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Course Syllabus  ART411  Interactive Animation
I. Introductory Information


(A) Department Name: Art


(B) Department Catalog Number: ART411 (recommended ART410)


(C) Course Title: Interactive Animation


(D) Semester Hours of Credit: 3


(E) Clock Hours Per Week: 6


(F) Overlays: None


(G) Restrictions Upon Student Registration: ART217 Electronic Art 

and ART212 Drawing I or permission of the instructor. 

II. Description of the Course


A. Catalog description: An exploration of computer based animation and 
drawing techniques utilizing a vector-based animation program such as 

Macromedia 
Flash. This course addresses computer animation as a creative art 
medium for visual communication.
III: Exposition


A. Objectives: Upon completion of this course, students will be able to do the 

following:



1. Create their own storyboards to communicate concepts for animation.

2. Discuss their own animations and the animations of others in group 
critiques intelligently.



3. Utilize keyframing and tweening to efficiently animate characters.



4. Demonstrate a knowledge of animation vocabulary.



5. Execute two-dimensional animation sequences.



6. Develop animations using traditional and electronic tools.



7. Express intellectual development through the creation of visual forms.



8. Compress and export animations using various codecs.



9. Incorporate audio into completed animations.


B. Activities and Requirements: 



1. Students will attend project lectures, technique and media 




demonstrations and develop skills through assigned projects. 


Individual critiques of work in progress will be held regularly. Group 


critiques of completed projects will also be conducted.

2. Class discussions, assignments and lectures will focus on animation 

terminology and apply these to Flash animations.

3. Students will be required to utilize keyframes, tweening, and motion 

paths to animate characters.

4. Students will be required to create story boards for animation projects.

5. Students will be required to compress animations for the web or other 

broadcast media.

6. Students will be required to incorporate traditional art media with digital 

media to create animations.

7. Students will be required to record and insert audio to enhance their 

animations.


C. Major Units and Time Allotted: 



1. Course introduction and distribution of syllabi

1 hour



2. Introduction to emerging animation technologies

2 hours



3. Storyboarding and preplanning 



6 hours



4. Keyframing, Shape and Motion Tweens


6 hours



5. Animation techniques





18 hours



6. Layers, onion skinning and motion guides


3 hours



7. Exporting and compression




6 hours



8. Action scripting






9 hours



9. Importing video, vector, and raster images


3 hours



10. Adding interactivity





21 hours



11. Audio import and edit





6 hours



14. Advanced Techniques





9 hours


D. Materials and Bibliography



1. Suggested textbooks may include:

Gray, Daniel et al. The Art of Cartooning with FLASH with CD-ROM, Book & CD-ROM edition. Alameda, CA: Sybex Inc, 2001.



2. Other materials: None



3. Bibliographic support: 



Corsaro, Sandro and Clifford J. Parrott. Hollywood 2D Digital Animation: 


The New Flash Production Revolution. Boston, MA: Muska & 


Lipman/Premier-Trade, 2004.



Kirkpatrick, Glenn et al. Flash Cartoon Animation: Learn from the Pros. 


Berkeley, CA: Apress, 2003.



Mohler, James L.  Flash MX 2004: Graphics, Animation & Interactivity. 


Clifton Park, NY: Thomson Delmar Learning, 2003.



Patmore, Chris. The Complete Animation Course: The Principles, 



Practice, and Techniques of Successful Animation. Hauppauge, 


NY: Barron's Educational Series, 2003.



Purcell, Lee. Flash Character Animation Applied Studio Techniques, 


Book & CD-ROM edition. Upper Saddle River, NJ: Sams, 2001.



Simon, Mark. Storyboards: Motion in Art, Second Edition. Burlington, MA: 


Focal Press. 2000.



Sutton, Jeremy et al. Secrets of Award-Winning Digital Artists: Creative 


Techniques and Insights for Photoshop, Painter and More. New 


York, 
NY: John Wiley and Sons. 2002.



Tumminello, Wendy. Exploring Story boarding. Clifton Park, NY: 



Thomson Delmar Learning. 2003.



White, Tony. The Animator's Workbook. New York, NY: Watson-Guptill 


Publications, 1988.



Williams, Richard. The Animator's Survival Kit: A Manual of Methods, 


Principles, and Formulas for Classical, Computer, Games, Stop 


Motion, and Internet Animators. London, England: Faber & Faber, 


2002.

Wong , Wucius. Principles of Form and Design. New York, New York: John 
Wily & Sons. 1997.

IV. Standards 


Projects will be graded based on a set of established criteria in accordance with 
University policy.

V. Rationale and Impact 

A. This course is a continuation of the basic digital art creation techniques and problems introduced in ART217.  This course allows students to develop skills in one of the time-based digital arts, animation.  The digital arts are a growing and increasingly important part of university and high school art programs across the nation.


B. This course is intended for art majors but may be desirable for students in Journalism and Mass Communication or those studying educational technology.



C. This course will not impact any other department.

VI. Cost and Staff Analysis 

A. This course will not require new staff.  This course will not require new equipment.  It will utilize the same equipment already required for ART217, ART230, ART308 and three sections of ART425.  


B. This course is expected to be offered biannually

VII. Date approved by University President

__________________________ 


_________________________

Dr. Keith Miller, President




 date

Lock Haven University


