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Animation

Learning Objectives

The Learning Objectives of this course are as follows:
e To introduce the students to the skill of animation.
e To learn about the application of 2D and 3D animation.

Learning outcomes

The Learning Outcomes of this course are as follows:
e After studying this course, students will be able to understand the importance of
animation and graphics design
e After studying this course, students will be able to learn graphics design in 2D and
3D animation.
e After studying this course, students will be able to learn the application of graphics
design in 2D and 3D animation in advertising and other areas.

SYLLABUS

Unit 1:2D Animation (7 weeks)

Introduction to 2D Animation: Introduction to 2D Animation, Drawing concept, Colour
theory & basics, Incorporating sound into 2D animation

Layout & Designing: Basic of sketching, still life and assignment of basic drawing,

Composition of basic elements, Work in different media, such as drawing, collage, and
painting, Explore the relationship between elements and principal, Pixel and resolution:

\7@* and Bitmap Graphics
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Graphics and advertising (Practical)

Creating Digital Layout

Professional image editing (PHOTOSHOP)

Advertising and relevant case , Graphics and illustration (Corel Draw, Paint)
Vector Composition , 2D animation (Macromedia Flash)

Broadcast Design (Practical)
e Working with visual images
e Story Boarding
e Titles and Credit Making
e Stop motion animation

Production / Post-Production (Practical)
e Paint & animate (scanning, tracing, ink & Paint)
e Understanding Background composition
e Basic Understanding of 2D animation and technique
e Animation with flash, Portfolio Making

Unit 2: 3D Animation (8 weeks)

3D Modeling: Introduction to 3D space in Blender, Introduction to Modeling Techniques, In-
organic Modeling, Organic Modeling

3D Shading: Use of Materials & Shader, Shader and Texture Editing, Shading Organic Model,
Shading In-Organic Models

3D Animation and Rigging (Practical)
e Introduction to 3D Animation
e Create, Edit and working with Animation Graph, Rigging using Blender
e Setting up controllers for joints
e Simple Skeleton structure with proper joint orientation

3D Lighting and Rendering (Practical)
e Understanding Lighting in Cycles
e Direct and Indirect Lighting
e Light Linking, Final Composition
e Creating composition and Light with the Shaded Models

3D Dynamics (Practical)

e Introduction to Dynamics, Active and Passive Bodies

e Creating basic Simulation and collusion using Rigid body
e Cloth Simulation, Simulation of Brick wall collusion
[}

\/ Introduction to Fluid Effects, Creating fluid simulation
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Project
(Digital Imaging)
e Design Print advertisement for Service
Design Print advertisement for Product
Design Print advertisement an Event
Design Print advertisement on Social Awareness
Design a collage with a social message

2D Animation

e Drawing fundamentals using lines
Sketching of cartoon characters
2D Logo designing
Storyboarding of a 30 seconds film
Portfolio making of an organization

3D Animation

Exploring the Interface of 3D application & Basic Modeling
Create different types of Materials and create a Shading
Create a simple walk cycle using the character rigs

Create a composition and Light set up

Create a Fluid simulation & rendering

Suggested Readings:

e The Illusion of Life: Disney Animation, Ollie Johnston and Frank Thomas, Disney
Editions.

e Blender Production Creating Short Animations from Start to Finish, Roland Hess,
Routledge.

e Animating with Blender: Creating Short Animations from Start to Finish, Roland
Hess, Focal Press

e Simplified Drawing for Planning Animation, Wayne Gilbert, Anamie Entertainment
Ltd.
Getting Started in 3D with Maya, Adam Watkins, Routledge.

e Creating Characters with Personality: For Film, TV, Animation, Video Games, and
Graphic Novels, Tom Bancroft, Watson-Guptill

e Force: Dynamic Life Drawing for Animators, Mike Mattesi, Focal Press

Note: Learners are advised to use the latest edition of readings.

Examination scheme and mode:
Total Marks: 100
Internal Assessment: 25 marks
Practical Exam (Internal): 25 marks
End Semester University Exam: 50 marks
The Internal Assessment for the course may include Class participation, Assignments,

Class tests, Projects, Field Work, Presentations, amongst others as decided by the faculty.

Note: Examination scheme and mode shall be as prescribed by the Examination Branch,

\/ University of Delhi, from time to time.
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