	[bookmark: _GoBack]
WSB UNIVERSITY

	Field of study: COMPUTER SCIENCE

	Subject: Animation and special effects

	Education profile: PRACTICAL

	Level of education: second-cycle studies

	Number of hours per semester
	1
	2

	
	AND
	II
	III
	IV

	Full-time studies
(lecture/exam/lab/prep/e)
	
	
	
	

	Part-time studies
(lecture/exam/lab/prep/e)
	
	w12/lab12
	
	

	LANGUAGE OF THE COURSE
	Polish

	
LECTURER

	

	FORM OF CLASSES

	Lecture/lab

	SUBJECT OBJECTIVES

	The aim of this course is to provide students with basic knowledge of computer animation. Upon completion, students should be able to consciously choose the available methods in the programs they use.

	Reference to learning outcomes
	Description of learning outcomes
	Method of verifying the learning outcome

	Directional effect
	PRK
	
	

	KNOWLEDGE

	INF2_W03
INF2_W06
	P7S_WG
P7S_WG
	The student knows animation programs
	implementation of appropriate laboratory tasks, group work.

	INF2_W07
	P7S_WG
	The student has knowledge of the principles of animation, both classical and computer-based.
	implementation of appropriate laboratory tasks, group work.

	INF2_W01
INF2_W07
	P7S_WG
P7S_WG
	The student is able to describe the influence of modeling and animation on the development of modern computer science.
	implementation of appropriate laboratory tasks, group work.

	INF2_W07
	P7S_WG
	The student knows and understands the differences between forward and reverse kinetics.
	implementation of appropriate laboratory tasks, group work.

	INF2_W03
INF2_W06
	P7S_WG
P7S_WG
	The student knows how to create animations for the Internet
	implementation of appropriate laboratory tasks, group work.

	SKILLS

	INF2_U01
INF2_U02
INF2_U03
INF2_U06
INF2_U12
INF2_U15
	P7S_UW
P7S_UW
P7S_UW
P7S_UW
P7S_UW
P7S_UK
	The student is able to create complex animations using methods (FK, IK): bone systems, robotic arm, skeleton-controlled skin, and physical and particle simulations
	implementation of appropriate laboratory tasks, group work.

	INF2_U01
INF2_U02
INF2_U03
INF2_U06
	P7S_UW
P7S_UW
P7S_UW
P7S_UW
	The student has the ability to export the finished animation to any video format with the required resolution
	implementation of appropriate laboratory tasks, group work.

	INF2_U01
INF2_U02
INF2_U06
INF2_U12
	P7S_UW
P7S_UW
P7S_UW
P7S_UW
	The student is fluent in animation programs.
	implementation of appropriate laboratory tasks, group work.

	INF2_U01
INF2_U02
INF2_U03
	P7S_UW
P7S_UW
P7S_UW
	The student has the ability to create simple computer animations and perform post-production on them, adding special effects.
	control work

	SOCIAL COMPETENCES

	INF_K01
	P7S_KK
	The student knows the role that animation programs play in the modern world.
	implementation of appropriate laboratory tasks, group work.

	INF_K02
INF_K05
INF_K06
	P7S_KK
P7S_KO
P7S_KR
	Tasks are carried out in groups of up to three people, which helps improve the attitude (skills) of cooperation.
	• checking the commitment of individual group members and responsibility for assigned tasks.
• the ability to work in a group is assessed.

	Student workload (during teaching hours 1 hour = 45 minutes)**


	Stationary
participation in lectures =
participation in exercises =
preparation for exercises =
preparation for the lecture =
preparation for the exam =
implementation of project tasks = 48
e-learning =
pass/exam =
other (specify what) =
TOGETHER:
Number of ECTS points: 2
including practical classes:2

	Part-time
participation in lectures = 12
participation in exercises = 12
preparation for exercises = 24
preparation for the lecture = 24
preparation for the exam =
implementation of project tasks = 48
e-learning =
pass/exam =
other (specify what) =
TOGETHER:
Number of ECTS points: 2
including practical classes:2


	PREREQUISITES

	The student knows basic graphic concepts

	SUBJECT CONTENT
( divided into
face-to-face classes and e-learning)

	Content implemented in direct form:

· The Legacy of Classic Animation
· Disney's 12 Rules of Animation
· Principles of animation (classical and computer)
· Procedural animation
· Collision detection methods and algorithms and their applications
· Particle systems
· Forward and inverse kinetics
· Hierarchical models in animation
· Animation using Adobe Animate
· Video recording systems for computer animations
· Animation resolution and image formats
· Behavioral animation



	LITERATURE
MANDATORY

	Parent Rick, Computer Animation. Algorithms and Techniques, PWN 2011
Joseph Labrecque, Mastering Adobe Animate 2023. A comprehensive guide to designing modern, animated, and interactive content using Animate - Third Edition Helion 2023
Joseph Labrecque, Adobe Animate 2022 for Creative Professionals. Implement professional techniques and create vivid animated and interactive content with Animate - Second Edition, Helion 2022
Christ Grover Adobe Edge Animate: The Missing Manual (ebook) Dev Ramtal,
Adrian Dobre Introduction to Physics in Games, Animations and Simulations Flash, Helion 2013

	LITERATURE
SUPPLEMENTARY
(including at least 2 items in English; book publications or articles)
	Russell Chun.Adobe Animate Classroom in a Book (2020 release) 1st Edition
George Maestri, Helion 2000 Digital Character Animation
Bill Fleming, Darris Dobbs, Digital Face Animation, Helion 2002
Muhammad Mobeen Movania, OpenGL: Recipes for the Programmer, Helion 2015

	SCIENTIFIC PUBLICATIONS OF PERSONS TEACHING CLASSES RELATED TO THE TOPICS OF THE MODULE
	

	TEACHING METHODS
( divided into
face-to-face classes and e-learning)

	In direct form:
The lecture is delivered in the form of a multimedia presentation, supplemented with examples solved during the lecture on the board and using a multimedia projector. Progress in the project is assessed on an ongoing basis by the instructor.


	LEARNING AIDS
	

	DESIGN
(if it is implemented as part of the course module)
	Project goal: Creating an animation in Adobe Animate
Project topic: My first animation
Project format: Assessment file


	FORM AND CONDITIONS OF PASSING
( divided into
face-to-face classes and e-learning)

	Presentation of the finished animation project in the form of an mp4 file with attached source files in fla format.


* W-lecture, cl-exercises, lab-laboratory, pro-project, e-e-learning


