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Caraterização da Unidade Curricular / Characterisation of the Curricular Unit

Designação da Unidade Curricular / Curricular Unit:
[3181200374] Animação Multimédia II 
[3181200374] Multimedia Animation II

Plano / Plan: 2017/2018

Curso / Course:
Artes Plásticas e Multimédia 
Arts and Multimedia

Grau / Diploma: Licenciado

Departamento / Department: CA - Comunicação e Arte

Unidade Orgânica / Organic Unit: Escola Superior de Educação de Viseu

Área Científica / Scientific Area: Multimédia

Ano Curricular / Curricular Year: 3

Período / Term: S1

ECTS: 4

Horas de Trabalho / Work Hours: 0108:00

Horas de Contacto/Contact Hours:

(T) Teóricas/Theoretical: 0000:00 (TC) Trabalho de Campo/Fieldwork: 0000:00

(TP)
Teórico-Práticas/Theoretical-Practical:

0015:00
(OT) Orientação Tutorial/Tutorial
Orientation:

0000:00

(P) Práticas/Practical: 0045:00 (E) Estágio/Internship: 0000:00

(PL) Práticas Laboratoriais/Pratical Labs: 0000:00 (O) Outras/Others: 0000:00

(S) Seminário/Seminar: 0000:00

Docente Responsável / Responsible Teaching

[2175] Pedro Manuel Dos Santos Neves Rito

Outros Docentes / Other Teaching

[48414] Nelson Alexandre Fernandes Gonçalves 
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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, framing digital animation and 3D animation. 
- Design 3D 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 3D digital animation.

- Develop a 3D 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, framing digital animation and 3D animation. 
- Design 3D 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 3D digital animation.

- Develop a 3D animation projects following the steps and tasks of pre-production, production and
post-production
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Syllabus (Lim:1000)

1. Introduction and context 
1.1 Field and state of the art; 
1.2 Historical evolution of types, styles and animation techniques; 
1.3 Theories and principles of animation ; 
1.4 Methodologies and project management.

2. 3D digital animation: 
2.1 Interface basics of a 3D computer graphics program; 
2.2 Navigation and visualization in 3D; 
2.3 Selection and manipulation of objects, vertices, edges and faces; 
2.4 Modeling: object types and modeling techniques; 
2.5 Materials, textures and shaders; 
2.6 Lighting: light types and light rigs; 
2.7 Armatures and Rigging; 
2.8 Object and character animation; 
2.9 Procedural animation and simulation; 
2.10 Rendering; 
2.11 Post-production and compositing.

3. 3D animation production projects: 
3.1 Project design: stages and tasks; 
3.2 Pre-production; 
3.3 Production; 
3.4 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.
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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 discussion and guided exploration, autonomous work allows the student to deepen and further the
work developed during contact hours, providing a useful context to develop strategies to foster self-guided
and autonomous learning

Normal Evaluation: Individual assignments (40%) and group project (60%).

Special Evaluation: Individual assignments (20%) and additional theoretical and practical assignments (20%),
group project (60%)

Exam: Theoretical and practical test (60%), Individual project (40%)

Demonstration of the coherence between the teaching methodologies and the learning outcomes

The practical dimension is implemented through guided exploration and projects' development, covering both
moments of individual 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 autonomous work and that is supported both in the following contact hours and at distance through
the use of the institutional e-learning platform or other tools and services that facilitate communication and
interaction between teacher and students. Since this is a field of constant invention, of rapid development and
renewal of techniques and tools in order to foster future self-guided and autonomous learning.
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