
 

 

SEMESTER VI 
 

 

Character Development and Behavioral Science-II 

 

 

 
 

INTRODUCTION 

To make students understand implementation of behavioral science in character designing. 

 

GUIDELINES 

Understand the behavioral science and the techniques for character development in 

Animation. 

 

CONTENT 

 

Unit- I 

Solid Drawing Curves and Line of action, Body balance and weight shifting. 
Unit-II 

Center of Mass, Simplification and Silhouette. 
 

Unit-III 

Drawing of still and imagery life. 

 

Reference Books :- 
 

1 Crossley.Kevin , Character Design 

2 Bancroft Tom, Creating Character with Personality, 

3 Hart Christ, Cartooning the Ultimate Character design 
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2D Animation Production 
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INTRODUCTION 

The objective of this course is to introduce studentsoverall production of 2D Animation. 

 
GUIDELINES 

Analyze the technical tools and techniques of Adobe Illustrator, Photoshop and Adobe 

Animate for Animation and Background Designing 

 

CONTENT 

 

Unit- I 

Concept of 2d movie ,Story boarding ,Matrix representations ,Tabular data 

 

Unit-II 

Animation with flash, illustrations, Overview of graphics systems, Anotomy 

study 

 

Unit-III 
 

Creating Animation in Flash: Introduction to Flash Animation – Introductionto 

Flash – Working with the Timeline and Frame-based Animation - Working with 

theTimeline and Tween-based Animation – Understanding Layers - 

Actionscript 
 

Reference Books :- 
Richard Williams, The Animation Survival Kit 
Frank Thomas and Ollie Johnston, Disney Animation:The Illusion of Life 

Don Bluth’s, The Art of Storboard 

Francis Glebas, Directing the Story 
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INTRODUCTION 

The objective of this course is to introduce students with the software’s which are used for 

Audio Editing . 

 
GUIDELINES 

Analyze the technical tools and techniques of Sound Forge, Adobe Audio Logic Pro X. 

 

CONTENT 

 

Unit- I 

Introduction of Audio Editing, Understanding of Sound, Voice Recording, 

Different formats used for audio files. 

 

Unit-II 
 

Multi-channel or Multitrack Recording, Disk Description Protocol Export, Real- 

time Sample Rate Wave Editor, and Voice Activity Detection are four of them. 
 

Unit III 
 

Introduction to other softwares used for audio Editing for Animation like Adobe 
Audio and Audio Logic Pro X 

 

 

Reference Books 
 

David Miles,Modern Recording Techniques 

Samuelj.Sauls, Audio Production Worktext 



Animatics 
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INTRODUCTION 

To make students understand the purpose of Animatics. 

 
GUIDELINES 

• To help students to learn & understand the importance of Animatics.. 

• To make them understand the use of Animatics. 
 

CONTENT 

 

Unit-I 

Definition of an Animatics, Animatics in Preproduction, Storyboard vs 

Animatics and Animation vs Animatics 
 

Unit-II 

How to move camera, Keyframes and Timeline and How to Change the Planal 

Duration. 

 

Unit-III 

How to Animate Layers, How to Add Anapshot Markers, How to add Sound 

 

Unit VI 

How to Build the Animatics, How to Export a PDF and How to Export a Movie   

 

Reference Book 

 
Debarah Levitt,The Animatics Apparatus 

Mark Simmon,Storyboards Motion in Art 



Elective 
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INTRODUCTION 

To make students understand the Animation. 

 
GUIDELINES 

• To help students to learn &execution of the Traditional Animation by the process. 

• To make them understand the execution of Quality Animation. 
 

CONTENT 

 

BDAG405, 5.1Acting for Animation 
 
 

Acting skills to understand the behavior, attitude and role of character for 

storytelling in Animation Project. 

 

Reference Book 

 
Tony White, The Animator’s Workbook 

Ed Hooks, Acting for Animation 

 

 

BDAG405, 5.2 Web Designing 
 

Enhance the designing skills of student to learn Web Designing include 

Animation 

 

Reference Book 

 
Ed Hooks, Web Designing and Publish 

Satish Jain, Web Desinging and Development 



 



 


