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FACULTY/DEPARTMENT: Computer Information Systems 
CIS 165    4 
  FORMER COURSE NUMBER  UCFV CREDITS 

3D Animation 
COURSE DESCRIPTIVE TITLE 

 
CALENDAR DESCRIPTION:  
 
 
 
 
 
 
 
 

 
PREREQUISITES: CIS 162. Familiarity with computers. Students should consult the CIS web page for details.

 
COREQUISITES:  

 
SYNONYMOUS COURSE(S) SERVICE COURSE TO: 
(a) Replaces:   Fine Arts, Fashion Design, General Studies 

BA 
  (Course #)  (Department/Program) 
(b) Cannot take  For further credit. CIS  
  (Course #)  (Department/Program) 

 
TOTAL HOURS PER TERM: 60  TRAINING DAY-BASED INSTRUCTION 
STRUCTURE OF HOUR    LENGTH OF COURSE:  
Lectures: 45 Hrs  HOURS PER DAY:  
Seminar:  Hrs    
Laboratory: 15 Hrs    
Field Experience:  Hrs    
Student Directed Learnin  Hrs    
Other (Specify):  Hrs    
    

 
MAXIMUM ENROLLMENT: 35  
EXPECTED FREQUENCY OF COURSE OFFERINGS: Every semester 
WILL TRANSFER CREDIT BE REQUESTED? (lower-level courses only)  Yes  No 
WILL TRANSFER CREDIT BE REQUESTED? (upper-level requested by departme  Yes  No 
TRANSFER CREDIT EXISTS IN BCCAT TRANSFER GUIDE:  Yes  No 

 

COURSE IMPLEMENTATION DATE: [September 2006]
COURSE REVISED IMPLEMENTATION DATE: [] 
COURSE TO BE REVIEWED: December 2009]
(Four years after UPAC final approval date) 

AUTHORIZATION SIGNATURES:  
  
Course Designer(s): Ora Steyn Chairperson:  
 (Curriculum Committee) 
  
Department Head: Shelley Drysdale Dean: Karen Evans 
  
UPAC Approval in Principle Date:  UPAC Final Approval Date: December 7, 2005 
   

This course is designed to introduce students to the creation of animation in a 3D environment. Emphasis is placed on 
the principles of animation and how to recreate these techniques digitally by placing and editing keyframes in such a 
way as to produce natural and convincing motion. Modeling, lighting and texturing will not be covered in this class, nor 
will students be expected to concentrate in these areas. Students will be given the opportunity to produce animation 
through a hands on approach consisting of lab work and projects. Creative thinking and problem solving will be 
emphasized in the major projects.  
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CIS 165 3D Animation 
COURSE NAME/NUMBER 
 
 
LEARNING OBJECTIVES / GOALS / OUTCOMES / LEARNING OUTCOMES: 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
METHODS: 
 
 
 
 
 
PRIOR LEARNING ASSESSMENT RECOGNITION (PLAR): 
Credit can be awarded for this course through PLAR    Yes   No 
 
METHODS OF OBTAINING PLAR: 
May include exam, portfolio or interview with instructor 
 
TEXTBOOKS, REFERENCES, MATERIALS: 
Exploring 3D Animation with Maya 6, by Patricia Beckman & Phil Young, ISBN: 1-4018-4818-4  
 
SUPPLIES / MATERIALS: 
None 
 
STUDENT EVALUATION: 
[An example of student evaluation for this course might be:] 
 
 
 
 
 
 
 
COURSE CONTENT: 

1. Storyboard 
2. Interface 
3. 3D Animation Production 
4. History of Animation 

• Be familiar with the basic principles of animation and how they relate to 3D animation.  

• Understand how to create natural and appealing animations with the strategic placement and editing 
of key frames.  

• Be familiar with different types of animation.  

• Know terms specific to the 3D animation industry.  

• Be aware of the diverse opportunities available within the 3D animation profession.  

• Be able to think critically about their work and the work of others.  

• Learn basic animation production process.  

• Gain a basic understanding of key framing.  

• Undertake 3D animation projects to explore implications of 3D technology in actual work 
environments.  

• Gain experience in coordinating productions across a range of software tools and media formats.  

• Study emerging trends in animation and production.  

• Produce finished works for a professional 3D animation portfolio.  

• Think critically in evaluating work produced by themselves and others.  

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. 

Labs 10% 
Assignments 60% 
Mid-Term 15% 
Final Exam 15% 
Students must pass both the mid-term and final exam to get credit for this course. 
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5. Key principles of animation 
6. Timing 
7. Spacing 
8. Straight ahead vs pose to pose 
9. Keys, Extremes and In-betweens 
10. Ease-in/Ease-out 
11. Squash and Stretch 
12. Graph editor 
13. Dope Sheet 
14. Trax Editor 
15. Forward Kinematics 
16. Inverse Kinematics 
17. Set Driven Animation 
18. Staging 
19. Anticipation 
20. Holds 
21. Primary and Secondary Action 
22. Overlapping action 
23. Exaggeration 
24. Sequencing 
25. Working with Sound 
26. Video 


