California State University Los Angeles

Capstone Animation

	Course Title
	ART 498, Capstone Animation 

	Department
	Art


	Professor
	Jim Ovelmen 

info@jimovelmen.com

	Office
	FA 227

	Office Hours
	M-Th: 10:40-11:40am, (please contact the Art Office to make an appointment)

	Phone
	Ext. 3-4033

	Location
	Rm. FA 225, Art Department


	Term/year


	Winter 2009

	Course Length
	10 weeks + finals week

	Course Schedule
	1:30pm to 4:00pm, Mondays & Wednesdays


	Course Description:
	This is course encompasses the pre-production, production, post production* of advanced animated work suitable for professional presentation.  Overall, this course demands a sustained self-disciplined environment, which simulates an actual production. There is schedule of weekly critical reviews, which depend on steady and significant weekly progress toward the goal of a completed animation worthy of distribution, formal screening, television release, public service announcement, music video, gallery/museum/theatre projection, site-specific installation, or whatever is determined to be the professional goal of the advanced student.

*The general structure of Capstone Animation is of a three quarter plan. 

Therefore, this course anticipates that in any one quarter, students will be at different phases of production.  This is beneficial, as there is a cross-fertilization of ideas and critique that works across production stages. Weekly critiques will allow students glimpses down the road of production, while affording meaningful classmate interaction. This also ensures a vital peer-critique system; giving fresh set of eyes and minds in combination with experiential feedback. 

I will give weekly lectures, demos, and show example films of interest to all Capstone students. I will also give specific demos and lectures, which will benefit a practical need of one or more students.  Also, I may give assignments that require certain students to see certain films, attend audio/visual events, attend gallery or museum shows, visit production houses, attend theatre screenings, etc.  Research activity is a part of the professional’s toolbox, and will be important toward the development each students’ project.

	Pre/co requisites
	ART 480, 494, 496


Instructional methods

Class lectures, out-of-class assignments, and project related demos will be provided from original or researched content. Assignments may be catered to the needs and interest of individual Capstone students toward the benefit of their production. LISTED LECTURE TOPICS ON THIS SYLLABUS MAY CHANGE ACCORDING TO STUDENT PROJECT NEED. Any research assignments are, of course, to be done exclusively outside the hours of class time. Most weeks there will be a production meeting and weekly evaluation by the instructor. (see Weekly Performance Rubric) In some instances students will team up playing the role of the “producer” and “evaluator” of an another student’s project. This will give a chance to range the dynamics and influential viewpoints of students.

Below is a bibliography of texts and URLs. Students may be specifically assigned material that is aligned toward their particular project. Many listed however, should be of general interest to the Capstone student. For those students involved in projects using Maya, I give many texts and URLs for further study. For those students using Flash, ToonBoom, 2D techniques, stop-motion, other experimental forms of animation, I will provide more references for per individual student’s need.

 I will also often distribute, handouts, images, and other reference materials to supplement both the general and individual productions. 

Lists of Text and URL.  

About the texts: I own copies of most of the books below. A Capstone student may be allowed to borrow one from me for a short period based on availability and my discretion. In some cases, I may assign that a student purchase one or more. The URLs list is short, and each student certainly may need further research of more relevant sites to their project. Obviously, these are not alphabetized.

	TEXTS and URLS 

may be ASSIGNED to an INDIVIDUAL CAPSTONE STUDENT for THEIR OWN REFERENCE

	
	breif desciption

	The Animator’s Reference Book , Les Pardew & Ross Wolfley
Thompson Course Technology, USBN 1-59200-675-2
	Muybridge-like photos of contemporary figures in action:

Usually walking, running or standing up



	Exploring Character Design , K. Hedgepeth, S. Missal
Oxford University Press, Inc. USBN 1-40186-296-9


	High concept character examples and character design advice

	Learning Maya 7 | The Special Effects Handbook

Alias System Corp., Inc. USBN 1-897177-01-1
	Lighting, materials, and particle tricks for Maya projects

	Learning Maya 6 | Dynamics

Alias System Corp., Inc. USBN 1-894893-69-7
	Extras and tutorials of Dynamics, soft/rigid bodies, particles etc.

	Anatomy for Artists, Reginald Marsh
Dover Publications Inc. USBN 1-486-22613-1
	Looser, more gestural drawing of human anatomy

	Animals in Motion, Eadweard Muybridge
Dover Publications Inc. USBN 1-486-20203-8
	Various four legged animals and birds in action

	Maya Character Modeling and Animation, Tereza Flaxman
Charles River Media, USBN 1-58450-440-4
	Good for building and rigging simple biped characters

	After Effects in Production, Trish Meyer, Chris Meyer
USBN 1-8948202647
	Useful techniques and tutorial for general use of After Effects in a production pipeline

	Learning Maya 7 | Modeling and Animation Handbook

Alias Corp. USBN 1-894893-87-5
	Tutorials on patch modeling, converting subDs, rigging and weighting

	Timing for Animation, H. Whitaker, J. Hales
Alias Corp. USBN 0-240517-14-8
	fun and straightforward illustrations on timing and locomotion for cartoons

	The Art of Maya, 
USBN 1-89489-31-3
	visual encyclopedia-like reference for various Maya functions 

	Maya Techniques | The Jason Schleiter Rigging Bundle

USBN 1-894893-78-6
	Tutorial DVD on intermediate to advanced character rigging

	Exploring Storyboard: An in Depth Guide to the Art and Techniques of Contemporary, Storyboard, W.Tumminello

Thompson Delmar Learning, USBN 1-401827-15-2
	If this is the first time you are creating a storyboard, you should use this as a guide

	Advanced Photoshop CS2 Trickery and FX, Stephen Burns
Charles River Media ISBN 1-58450447-1
	Good for ideas for 2D visual effects on background or textures

	Inspired 3D Character Set-up, M. Ford, A. Lehman
Premier Press ISBN 1-931841-51-9
	Lots of large color images and thorough descriptions for intermediate/advanced rigging

	Stop Staring, Facial Animation Done Right, J.Osipa

Thompson Course Technology, ISBN 0-782141-29-3
	Very thorough book and advanced facial rigging for synch.

	Maya techniques | Hyper Realistic Body Rigging II
ISBN 1-897177-24-0
	Advanced modeling and rigging of a realistic looking biped creature

	Maya techniques | Facial Rigging II
ISBN 1-897177-23-2
	I have not reviewed this yet, may be worth checking out

	Storytelling through Animation, M. Wellins

Charles River Media, ISBN 1-58450-394-7
	Lots of concepts, ideas on developmental technique

	The Art of Stop-Motion Animation, K. A. Priebe

Thompson Course Technology, ISBN 1-59863-244-6
	Many color images and real examples of stop motion productions, practical advice

	Building A Digital Human, K. Brilliant

Charles River Media, ISBN 1-58450-285-1
	(b/w) Step by step guide, for building a full human body via Polygon Modeling (not much on rigging)

	Maya Unlimited Features
Alias Systems Corp., ISBN 1-897177-02-X
	Advanced Maya students interested in using fur, hair, or cloth in their projects

	Maya Character Creation, Modeling & Animation Controls
New Riders Press, ISBN 0-7357-1344-8
	for advanced Maya users covers more on rigging than modeling

	Atlas of Human Anatomy for the Artist, Stephen Rogers Peak

Oxford University Press, Inc. USBN 1-19503-095-8
	detailed examples of all things human anatomy

	Exploring Drawing for Animation

Delmar Learning, Inc. USBN 1-4018-2419-6
	Advice, technique and examples for 2D animation (useful for 3D as well)


	The Illusion of Life, Disney Animation 
Walt Disney Productions ISBN 0-7868-6070-7
	A classic on the history and development of the feature animation 

	Thinking Animation | Bridging the Gap Between 2D and 3D

A. Jones, J. Oliff

Thompson Course technology, ISBN 1-59863-260-4
	Good read on practice and theory, going behind the scenes of production, and embracing the essentials in animation

	Visual Music, Synaesthesia in Art and Music Since 1900

Brougher, Strick, Wiseman & Zilczer

Thames and Hudson, ISBN 0-500-51217-5
	Hirshhorn/MOCA  Catalogue of a show Visual Art  including projected animation, experimental and abstract animation 


	Creating 3D Effects for Film, TV, and Games

David Santiago

Thompson Course Technology, ISBN 1-59863-260-4
	Guide to visual effects and the production process, color images, lots of interviews and theory.

	Inspired 3D Advanced Rigging and Deformation 

B. Clark, J. Hood, and J. Harkins

Thompson Course Technology, ISBN 1-59200-116-5
	Advanced rigging techniques, MEL script examples, and behind the scenes glimpses

	-Digital Lighting and Rendering

by Jeremy Birn

New Riders Press

ISBN: 0-321-31631-2
	many color images, and thorough description of realistic lighting, and rendering, compositing and layer rendering etc.

	William Kentridge

Ambram’s Press, ISBN 0-933856-69-5
	Catalogue of traveling Museum show of artist and animator William Kentridge

	Understanding Animation, Paul Wells
Routlage Press, ISBN 4-15-15597-3
	History and theory behind animation that placed it historically within the history of cinema

	Seven Minutes | The Life and death of the American Animated Cartoon, Norman Klein
Verso, ISBN 1-85984-150-3
	Theory about link between cartoons, consumer design, fashion, movies and newspapers

	www.alias.com/learningtools
www.highend3d.com
http://forums.cgsociety.org
www.awn.com
www.3Dcafe.com
www.cgchannel.com
http://rigging101.com/
http://www.animationmagazine.net/
http://www.oskarfischinger.org/

	


	WEEK 1

Intro & Mutual Presentation

Selection of Materials
	Professor Introduction

· Self Introduction and Capstone Survey
· Professor Presentation of his work
· Screening of various Short Student and Professional Animated Films

· Conversation about resources

Visited Topics Demo

Instructor will lecture interested parties in the topic:

“Are you at One with Your Medium?”

Week 1 Production Meeting 

· Capstone Student Presentation
· Each student must show in a presentation the current stage of production to class in a Production Meeting


	WEEK 2

Meaningful Design and Design workflow
	Professor Presentation

· Assignment of off-campus research for individual students
· Short film presentation

· Storyboarding & Scripting Discussion

“Exploring Storyboard” text presented in class

Visited Topics Demo

Professor will lecture interested parties in special topics

Week 2 Production Meeting

· Individual Student Projects will be evaluated by instructor
· production schedule is set for week 3 accomplishment for each student

Class-time Production

Available in class work time will be allowed under instructor consultation


	WEEK 3

Modeling specifics

Character Building


	Professor Presentation
· Short Film Presentation

· Assignment of off-campus research for individual students

Visited Topics Demo Professor will lecture interested parties in special topics

Week 3 Production Meeting 

· 1-3 different students will lead/receive evaluations of a weekly student progress.

Class-time Production

Available in class work time will be allowed under instructor consultation



Course Outline

	WEEK 4

Pure form
	Professor Presentation
· Short Film Presentation

· Assignment of off-campus research for individual students

Visited Topics Demo
Instructor will lecture interested parties in special topics

Week 4 Production Meeting 

· 1-3 different students will lead/receive evaluations of a weekly student progress.
Class-time Production

Available in class work time will be allowed under instructor consultation


	WEEK 5

Shaders & texture placement
	Professor Presentation
· Short Film Presentation

Visited Topics Demo
Instructor will lecture interested parties in the topic:

Week 5 Production Meeting 

· 1-3 different students will lead/receive evaluations of a weekly student progress.
Class-time Production

Available in class work time will be allowed under instructor consultation


	WEEK 6

Light & Color


	Professor Presentation
Visited Topics Demo
Instructor will lecture interested parties in the possible topic:

“Lighting and Color, how they intertwine in the Animated Project”

“Realistic Texture and Lighting in Maya”

“Photo-realistic Techniques with Photonic Lights, Global Illumination, & Caustics”

Week 6 Production Meeting 

· 1-3 different students will lead/receive evaluations of a weekly student progress.
Class-time Production

Available in class work time will be allowed under instructor consultation


	WEEK 7

Special Effects

And Post production 


	Professor Presentation
Visited Topics Demo
Instructor will lecture interested parties in the possible topic:

“Exploration of Special Effects via Dynamics & Particles”

Week 7 Production Meeting 

· 1-3 different students will lead/receive evaluations of a weekly student progress.
Class-time Production

Available in class work time will be allowed under instructor consultation



	WEEK 8

2D

strategies

	Professor Presentation
Visited Topics Demo
Instructor will lecture interested parties in the topic:

· “Infusing 2D and 3D techniques”

· “Getting a Flat-looking Render, ToonShaders”

Week 8 Production Meeting 

· 1-3 different students will lead the evaluation of a student progress.
Class-time Production

Available in class work time will be allowed under instructor consultation


	WEEK 9

Practical Production
	Professor Presentation
Visited Topics Demo
Editing, Scoring, and Radio-Play, from

Animatic to Final Edit

Week 9 Production Meeting 

· 1-3 different students will lead the evaluation of a student progress.
Class-time Production

Available in class work time will be allowed under instructor consultation



	WEEK 10

Final Production Week

Editing and Sound
	Professor Presentation
Visited Topics Demo
Instructor will lecture interested parties in the topic:

“Post Production, More on Special Effects and Sound”

“Outlets for Production and Distribution”
Final Production

Students will be on their final leg of the term production

· 3rd time Capstone students will have a deliverable production/production final by 

Finals Day 

· 1st and 2nd Time Capstone Students will package their work for their next stage presentation by Finals Day

-FINAL PROJECT WRITTEN COMPONENT DUE

along with the evaluation of your final production, a 2-page written thesis (project statement and self-evaluation) to complete the written component for this class.

	Evaluation 
	Capstone Students will receive a WEEKLY PERFORMANCE POINTS up to 

4 POINTS, where weekly progression is evaluated

These points are award to students on the criteria of

*Quality and Technical Competency of Work (1)

*Professionalism of Presentation (1)

*Progress and Improvement (1)

*Creativity and Content (1)

Weekly Performance Points will be awarded based on the criteria of the

Weekly Points Rubric (see Weekly Rubric file)

Whether or not student work was review by the whole class or only by the instructor, the student still shall receive weekly points based on the above criteria.

This gives a possible total course score of 

36 POINTS
There are no weekly points given on the 10th week or Finals Week

on Finals Day.  NO MATTER WHAT STAGE OF CAPSTONE PRODUCTION

the student will present his/her project for a total of 

62 POINTS

based on

*Technical Competency, Professionalism of the Work/Animation (12.4)

*Interest, Appeal, and Tone of the Work/Design (12.4)

*Clear Communication of Story/Ideas/Meaning (12.4)

*Overall Progression and Development (12.4)

*Creativity and Signature Use of Content (12.4)

Final Day Presentation Points will be awarded based on the criteria of the

Final Day Presentation Rubric (see file)


	EVALUATION

(cont.)
	up to 2 POINTS are awarded for a successfully written THESIS/STATEMENT
CAPSTONE FINALS will be reviewed by the class and points given based on the above criteria. Instructor will ultimately award these points based on both classmate review, and evaluation of the instructor


	Grading
	Weekly Performance:     % 36     

Final Day Presentation    %62

Written Thesis Statement %2
GRADE SCALE

A  90%-100%

B  80%-89%

C  70%-79%
D  60%-69%

F  Below 60%


	Policies
	A Capstone Class assumes a professional environment. Just as you would not be able to keep you job if you showed up late or did not arrive at all, this class assumes that tone. In events where there are absences and tardies, points will be taken away from your Weekly Performance Points.

A full class absence would render a loss of from 1-6 points, as this absence harshly affects all criteria of your Weekly Performance Points.

Expect to spend much of your production hours working outside class hours. Lab hours will be available and posted by the end of the first week. Special Topics Lectures and Classmate reviews will tend to eat up much of in-time class hours.  The Capstone Student should realize that a professional environment demands group interaction, peer-review, and collaborative thought. If reviews, lectures and interactions are cutting into your production time…

you should realize that you need to spend more hours working outside of class time.  Naturally, students are responsible for any material missed due to tardiness or absence. Including readings, and assignments, and lectures.
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