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COURSE NAME/NUMBER FACULTY/DEPARTMENT UFV CREDITS
Introduction to Animation

COURSE DESCRIPTIVE TITLE

CALENDAR DESCRIPTION:

An introduction to computer animation. Students will study animation fundamentals though to advanced elements of
animation. Students will implement programming for animation, and learn how to add text and sounds to animation.
Lab exercises and programming assignments will include the creation of animation projects.

Note: Students cannot receive credit for both CIS 160 and CIS 162.

PREREQUISITES: Competent in computer skills - see “CIS Required Skills” section on the CIS department
website for details.

COREQUISITES:

PRE or COREQUISITES:

SYNONYMOUS COURSE(S): SERVICE COURSE TO: (department/program)
(&) Replaces: Fine Arts, Fashion Design, General Studies

(b) Cross-listed with:

(c) Cannot take: CIS 160 for further credit.

TOTAL HOURS PER TERM: 45 TRAINING DAY-BASED INSTRUCTION:

STRUCTURE OF HOURS: Length of course:

Lectures: 45 Hrs Hours per day:

Seminar: Hrs

Laboratory: Hrs OTHER:

Field experience: Hrs Maximum enrolment: 35

Student directed learning: Hrs Expected frequency of course offerings: Once a year

Other (specify): Hrs (every semester, annually, every other year, etc.)

WILL TRANSFER CREDIT BE REQUESTED? (lower-level courses only) X Yes [1No
WILL TRANSFER CREDIT BE REQUESTED? (upper-level requested by department) [] Yes X No
TRANSFER CREDIT EXISTS IN BCCAT TRANSFER GUIDE: X Yes [ 1No

Course designer(s): Ora Steyn

Department Head: Ora Steyn Date approved: September 18, 2009
Supporting area consultation (Pre-UPAC) Date of meeting: November 6, 2009
Curriculum Committee chair: Edward Lo Date approved: September 18, 2009
Dean/Associate VP: Dan Ryan Date approved: January 18, 2010

Undergraduate Program Advisory Committee (UPAC) approval Date of meeting: January 29, 2010
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LEARNING OUTCOMES:

Upon successful completion of this course, students will be able to:
e Distinguish the fundamental concepts, mechanics and formats related to different types of graphics.
Utilize drawing and animation tools currently in use in industry.
Create animation using tools as well as programming.
Incorporate sound into animation.
Incorporate animation into web pages.
Create introductory games using animation.

METHODS: (Guest lecturers, presentations, online instruction, field trips, etc.)

The course will be delivered in lecture-lab format, with numerous demonstrations and hands-on activities. The lab portion gives
students and the instructor the ability to view and interact with current projects.

METHODS OF OBTAINING PRIOR LEARNING ASSESSMENT RECOGNITION (PLAR):

X] Examination(s) X Portfolio assessment X Interview(s)
] Other (specify):
] PLAR cannot be awarded for this course for the following reason(s):

TEXTBOOKS, REFERENCES, MATERIALS: [Textbook selection varies by instructor. An example for this course might be:]

New Perspectives on Macromedia Flash 8, Comprehensive,
Luis A. Lopez, Thomson Course Technology,
ISBN 1-4188-3921-5

SUPPLIES / MATERIALS:
None

STUDENT EVALUATION: [An example of student evaluation for this course might be:]

Labs - 10%

Quizzes — 10%
Assignments - 15% total
Term Project — 20%
Midterms - 30%

Final exam - 15%

Students must pass the mid-term and final exam to pass this course.

COURSE CONTENT: [Course content varies by instructor. An example of course content might be:]

Exploring the tools to be used

Drawing techniques

Basic elements of animation

Using tools for animation

Using behaviors to learn the tool’s script
Advanced animation techniques
Programming language for non-programmers
Communication

Cursor interactions

10. Used and reused scripts

11. Coded animation techniques

12. Working with text

13. Script trigonometry

14. Games: responding to events
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