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SUBJECT DESCRIPTION

Area description

The Projects subject is a tool that allows students to strengthen and reinforce the skills acquired in the rest
of the subjects of the degree, the development of teamwork skills, and the acquisition of professional work
dynamics. It also allows for an interdisciplinary approach, both of which are absolutely necessary to complete
their professional profile.

It is a subject that favors the subsequent integration of the student to the labor world since in it the student
carries out to a great extent the portfolio or the demonstrative reel of their work, which is a requirement and
common practice in the sector for the hiring of professionals.

Subject description

In this course the student will acquire the theoretical contents necessary for the realization of projects, both
in the processes of production, financing and marketing of a project, as well as those necessary for the
organization, control and monitoring of production. The course aims at carrying out a team work conceiving,
planning, developing and producing animation contents. The dynamics allows each student to focus their
work in the areas of greater specialization related to the mention they have chosen and their professional
interest, while learning to communicate their work to other colleagues, and also to understand the
specialized work of other areas. The monitoring of the projects is done through weekly meetings and the
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presentation of partial results periodically according to the planned milestones. In these meetings the
students will present internally to the rest of the team and to the teachers and tutors the contents developed
as part of the project. This communication of results is developed continuously to validate, and if necessary
correct, the progress of each project. This dynamic allows to encourage participation and effort in the
students. It also facilitates the development of the student's portfolio or the demonstrative reel of their work,
which is a requirement and common practice in the sector for the hiring of professionals.

COMPETENCIES AND LEARNING OUTCOMES

Competencies
BASIC AND GENERAL

CG11 - Know the legal framework of the professions associated with the degree.

GC3 - Participate in the management of projects linked to the design and development processes of a digital
product.

GC5 - Analyze in a general way a context and, based on the data collected, make decisions about the
associated digital project according to the target audience and the established business model.

GC7 - Knowing the employability resources of the professions associated with the degree.

CG8 - Optimize the work according to the technological resources related to the processes and tools of the
project to be developed.

CG9 - Use the techniques and artistic tools associated with the generation of digital content.
CG10 - To express ideas and data graphically and in writing, in a structured, orderly and understandable way.
CG6 - Apply the creative fundamentals of idea generation in audiovisual projects for digital environments.

CB1 - That students have demonstrated to possess and understand knowledge in an area of study that starts
from the base of general secondary education, and is usually found at a level that, while relying on advanced
textbooks, also includes some aspects that involve knowledge from the forefront of their field of study.

CB2 - That students know how to apply their knowledge to their work or vocation in a professional manner
and possess the skills that are usually demonstrated through the development and defense of arguments
and problem solving within their area of study.

CB3 - That students have the ability to gather and interpret relevant data (usually within their area of study)
to make judgments that include reflection on relevant social, scientific or ethical issues.

CB4 - Students should be able to convey information, ideas, problems and solutions to both specialized and
non-specialized audiences.

CB5 - That students have developed those learning skills necessary to undertake further studies with a high
degree of autonomy.

TRANSVERSALS

CT1 - To know the definition and scope, as well as to put into practice the fundamentals of the methodologies
of management of technological development projects.

CT2 - Know the main agents of the sector and the complete life cycle of a project in development and
commercialization of digital content.
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CT3 - Know the hardware and software fundamentals of computers and communication networks, as well as
the principles of storage and cloud computing along with their usefulness and application to digital economy
development projects.

CT4 - Update the knowledge acquired in the use of digital tools and technologies according to the current
state of the sector and the technologies used.

CT5 - Demonstrate versatility, flexibility and creativity in the development of projects, activities and work.

CT6 - Develop collaborative projects in a climate of teamwork based on respect, cooperation and
responsibility.

SPECIFIC

CE16 - Know the concepts and apply the tools and techniques that allow the introduction of visual effects in
an audiovisual project.

SC17 - Use texturing techniques to apply materials to 3D models.

SC18 - Devise, design and capture, through drawing, the design and construction of environments,
landscapes and scenarios for their construction in 3D.

SC6 - Use the principles and techniques of artistic creation for the conceptualization, design and development
of characters, environments, vehicles and props.

CE7 - Create audiovisual pieces applying the principles of composition, audiovisual narrative and graphics
animation to the realization, planning, editing and post-production of sequences and shots.

CE10 - Create images with a high level of finish using the most appropriate tools for the project of which it is
part.

CE11 - Use the theory, techniques and tools associated with lighting, rendering and composition.
CE12 - To create a graphic document demonstrating personal technical and artistic skills.

SC13 - Knowing the methodology of synthesizing sound elements and the application of sound techniques in
a digital product.

SC14 - To develop different types of scripts according to the medium to which they are addressed.

Learning outcomes
At the end of the degree, the graduate will be able to:

- Manage the different phases of production and the pipeline of a digital animation project.

- Manage time, resources and work processes in the planning and development of an animation project.
- Adapt the style of a project to the needs of each animation production.

- Solve problems derived from teamwork in animation projects in a collaborative way.

- Contribute creative or innovative ideas to the established production processes of an animation project.
- Apply ideation and creativity techniques to artistic production such as flow state or lateral thinking.

- Choose the appropriate resources and processes for the production plan of an animation project.
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- Convey complex information graphically through text and image for the creation of dossiers, pitches and
other documents about an animation project.

- Organize information for the effective presentation of an idea in briefings, reviews, pitches or portfolios.

- Create audiovisual narratives through the application of the principles of shot and scene composition of
audiovisual language.

- Create static or moving digital images
CONTENTS

- Production pipeline

- Tracking of the production

o Working dynamics and artistic reviews (dailies)
o The sequence Kick-off meeting

- Animation, clean up and in-between (2D)

- Camera refine

- Colour gradients

- Technical scene breakdown

- Keycolour frame, color studies and illumination of environments
- Development and optimization of shaders

- Postproduccién pipeline:

- Postproducciéon and backend pipeline tracking
o Working dynamics and artistic reviews (dailies)
o Mix and sound planning and schedule

o Delivery formats

- Lighting

- Matte paintings creation and integration

- VFX generation and development

- Ink & Paint

- Rendering and real-time render engines

- Composition and final grading

- Sound design and sound mixing

- Creation of a personal portfolio and demo reel.

- Main animation , videogames and immersive system content markets and festivals
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SUBJECT SYLLABUS

Theme 1: Short film production and post-production
-Character animation production

-Creation of backgrounds

-Lighting/shading

Topic 2: Post-production of a short film

-Layer compositing

-FX creation

-Colour correction

Track 3: Distribution of a short film

-Preparation of materials for marketing and film festivals

TRAINING ACTIVITIES AND TEACHING METHODOLOGIES

TRAINING ACTIVITIES

LEARNING ACTIVITIES Total hours Hours of presence
Theoretical / Expository classes 30,00 30,00
Practical classes 66,00 66,00
Tutorials 0,00 0,00
Independent study and autonomous work of the student 36,00 0,00
Elaboration of work (group or individual) 198,00 0,00
Evaluation Activities 18,00 18,00
Project Follow-Up 102,00 102,00
TOTAL 450 216

Teaching methodologies

Expository method or master class

Case method
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Problem-based learning

Project-based learning

Cooperative or collaborative learning

Inquiry-based learning

Flipped classroom or inverted classroom methodology

Gamification

TEMPORAL DEVELOPMENT

Theme 1-7 weeks
Theme 2 - 6 weeks

Theme 3 -1 week

EVALUATION SYSTEM
MINIMUM SCORE MAXIMUM
ASSESSMENT SYSTEM RESPECT TO THE SCORE RESPECT
FINAL ASSESSMENT TO THE FINAL
(%) ASSESSMENT (%)
Assessment of participation in class, exercises or 20 40
projects of the course
Assessment of assignments, projects, reports, memos 40 70
Objective test 10 40
GRADING CRITERIA
ASSESSMENT SYSTEM ORDINARY EXTRAORDINARY
EVALUATION EVALUATION
Assessment of participation in class, exercises or 20 20
projects of the course
Assessment of assignments, projects, reports, 40 40
memos
40 40

Objective test




B
@)-Tad o oz

CENTRO UI'\I'J\ RSITARIO ~ CamilO JOSé Cela

F
DE TECNOLOGJA Y AR

E DIGITAL

General comments on the evaluations/assessments

When a short film project is delayed / behind schedule:

Co-directors lose autonomy to make decisions and the producer takes over the project until it is back on
schedule.

The producer acquires the power to raise quotas and approve shots.

Co-directors can only request a maximum of one revision in all processes, except: two revisions in the
blocking animation phase, a maximum of one in the blocking+ phase and a maximum of one in the refined
phase.

After the maximum number of revisions, the producer can approve the shots even if the co-directors do not
agree.

Only when the production of the short film project is back on schedule, the producer may agree (if deemed
appropriate) to revise again some of the approved shots or elements with which the co-directors were less
happy (so-called "Could-Be-Better" or CBB shots).

LIST OF REFERENCES (BOOKS, PUBLICATIONS, WEBSITES):

Basic:

SULLIVAN, Karen; BESEN, Ellen; ALEXANDER, Kate; MINTZ, Aubry; SCHUMER, Gary.ldeas for the animated
short: finding and building stories. Focal Press, Taylor & Francis,2014.

WHITE, Tony. How to make animated films: Tony White’s masterclass course onthetraditional principles of
animation. Taylor & Francis, 2013

Recommended:
BRIGGS, Cheryl. Animating short stories: narrative techniques and visual design.BloomsburyPublishing, 2021.

COTTE, Olivier. Secrets of Oscar-winning animation: Behind the scenes of 13 classicshortanimations. Focal
Press, 2013.

LEVY, David B. Directing Animation. Allworth Press US, 2010.PLYMPTON, Bill. Make toons that sell without
selling out. CRC Press, 2022.

SIMON, Mark A. Producing independent 2D character animation: making & selling ashortfilm. Taylor &
Francis, 2013.

SUBOTNICK, Steven. Animation in the home digital studio. Taylor & Francis, 2012.
WHITE, Tony. Animation from pencils to pixels: Classical techniques for the digitalanimator.CRC Press, 2012.

WINDER, Catherine; DOWLATABADI, Zahra; MILLER-ZARNEKE, Tracey. ProducingAnimation. CRCPress, 2020.

REQUIRED MATERIALS, SOFTWARE AND TOOLS
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Type of classroom
Theory

Materials:
Display - Digital whiteboard, Laptop

Software:

Autodesk Maya, Adobe Premiere, After Effects, Photoshop, Houdini, Nuke, Toon Boom Harmony



