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Learning Outcomes of the Curricular Unit

At the end of this course, students should be able to...

- Discriminate different animation techniques and types, framing different types of digital animation.

- Appreciate technical and artistic qualities of works and authors of recognized importance in the animation
field with a special focus on digital animation.

- Discuss the advantages and limitations of different digital animation techniques and types according to
different technical and artistic criteria.

- Design 2D animation production projects for various purposes and in accordance with different technical
and artistic criteria.

- Use proficiently computer tools for the different processes involved in the production of 2D digital animation.

- Develop a 2D animation projects following the steps and tasks of pre-production, production and
post-production

Learning Outcomes of the Curricular Unit (Lim:1000)

At the end of this course, students should be able to...

- Discriminate different animation techniques and types, framing different types of digital animation.

- Appreciate technical and artistic qualities of works and authors of recognized importance in the animation
field with a special focus on digital animation.

- Discuss the advantages and limitations of different digital animation techniques and types according to
different technical and artistic criteria.

- Design 2D animation production projects for various purposes and in accordance with different technical
and artistic criteria.

- Use proficiently computer tools for the different processes involved in the production of 2D digital animation.

- Develop a 2D animation projects following the steps and tasks of pre-production, production and
post-production
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Syllabus (Lim:1000)

"1. Framework and theoretical foundations1.1 Field and state of the art;1.2 History of Animation;1.3 Types,
styles and techniques of Animation1.4 Principles of traditional animation applied to digital animationl1.5
Scriptwriting, storyboards and visual developmentl.6 Methodologies, tools and project management.2.
Introduction to computer animation:2.1 Traditional animation2.2 Stop-motion2.3 Cut-out2.4 2D animation2.5
3D animation2.6 Other techniques3. 2D animation3.1 Interface basics of a 2D animation software;3.2
Timeline and layera;3.3 Tools and techniques for drawing characters and objects3.4 Animation: keyframes,
inbetweens and tweening;3.5 Armatures3.6 Sound3.7 Import and export4. 2D animation production
projects:4.1 Project design: stages and tasks;4.2 Pre-production;4.3 Production;4.4 Post-production.”

Demonstration of the syllabus coherence with the curricular units' learning objectives

The syllabus was designed based on the knowledge and skills being sought, it operationalises the learning
outcomes. The first unit of the syllabus aims to familiarise the student with the field, including the culture,
state of the art and theoretical foundations. This familiarization will support the important practical dimension
described in the remaining units of the syllabus and implemented through the development of a project and
guided exploration.

Teaching Methodologies (Including evaluation; Lim:1000)

The concepts and theoretical foundations mentioned in the course syllabus are presented together with the
critical analysis of case studies. The practical dimension translates into the guided exploration of tools in
order to foster the development of technological fluency and the building of critical skills related to their use.
Alongside the opportunities for discussion and guided exploration, the autonomous work allows the student to
deepen and further the work developed during contact hours, providing a useful context for the development
of strategies in order to foster self-guided and autonomous learning to be carried out by the student in the
future, inside and outside the school.

Normal: Individual assignments (40%) and group project (60%). Special: Individual assignments (20%) and
additional theoretical and practical assignments (20%), group project (60%) Exam: Theoretical and practical
test (40%), Individual project (60%)
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Demonstration of the coherence between the teaching methodologies and the learning outcomes

The teaching methods are consistent with the theoretical dimension and the important practical component
that are present in the learningoutcomes of this course. The practical dimension is implemented through
guided exploration and projects' development, covering both moments ofindividual and collaborative work
and contact hours and autonomous work.In this context, the work developed with the teacher in the contact
hours is expected to trigger a practice that extends to the hours of autonomouswork and that is supported
both in the following contact hours and at distance through the use of the institutional e-learning platform or
other toolsand services that facilitate communication and interaction between teacher and students.
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