background artist, animator, art director, director, producer, instructor, teacher and demo artist for the information and entertainment industries, TV channels, educational organizations, commercial production houses and multimedia studios.
Introduction

At its core, animation is about making artwork come to life. The skills taught in animation courses encompass craft at a technical level, yet also include design, drawing, critical thinking, creativity, collaboration, and a fundamental awareness of theory and history. 

With a strong professional focus, the Master’s program begins with the development of animation movement and visual storytelling skills. Building on that foundation, students may specialize in an area such as 2-D or 3-D character animation, stop motion, and classic or independent illustrative styles. Throughout the program, students are engaged in all aspects of animation production, from concept development and production design to the completion of finished segments.

While high-end digital tools are used in the majority of classes, all areas of specialty are logical extensions of foundation studies. Drawing and the use of traditional art media in digital contexts are central to the program. The program begins with design/animation history, theory and basics of animation production, and then progresses to current design/animation practices and technology. The program encourages innovation while stressing strong technical and presentation skills. Students gain a background in design/animation history and theory and then experiment and develop their own creative approaches.
1.
Program Structure 

The course aims to strike a balance between project work, which will develop the student’s ability to operate as a professional animator, and opportunity and encouragement to research and develop one’s own styles of animation. 
2.
Eligibility
1. Basic academic qualification is a graduation in Graphic Design or related fields OR a graduation in any field and a Diploma in Design with keen aptitude and interest.

2. Candidates will be finally selected after a qualifying examination and an interview.

3. Merit list will be drawn on the basis of the portfolio, qualifying examination and interview (that is 20:40:40)
3. Course Summary


Course






Semester


1.
The Grammar of Visual Design 

1


2.
History of Art: From Caves to Computers

1


3.
Drawing in Motion 

1


4.
Techniques of Animation

1


5.
Digital Sculpting I

1


6.
Semester Ending Project I

1


7.
Digital Strokes

2


8.
From Scribbles to Images

2


9.
Animation Controls and Character Motion I

2


10.
Elemental Magic for Visual Effects

2


11.
Digital Sculpting II

2


12.
2D Animation Project 

2


13.
Digital Light and Shade

3 


14.
Acting for Animators

3


15.
Animation Controls and Character Motion II

3

     16.
Art of Special Effects


 

  

3


17.
Media Ethics and Education

3


18.
3D Character Animation Project III 

3


19.
Internship

4

20.
Final Thesis Project

4

4.
Evaluation

The evaluation scheme for each course shall contain two parts; (a) internal evaluation and (b) external evaluation. 25% weightage shall be given to internal evaluation and the remaining 75% to external evaluation and the ration and weightage between internal and external is 1:3. Both internal and external evaluation shall be carried out using direct grading system.


Internal evaluation: The Internal evaluation shall be based on predetermined transparent system periodic written tests, assignments, seminars and attendance in respect of practical courses. The weightage assigned to various components for internal evaluation is a follows.

Components of Internal Evaluation
Component weightage:

i) Assignment
………………
1

ii) Seminar
………………
2

iii) Attendance 
………………
1

iv) Two Test papers
………………
2

Grades for attendance

	% of attendance
	Grade

	>90%
	A

	Between 85 and 90
	B

	Between 80 and below 85
	C

	Between 75 and below 85
	D

	<75
	E


To ensure transparency of the evaluation process, the internal assessment grade awarded to the students in each course in a semester shall be published on the notice board at least one week before the commencement of external examination. There shall not be any chance for improvement for internal grade.

The course teacher and the faculty advisor shall maintain the academic record of each student registered for the course which shall be forwarded to the University through the college Principal and a copy should be kept in the college for at least two years for verification.

External evaluation: The external examination in theory courses is to be conducted by the University with question papers set by external experts. The evaluation of the answer scripts shall be done by examiners based on a well-defined scheme of valuation. The external evaluation shall be done immediately after the examination preferably through centralized valuation.

Photocopies of the answer scripts of the external examination shall be made available to the students for scrutiny on request and revaluation/scrutiny of answer scripts shall be done as per the existing rules prevailing in the University.

The question paper should be strictly on the basis of model question paper set by BOS and there shall be a combined meeting of the question paper setters for scrutiny and finalization of question paper. Each set of question should be accompanied by its scheme of valuation.

Direct Grading System
	Letter Grade
	Performance
	Grade point (G)
	Grade Range

	A
	Excellent
	4
	3.5 to 4.00

	B
	Very Good
	3
	2.5 to 3.49

	C
	Good
	2
	1.5 to2.49

	D
	Average
	1
	0.5 to 1.49

	E
	Poor
	0
	0.00 to 0.49


The overall grade for a programme for certification shall be based on CGPA with a 7- point scale given below:

	CGPA
	Grade

	3.80 to4.00
	A+

	3.50 to 3.79
	A

	3.00 to 3.49
	B+

	2.50 to 2.99
	B

	2.00 to 2.49
	C+

	1.50 to 1.99
	C

	1.00 to 1.49
	D


Each course is evaluated by assigning a letter grade (A, B, C, D or E) to that course by the method of direct grading. The internal (weightage = 1) and external weightage =3) components of a course are separately graded and then combined to get the grade of the course after taking into account of their weightage.

A separate minimum of C grade is required for a pass for both internal evaluation and external evaluation for every course.

A student who falls to secure a minimum grade for a pass in a course will be permitted to write the examination along with the next batch.

After the successful completion of a semester, Semester Grade Point Average (SGPA) of a student in that semester is calculated using the formula given below. For the successful completion of semester, a student should pass all courses and score a minimum SGPA of 2.0. However, a student is permitted to move to the next semester irrespective of her/his SGPA.

For instance, 3 if a student has registered for ‘n’ courses of credits C1, C2 …Cn in a semester and if she/he scored credit points P1, P2 … Pn respectively in these courses, then SGPA of the student in that semester is calculated using the formula.

SGPA= (P1+P2+……….. +Pn)/C1+C2 …………….. + Cn)

CGP = (SGPA) 1* S1 + (SGPA) 2*S2 + (SGPA) 3+S3 + (SGPA) 4*S4]/(S1+S2+ S3+S4)

Where S1, S2, S3 and S4 are the total credits in semester 1, semester 2, semester 3 and semester 4.

5. Attendance

The minimum requirement of aggregate attendance during a semester for appearing the end semester examination shall be 75%. Condonation of shortage of attendance to a maximum of 10 days in a semester subject to two times during the whole period of post graduate programme may be granted by the university.

If a student represents his/her institution, university, state or nation in sports, NSS, NCC or cultural or any other officially sponsored activities such as college union/university union activities he/she shall be eligible to claim attendance for the actual number of days participated subject to a maximum of 10 days in a semester based on the specific recommendations of the head of department and Principal of the college concerned.

A student who does not satisfy the requirements of attendance shall not be permitted to take the end semester examinations.

6. 
Internship


Internship gives an opportunity to understand the animation production pipeline from a reputed production house thereby gaining the basic stages of professionalism for their career. The students will have to undergo an Internship at any well known Animation Studio for a fortnight during the fourth semester. The students would prepare individual reports after the Internship and the same should be attested by the organization under which the student did the Internship. The students’ comprehensive report along with their works done during this period will be submitted to the Head of Department for evaluation. A faculty member will monitor the students during the Internship.

M.A. ANIMATION

(SEMSTER WISE DISTRIBUTION OF COURSES AND CREDITS AND SCHEME OF EXAMINATION)

Course           Subject
Theory/
Exam
Credit

No.

Practical 
Hrs

SEMESTER I

1-1
The Grammar of Visual Design
T
3
3


1-2
History of Art: From Caves 


to Computers
T
3
3



1-3
Drawing in Motion
P
5
4
1-4
Techniques of Animation
P
5
3
1-5
Digital Sculpting I
P
5
3
1-6
Semester Ending Project with Viva


4





Total
-
20
SEMESTER II

2-1   Digital Strokes
P
5
3
             

2-2
From Scribbles to Images
P
5
3


2-3
Animation Controls and  


        Character Motion I
P
5
3

        

2-4
Elemental Magic for 

Visual Effects
P
5
3


2-5
Digital Sculpting II
P
5
4


2-6
2D Animation Project 


4            







Total
-
20
SEMESTER III

3-1
Digital Light and Shade
P
5
3



3-2
Acting for Animators
P
5
3



3-3
Animation Controls and  


        Character Motion II
P
5
4



3-4
Art of Special Effects
P
5
3



3-5   Media Ethics and Education
T
3
3                            

3-6
3D Character Animation Project 


4








Total
-
20
SEMESTER IV

4-1
Internship


2

4-2
Final Thesis Project 




Animation Short


10

Viva


3

Port folio Assessment


5








Total
-
22



Total
-
20
COURSE 1-1

THE GRAMMAR OF VISUAL DESIGN (Theory)

OBJECTIVE

The academic work in the Semester aims at bringing students of different disciplines to a common level of comprehension of the subjects.

Unit I

Artistic Perception – The Psychology of Visual Perception–Visual Aesthetics – Art of Film Making – The stages in brief.
Unit II

Art and Science of Imaging–Structural analysis of a moving picture – Pre-visualization and writing for visuals: Story development to Story board.
Unit III
Imaging Techniques – Image size, Angle of view – Depth of field –  Movement –  Camera – 
Basic features and Characteristics – Lens: types and usage – Basic lighting techniques and aesthetics.
Unit IV
Basic techniques for better image – Composition: Elements, Principles and Rules – Colour theory – Psychology of colour – Basic editing and transitional techniques, Mise-en-scene.
Unit V

Practical training for Still Photography and Videography – Basic Camera operations – Shots –  Camera angles and movements – Basic lighting techniques – Use of Light Meter –  Filters and Flashes – Multi Camera set up and Studio Lighting – Image capturing for Keying.

REFERENCE
1.
Film and the Director
:
Don Livingston

2.
Film Technique and Film Acting
:
V.I. Pudovkin

3.
Technique of Film
:
Spottis Woode

4.
Video Camera Techniques
:
Gerald Millerson

5.
Film Form
:
S.Eisenstein

6.
Basic Photography
:
M.J. Langford

7.
Amateur Photographer’s Hand Book
:
Sussman

8.
Art of Pictorial Composition
:
Wolohomok

9.
History of Photograhy
:
Beaumont Neewhall

10.
Cinema As A Graphic Art
:
V. Nilsen

COURSE 1-2
 HISTORY OF ART: FROM CAVES TO COMPUTERS (Theory) 
OBJECTIVE

The course will examine the role and development of the visual arts in past and present cultures throughout the world. This is designed to help students to develop art application, aesthetic judgment, and to increase visual perception and critical thinking skills.


Unit I
Art and Aesthetics – Art and Sociology – Imagination – Experience and Human nature – The Story of Art – Naturalism – Animism and Geometrism – Old Stone Age art. Ancient Oriental Art – Stereotyping of Art and Naturalism in ancient Egypt – Mesopotamia – The age of Enlightenment of Greece – Hellenistic age

Unit II
Early Christian Art – Iconoclasm – Feudalism and the Romanesque style – The Origin of stylistic ideas with Gothic art – Renaissance –Medici – Social unrest and Reformation – Scientific tendencies in art through the eyes of ‘The Renaissance Man’ ; Hidden symbolism and Paganism; Michelangelo, Raphael. The Reformation and Counter reformation – Origin of Baroque – Neoclassicism and Romanticism – Realism – Photorealism – Social Realism – Impressionism – Post impressionism

Unit III
Modern Art – From Art Noveau, Fauvism, Matisse and Derain – Avant-Garde – Expressionism and Munch – Cubism – the Geometric Art; Picasso. Surrealism – the Absolute Reality – Abstract Expressionism and Action Painting – Pollock – Kooning – Rothko – Pop-Art to Post Modern Art.

Unit IV
Styles of Indian Painting – Sculpture and Architecture – Bengal School of Art and Indian Nationalism – Samikshavad – Rabindranath Tagore – Abanidranath Tagore – M. F. Hussain and Jamini Roy – Namboothiri – K.C.S. Panicker – Kerala Mural Paintings – Buddhist Art.
Unit V
History of animation: beginnings, early optical contraptions –

US Animation: Four faces in the History – Canadian Animation –

European Animation – Japanese Animation – Detailed study of

Walt Disney Studios, ‘Fantasia’ and other feature films –

Detailed study of Pixar Animation Studios, feature films etc –

Indian Animation.

REFERENCE
1.
The Story of Art
:
E. H. Gombrich

2.
A People’s History of the World
:
Chris Harman

3.
Gardner’s Art Through the Ages:
:
Fred S. Kleiner


The Western Perspective


4.
The Social History of Art
:
Arnold Hauser


Volume I & II

5.
History of Art
:
Anthony F. Janson

6.
Renaissance Art
: 
Victoria Charles

7.    The History of Animation
:
Charles Solomon


8.    The Anime Encyclopedia: A


   Guide to Japanese Animation 
   Since 1917
:
Lowry

COURSE 1-3

DRAWING IN MOTION (Practical)

OBJECTIVE

This course explores observational figurative motion through animation drawing and study. Emphasis is placed on Character Animation and Principles Of Animation to enhance creative skills of the students.
Unit I
Introduction to two dimensional animation – 2D Production Pipeline – Character design: Cartoonish and Stylized, Elemental Constructions, Use of X-Sheets, 2D Special Effects
Unit II
Applications of basic principles of animation
Unit III
Animation of two legged characters – Anthropomorphic animation, Lip Synch
Unit IV
Animating animals and birds
Unit V
Demo-reel creation.

REFERENCE
1.
Cartooning, the head and figure
:
Jack Hamm

2.
Drawing the Head and Arms
:
Andrew Loomis

3.
The Animator’s Survival Kit
:
Richard Williams

4.
Cartoon Animation
:
Preston Blair.

5.
Timing for Animation
:
Harold Whittaker, John Halas

COURSE 1-4

TECHNIQUES OF ANIMATION (Practical)

OBJECTIVE

In this course students are introduced to a wide range of stop motion styles, materials and techniques including clay, object and puppet animation utilizing both tabletop and multi plane setups. Students are encouraged to develop a personal approach while exploring possibilities in character design, armature and set building, lighting, etc.

Unit I
Animation Principles –  History of Stop Motion Techniques –  Study of famous stop motion works and studios.
Unit II

Study of Time lapse and Pixilation – Project works in Time lapse and Pixilation techniques. 
Unit III
Study of Cut out animation and Metamorphosis –  Project works.
Unit IV
Study of Claymation –  Different types of Armatures – Properties of Clays –  Project works.
Unit V
Puppet Animation and Sand Animation –  Building Puppets – Animating Puppets.
Project work.

REFERENCE
1.
The Art of Stop motion animation
:
Ken A Priebe

2.
Stop motion: Craft skills for
:
Susannah Shaw

Model Animation


3.
Stop motion: Passion, Process and
:
Barry JC Purves

Performance


4.
Creating 3D Animation- The 
:
Peter Lord and Brian Sibley

Aardaman Book of Film making


5.
Stop motion Armature Machining:
:
Tom Brierton

A Construction Manual


6.
A Century of Stop motion Animation
:
Ray Harry Hausen

From Melies to Aardaman


7.
Stop motion Filming and
:
Tom Brierton

Performance

8.
Stop motion Puppet Sculpting 
:
Tom Brierton

COURSE 1-5

DIGITAL SCULPTING I (Practical)

OBJECTIVE

This course enables the students to have an in depth understanding of the art and techniques of Inorganic Modeling using Polygons/ SubD /NURBS.
Unit I

Introduction to NURBS modeling.
Unit II
Introduction to Polygon and SubD Modeling.
Unit III
Inorganic modeling using Polygons/NURBS – Creating various Props & Sets – Part –I.
Unit IV
Inorganic modeling using Polygons/NURBS – Creating various Props & Sets – Part –II.
Unit V
Demo reel creation for modeling.
REFERENCE
1.
3D Human Modeling and Animation
:
Peter Ratner

2.
Maya character Creation

:
Chris Maraffi

3.
Game Character Developments 


with Maya

:
Antony ward

4.
Stop staring

:
Jaison Osipa

5.
Virtual Vixens: 3D Character 


Modeling and Scene Placement

:
Arndt von Koenigsmarck

6.
Edge loop Character Modeling For


 3D Professionals Only

:
Kelly L. Murdock and Eric Allen

7.
Solid Works Surfacing and Complex


 Shape Modeling Bible

:
Matt Lombard

8.
Learning Autodesk Maya 2008: The

Modeling & Animation Handbook

: 
Autodesk Maya Press

COURSE 1-6

SEMESTER ENDING PROJECT

OBJECTIVE

By this project students will gain Animation technical skills to a professional level. Students will creative a cohesive animation work using their acquired skills to express their artistic vision.


Students should complete a Stop Motion Animation Production of minimum 90 second duration. Project should be worked out through various production stages after the final approval by the supervising faculty.

This project culminates in a Final Presentation along with a written Component.

COURSE 2 -1

DIGITAL STROKES (Practical)

OBJECTIVE

This course is intended to develop a strong knowledge of 2D animation process through various digital applications. Students will explore various production skills needed for work in digital 2D animation production.

Unit I



Seven basic animation concepts –  2D animation work flow – Pre production –  Traditional, Paperless andCut Out work flow –  Flash animation: setting up a good FLA –  Frame by Frame Animation –  and Animating with Tweens.
Unit II

Creating special Effects in 2D –  After Effects and Flash –  Camera Mechanics.
Unit III

Digital Animation in Toon Boom: Setting up a Scene –  drawing Creation –Line Art and Color Art – Drawing Tools –  Palettes –  Multiplane Environment – Pegs – D drawing Key Frames. 
Unit IV

Creating Templates –  Importing Sound –   Editing Sound – Lip Sync – Ink and Paint – Compositing – Rendering the Movie.
Unit V

Demo reel creation

REFERENCE
1.
Flash Cartoon Animation: Learn
:
Glenn Kirpatrick and Kevin Peety

from the Pros

2.
The Art of Flash Animation: Creative
:
Mark Stephen Smith

Cartooning


3.
Flash + Aftereffects: Add Broadcast 
:
Chris Jackson

feature to Good Flash Designs


4.
The Animator’s Guide to 2D 
:
Hedley Griffin

Computer Animation


5.
How to Make Animated Films
:
Tony White

6.
Digital Pre-Introduction Basic 
:
Toon Boom Animation Inc.

7.
Digital Pro-Cut out and Paperless
:
Toon Boom Animation Inc.

Animation

COURSE 2-2

FROM SCRIBBLES TO IMAGES (Practical)

OBJECTIVE

This course concentrates on illustrative storytelling for animation. It includes structural elements of storytelling, character development and storyboarding formats. Students will go through step-by-step approach to story development, fundamentals of plot, story structure and a variety of narrative techniques.

Unit I
Brief History of Story – Finding and evaluating Ideas – Understanding the audience –  Developing characters – Developing the Ideas –  Writing structure –  Planning –  Writing and submitting Premises –  Making Story: Outline –  Plot points. 
Unit II

Scripting: essential components –  Script terms –  Basic Script Layout – Script length – 3D script Vs 2D script.
Unit III
Storyboarding: Shots and Angles –  Transitions –  Camera moves – Labeling the Basic Parts of a Storyboard –  Basic Dialogue – Staging –  Continuity –  Compositional rules –  Color –  Showing Action, Depth of Field –  Light sources.
Unit IV
Animatics: Introduction – Realizing time with Animatics –Famous Animatic works.
Unit V

Project work.

REFERENCE
1.
How to Write for Animation
:
Jeffrey Scot

2.
Animation Writing and Development
:
From


Script to Pitch
:
Jean Ann Wright

3.
Gardner’s Guide Feature Animation
:
Marilyn Webber

Writing

4.
Producing Independent 2D Character
:
Mark Simon

Animation

COURSE 2-3
ANIMATION CONTROLS AND CHARACTER MOTION I (Practical)

OBJECTIVE

This course offers the students the Art of Character Animation in the Computer.
Unit I
Introduction to animation in Maya – Timeline – Settings –

Graph Editor Etc.
Unit II

Working with Curves & Key Frames – Animation Blocking and Working in passes – Camera Movements –Path Animation, Animation constrains – Pose creation – linear and Non-linear animation techniques – Modifiers and Controllers.
Unit III
Animating the body: Staging - Body Language – Posing – Action – Reaction – Push and Pull – Lift – Throw.
Unit IV
Principles of 2D Animation Applied to 3d Computer Animation.
Unit V

Demo Reel Creation.

REFERENCE
1.
The Illusion of Life: Disney Animation
:
Frank Thomas & Ollie Johnston

2.
The Animator's Survival Kit
:
Richard Williams

3.
Digital Character Animation
:
George Maestri

Part 1, 2 & 3

4.
Character Animation
:
Steve Roberts

5.
Animation: Mechanics of Motion
:
Chris Webster

6.
Timing for animation
:
Harold Witaker & John Halas

COURSE 2-4
ELEMENTAL MAGIC FOR VISUAL EFFECTS (Practical)

OBJECTIVE

This course covers methods of Compositing Computers Generated Imagery and live action images along with advanced image manipulation techniques. High-end compositing tools are used to develop skills and presentation with meaningful effects.

Unit I

Brief History of Compositing –  Over view of Various Compositing Softwares –  Digital Images: Structure and Attributes –  Types of Compositing : CGI, Multipass, Depth and Multiplane.
Unit II
Blue and Green Screens –  Keyers for Compositing –  Create Masks – Tracking and Stabilizing a Shot –  Rotoscopy –  Colour Grading – Mattes – Scene Salvage.
Unit III
Brief History of Motion Graphics –  Motion graphics in Film, Television, Interactive Media and Environment – Motion Language, Image and Type in Motion –  Compositing Principles.
Unit IV
Conceptualization of Motion Graphics –  Animation Process of Elements –  Spatial –  Visual and Temporal Interpolations –  Editing Principles.
Unit V

Demo Reel Creation

REFERENCE
1.
Compositing Visual effects
:
Steve Wright

2.
The art and science of 
:
Ron Brinkmaan

Digital Compositing


3.
Digital Compositing in Depth
:
Doug Kelley.

4.
Motion Graphics : Graphic Design
:
Steve Curran

For Broad cast and Film


5.
How did they do that : Motion
:
David Green

Graphics

6.
Creating Motion Graphics with AE
:
Trish Meyel.

COURSE 2– 5

                             DIGITAL SCULPTING II (Practical)

OBJECTIVE

This course enables the students to have an in depth understanding of the art and techniques of Organic Modeling using Polygons.
UNIT I
Anatomy basics – humans – animals – birds.
UNIT II
Introduction to organic modeling – modeling limbs.
UNIT III
Modeling humans using reference images.
UNIT IV
Modeling animals and birds.
UNIT V
Demo-reel Creation for Organic Modeling.
REFERENCE
1.
3D Human Modeling and Animation
:
Peter Ratner

2.
Maya character Creation
:
Chris Maraffi

3.
Game Character Developments 
:
Antony ward

with Maya


4.
Stop staring
:
Jaison Osipa

5.
Virtual Vixens: 3D Character 
:
Arndt von Koenigsmarck

Modeling and Scene Placement


6.
Edge loop Character Modeling For
:
Kelly L. Murdock and Eric Allen

3D Professionals Only


7.
Solid Works Surfacing and Complex
:
Matt Lombard

Shape Modeling Bible


8.
Learning Autodesk Maya 2008: 
: 
Autodesk Maya Press

The Modeling & Animation Handbook
9.
Anatomy for the Artist
: Sarah Simblet

10.
An Atlas of Animal Anatomy for Artists : W. Ellenberger , H. Baum ,




H. Dittrich , Lewis S. Brown

COURSE 2-6

2D ANIMATION PROJECT  

OBJECTIVE

To give students adequate confidence to do a professional work using 2D Animation technique. Students will creative a cohesive animation work using their acquired skills to express their artistic vision.

The student should complete an animation production of minimum 60 second duration using 2D Animation technique. Project should be worked out through various production stages after the final approval by the supervising faculty. This project culminates in a final presentation along with a written component.

COURSE 3-1

DIGITAL LIGHT AND SHADE (Practical)

OBJECTIVE

This course covers techniques of Digital Lighting and Texturing in 3D. Students will work with various lighting systems, Materials, Camera and Rendering methods.

Unit I
Light theory – CG lights –  Three point lighting –  Understanding shadows –  Indoor and Outdoor Lighting –  Match Lighting –  Modeling and Texturing Issues on Lighting.
Unit II

Shading Models and Materials – 2D and 3D textures – Materials Through Nodes – Material Utilities –  Applying UV Coordinates for Texturing – Mental Ray Shaders –  Texturing with HDR Images.
Unit III
3D Cameras – Realistic Camera movements – Creating Camera Effects.
Unit IV
Global illumination – Final Gather – Applying Caustics – Various Rendering Methods – Rendering Effects. 
Unit V
Demo Reel Creation.

REFERENCE
1.
Essential CG Lighting 
:
Darren Brooker

Techniques with 3DS Max.
.

2.
Rendering with Mental Ray
:
Joseph Van der steem

3.
Advanced Maya Texturing and
:
Lee Lanier

Lighting

4.
Digital Lighting and Rendering
:
Jeremy Birn

5.
3D Lighting
:
Arnold Gallardo.

COURSE 3-2

ACTING FOR ANIMATORS (Practical)

OBJECTIVE

This course focuses on acting and directing skills that will strengthen the animator’s ability to communicate visually. Students act out their characters and complete drawings of motion studies, expressions and poses.

Unit I
Why Characters Differ? – Character Types and Their Motion – Acting as Responding to a Situation – Heroes and Villains – Domination and Subordination – Primary and Secondary Characters. 

Unit II
‘Anticipation–Action – Result’ – Exaggeration – Walks: Acting and Attitudes – Tell the Story Visually –Clear Staging for the Audience: Keeping it simple and Readable.

Unit III
Emotion and Empathy–  Emotional Involvement – Attaining Believability –  Development of Drama–  Conflict: Good Versus Evil –  Character Goals –  Mannerisms –  Acting with senses–Animating force versus form–  Blinks have Meaning –  Camera itself an Actor (Subjective view Point).

Unit IV
Body Acting and Gestures – Facial expressions – Feeling of the Character: Actions that show Joy or Inner Torments – Space and Effort – Speech Analysis– Acting for Camera – Techniques of Acting – Pantomime – Voice-over acting. 

Unit V
Demo-Reel Creation.
REFERENCE
1.   The Illusion of Life, Disney Animation
:
Frank Thomas and Ollie 



Johnston

2.
Timing for Animation
:
Harold Whittaker, John Halas

3.
The Animator’s Survival Kit 
:
Richard Williams

4.
Acting in Animation: A Look at 12 Films
:
Ed Hooks

5.
Action: Acting Lessons for CG Animators
:
John Kundert-Gibbs and



Kristin Kundert-Gibbs 

COURSE 3 -3

ANIMATION CONTROLS AND CHARACTER MOTION II (Practical)

OBJECTIVE

This course offers Rigging and other Character creation Techniques to the students. 

Unit I
Study of skeleton Setups – Skeleton Creation – IK and FK –Attribute Controls – Expressions and Scripting for Rig – External Rig Controls.
Unit II
Creating advanced Rigs for Props, two legged characters, four legged characters, etc.
Unit III
Skinning: Smooth and Rigid –Controlling Skin Weights – Painting the Weights –Facial Animation: Facial Expressions –Blend Shape Tool – Eye Animations – Pose Creation – Linear and Non-linear Animation Techniques – Mechanics of Movements.
Unit IV
Animating the Character: Advanced Level 
Unit V
Demo Reel Creation.

REFERENCE
1.
Model, Rig, Animate with 3DS Max
:
Michele Bousquet.

2.
Maya Character Rigging
:
Cheryl Cabrera

3.
Game Character Development


with MAYA
:
Antony Ward

4.
The MEL Companion
:
David Stripinis

5.
Digital Character Animation
:
George Maestri

Part 1, 2&3


6.
Character Animation
:
Steve Roberts

7.
Animation: Mechanics of Motion
:
Chris Webster

8.
Timing for animation
: 

COURSE 3 -4
ART OF SPECIAL EFFECTS (Practical)

OBJECTIVE

In this course students learn the craft of Visual Effects as a combination of technology and art. Students work individually and collaboratively within a frame work to gain the real world experience of visual effects creation.

Unit I
History of Visual Effects – Techniques of Dynamic Simulation – Particle Effects  –  Movements with Forces.
Unit II
Cloth Simulation  – Hair and Fur – Fluid Dynamics. 
Unit III
Basics of Match moving – 2D tracking process – Automatic tracking – Export camera parameters and motion path to 3D softwares.
Unit IV
Combining Digital Plates with Live Action Footage – Colour Grading and Making Final Outputs.
Unit V
Demo Reel Creation.

REFERENCE
1.
Digital compositing for Film and Video 
:
Steve Wright
2.
Special Effects: An Oral History.
:
Pascal Pinteau
3.
Special Effects: The History and
:
Rickit, Richrd

Technique

4.
Maya Visual Effects: 
:
Eric Kellur

The Innovator’s Guide 

5.
Match moving: The Invisible Art of
:
Tim Dobbert

Camera Tracking
COURSE 3 - 5 

MEDIA ETHICS AND EDUCATION (Theory)

OBJECTIVE

To understand the positive as well as negative influence of media and the critical evaluation of media 

Unit I

Ethics – Branches of Ethics, Media Ethics – Mass Media and the shape of the Human Moral Environment. Applied Ethics – Ethical issues in different media professions – Journalism, Cinema, Advertising, Photography, Graphic Design, Animation etc.- Overview of Codes and Regulations in India. Digital Media Ethics.
Unit II

Media Education – Objectives and Skills – Key Concepts, Media Scenario: Present Trends – Different Starting points for Media Education – Media Impact in Society – Social and Psychological impacts.
Unit III 
Culture and Communication – Culture as Communication – Inter-cultural Communication – Values, World view and Perception – Values in Culture – Values and Communication – From Ethnocentrism to Ethno relativism. 
Unit IV
Mass Media: Relevance and significance. Purpose and functions of Mass Media – Mass Media, Individuals and Society – Connecting to “Reality” through Media – Media and Society: Normative theory.
Unit V
Media Language – Media as Art Experiences – De-Mystifying the Media – Media and Consumerism – The Philosophy commercialism – Media and De-humanization – Sex and Violence in the Media – Media and Moral Permissiveness – Media and Imperialism – Cultural Erosion and Mental Colonization – Media Control – Alternative Media.
REFERENCE
1. Mass Media and the Moral Imagination : Philip J Rossi

2. Media Education in India : Jacob Srambickal

3. Media Ethics : Bart Pattyn

4. Communication Ethics and Universal Values : Clifford Christmas

5. Digital Media Ethics : Charles Ess

COURSE 3-6

CHARACTER ANIMATION  PROJECT 

OBJECTIVE

To gain advanced skills in the art of Character Animation by bringing one or more Digital Characters to Life. 

Scope

It should cover the art of Character animation in the Computer, and should be an example of an Advanced Acting Piece with Dialogue. It may or may not be a Two Character Interaction Piece.
For this project students should complete a character animation of minimum 90 seconds duration. It must be an advanced acting piece with dialogue. They can choose any of the following methods for their project work.

· Entire project as 2D Animation

· Entire project as 3D Animation

· Entire project as Stop-motion Animation

· 2D Animation + 3D Animation

· 3D Animation + Stop-motion Animation

· 2D Animation + Stop-motion Animation

(Students can select any of the above animation method, according to his/her interest)

A project of minimum 90 seconds duration.
COURSE 4 -1
INTERNSHIP

OBJECTIVE


To acquire practical industry based experience


Internship is on the job training to assimilate professionalism in one’s career. The students will have to undergo an Internship at an Animation Studio for a fortnight during the fourth semester. The students would prepare individual reports after the Internship and the same should be attested by the organization under which the student did the internship. The students’ comprehensive report will be submitted to the HOD for evaluation. A faculty member will monitor the students during the internship.
COURSE 4 -2
Final Thesis Project

OBJECTIVE

At the end of the programme, the student should reach a high professional standard in preparing the thesis project. 

Student should work individually to achieve the production goal within four months under the guidance of supervising faculty.

Final thesis project comprises of following assignments:

· An animation short

· Students should develop an innovative and theoretically informed body of work which proves their Creativity, Aesthetic sense and Technical Skills.

· The duration of the short should be a minimum of 90 seconds.

· Students should submit the Movie along with the Comprehensive Report to the Head of the Department.

· Viva

· Seminar Presentation of the Final Project

· Provides an opportunity to prepare a professional portfolio and exhibit student works at the end of the programme with proper guidance from the department.
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