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Prerequisites

Basic knowledge of script and of television / film language

Objectives and Contextualisation

To learn:

The technological evolution of animation creation techniques.

The theoretical principles of audiovisual animation.

The complexity of the production process involving an animation piece.

The importance of the different previous phases that intervene before starting to animate.
The practical applications and the expressive possibilities of animation.

Create and produce an audiovisual piece using some of the animation techniques.

Competences

® Demonstrate a critical and self-critical capacity.

® Demonstrate a self-learning and self-demanding capacity to ensure an efficient job.

® Demonstrate creative capacity in audiovisual production.

® Demonstrate ethical awareness as well as empathy with the entourage.

® Develop autonomous learning strategies.

® Develop critical thinking and reasoning and be able to relay ideas effectively in Catalan, Spanish and a
third language.

® Disseminate the areas knowledge and innovations.

® Generate innovative and competitive ideas in research and professional practice.

® Manage time effectively.

® Respect the diversity and plurality of ideas, people and situations.

® Show leadership, negotiation and team-working capacity, as well as problem-solving skills.

® Use advanced technologies for optimum professional development.

® Use ones imagination with flexibility, originality and ease.



® Value diversity and multiculturalism as a foundation for teamwork.

Learning Outcomes

1. Apply the technologies and systems used to process, process and transmit information for new
audiovisual media genres and formats.

Apply theoretical principles to creative processes.

Demonstrate a critical and self-critical capacity.

Demonstrate a self-learning and self-demanding capacity to ensure an efficient job.
Demonstrate ethical awareness as well as empathy with the entourage.

Develop autonomous learning strategies.
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third language.
8. Disseminate the areas knowledge and innovations.
9. Generate innovative and competitive ideas in research and professional practice.
10. Generate quality audiovisual products with innovative aesthetics.
11. Manage time effectively.
12. Master technological tools for audiovisual production.
13. Respect the diversity and plurality of ideas, people and situations.
14. Show leadership, negotiation and team-working capacity, as well as problem-solving skills.
15. Use advanced technologies for optimum professional development.
16. Use ones imagination with flexibility, originality and ease.
17. Use the language of each of the audiovisual media in modern combined forms or in digital media for
carrying infographics products.
18. Value diversity and multiculturalism as a foundation for teamwork.
Content
Theme 1
Introduction to animation:
-Generators of movement: ("pose to pose", "stop-motion" and rotoscopy / capture movement)
-Techniques
-Basic animation vocabulary.
-Principles of animation.
Theme 2
Optimal organizational model of an animation production.
Different practical organizational models of producing companies.
Other production models:
-Structures more or less consolidated:
American and Japanese product
-Structures to consolidate:
European product

-Structure of services

Asian models.

Develop critical thinking and reasoning and be able to relay ideas effectively in Catalan, Spanish and a



Theme 3

The logistics:

Control mechanisms.

Responsible for the process

Coordination between the different areas involved.
Production equipment needed.

Theme 4

sound reinforcement:

The music in the cartoon.

Work methodology

The locutions.

The FX.

The mixtures.

Theme 5

The creation process, from the idea to the broadcast copy.
Comparison between the different techniques.
Common processes and differential elements.
5.1 Preproduction

Idea-argument-script

Story-board (different models).

The creation of the characters (model sheets).
The modeling (3D).

The definition of scenarios.

The Concept Art.

The Animatic / leica reel.

The layouts of scenarios.

Animation layouts

The XSheets.

Lipsing

5.2 Production

Backgrounds.



The direction of the animation.
Animation (2D and 3D)
Assistance (2D).

Int / Clean-up (2D).

Ink & Paint (2D).

Composition.

5.3 Postproduction

Edition.

Sound andmixes.

Final copy.

Methodology

The theoretical sessions are complemented with practical lectures.

Once these sessions are given, the students, in pairs or groups of three (depending on the number of students

enrolled) will develop an animation, of at least 1 minute.

The teacher will follow the production through tutorials, three of which will be compulsory, these sessions dates
will be apointed during the development of the short film. In these three tutorials, which will be evaluated,
students must bring the material requested by the teacher in order to check the correct development of the
short film and be able to solve the problems that have arisen and advise on the production.

Activities
Title Hours ECTS Learning Outcomes
Type: Directed
Practice 225 0.9 2,16, 14,5, 3,12,10,9, 11, 13, 15, 18
Seminary 15 0.6 7,8,12,9,13, 15,18
Theoretical sessions 15 0.6 2,16, 14,5, 3,12,10,9, 11, 13,17, 15, 18
Type: Supervised
Tutorials 7.5 0.3 4,3,13,18
Type: Autonomous
Creation of a piece of at least one minute duration 60 2.4 2,16,4,14,5,6,12,10,9, 11, 13,17, 15, 18
Presentation preparation 1 0.44 14,7,8,9, 11,18
Viewing recommended material 1 0.44 7,10,9

Assessment



1) The evaluation of the subject will be done through the presentation of an audiovisual piece of about one
minute, (made in group) with the delivery of the material that is going applicant regarding the processes of
production, such as story -board, Animatic, concept art ..., of the piece (45% of the final grade)

2) Throughout the course there will be several individual and compulsory deliveries of practical work that will
serve as an evaluating tool (45% of the final grade).

3) 10% of the final grade will be fixed by the attendance and participation in the classes.
re-evaluation:

Repetition of the suspended practices (if applicable), as well as the necessary adjustments of the piece or
parts that compose it that have not exceeded the minimum grade required

Assessment Activities

Title Weighting Hours ECTS Learning Outcomes
Attendance and participation in the 10% 0 0 16,4, 14,6,3,7,9, 13, 15, 18
classes
Partial deliveries 45% 6 0.24 2,16,1,4,14,5,6,3,7,12,10,9, 13, 17,
15, 18
Presentation of the project 45% 2 0.08 2,16,4,14,5,3,7,8,10,9, 11,17, 15, 18
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