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PREAMBLE

The students of this program have been trained with un compromising stand

ards of excellence.
To face the technological challenges the departme

nt, provides the aspirants with wide spectrum of
latest well equipped digital studios at par with the industry. The Studios

are designed to achieve
parallel growth in theatrical and practic

al skills keeping in mind the current enlargeme

nts. These
facilities help our students to avoid capsule based learning

and n turn encourages in depth analysis
of courses.

Learning Outcome Based Curriculum Framework for Undergraduate education in Bachelor

of Animation and Visual Effects.

VISION

To provide world class education to the students to face global challenges and to inculcate the

latest trends in technological advancement. To cater the needs of the environmental and ethical

values in the mind of students to become good citizens and entrepreneurs.

MISSION

The Mission is to pursue a philosophy of perceptual acquisition of knowledge. The important

policy is to provide value-based education and to bring out the hidden potentials in students tha

equip them to approach life with optimism.

PROGRAMME EDUCATIONAL OBJECTIVES (PEO)

Under Graduates of Animation and Visual Effects programme will

PEO 1: Prepare the students and tune them with newer societal aspirations in order to meet out

the standards of excellence.

PEO 2: Offer a space for proficiency in skill development of animation industry.

PEO 3 Engage in acquiring the profession and to acclimate rapid change in work environment
PEO 4 Altering the students to cater the needs of the centry level animation job markets.

PEO 5: Provide a platform to practice and reflect the professional ethics among the society,



PROGRAMME OUTCOMLE (PO)

POT : Comprised with adequate knowledge in various branches of the discipline.
PO2: Molded with an aptitude of analytical thinking. logical thinking and creativity.
PO3: Well prepared with profound knowledge based on  socictal concerns
responsibilities.

PO4: Transformed and enriched with contemporary animation production

POS: Equipped to meet out the requirements of the animation industry

PO6: Functions commendably as an Animator.

PQO7: Exploratory competency to enhance the ethical values of Animation.

PROGRAMME SPECIFIC OUTCOME (PSO)

PSO1: Will have adequate skills sets to work in Animation and Visual effects.

PSO2: Will gain industrial experience through workshops and internship programs
PSO3: Will be able to produce animation projects based on their carcer interest.

PSO4: Will have ample comprehension to set up their own firm based on specialization

PSOS: Will become an expert in visual effects creative production

and



HINDUSTHAN COLLEGE OF ARTS & SCIENCE (AUTONOMOUS),

COIMBATORE-641028

SCHEME OF EXAMINATIONS - CBCS & LOCF PATTERN
(For the Students admitted from the Academic year 2021-2022 and Onwards)
UG PROGRAMMI

gramme: Bhe

Branch: ANIMATION AND VISUAL EFFECTS

(| Course Code | Course | Course Title Credit Lecture Exam | MAX. MARKS
Type points Hours/ Duration
Week (hours) ) )
| Theory | Practic LI E.E | Tot
al al
P B A Semester - 1
[ 21LATO | MIL Tamil-1/ 4 6 - 3 30 70 100
21LAHOY/ Hindi-l/
21LAMOY/ Malayalam — I/
21LAFO01 French-l -
1 | 21ENGO1_| AECC | English -1 4 6 - 3 30 70 [ 100
I 21AXU0N DSC CORE/ DSC-I 4 4 - 3 30 70 100
Art and Colour theory
21AXUO2 DSC CORE/ DSC-II 3 1 3 15 33 100
Animation Design
(Theory and Practical) 2 3 15 35
11 21AXU03 DSC CORE/ DSC-III 2 - 3 6 40 60 100
Practical I - Space
Form and Structure |
1l 2TAXUO4 DSC CORE/ DSC-IV 2 - 4 6 40 60 100
Practical 1T - l
Animation Art and ;
Drawing |
a1 | 21AXU05 | GE Allied-1 /GE-I 2 - 3 6 L 40 60 | 100
X Practical I11 - Digital '
Art - Photoshop &
Iilustrator
v 21AXUE0l | AEE Open Elective - 2 3 - 3 100 - 100
v 21GSU01 AECC ];n\fi.ronmel1lal 1 2 - 2 50 . 30
tudies
IV | 21AXUVO01 | SEC VAC-I/Life Skills-1 @ | 1* 2 = 2 50 - 50*
/ SEC- *
Communicative
English
hY - SDR- Student
SEC Development Assessment will be in the Fifth Semester
Report -
Y i AREE lEs\stm_sc’?sll}’(;l?l:f\Ylllzlfi[sr Assessment will be in the Fourth Semester
SA - — e
’f[ Total 24 36 (440 [ 460 | 850
E ' Semester - 11 R W S
' 20LAT02/ Tamil-I1/ 4 5 3 30 70 100
21LAHO02/ Hindi-11/ |
A ! 2iLamoy | MIL Malayalam-I1/
e “2“"\"‘03 French-11 R
MU | 21ENG02 | AECC | English =11 4 5 3 30 70 ] 100
| 21AXU06 DSC CORE / DSC-V 5 5 3 30 70 100
b i Animation Theory
LM [21AXU07 DSC | CORE / DSC-VI |5 3 3 15 135 [100

i Sk A<t S s e Al = ettt



r | Computers for ——— T————— - Tras
- Animation (Theon —[ |
= s o and Practical) 2 3 15 135
~121AXU0 > CORE / DScvn |3 ,
g C-vI 3 _ z - - S
Practical IV - ! ) 6 40 60 100
! Cartooning and Comic
Hlustration
TN IN0 . —
“TT21AXU09 GE Allied-1I /GE-1I D) 1 1 - ——
])ractical V- - 6 | 4() 6() l()U
Rotoscopy - Mocha
TT21AXUI0OA | DSE Electives / DSE-1 | > . . -
| 21AXUI0B Practical V] B ) 7 6 40 60 | 100
| Practical VI
T21AXUV02 | SEC VAC-II/Life Skills-I1 | 1* 5 5 50 : 50%
@ /SEC - Language i - ' *
- | 21AXUJO1 ‘ Aptitude / Grade* |2 ) 5 30 _ 50
SEC | Placement *
A Training
Total | 25 36 C340 | 460 | 700
Semester - 111 ,
21AXUTI DSC | CORE / pscvi | 3 3 3 15 35 | 100
Basic Photography
and Lighting 2 3 15 35
Techniques (Theon
and Practical) ,
21AXU12 DSC | CORE/DSC-IX |3 N 6 140 le0 1100
Practical VII - 2D ‘
Animation Traditional -
[ | 21AXU13 DSC CORE/ DSC-X 3 - ) 6 100 - 100
Mini Project:
Animation Production
Study
I 1 21AXU14 DSC CORE / DSC-XI 3 - 5 6 40 60 100
Practical V11
| - 3D Modeling _
[ | 21AXUI5 GE Allied-11I /GE-III 3 - 5 6 40 60 100
Practical - I1X
Editing Techniques —
. Premiere & Audition 7 n
I |12iAXUl6 A | DSE Electives /DSE-II | 2 - 3 6 40 60 100
21AXU16 B | Practical X
PRACTICAL X
" [21AXUE02 | AEE | Open Elective-ll |2 3 - 13 1100 |- 1100
! 121GSU02 AECC | Human Rights 2 ¥ '2> —3 5 - D;U*
21AXUI02 Aptitude / Grade® | 2| - . - 30
SEC | Placement
‘ ‘raining o -
v 21AX 03 SIS N
;\\ > | SEC | Online Course - ! ] ] Tt
B Total 2 36 | 490 310 | 750
| . ! o ster - 1V - i }
e Semester AR
s mester - 1} - 3 3 0
b 121AXU17 [ DSC | CORE / D‘i@;ﬁ’l““ B ¢ ? 30070 110
—_—l Visual Story Telling - - - —
I 2IAXTTs DSC | CORE / DSC- XIII | 3 - |5 6 40 60 | 100
ical XI-
: } Practica

§
T

Character Design




_ Lreation s i i

| S -~ NSRS [PV N | E— . ' ,
n TRANL Y 3 B AN CORE /DSC X1V . 3 - I 6 30 60) ‘ 104)
. - Practical X1 . | | |
. Texturing and 3 _ ,
ot ! Lighting S0 I SN NN SR AN S —
il' A IAXU20 ISC L()RF / DSC-XV ‘ 5 2 3 O 40 60 100
' ’ . Introduction Visual | ;
Ettects (Theorny and | } !
| L Praaical IS IS AN NS S AN A —
n "T TAXL2L | GE | Alled-IV /GE-IV [ 3 - |5 6 40 60 | 100
1 | - Practical NIl - 1 ; | ;
g ’ﬂnliun Graphics - ' |
A B .._..~_é’..v L After uﬂc\l\ I S ‘ | S -
I | 2IAXU22A | DSE | Electives / DSE- | 3 | - 3 6 40 60 | 100
i 2IAXU22B . Ill [ !
i { l'ructu.d NIV | t ;
I N _»_4. PRAC n( AL \l\ 1 I NN S NS R S S—
v *1 ANU2Y  USEC | Internship !/ R ERE | - 1o | - 100
, 5 ' - Instiutional Training /| ‘; |
" Mini-Project : l
S S S 'i‘l\ummu( ourse-2) | 1 st =
. S . 01 oy~ L. ] . i ) - -
IV 2TANEVOS T ACC VAC-III ! |2 12 Al ;
o e R R e i m————— S—— [ - ) S ~— v
IV 2IAXUI0E Aptitude / [Grade® |2 - E 50 |- |50
i SEC Placement * I ‘ '
Training | . Yo
TOREITR B L - : z . a : -
" 21AXUI05 SEC Online Course ,, - ﬁ ! ; c*
f\: 1 ;2“,5‘ 03 :--\I ( ( lmumt \uunl\ ’ 1 2 - 2 _i_f“ - ”SQ
Vo 2IGSHO4 i ARCC I atension Activities g N i N ) } B ( ;
i WA N SPOR IS YRONIN i { C
Y 1 ‘ | i
;S -r‘,,‘“fwww"”“mw"fﬁ_“_l 27 3 Y? 1480 370 | 750
T 1 | Semester-V | L, B R S -_..[__-____, B
M1 2IAMI24 | DSC | CORE/ DSC-XVI |5 5o |3 301701100
i ‘@ | Film language and 1 f
appreciahion § - —t L
M T2iAxt 25 TDSC | CORE / DSC-XVIL | 5 2|3 '3 5 351100
f 5 ; - Sound Design 1 ! t 3 . 'l?_m__ . }j B T
W 2(AMU26 | DSC | CORE/ DSC- > 2| |3 = i R
2 Xl | | |3 13 35
3 | | -3 Character ‘ ; ? |
{ ‘} [ Anunation o l i —e} L N NI NN E—
i T 3ANa s T CoRE/ DSCXIX |3 (< 15 e a0 a0 oo
B | ; | Practical XV 23D & 5 ;
‘ ! { Rigping . ) B i R SENS S S
i T5iANiay THhee T CORE/ DSCXX | 2 PERE 6O 40 60 | 100
! ; - Practical XV - g f '
'; : | Anatomy Based ’ ‘ | ‘
o | Seulpuring R o a0 e oo
m o daxiya Tose (E lectives/DSE-IV | 2 AR = :
[21AX129 1 12 ‘ PRACTICAL XV : | E |
’a ? fmn('u( AL - “ | i | |
. 4 7 PRACTICAL XVDL L o T S
" ; ;1 ‘x\l bO3 17 ,\ll 7 I l)pull Jective-111 __“_l 2 (3 - 4_1.'?7- ————t l()() ] l_””«
W nGstoe r \l ( K& [ (um.ml Af,“,‘f&!'?f‘_.J I (- 2 S() S LA LN
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2GS0 | ARCC [Taworhies — [0 [ f- 2 S0 - 0
v TTANUVO4 | ACC , sl - 2 [s0 |- |50
\ VAC-IV N
v 21ANUI06 | Aptitude / Grder T2 T 2 50 |- | s0r
SEC | Placement *
. Traiping L L b L .
v | 21AXUI07 SEC | Online Course - I - - - | C/N
C‘*
Vo DTAXUI0S SEC | SDR- Student | 2% ; A T B B o | -
Development
Report L I N —
e Total 126 |36 | [ 10 1390 ) 800
1 Semester - VI o
1 | 21AXU30 DSC CORE/ DSC-XXI |0 3 3 3 15 35 100
Design Thinking - 15 35
(1 | 21AXU31 DSC CORE/ DSC- 6 3 3 3 15 35 100
XXII 15 35
- Virtual Typography
I | 21AXU32 SEEC , . 6 - Half - 50 150 | 200
Major Project: N
Animation | SL‘"? .
Production ’ project |
V | 21AXU32 SEC Self-Study 3% -v - - 3 100 - 100
Course i o
Portfolio Design i
Total 18 |12 210 [ 290 | 400
142 +( | 425
9 Lxtra 1 0
Credits
)
e *denotes Extra credits which are not added with total credits.
e ** denotes Extra marks which are not added with total marks.
¢ VAC-Value Added Course (Extra Credit Courses)
®  * Grades depends on the marks obtained



ABSTRACT FOR SCHEME OF EXAMINATION

(For the candidates admitted during the academic year 2021 - 2022

and omuards)

Part Course Papers | Credit Total Credits Marks Total Mark
1] Languages/ (MIL) 2 4 2 \'84 ¢ 100 200
111 English/ AECC-1 2 4 2 X;;4 ¢ 100 200

22
4 3X6¢18
3 7XS5¢35
Core /DSC 4 213/4/5/ IXdcd
; 3/4/5/6 8X 324 100 2200
5 IX2c¢c6
5 87
it < :
2X3ch
Allied /GE 4 3/2 2X2¢4 100 400
10
3X2¢6
Electives/DSE 4 3 1X3c¢3 100 400
9
Project SEC ] 6 : ‘\'6(’ ¢ 200 200
Open Electives /AEE 3 p = \(, 2¢ 100 300
EVS & Internet Security SY
/HR/GA/LE 5 1 5 50 250
AECC
Job Oriented Course / , 2- 1% -
2 * 50 ok
Value Added Course ! Zr 100
Skill Based/ s . ,
: Grade 4 X Grade 50 ok
Placement/Aptitude SEC ) At ade 200
tiv Online courses / SEC 3 Grade Grade - -
1-1*
Life Skills / SEC 2 1 x 50 100%*
N [-3* o
Self-Study Course /SEC / 3 3% 100 100
Internship/Institutional I,
Training/Mini-Project / / / 100 100
(Summer Courses i) - = )
SDR- Student > d ) )
R Development Report N B I
Extension Activities | _
v NSS / NCC/Sports/YRC 2 12 5 . ]
— /SIS /SA - AECC ' o e
| ol 4250 +
Total | (9 Extra (500%%)
i

———

Credits)




List of Open Elective Papers & VAC / JOC

ctives

Yoga for Human Excellence

Human Health & Hygiene

Indian Culture and Heritage

Indian Constitution and Political System
Consumer Awareness and Protection
Professional Ethics and Human Values
Human Rights, Women’s Rights& Gender Equality
Disaster Management

Green Farming

Campus to Corporate

How to start a Business?

Research Methodology and IPR

General Studies for Competitive Examinations
IIT JAM Examination ({for Science only)

CUCET Examination

Courses offered by the Departments to other Programmes

te: VAC / JOC courses can be added along with the above open electives




List of Elective Papers/ DSE

(Can choose any one of the paper as electives)
o Course Code Title
, Practical VI:
Electives/ 21AaLI0A Foley Sound Design
DSE-1 SIAXULO B l’r‘aci'tical VI: . .
Miniature Modelling and set design
2IAXUI6 A Practical X:
Electives/ Virtual Typography
DSE-II 2IAXUL6 B PRACTICAL X:
VIX Editing — Nuke Studio
21AXU22 A Practical XIV;
Electives/ Gesture Study
DSE-III 21AXU22 B PRACTICAL XIV :
Environmental study
21AXU28 A PRACTICAL XIX :
Electives/ Compositing Techniques - Nuke
DSE-IV 2IAXU28 B PRACTICAL XIX :
Tracking — 3D Equalizer

4ol .S

llabus Coordinator BOS-Chairman/Chairperson

ademic Council - Member Secretary PRINCI 'l:/\/

VTE'."’,,‘ PAL
rdinator Hindusthan ( ‘ m2 end Soienea
Core dit Cell . e
Academic AU ‘rts & Science, Hindusihian Copl :::.-';;z;, Behind MNava ina

f Coim e - e 1,78
than College 0 cimbaters - 641 L28,
Hmdus Coimbatore- 1 028.



oplations
1. Internship - Tnstitutional Training / Mini-Project is related 1o the discipline can be permitted to

complete during the end of T and 1T semesters for minimum seven days each and permitied to

submit a report.

Internship / Institutional Training Not more than seven days
I & )

Mini project

Depends on the departments

[

Praject work is considered as a special course involving application of knowledge in problem
solving / analyzing /exploring a real-life situation. A Project work may be given in lieu of a

discipline specilic elective paper.

o

Two core courses DSC- XVIII & DSC- XIX are the subjects which are to be
related with NPTEL courses.
t. If the students who are all completed the NPTEL courses before semester -V,

they can avail exemption from appearing exams of DSC- XVIIl & DSC- XIX in
Fast track scheme.
3. NSS 7/ NCC/Sports'YRC / SIS / SA is a mandatory as per New Education Policy and the students must

attend the allocated hours within two years and will be evaluated during the end of second year and also

certificate will be issued.

N
h

SDR -- Student Development Report to be received by the department from the students till end of the fifth
semester. (Evidences of Curriculum activities and Co-curriculum activities)

7. For online courses minimum of 2 certificates in any of the online platform is mandatory.

Extension Activities

NSS - National Service Scheme, as enrolled member with the College Unit.
NCC - National Credit Corps, as enrolled member with the College Unit.
SPORTS - Sports & Games Participation with College Team

YRC/RRC-Youth Red Cross / Red Ribbon Club, as enrolled member with the College
Unit,

Rotaract Club - Rotaract Club, as enrolled member with the College Unit.
SIS - Special Interest Subjects, as approved by the Academic Council

SA -~ Social Activity for not less than 50 hours with NGGO like Aram Foundation /
Shanthi Social Service / Siruthuli / KulangalPathukappuAmaipu /Old age Home /

Nature Foundation / etc.

;HF.ME OF EVALUATION FOR UG COURSES (INTERNAL & EXTERNAL
L)MI‘OI\’ENTS) — Updated scheme of evaluation will be given by COE.

—— .




UG Courses- Scheme of Evaluation (Internal & External Components)

(For the students admitted during the academic year 2021-2022 and onwards)

1. Internal Marks forall UG

_ Components | Marks
Test| 5
Test 1l 5
|___Model Exam 10
Assignment D
Attendance* 5
TOTAL 30

2. a) Components for Practical LE.

Components | Marks
Test -l 20
Test- 11 20
Total 40

L LIS LI L

*Split-up of Attendance Marks

75-79 - | marks
S0-84 - 2 marks
835-80 - 3 marks
90-94 - 4 marks
93-100 - 5 marks

b) Components for Practical E.E.

Components Jm\ll‘lk\:
Experiments | S0
Record [ 5
Viva i 3
Total i 60

3. Institutional/ Industrial Training, Mini Project and Major Project Work

Institutional  /Industrial | Mini  Project | Major Project Work

Training (LE) (L.LE) ]

Component Marks Marks | Component ' Marks | Total

| Marks

Work diary 25 - LE

Repont 50 501 a)Auendance | 10
Viva-voce 25 50 1 b)Review/Work diary* | 30 40
T Total 100 100 | Bl a) Final report ; 40 |

____bViva-voce | 20 60

o Total 100

(group consisting of minimum 3 and maximum S)

4. Components for Value Education (Part IV):

*Review is for Individual Project and Work Diary is for Group Projects

y—

a)

b)
C)
d)

S.No. |

Components
Attendance

96%6 and above - 30 marks
1% 10 95% - 25 marks
86%% to 00°%% - 20 marks
76% to 85% - 10 marks

Assignment (2 x 10)
Test (1 hr for 20 marks)

Participation in group activity

2 out of 3 questions, 10 marks cach

30 marks

30 marks
20 marks
20 marks

Marks |

Total | 100 marks

et itar o g sy A A Syt A ar S

AT - v &

** Eyaluation of report and conduct of viva voce will be done jointly by Internal and External Examiners

et A o A i i AR AT D



3. Guidelines for Environmental Studies (Part 1V)

T G TR
Two Tests (each 2 hours) ot 30 marks cach 60
[3 out of § deseriptive questions 3 x 10 = 30 Marks|
Field visit and report (10 4 10) 20)
(At least one ficld trip should be arrangedy |
Two assignments (2 x 10) L 20
Total | 100
6. Guidelines for Skill based subject - Internet Security (Part 1V)
(?ollilhlﬁc‘;néhis—m - P@»l'gyj\_’s_ N
Two Tests (cach 2 hours) of 40 marks cach 80
[4 out of 7 descriptive type questions 4 x 10 =40 Marks] |
Two assignments (2 x 10) -
Total | 100
7. Guidelines for General Awareness (Part 1V)
Components | \lylw
Two Tests (each 2 hours) of 30 marks cach 100
[50 objective type questions 50 x 1 = 50 Marks]
8. Guidelines for Law of Ethics (Part V)
Components - Marks
Two Tests (each 2 hours) of 50 marks cach 100
[5 out of 8 descriptive type questions 5 x 10 = 50 Marks|
9. Guidelines for Extension Activity (Part V)
No of Activities | Marks
2 x 50 ( Each Activity for two days)
(Activities may be Educating Rural Children, Unemployed 100
Graduates. Sell Help Group elc) I
10. Value Added Courses and Aptitude/Placement courses:
Components Marks
Two Test (each | hour) of 25 marks cach 50
QP is objective pattern (25x1=25) )
Total 50

Guidelines:

I. The passing minimum for these items should be 40% \ '

2. If the candidate fails to secure 40% passing minimum, he / she may have to reappear for the same in the
subsequent Semesters

3. ltem No's:4.5,6,7.8.9. 10 are to be treated as 100%  [nternal papers.

4. For item No.10, Tests conducted through online modules (Google Form/any other)




Equivalent remarks

" Range of marks
g0 and above Exemplary
70 - 79 Very good
60 - 69 Good
5059 Fair
40— 49 Satisfactory
Below 39 Not Satisfactory = Not
ompleted

Part IV & V not included in total marks and CGPA calculation.

)

,  L.E-Internal Exam

,  E.E-External Exam

y  JOC-Job Oriented Course

SING MINIMUM

»  Passing Minimum for UG 40%




UG PATTERN
QUESTION PAPER PATTERN FOR CIA 1 and CIA 11 EXAM

Reg.No: Q.P.CODE:
HINDUSTHAN COLLEGE OF ARTS AND SCIENCE (AUTONOMOUS)
DEGREE CIA-I/CIA-II EXAMINATIONS ---cceemee 20)---
(---------- SEMESTER)
BRANCH: ---—--------
SUBJECT NAME: --——-——mmmmeeeeee
Time: Two Hours Maximum:50 Marks

SECTION - A (6 x 1 =6 Marks)
Answer ALL Questions
ALL Questions Carry EQUAL Marks
(Q.No: 1 to 6: Multiple choice/Fill up the blanks /True or False questions)

SECTION - B (4x 5 = 20) marks)
Answer ALL Questions
ALL Questions Carry EQUAL Marks
(Q.No: 7 to 10 Either Or type)

SECTION - C (2x12 = 24 marks)
Answer any TWO Questions out of THREE Questions
ALL Questions Carry EQUAL Narks
(Q.No: 11 to 13)

QUESTION PAPER PATTERN FOR MODEL/END SEMESTER EXAMINATION

Reg.No: Q.P.CODE:
HINDUSTHAN COLLEGE OF ARTS AND SCIENCE (AUTONOMOUS)
DEGREE MODEL EXAMINATIONS 20
(- SEMESTER)
BRANCH :

SUBJECT NAME:-------=---——--

Duration: Three Hours Maximum: 70 Marks
SECTION - A (10x1=10 Marks)
Answer ALL Questions
ALL Questions Carry EQUAL Marks
(Q.No 1 to 10 Multiple choice/Fill up the blanks /True or False questions)
(Two questions from cach unit)

SECTION - B (5x6=30 Marks)
Answer ALL Question
ALL Questions Carry EQUAL Marks
(Q.No 11 to 15 Either or type)
(One question from cach Unit)

SECTION- C (3x10=30 Marks)
Answer any THREE Questions out of FIVE Questions
ALL Questions carry EQUAL Marks
(Q.No 16 to 20) (One question from each Unit)




For UG (Question paper pattern) (Max. 70 marks)

Sec—A (10x1=10marks) | All Questions will be in K1 Level
Sec—B (5x6=30marks) | 4 Questions will be in K1 Level,
Either or type 3 Questions will be in K2, K3 cach

Sec—C (3x10=40marks) | 2 Questions will be in K2, 3 Questions will be in K3 & K4 level
Any 3 out of 5§
questions

For PG (Question paper pattern) (Max. 60 marks)

Sec—A (5x4=20marks) | 4 Questions will be in K1 & K2 Level each,
Either or type 2 Questions will be in K3 Level

Sec—B (3x10=30marks) | 1 Questions will be in K3 Level
Any 3 out of 5|4 Questionswill bein K4 & K5 Level

questions

Sec—C (1X10=10marks) | 1 Question will be in K5 Level
Compulsory question
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- ] 2021
Course Code: 21ENGO1 Course Title Batch: 2022
Iffective Communication-I Semester: |
Hrs/Week: 6 L 6 T - P - Credits: 4

1.
2
3.
4

COURSE OBJECTIVE

1.To identify key elements and principles of Communication.

2.To demonstrate understanding of the communication process.
3.Ability to handle difficult situations.

4.To construct productive approaches (o communication.

5.To develop skills in listening actively and empathetically to others.

COURSE OUTCOMES (CO)

intelligence etc

S.No COURSE OUTCOME BLOOMS LEVEL
Recognize the sounds of English words, the meanings of those words, and

COl the different ways of putting words together to make KT1&K?2
meaningful sentences.

Apply different strategies for reading based on the purpose of the material K3

CO2 being read. °

CO3 Understand writing skills through practice, including legibility, spelling, K2 ‘1
clarity, accuracy, and completencss.

CO4 Recognize and understand the difference between factual and emotional K1&K2
communication and respond accordingly Sodh
Understand the nuances involved in acquiring the skills related to

COs listening, team building, problem solving. assertiveness, emotional K2

KI- Remember, K2- Understand, K3- Apply, K4- Analyze




SYLLABUS

21ENGO1 Effective Communication-I Sem: |
Unit No. Topics o | Hours |
| General Grammar I
Detailed l“unclmnal‘Usc - \\"m’d !wwmalmn ~ Vocabulary — Definitions — Abbreviations —
Common Lrrors - Exercises. 15
I Rezul.ing ‘slull ‘ e .
Detailed Reading dltt'crcnl types of texts for effect, clarity, and emphasis — reading for
comprehension — reading — eritically — reading to explain 16
m \\fr.it'ing Skills
Writing — messages — short notes — paragraphs — assignments — interpreting visual 14
presentation (tables. graphs & charts). o
v Spcaking Skill _ |
Sample dialogues in classroom situations — dialogues for various situations —short 15
speeches
v Soft Skills
Interpersonal Relationships — Intrapersonal relationships — empathy — body language 12
R e )

Teaching methods: Lecturing, PowerPoint Projection through LCD, Assignment, Seminar,
Discussion and Activity.

TEXT BOOKS

Text Book:
Effective Communication Vol-I New Century Book House-2020).

REFERENCE BOOKS

Reference Books: o

Radha Krishnan. Pillai G. K. Rajeevan and P. Baskaran Nair, Wriiten English for you, Madras,
Emerald Publishers, 1995. -

The Humanities and Social Science Division, Anna University, English for Engincers and
Technologies, Vol 1, Anna University, Chennai, 1999.

WEB RESOURCES

Web Link:
hups:/enavikipedia.orghvikilistening
https://enavikipedia.org/wikisspeaking

hitips:

enwikipedia.org/ wikivvriting

htips:/enawikipedia.orghviki fourskills

‘ MAPPING WITH PROGRAM OUTCOMES
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" Course Code: 21ENGO2 | __%“"4"'1 l_"r!‘A _
L_____ - I",I'l'vcli\'c__(_‘ummuniculion-ll
i Hrs/Week: 6 L. O T -

2021~
Rateh: -
_ Mateh 2022
Semester: |1
Credits: 4

COURSE OBJECTIVE

1J

L2

4. To enhance vocabulary beyond that of the subject matter.

N

1. To draft effective business correspondence with brevity and clarity.

To strengthen intelligible pronunciation, stress and intonation patterns.

Able to work effectively in teams and demonstrate team-building capabilities,

To demonstrate effective oral and written communication skills in the professional context.

JURSE OUTCOMES (CO)

S.No COURSE OUTCOME
CO1 Understand basic skills in literary and linguistic communication and
explication of literary practices and process with clarity.
5 Analyze their own ability to improve their own competence in using the
€o2 language.
CO3 Apply ianguage for speaking with confidence in an intelligible and
3 ) N
acceptable manner.
CO4 Effectively communicate through the written word for a wide variety of
purposes and audiences.
CO5 Understand and appreciate the principle of politeness in relation to the
‘03 .
speaker/listener

K1- Remember, K2- llmlcrsl.nul K3- Appl\ K4- Analyze

" BLOOMS LEVEL

I\I(&.I\”

K4

K3




SYLLABUS

21ENG02 Effcctive Communication-1] .ISlcm:
Unit No. Topics Hours
i Essentials for Communication
Communication: Definition, process and scope, types and barriers. effectiveness
of communication — role. 15
1 Language Focus ' . ' o
Vocabulary, tone, register, pronunciation, coherence, clarity, association of thoughts,
language process and presentation. 16
Oral Communication
11 Verbal-non-verbal Communication, personal appearance, posture, gesture, eye contact. 14
dyadic communication, face to face, telephonic conversation. debates and group
discussion |
v Written Comm unic.ation
Formal report, technical proposals, book review, writing articles. letter 15
correspondence, agenda and minutes, brochures, case study on communication.
Communication for Placement Prospects Principles of interviewers. mental blocks
Vv and exercises. creative process in 12

communication, fluency, elaboration and through presentation. career planning
and performance improvement,

Teaching methods: Lecturing, PowerPoint Projection through LCD. Assignment. Seminar,

Discussion and Activity.

TEXT BOOKS

Text Book:
Effective Communication Vol-II, New Century Book House-2020.

REFERENCE BOOKS

Reference Books:
Poe, Roy W. & Rosemary T. Freukling, ‘Business Commumication: As Caase Method Approaches,

ALT.B.S. Delhi, 2000.

Krishnan. Mohan and Meera Banerji, Developing Communication Skills. Macmillan India Ltd. new

Delhi, 1998.

Alder, Ronald B, Commumicating

Random House, New York, 1989

at Work: Principles and Practices for Business and the I rofessions,

\ WEB RESOURCES

Web Link:

hitps:/ . enotes.com/topics/how-much-land-does-man-need

’-’lwﬂ@1*:)111&4311.:}-'0_111101f_c!~_@x/120_<1fzf!Izc:.ga?:gw.v_-mcl-_f&e_-ﬁrmg/




htips:/en. wikipedia. org/wiki/The_Last_Leaf
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co — PO1 PO2 PO3 PO4 i
CO1 S M S S
CO2 S S S M
CO3 M S M S

CcO4 M S S S _j

S-Strong, M- Medium, L — Low

ASSESSMENT PATTERN (if deviation from common pattern)

Follows common pattern of Internal and External assessment, suggested in the Regulations.

Course Designed by Verified by HOD

Approved by CDC
~ Co-coordinator

Dr. PrivaSharon Thomas Dr. Priya Sharon"lhomae ,

o a0 phD. DR  PRIIRR KON SIS A 1P LD,
\]Dnﬁ?&f\ Sknaturc O‘Fthu Staif Professor & h,ud

X
. .:913”"' g@&fj_

Name & Signature

—

PIV arct Y PG & P'K aarc 11 L) ._‘ 01 E—]ﬁh

PG &Res cmm Cep
-hnduom’: y Col lieg<
Nava indiz, Ceimbato

Of o r]ﬁ 5uh
ta & Siencs

; - Hindusthan College of Ari., & Science
""P“_L 1043 * Nava India, Coimbatore - 641 023. Hindustha

Coience,




o 2021-2022 |
) se Title atch: )
Course Code: | 21AXUO1 Loutse . Batch: and
Onwards
Art and Colour Theory Semester: I
Hrs/Week: 1 L | 3 | T |1 P | - | Credits: | 4

COURSE OBJECTIVE:

£ LI O —

wh

Remember the color theory for art production and software knowledge.
Understand the elements of art and principles of art.
Apply vour color sense on color wheel to reproduce art work.

Explore colors and know the color as visual language and color correction process in visual
editing packages.

Examine and identify the art materials.

COURSE OUTCOMES (CO): Students will be able to apply the principles and elements of art in

their production.

in Iustration or designing manually in Production House.

S.No COURSE OUTCOME BLOOMS LEVEL
. Students will know theoretical knowledge for using the K1
€Ol software and acquire knowledge in color theory.
o2 Students will be ab'lc to'undcrstal?d apply the principles K1.K2
~“< | and elements of art in their production.
CO3 Experiment t.hc aesthetic value in their projects and know K1.K2.K3
the color as visuallanguage.
CO4 Ex‘p.lorc and apply color correction process in visual K1.K2.K3
- editing packages.
COS Analyzing tools effectively tools, Medium and knowledge K1 K2K3.K4

KI- Remember, K2- Understand, K3- Apply, K4- Analyze




r—

' SYLLABUS

S——

T 21AXU01 Art and Color theory |
- |
Unit No. Topics j
I Elements of Art: Line — Shapes — Form — Colour - Value — Texture '
Space S
Principles of Art: Balance — Rhythm — Proportion — Dominance-1Unity
1 Emphasis — Harmony — Varicty — Repetition-Motion
Colour theory: Primary Hues — Secondary Tues- ‘Tertiary/Intermediate
I Hues — Colour Value — Neutral Colours — Tint — Tone - Shade — Colour
Intensity. o -
Colour Schemes: Warm Colours — Cool Colours - Complementary Colours
— Monochromatic Colours — Achromatic Colours — Analogues Colours -
v . T : , . i
3 Colour Triads — Split Complementary - Arbitrary colour — Tonality
| Earth tones - -
| Medium and Tools: Pencil. Water colour, Tempera. Acrylic. Pastels &
| M Charcoal. O1l Colours, Types of Surfaces, Art Materijals. Q

Teaching methods: Lecturing, PowerPoint Projection through L.CD. Assignment and
Discussion

Sem: |

Hours

9

10

9

10

10

TEXT BOOKS

1.J.D.Harding “On Drawing Trees and Nature a classic Victorian manual™. Dover
publications,
INC, Mineola, New York 2002.

2. Betty Edwards Color by Betty Edwards: A Course in Mastering the Art of Mixing Colors,

TarcherPerigee; Illustrated edition (September 23, 2004)

REFERENCE BOOKS

1. John Hagan, “Basic painting and drawing pringiples and techniques from the Renaissance to

the present” 2000 )
2. Simon Jenning “Art class — A complete guide to painting chronicle books

: ; I : i T N Vork 198
3. David Lewis “Pencil Drawing Techniques™ Watson Guptill publications, New York, 1984
4. J.D.Harding “On Drawing Trees and Nature a classic Victorian manual =, Dover

publications, INC, Mineola, New York 2005
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https://webflow.com/blog/creative-visual-arts-websites

MAPPING WITH PROGRAM OUTCONMILES

S ) PO5 | PO6 | PO7
ProCo POl PO2 Po3 ro4
CO1 M S M| S S S S
CO2 S S S | M M S M
CcO3 S M ~S S S S M
CO4 S S S S M S M
COs M S M | S S s | S
S-Strong. M- Medium. 1. — Low
ASSESSMENT PATTERN
Follows common pattern of Internal and Ixternal assessment. suggested in the Regulations.

Course Designed by

Verified by HOD

Approved by CDC
Co-coordinator

Mr. A.Faruk
Name & Signature of the Staff

Mr. A. Charles
Name & Signature
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! 2021-2022
T Course Title ' Batch: and
~ . ) ‘
Course Code: | 21AXT02 | Onwards
Animation Design ) Semester: I
Hrs/Week: 3 L - T | 1 | P | 2 | Credit: 3
COURSE OBJECTIVE:
1. Recall the process of animation through the existing animation types

Understand the experience of different types of animation.

. Compare early animation techniques with modern animation techniques.
Integrate various traditional animation methodologies.

Analvze the revolution of animation production pipeline.

o

COURSE OUTCOMES (CO): Students will be able to understand and apply different animation
techniques

S.No COURSE OUTCOME | BLOONMS LEVEL
Col Retain the knowledge they gaﬁon animation types | K1
cop | Torecognize the traditional techniques of animation K1.K2
o3 | Relate the technology in animation pipeline KL.K2.K3
Cog | Implement the techniques in traditional animation K1.K2K3
|
T - 1 U~ 1
Cos | I:P\"plore the skills necded to become an cflective K1.K2.K3.K4
| animator

KI- Rcmcm!;r,_K_Z- Understand, K3- Apply, K4- Analyze 1

—
—_——— - -

B

—




T1AXU02

Animation Design

Sem: 1

" Unit No.

Topics

Hours

Early Animation devices

The Heritage of animation-  Origin of animation- carly innovation in

simulating movement-first approches to animation-Foundations of the
Animation industry-Animation as Modern Art-Disney’s New Aesthetic —
Style and the Fleischer Studio-Cave Paintings as a Communication Medium.

11

Cinematography

What Is Cinematic? - A Question of Perception-Visual Subtext and Visual
Metaphor -The Frame - Static Frame -Cinema as a Language. The Shots:
Types of shots - Building Blocks of a Scene - Establishing the Geography -
Character Shots - Invisible Technique. The Shooting Methods: The Master
Scene Method - Coverage - Overlapping or Triple-Take Method - In-One -
Freeform Method - Montage - Involving The Audience: POV

10

IH

Animation Techniques ~Traditional and 3D

Traditional Cell animation overview-development in cell animation-2D
animation overview, script.storvboard .posesayout - 2D Animation
sopftwares-2D Animation Basics —straight ahcad Animation-Slow in and
slow out-Inbetween-Paths of Action-Dopesheet.

3D Animation overview-3D  Animation production pipeline-pre-
production, production and post production stages in animation-introduction
to modelling, texturing, Rigging and Animation. Hardware and software’s
for 3D animation production.

10

Practical
Topies

Practical

Zoetrope

Phenakistoscope

Praxinoscope

Flip book Animation

Staging an action

Stop Motion

Cell Animation

2d animation using 3D software
3D Computer Animated Films

PN WN =

10

Teaching methods: Lecturing, PowerPoint Projection through LCD, Assignment and

Discussion

P

| TEXT BOOKS

L. Blair, P. (2020). Cartoon Animation with P

. ; ) . v v P 7. sr FFostier
Jor Drawing and Animating Cartoon C haracters. Walter Foster.

2. Thomas, I, Johnston, O., & Thomas. F. (1

28). New York: Hyperion.

995). The illusion of life: Disney animation (p.

rosion Blair. Revised Edition!: Learn Techniques




REFERENCE BOOKS

N—

1. Williams, R. (2012). The animator's survival kit: a manual of methods, principles and
formulas for classical, computer, games. stop motion and internet animators. Macmillan

(S0

Moreno, L. (2014). The creation process of 2D animation movies. Retirieved from

https://www. eduben. cat/res_gene/treballs recerca’2014-2015-02-4-TR _baixa. pdf.

(S}

for Drawing and Animating Cartoon Characters. Walter Foster.

- P - ) 7 ‘) 1 . - . . . . al .,
5. Blair. P. (2020). Cartoon Animation with Preston Blair, Revised Edition: Learn Techniques

for Drawing and Animating Cartoon Characters. Walter Foster.

Ambrose. G., & Harris, P. (2011). The fundamentals of creative design. A&C Black.,
Blair. P. (2020). Cartoon Animation with Preston Blair, Revised Edition: Learn Technigues

WEB RESOURCES

I. https://www.gamedesigning.org/animation/books/
7 . 7 4 > ~ \' 7 y - ! T Vra . .
2. httpsi//www.asu.edu/cla/wwweourses/art/SOACore/time_interactIXb.html

MAPPING WITH PROGRAM OUTCOMLES

[~
PO™~CO | POI ro2 PO3 ro4 rOs ros el
Col1 S S - S S S S
CO2 £ s | - S S S S
CO3 S S | - S S S S
CO4 S S | - S S S S
CO5 S S | - S S S S

S-Strong, M- Medium. L — Low

—

ASSESSMENT PATTERN

——

Follows common pattern of Internal

—

Course Designed by

Mr.Mallin
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. | . 2021-2022
Course Title Batch: and
Course Code: 21AXU03 , Onwards
ELaclical I - Space Form and Structure Semester: |
Hrs/Week: 3 | L - 1 1 p 2 | Credits: 2
;QOURSE OBJECTIVE:
| 1. Understand the relationship between forms and structure in the space.
2. Comprehend and enhance the creative process.
3. Study the space and objects in the environment.
4. Explore the conceptual design methodologies.
5. Apply the gestalt principles in the design. -
COURSE OUTCOMES (CO): To understand and apply the living practices in their creation
S.No COURSE OUTCOME BLOOMS LEVEL !
Col Comprehend the concept of form and structure in the K1.K2 }
space
CO2 Opportunity created to employ the figure and ground K1.K2.K3
principles
Co3 Explore how the space, form and structure work together K1.K2.K3.K4
in a visual.
CO4 Anlyse the process behind the representation of the K1.K2.K3.K4
visuals.
I . 7 b e
Cos | Relate Gestalt principles in their design. K1,K2.K3

| K1- Remember, K2- Understand, K3- Apply, K4- Analyze

/
L |




SYLLABUS

Meaning of foreground and background
6. Study of form and structure used in space

11 Dy 104 _‘1\\: *‘; “. v . B X
2TAXU03 | Practical I - Space Form and Structure Sem: |
Topics Hours
\ 1. Gestalt Principle
1 2. Design Aesthetics
1 3. Proposition and perception
Exercise | 4. Perspectives 36
| -
r 5
| 5.
i
|
|

7. Swapping the view to change the meaning

Teaching methods: Lecturing, PowerPoint Projection through LCD. Assignment and
Discussion

TEXT BOOKS

1.

Linda Theron . North-West University, South Africa, Claudia Mitchell, McGill
University. Canada & University of KwaZulu-Natal, South Africa, Ann

Smith, University of the Winwatersrand, South Africa & McGill University, Canada, &
Jean Stuart . University of KwaZulu-Natal, South Africa, Picturing Research Drawing

as Visual Methodology, Sense Publishers P.O. Box 21838, 3001 AW Rotterdam, The

Netherlands winw.sensepublishers.com.

Knowles. J. G.. & Cole, A. L. (2008). Handbook of the arts in qualitative research:

Perspectives, methodologies, examples, and issues. Thousand Oaks, CA: Sage.

REFERENCE BOOKS

I

9

Prosser. J. (2010, March). Visual ethics. Proceedings from Digital Futures
Symposium: Participatory Archives in the Age of AIDS, Howick, South Africa.
Paul Hockings, Principles of Visual Anthropology. Second edition, Mounton de
Gruyter, Berlin, Newyork, 1995

I
f

WEB RESOURCES

=]

/.

Olver. K. (2000). Storyhoards ... An Teniori-od blography. Retrieved from 1he

X 7S ’ e vt . T ) v et
Event Videographer’s Resource website: hip:/amw.eventdv.e




MAPPING WITH PROGRANM OUTCOMES
S~ i . PO5 | PO6 | P(
povo. | PO | P02 | PO3 | PO ’ 7
S _ A (()l | ; s | s s . M L S
f} co2 | S M M M 5 5 3
| co3 M M S S S M S
Ccos | LS S - S S S
03 ™ M S - S s | S |

S-Strong. M- \hdmm_l__— Low
ASSESSMENT PATTERN
Follows common pattern of Internal and External assessment. suggested in the Regulations.
7 o j o Approved by CDC ;

Course Designed by Verified by HOD

]

1

e —— |
s
; Mr. A. Charles

Mr. A. Charles
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- l, I e ] 2021-2022
! o Course Title Batch: and
Course Code: 1 2Z1ANUO4 ) Onwards
; __i;l':lctic;_lllﬁl__-_@}im;nriﬂmg and Drawing | Semester: I
—ﬁ‘-';’/\}"'"k?__,_,.j“ 4 | L - T l 1 ] P 3 Credits: 2

COURSE OBJECTIVE:

Understand the animation

Study the Foundation of understanding drawing basic and animation skills

1.
2
3. Explore the kn
4. Apply drawing and understanding the colors
5

owledge of drawing and coloring and animating with working on it
and composition on given material.

art and to develop the drawing skills for animation production.

Achicving a good knowledge of Art and drawing skill and making them professional

e

COURSE OUTCOMES (CO): To Understand and Apply Art and Drawing for Animation and to

provide

the opportunity to come across the styles of animation drawing.

animation.

Production

COURSE OUTCOME BL()O}\']S
B - LEVEL
Comprehend animation Art and to design and develop skills for KI1.K2
Ixplore basic drawing and animation skills to create an Animation K1.K2,K3
Analyze color and color psychology to produce Animation K1.K2.K3K4
Relate the composition techniques in animation Drawing K1.K2.K3.K4
Accomplish Art and drawing skill and making them professional KI1.,K2.K3




—

SYLLABUS

wpa—

21,.\“‘04 Practical 11 - Animation Art and Drawing

Topics

[. Drawing Basics
2. Arttools and materials
3. Lightand shadow

4, Perspective

N

[ Tuman anatomy
Lxercise 6. Live model Study

7. Birds and animals

8. Composition

9. Working with Colours
10, Landscape and Still-life

Teaching methods: Lecturing, PowerPoint Projection through LCD. Assignment and
Discussion

S‘c‘nl: |

Hours

48

TEXT BOOKS

Richard Williams, The Animators Survival Kit, Walt Disney.

REFERENCE BOOKS

1. John Hagan, “Basic painting and drawing principles and techniques from the
Renaissance to the present” 2000

2. David Lewis " Pencil Drawing Techniqies™ Watson Guptill publications, New
York, 1984

3. J.D Harding “On Drawing Trees and Natwre a classic Victorian manual ', Dover
publications, INC, Mincola. New York 20035

4. Lawra Moreno, "The Creation Process of 21 Animated Movies” 2014

3. Preston Blair, “Cartoon Animation™

b’l-’,li RESOURCES

hups://www.gamedesigning.org/animation/books/
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i

PO5 POG PO7
PO PO1 PO2 PO3 PO4
COl1 S M S M S S M
Co2 S L M S M S M
CO3 S M S S S M S
CO4 M S M S M S M
CO5 M M S S S M S|

S-Strong, M- Medium, L — Low

\SSESSMENT PATTERN

-

Follows common pattern of Internal and External assessment, suggested in the Regulations.

Course Designed by

Verified by HOD

Approved by CDC
Co-coordinator
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. 2021-2022 |
Course Title : | Batch: and |
Onwards |

se Code: 21AXUO05
coume Practical 111 - Digital Art - Photoshop &

Ilustrator

L j T 1 P 2 Credits: 2 |

Semester: I

w

Hrs/Week:

COURSE OBJECTIVE:
To enable the learners. acquire the required knowledge in Print & Digital design.

1.

7 To enable the learners, understand the concepts of design, color theory & typography

3. To enable the learners, apply the tools and techniques, present ideas in a creative visual
manner.

4. Letting learners analyze the creative process & developed techniques to communicate the

design conceplts.
To enable learners, evaluate the technical quality. visual aesthetics & projects of various sorts.

|
EJ\

’ COURSE OUTCOMLES (CO): To understand Art and Drawing Digitally with the help of softwares
like Photoshop and illustrator.

—

S.No COURSE OUTCOME BLOOMS LEVEL
Col The learner will familiarize the design elements and K1 f
principles. f
- |
cop The learner will recognize the importance of color and K1.K2 {
= | typography in the process of design solutions. i
O3 The learner will relate the visual strengths and weakness K1.K2.K3 ?
: D . . . {
| to promote design aesthetics with learnt tools. !
— |
COq The learner will explore the design process with the intent K1.K2.K3.K4 4‘
—|lo understand a designer’s role in print and digital media. 3 !
o5 | The learner will assess how design enhances viewer K1.K2.K3.K4 f
| comprehension and create effective print and digital '
— SH—

KI- Remember, K2- Understand, K3- Apply, K4- Analyze

e—




?jl\{l‘"; Practical 111 - Digital Art - Photoshop & Illustrator Sem: |
o Topics Hours
Introduction to Graphic design and Photoshop
Selection tools and layers
Layers and blending modes with layer styles
Color Contact hours and colors
Pen tools and vector shapes with logo creation
Brushes and image restoration
Color correction
Typography and creating a film poster
Clean plates for VFX
Exercise II\)qigit'z}ll paiming a product
Nlasking Techniques
Matte painting
Filters 1
Filters 2
Animation (frame /time line). Creating a basic motion poster
Practicals:
Create a film poster (4hrs)
Digital painting- Perfume bottle (8 hrs )
Matte painting - Tsunami(6hrs) 36

Restore a torn image - (3hrs)

Exercise

l1XL‘I‘cise

1('.':lching methods: Lecturing, PowerPoint Projection through LCD. Assignment and

Introduction to Illustrator and GUI
Working with tools, Text.Text Wrap
Pen tool, Pathfinder

Gradient, Mesh tool and Live paint
Graph, Trace, Pattern. Blend

Pencil, Brush, Symbol

Grid, Guides, Wrap tools. Masking
Effects and Filters

[sometric illistration

Practicals :

Create vector character (4 hrs)
Create a poster (4 hrs)

Create an Illustration of a Burger (7 hrs)
Create a stylized Typography (4 hrs)

1. Creating background

2. Creating a cartoon Character

Digital painting and Sketching concepts
4. Creating a wallpaper

Designing a film poster for animation film.

(S ]

I

)lscussion




,- Pl &l
TEXT BOOKS

—

Non-Designer's Design Book / by Robin Williams (Author)/ . The 4th Edition. Nov 19 .2014

—l;l".l"l".Rl",NCld BOOKS

1. The Elements of Typographic Style: Publisher: Hartley & Marks | Author: Robert
Bringhurst / 1992 ' y

2. Interaction of Color: Publisher: Yale University Press | Author: Josef Albers /2 July
2013

3. Adobe Photoshop CC Classroom in a Book eBook / Andrew. lFaulkner

4. Photoshop for Photographers: Training for Photographers to Master [ digital
Photography and Photo [diting / John Slavio

5. Fundamentals OF DRAWING/ V. A. Mogilevtsev / 01 Junuary 2012

WEB RESOURCES

1. https://blog.hubspot.com/marketing/how-to-use-

0/

photoshop#:~:text=0pen?%20the%20i mage%20you'd.in%20as%20a%20new? v20laver.

MAPPING WITH PROGRAM OUTCOMES

POs | PO6 | PO7
POC PO1 | PO2 | PO3 PO4 ’
co1 S S S M S M | S |
CcO2 M S M S S S | M
CO3 S S M S S M S
CO4 S M S M N S N
CO5 S S M M S S M
|
S-Strong, M- Medium, L — Low
ASSESSMENT PATTERN
Follows common pattern of Internal and External assessment, suggested in the Regulations.
‘ Course Designed by Verified by HOD Approved by CDC |

P Co-coordinator

| =-1
\.’ N Ar.Stalin M A, Charles v {'1 7 |
Lme & Signature of the Stall Name & Signature Name & Signature |
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2021-2022

T S—
1 i ‘ Coarse Title Batch: and
Conrse Code: : 21IANLDG i Onwards
| l W A ~ Ammation heony E \"«--;t.u-;lnf ) T N
“Taweeks |8 | L |4 [ v [ v [ F ] - [ Credi 3

COURSE OBJECTIVE:

1. Remember the different theories and principles of animation

2. Understand the history behind ammmation

3. Apph to write and draw script and story board tor ammations
Apply the legal and ethical constraints in animation industrics.
5. Analyze the gender in film and animation production

o

e

COURSE OUTCOMES (CO): The Learner will be able to understand the fundamentals ot animation

theories

SNo | COURSE OUTCOME | BLOOMS LEVEL
ol ' Retain the knowledge on animation theories : b |
co? o ruonnlu e the pmduumn luhmqms of animation T ' OKILK2
(@2 ‘
co | Relate the prg p]l\du;tnim work in animation [delnc‘ R - K1 K2
03| .
o Implement the ethical issues with animation industries T KIK2KS
' i
' z It \plﬂ[\:il}(u,p-rgstllldllun of gender in film and anim: ation L U KIK2KI RS

COs | industn ‘

Kl1- Rcmcmlur. K2- U ndcrsmnd K3- r\ppl\ K4- Analyze




SYLLABUS

o

"

-

AXUO06 Animation Theory N 1 Sem: 11

Topics

| History of Animation:
Science of animation —persistence of vision, gestalt principles — desire of the brain
to make sense-Early animation devices - flip book, zoetrope, cell animation ete..

11 Principles of Animation:

Squash and Stretch — Anticipation - Staging - Straight ahead action and pose to
pose animation - Follow through and overlapping action - Slow-out and slow-in —
Arcs - Secondary action - Timing - Exaggeration - Solid drawing - Appeal

Hours

10

14

111 Script and Storyboard for Animation:

Concept art — Character modelling — Script for Animation — Storyboard for
Animation — Pre-visualization. Sound in Animation:

Importance of sound in animation — Live and Location sound capturing — Foley and
sound design for animation

. |

1A% Ethical and legal constraints in the film and animation indusu)
Ethical standards- Ethical issues with animation and film / privacy - Health and

— Trust. Restraints in the Animation and film industry

12

Vv Representation of Gender in film and animation -

Misrepresentation - Offensive Material - Libel law - Discrimination Legislation -
Obscenity -Data Protection - Intellectual Property and Copyright — Censorship -
Case study

safety - Ownership in copyright property and trademarks - Ethics: Truth — Privacy l
[

10

—

Teaching methods: Lecturing, PowerPoint Projection through LCD, Assignment and Discussion

TEXT BOOKS

—

1. Williams, R. (2012). The animator's survival kit: a manual of methods, principles and
SJormulas for classical, computer, games, stop motion and internet animators. Macmillan.

2. Blair, P. (2020). Cartoon Animation with Preston Blair, Revised Edition!: Learn Techniques
for Drawing and Animating Cartoon Characters. Walter Foster.

REFERE

NCE BOOKS

I. Rodrigues, U. M. (2010). Print media in the era of globalization. Indian media in a globalised
world, 52-68.

2. Shrivastava, K. M. (2005). Mediua Ethics: Veda to Gandhi & Beyond. Publications Division.

Ministry of Information and Broadcasting. Government of India.

Thakurta, P. G. (2008). Media ethics: truth. fairness, and objectivity.

Botts, J. (1994). The lunguage of news: a journalist's pocket reference. lowa State Press.

Thomas, F., Johnston, O., & Thomas. F. (1995). The illusion of life: Disney animation (p. 28).

New York: Hyperion.

o s L
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1. https://www.bloopanimation.com/animation-books
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TANUO Course Title MJz
e Code: 21AXU07 e Batch: | and
Lo 0
| : ards
5 - %P"ie‘rs for Animation Semester: "‘;]m :
et L 2| Credits: |
“RSE OBJECTIVE:

1. Toimpart the knowledge of hardware
used for animation production.

2. Students will be technically
workstation.

and software structure in a workstation that is being

sound for selecting appropriate configuration for their

3. To the basic elements and functions of visual communication.

Difference between various types of Operating System.
Difference between various types of Hardware.

v B

(OURSE OUTCOMES (CO): To know the basics of Hardware and Software that is used in Animation

Indust .

——

) BLOOMS LEVEL

COURSE OUTCOME S ’I
i are and Software in Work N2
) Understand the concept of Hardware |
- Station K1
| ati f Computer
;(‘02 Remember the history and Generation 0 I .
T / arts of Central Processing e
e . . Internal Hardware p
o3 Understand the In . k
t‘“ Unit ledge of 2D soltware’s in their KI,K2,K3
‘ ic knowledge Of = |
Coq | Apply the Basic m L
—___|production K1.K2.K3.K4 l

fieuration for their workstation
=

Analyze the correct ¢On | B
— mr, K2- Understand, K3- Apply, K4- Analyze J
| Kl- Re s

- PR



Computer

Sfor Animation,

— Sem
Topics — S b
Theory

/[/'/'lilsics of computers: Introduction 1 ‘

|
. computer animation. Technionl bl ot
for computer animation. Computers, Ge - Technical backgroun

n; neration and History of ¢
Computers used Field, e

T Hardware’s of computers, Input output devices, RAM, ROM. Hard drives. Memar. |

units, BIOS memory, Sata and power cable, Categories of Graphics (‘flrd”‘ | "

Technical concepts in hardware. ° P N | 12

1 Hardware for Designer Profession, Hardw
and Visual Effects creator, additional I

desktop comparison.

Exercise | Practical

are for Animator. Hardw are for editor ; i
ardware: Pen-Tab. 3D printer. laptop 12

1. Introduction to animation software’s
2. 2D designing software

a. Photoshop

b. InDesign

c. Ilustrator

d. Corel draw 24
3. 2D Animation software

a. Toon boom harmony

b. Animate

c. Moho

d. TV Paint

e. Character Animator

T - ] :{‘tlll-il)(y 1)1’ \’GTPOIII I()l llOl th ol - - - S )
\

TEXT BOOKS
S ——

b " Installation, Interfucing, Troubleshooting and
sl ITER HARDIWARE Insta : o .
1. K 7S C ()AJPL?ER i e
1\.1..']A]WE 3‘,‘),. pHI Learning privare /III))IIL(]. Da\l!ln“ i
, Maintenance -”S wCourse Technology, Bostan. Massachusetts. US.
2. Dr.Dolores wells L OHE

REFERENCE BOOKS

Veghan van vk, Adrian cook “Computer Hardvware and Software ™
1. Angela du preez. FE

y g Itd 2008
pearsoit education SAPD ) e

\

VEB RESOURCES

1 com
~y cole 'cdﬂll_\p."& . . .
llllpﬁ:.’/}\i\;\S,;&,b"],!r"c (or.com/best-=computer-for-animation/
v codireClul A mss vot o R .
ht_t_ps:_//._\:«,}\,\).:c.s:, e otut ions.com/best-computer-for-animat ion-laptop-and

> -dC\l\Inp._\’c]ccli“u,
hitps://www.£¢
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Course Title

i
1 LT Batch: 024
e 21AXUO8 >ractical 1V - C. . : 2021-2024
(ourﬁf(ode' l 21AX Practical I\ (artoonmg and Comic ‘
‘ Hlustration Semester: 11
. 10: 8 L - 1 F | —
Hrs W eek: l 1 1 P 4 Credits: 3
~ [ OBJECTIVE
fOl‘RSE 0OBJEC
I. Understand to create cartoons to help the students to create comics
2. Compare different types of cartoons.
3. Integrate different types of Comic Illustrations.
4. Analyze Traditional & Retro modes of Cartoon and Illustration
5. Incorporate comic HHlustration including Figure, Perspective and composition
COURSE OUTCOMES (CO): Students will be able to create cartoon and comics of their own.
C . T . MS LEVEL
Yoo | COURSE OUTCOME BLOOMS L
* ‘ K1.K2
ol ! Recognize different types of cartoons.
. o K1
02 Relate different types of comic illustrations.
\\"*——"—_—-_-——-’-_-————'-——_-_-— l'] I/') K'\
. . ; ‘erses r 1o NTUNZND
03 Implement the techniques of traditional verses rc
i . . of Cartoons and YK K
Explore Traditional and Retro modes 0 K1.K2.K3.K4
Hlustrations o Perspective and
' e 2 ']) qeure, rrers 'C & - YK K
05 Consolidate comic Illustration including Fig K1.K2.K3.K4 N

composition



/ e
/”f
(108 Practical 1V - Cartooni
l\»/,; Cartooning and Comic Illustration Sem: 11
b Topics
BASICS OF CARTOON Slours
1. The head
a. Head shapes
2 Dm?{ in:i'.]il{“’%“‘g the upper jaw
= ¢ g “flat” characters
a. LEyes
b. Lips
. ¢. Facial expressions
3. Bodies proportions
a. Body size
b. The idealized cartoon figure
¢. Pose and emotion
. 4. Traditional vs. Retro
Hercise a. The neck and shoulders
b. Building the body section by section ot
o, “molding” the torso
d. The female torso
COMIC Ilustration
5. The tools
6. The form
7. Perspective
§. The figure .
9. The figure and pcrspcctl\’t‘
10. The action
11. The human head
12. Composition
13. Creating your own comic book. ]

omic 00O% -

. oy erPoi oiection through L.CD. Assi .
Teaching methods: Activitys powerl oint Projectio! hroug 1. Assignment, Discussion.




. han Brunetti, Cartooning: Philosophy and Practice. NY

. o - L actice. NY Times and T
. Tf”'f Richmond , The Mad Art of Caricature!, Guptil Put III}L‘s " ndThe New Yorker
3 Chris Hart, Modern Cartooning. Guptil Publication HaistamYew Sok

iERENCE BOOKS

—

S'l(lll [L’(’ A J

. e g uhn Bll\'('(’”l(l "11” } ' / I

. A \ w to Draw Comics The Marvel Way ", Publishe ' Si ’

SChlI.\”L‘I'.IHC. 1\"0\\‘}'("“' ’ (l I ay . / 1//7/!.8/]( d Vs imon &

(PhI'ISI(J[)hL’)‘ I[(U‘l. “ Cartoon ('r)()/'
reston BIUH'. "(‘Ul'l()()ll JI”iIHUIf()H. Mooven

Watson — Guptil Publication, New York - 2005
wlia’s Books For Animation”, 1994

o

i

——

HBRESOURCES

———

Lo hitps://medium.com

1 1] \FTal .
PPING WITH PROGRAM OUTCOMES

——
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Course Title W
21AXU09 ¢ Batch: / and
Onwards

Code:

s

Practical V- SCOpY .
//__ y 7 'C[“\TRNOSCOE_\ - Mocha Semester:

TRSE OBJECTIVE:

To enable the learners. acquire the required knowledge in Tracking and match moving.

To enable the learners. understand the concepts of 3D camera solver and rotoscopy workflow.
To enable the learners study footages and apply best tracking data.

Letting learners analyze the footages and create mattes and masks

To enable learners. evaluate the technical quality, visual aesthetics & projects of various

sorts.

o wnN =

{ to work in the visual effects software.

OURSE OUTCOMES (CO): Will enable the studen

—
_,_——-—‘—""’_'-'—__’-_’_“—-'7 [
— BLOOMS LEVEL
()\”' — K ]—'Jw— |
iNo COURqF ()l r( 4 ' “ ]Lkmugaam l\ [[
——— pis ol tre S —
e the \.Oﬂt*'l - 1
X The learner will familiart ﬁ-—fﬁ K1.K2 [
0] )' _)d L,ﬂlncrﬂ 5()1\61‘ "7—‘!
move. the ”npolldn\-t ¢ e e—— |
Unlz‘— —-—_’_-_‘d____._,_—————‘* , l\: |
The learner will recog R K1 |
k{low. d planar ‘
and rotoscopy WOT T copY.- \tamlmn” and p ]
) relate the 10“‘5‘“" " KILK2K3.K4
i o )
The learner W ) %
S. — h mu, ng.
techniques oss Wi o
trackre <plore the e VIX le and *U“‘”LOPIL T K3K4
The learner will € gowl mbxh/d“““ P, o KI1.K2.
ctrel — st in
(04 maskmo objec — potand use It
f’—l;:\ v 1o enhance the 8 —
r will assess 1
Thelest” — 1\4 \n;ll,\‘lc
COs production- T lcl st md, I\‘i— »\PP" o
— l‘ -
}\’ l ) ,

Kl- Remcm"“ . -

P

R e



W
- i A ) ‘—-~~ ol I
ﬁ Practical V- Rmo\wp\ - Mmha — -
W\ - I e Fo————— Sem: 1]
opics a
TR I A Hours
I lmmduumn o P l.mm lmd\mg & Mmlm Inlcllaw -
2. Tracking & stabilize technique
3. Rotoscopy work{low
e 4. Rotoscopy for stereoscopy- | 48
Aerels . i
5. Rotoscopy for stercoscopy-2
0.

Lxport shape and tracking data into Afierelfects, Fusion and Nuke

Teaching methods: 1ecturing, PowerPoint Projection through LCD. Assignment and Discussion

XTBOOKS

[F—

. .. N 799 Octaber 2014
. Visual Effects and Compositing/ Jon Gress (author ) /22 Octobei

)y .. . s .o, :n“r',,\
~ The Filmmaker's Guide to Visual Effects: I'he

di ; inur ¢ Y/ 31 May 2017
Editors and Cinematographers. / Lran Dinur  author) 3

Art and Techniques of VEX for Directors, Producers.

EFERENCE BOOKS

i - (or Working with Problematic Footage/
(fect ('um|m<'.ilin'v' Techniques lot Working with Proble
1. Advanced Visual Elfects
17 |
| January 20 . i v Dranticas yrocedures:/ Jeffrey
Autiores B 25 - an//J | Effects: Industry Srandard VIFX Practices and Procec |
) 'S of Visua
The VES tandbook

)
/17 July 202(
Qusan Zwerman
3 [;'1 Otk\"lsn;fi ¥ Behind the Scenes with Geniuses ¢
3. aste

Fab 2016

p— Ry,
Jf Visual and Special Effects/ by lan Failes/ 19
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21AXU10 Course T: R s
N Colle A urse Title Batel 2021-2022
P Batch:
. . and
//_ l ictical VI: F()ley Sound Desic Onwards
- 3 \ L \ €sign Semest
W— - T 1 P o =
2 Credits: 2

TSEOBJECTIVE:

. To enric'h the audio quality and help them to reproduce the live sound available i i

2. To provide an opportunity to explore and create Foley sound effccts R
3 To develop the practical exposures of students. ' |

1 To understand the contemporary functions of media industry.

s To work with aesthetic and ethical values in sound industry.

ity of sound effects for animation

JURSE OUTCOMES (CO): Student will be able to produce good qual

m.

—

[ S S
BLOOMS LEVEL

K1,K2

I

COURSE OUTCOME
and the concepls of sound design and Foley design

Foley Sound Studio K1.K2,K3.K4

ment’s that is used M

Underst

Explore the equip
cial effects sounds in Studio

/ K1.K2

_ .
F i Jie Industry
e concepts of sound In Movic [ndustry

arn to create the spe

Wwill Le

Undcrs\and th
—
for recording sound

Sody ent's used
‘--—"’—-'_'_'_“—"—'_—"— . e -
Study the propertics of equipment s usec

ly, K4- Analyze

~O5 effects
- i
o Kl- Remember, K2- Understand, K3- App
__y,___.__ﬁ__,,_.__d——'—__,_______,______p__'_’___ﬁ




ll/\“l.:
. —_—T > .
1 \.\ | ° Sem: |1
| Topics

—1 1. Foley sound recording equipment’s and it specification
2. Producing Foley sound with Concept
3. Mixing and Mastering
4. Ambience sounds

a) Forest
b) Animals Foot steps
¢) Water flowing
? d) Birds flying sound
e) Rain sound
5. Creating a Sound track for an Animation Film

i 1 ' i jecti ' nt and Discussion
Teaching methods: Lecturing, PowerPoint Projection through LCD, Assignment

EXT BOOKS

I o Tt r Tools for
I Bob McCarthy. “Sound Systems Design and Optimization, Modern Techniques and Tools f
. Bob McCarthy, ™ 2

] > ) ress (2007).
, \ ssion and Alignment ™, Focal Press (2 N TP > Art &
Sotnd System Design and Alig “Sound and Music for the Theatre”, Third Edition-The Art &

2. Deena Kave, James LeBrecht,
Technique of Design (2009).
REFERENCE BOOKS ——
! 281 ¢ Ava A g (2 /7.
Jamentals ¢ \f Sonic Arts and S;ound De s I‘w/(; ”)t ,(}, b
. » o 17, ". {11 )1 -. Feine i orli side ’(7 2 2).
2 Pierre Hansch, C'hrts/lwai " Springer, I(_//n,g.l}u in fk ring, posters, and other sound
Bewegthild und .Sound—l LA-L(‘,-;,[)]H'CS‘ 1 compilation of packaging.
%) 1,000 Music U .
toliz Design. ", chers (2008).
g .S’(ljzll/iuns' "hR()ckp()rt Publishers (
SO S
—
WEB RESOURCES

o -design.htm!
at-is-sound-design.nim:
lioshapers.con fbl()uinl]_ql-l ._,.._mnd Lesjon-for=filn/
audioshapela. i === At-i5=5C d-design-for-lt
hup"\"”“—\'\l\"’dud' binder.cor /blog/what-is-sOUNC=EEs=
- studiobmnder.col
|\Up-“;;¢‘ﬂ_&~_.,._._,—

Y ~~
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Course Tij 2021-2022 |
21AXUI0 . Batch: mz.llmziuzz
» Code: . RV ‘
e C0 B Practical VI: Miniature Modelling and Set | Onwards
DCSlgn Semester: 11
| 3
T Week: L -
ﬂn\ | L ! P Credits: 2

"’
[ RSE OBJECTIVE:

1.

7. To make the students sound in

3. To impart knowledge on the set designing aspects of a film production.
4. To learn the work flow of Art department.

5.

To impart the knowledge for set Designing to Students

Minatare Modelling

To acquire necessary skills and knowledge in the field of scenic design.

OURSE OUTCOMES (CO): Stt

1dents will be able work in Set Designing team in Animation movie

COURS

Comprehend to work in M

productio

Comprehend the pres

Explore to us¢ the dif

e

0 acquite ©
Understand t© acq

E OUTCOME i

injature Modelling

t Designing fo

Apply to work in Se |
m of animation Movies

Terent medit

o selected field.

th

BLOOMS LEVEL

K1,K2

- nimation industry.
n ]’)[‘OCGSS fn anii

K1,K2

ran animation movic.

— e

———

Understand, K3- Apply, K4- Analyze
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1 AXUT6 \ Practical VI : Miniature Modelling and Set design Sem: H
B

\ Topics Hours

1. Miniatures

2. Foreground Miniature

3. Cut-outs

4. A Variation on Miniatures
5. Forced Perspective 36
6. Mobile Miniatures

7. Interior Sets

8. Exterior Sets

9. Mechanical Effects

10. Specialty Props and Animatronics

Teaching methods: Lecturing, PowerPoint Projection through LCD, Assignment and Discussion

TEXT BOOKS

1. Michael Rizzo., “The Art Direction Handbook for Film", Focal Press, 4 msterdam.

2. Scenic Design and Lighting Techniques A Basic Guide for Theatre, By Rob Napoli, Chuck
Gloman.

——

REFERENCE BOOKS

S ——

Daniel Puiboube “The Art of Making Miniature Models " Arco Publishing Comparny

John Jackman., “Lighting for Digital V ideo and Television”, CMP Books, San Francisco, CA
A J Mitchell, “Visual effects Sfor Film and Television”, Focal Press, Am.s'ler_dam. .

Joseph R. Dominic, The dynamics of Mass Communication-Tata McGraw-Hill 10" Edn2010

P

S —

NEBRESOU RCES
S—

co.in/books/about’] he “LE_’__QJAL",’(J’.—”LU”—’—"EM(—’ML—B[QI' L’!l’—’/:)“i.".l—' 'l'[(‘).
e rcoverdsollr ud butiondnewbks=1&newbks_redir1&

1. httns://books.e00 e
onicoverdsotree=kp_red

SYGXskQOC &printsec=

redir_esc=y . Tolovisi 2id=S1"3

redir_esc=y e Dok ridoo Television fml?id =51
2. htips://books.google.co. in/books/abort/Light ,ngJQL_‘_I)LL;I_IU_/___f_'(/L(; /‘,I.(f]‘(f(’;,’?,',?/,ﬂ redir—1&

B_'L()“{\'()R }’('&,[)r”zfse(":fwﬂ_:ﬁiug;“ﬂlﬁifj[z#ﬂgL"/_)”ﬁ'g”—(\'—”‘ e

rediv_esc=y
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JnING WITH PROGRAM OUTCOMES
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70 PO1 ) PO2 PO3 T

. Col S S |

o2 M S I\SA ;

. Co3 M M S Y
CO4 S S S M
CO5 S S S M

S-Strong, M- Medium, L - Low

SESSMENT PATTERN

Follows common pattern of Internal and External assessment, suggested in the Regulations.

o

. ' Approved by CDC
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