Art 363A Animation IIA   
# 111110
T/Th 2pm-4.45 pm
online

Instructor: Aglaia Mortcheva

CSUN Course Syllabus, Spring 2021
Email: aglaia.mortcheva@csun.edu
Personal(emergency) email: 

aglaia_mortcheva@yahoo.com

Location: Art Department, room /online via Canvas
Course Description:
Further study of animation skills for both traditional and computer animation.  Introduction to storyboard process, character design and story development through team and individual projects.  Intermediate level animation principles of character expression, lip sync and staging.  
COURSE GOALS, student will: 
1. Develop team skills and the creative animation process through exercises focused on learning the basics of developmental processes, including story and character development.

 2. Learn to communicate an idea with clear staging, storyboard process and cinematic sequencing.

3. Learn and practice intermediate principles of animation expression, lip sync and staging.

4. Learn and use course specific 2D Digital software technology.

5. Produce a Short-Animated Film that demonstrate the successful integration of clear concept development, staging and animation principles in original and skillfully executed work.

Student Evaluation:
Assignments are specific and evaluated accordingly for both the process and the product. Sufficient evidence of an ongoing creative process and development over time with corrected revisions is expected.

   50%: Final Project and Midterm.
  30%: Homework and in-class assignments.
 20%: Participation in attendance, class critiques, discussions and screenings.
Assignment Delivery: 

This is not an on-line course. All assignments must be turned in, in class, on Canvas.  
There will be a live lecture, please be present. Synchronicity is important and attendance will 

be taken weekly.  The lecture will be followed with demo, discussion, questions and 

answers session and individual lab time. 

Assignments are due on delivery date. Assignments that are week late will earn 50 % of 

the grade. Assignments more that 2 weeks late be graded 0 points. 

Exception will be granted for revised work.
End of Term: 

Copies of all work must be submitted digitally online in Canvas. Failure to do

so may result in late or missed assignments, thus a grade reduction. Student work may be used
as examples in current or future courses.

Attendance Policy: 
This studio course requires attendance, work in class and homework/lab time outside of class time. 
Student Behavior/Professional Deportment:
In the classroom/lab, students are expected to practice professional behavior and treat other students, lab techs and faculty with respect and cooperation. 
Student code of conduct found on CSUN website http://www.csun.edu/studentaffairs/pdfs/standards_ student.conduct.pdf.

Plagiarism

CSUN website at http://library.csun.edu/Guides/ResearchStrategies/AvoidjngPlggj@!jsm
Recommended Books  (available through Amazon.com):
. Character Animation Crash Course, Eric Goldberg, Silman‐James Pr, 2008.

· The Animator’s Survival Kit, Richard Williams, Faber&Faber, 2012 (4th edition).
· How To Cheat in Adobe Flash, Chris Georgenes, Focal Press, 2007.

·
Cinematic Storyboard Workshop, Gregg Davidson, Gregg Davidson, 2015
Note: There are subsequent editions of ‘How To Cheat in Adobe Flash’ that correspond to newer versions of flash (CS5, CS6, CC). Newer editions should be acceptable, though please refrain from purchasing the CS4 edition, we will not be working with Flash CS4.
How this course will work:
This is going to be a very fast-paced course.  Due to the amount of information that will be reviewed, you will be expected to use lab hours and/or spend time outside of class working on assignments.  Flash is a fairly simple program but there is a lot to learn and we don’t have the time required to run through every single option or tool.  You should be comfortable with asking each other for help with small things or using Google to research.  
Each week, assignments will be turned in and graded mostly on a done/not done basis.  Assignments will be presented to the class as well.  Students will additionally be expected to critique each other's work as well.  
The final project will be a group project.  This will help you learn how to work in a team.  The final project is so much of your grade that failing to complete it will almost certainly result in failing the course.  Managing your time and cooperation is key to completing this assignment on time.  Fortunately, the first 6 weeks are instruction and overview and the remaining 10 will be dedicated to this project.  
MATERIALS:
·
USB Flash Drive (8-12gigs minimum).

·
Access to Adobe Animate CC, Photoshop and After Effects, as well as sound recording and editing program like Adobe Auditions. 
·
Wacom Tablet or similar type of tablet

·
Highly recommended but not required: 500 GB or more Hard Dive (PC and Mac Compatible).

*Homework:
Students will be given several core homework assignments that correspond to lectures throughout the semester. More assignments may be assigned in the form of class work or supplemental homework assignments, depending on the progress of the class. Supplemental assignments not outlined on this syllabus will be weighted towards class participation. All homework is due at the beginning of class, on their respective due dates, and must be and available for presentation.
Please Note:
This syllabus is subject to change due to overall student progress, or judgment calls from the Instructor.
Weekly course outline:

Week 1:  Class overview and Adobe Animate Basics
· Program overview, interface, tools, and libraries.
· Using the timeline, frame by frame animation and drawing tools.
· Assignment: Ball bounces exercise.  Tweens vs. traditional.      

Week 2: Character building and animation
· Building a simple scene, creating assets, using symbols and camera. Frame by frame animation vs tweeting. Using different kinds of tweens.
Week 3: Character animation
· Traditional character animation.
· Creating a character using symbols.  Learning how to setup and access multiple parts within a character.
· Assignment: Basic traditional character animation. 

Week 4: Facial animation
· Setting up a symbol face. Animation facial expressions and lipsync.
· Assignment: Animate 2 faces using a short 2 - 5 second audio clip: 1 with symbols, and 1 traditionally.
Week 5: Scene building /complex
· Bringing multiple assets into a scene. Multiple shots, scenes and sequences.
· Assignment: Assemble a complex/ 15-20 sec.) scene containing a background, one audio track and 2 or more characters.  Animate something simple as well.
Week 6: Project: Pitch
· Storyboard 
· Assignment: create a storyboard and animatic
Week 7: Project: Getting started
· Basic concept designing.
· Assignment: Rough designs of characters, environments, and needed props.
Week 8: Project: Audio, Boards, Animatics and Assets
· Recording audio, basic storyboarding, and animatic setup.
· Assignment: Complete animatic and setting up shots
Week 9 - 15: Project: Animation 

Assignment: Weekly presentation of animated shots. Problem solving. Different deadlines and 

milestones have to be met on weekly basis. This is the Production Part of the class and a production prosses and a pipeline to create a short-animated film.
Week 16: Present final animation
· Assignment: Present final animation.
This syllabus is subject to change due to overall student progress, or judgment calls from the Instructor.

