Sant Gadge Baba Amravati University, Amravati
FACULTY: Interdisciplinary
Scheme of Teaching, Learning, Examination & Evaluation leading to Two Years PG Degree
Master of Science (Animation) following Three Years UG Programme wef 2024-25
(Two Years- Four Semesters Master’s Degree Programme- NEPv23 with Multiple Exit and Entry Option

Semester 111
. Title of the Course/Subject Total Number of Periods
Code of the Course/Subject
1ANI901 Recent Trends in Animation 48

Course Outcomes

1. Introduce the concept of Virtual reality.

2. Understanding Augmented Reality concepts in various fields.

3. Acquire knowledge of Artificial intelligence and its applications.
4. Infer the fundamentals concepts of mixed reality.

5. Understanding the concept of block chain and digital rights

Unit Content

Unit | Virtual Reality (VR)
Introduction to Virtual Reality (VR): Introduction, Key Elements of VR, Experience, History,
Applications, Input, Output, Representation of the Virtual World Visual Representation in
Virtual Reality, Aural Representation and Haptic Representation in Virtual Reality, Rendering
Systems

(9 periods)

Unit 11 Augmented Reality (AR)

Concepts: Computer Graphics, Dimensionality, Depth Cues, Registration, and Latency,
Working of Augmented Reality, Augmented Reality Hardware (Sensors, Processors, Displays),
Ingredients of an AR Experience. Augmented Reality Software and Mobile Augmented Reality,
Augmented Reality Systems, Software Components, Software Tools for Content Creation,
Interaction in Augmented Reality, Augmented Reality Techniques: Marker based and Marker
less tracking, Mobile Augmented Reality.

(10 periods)
Unit 111 Avrtificial Intelligence
Concept, Al-driven Animation tools for animation: Deepfake
(9 periods )
Unit IV | Virtual Production and Mixed Reality
Virtual production: Concept, Tools, Applications, , Metaverse, Real-time Animation,
hologramic
(10 periods )

Unit vV Block chain for Digital Rights Management

Concept of block chain, Elements of a Blockchain, Blockchain Applications, Evolution of the

Blockchain Technology, Digital rights: concept, history tools, Types of Animation IP Rights
(10 periods )

Textbooks:-
1. S.Russel and P. Norvig, “Artificial Intelligence — A Modern Approach”, Second Edition, Pearson

Reference Books:
1. S.Russel and P. Norvig, “Artificial Intelligence — A Modern Approach”, Second Edition, Pearson
2. Mastering Blockchain: A deep dive into distributed ledgers, consensus protocols, smart contracts, DApps,
cryptocurrencies, Ethereum, and more, 3rd Edition, Imran Bashir, Packt Publishing, 2020, ISBN:
9781839213199,
3. Automatic Generation of Computer Animation: Using Al for Movie Animation, Rugian Lu, Songmao
Zhang, Springer-Verlag Berlin Heidelberg, 3540431144

Any pertinent media (recorded lectures, YouTube, etc.) if relevant:

1. https://youtu.be/GHpchgLoDvl.
2. https://youtu.be/O9b7ezt005s
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Code of the Course/Subject

Title of the Course/Subject Total Number of Periods

1AN1902 Acting 48

Course Outcomes

1. Understand Acting for Animation.
2. Recall Acting Rules.
3. Discuss relationship between character and audience & Analysis character in details.
4. Express movement/speech/camera techniques
5. Knowledge of Music editing & recording software.
6. Arrange Equalization, Dynamics effects and Mixing.
Unit Content
Unit |1 INTRODUCTION TO ACTING _ _
A Brief History of Acting, How an Actor Works, How Acting Relates to the Animator, Seven
Essential Acting Concepts, Acting Exercises, Navrasa
(9 periods)
Unit 11 FOUNDATIONS OF ANIMATION
Introduction to Animation, The Disney 12 Principles, Facial versus Body Animation
The Facial Action Coding System, Rigging in a Nutshell, Stanislavski’s System, Acting
Commedia, The Characters Relating Commedia Characters to Animation
(10 periods)
Unit 111 MOMENT AND CAMERAS TECHNIQUE _
Animating force Versus form , Body Language, Power Centers, The psychological gesture,
Effect of Alcohol and Drugs on movement, Laban movement Theory, Space ,Effort, Acting
listening, Acting for Camera, The Actor Generally leads the camera simplify your Action,
Avoid Ambivalence, Never Deny the Reality of your scene partner, Line Action Reference,
Rotoscoping, Mocap, Character Rhythm, The look of memory, The use of Symbolism and
foreshadowing, Practical Application for Animators, Mirrors
(10 periods)
Unit 1y | THE VOICE AND VOICE-OVER ACTING _ _ _
Voice-Over: Introduction, How the Voice Works, Working On Your Voice, Developing
Your Character Voices
(9 periods)
Unit V CREA_TING I__IP SYNC_: AND FAC_IAL PERFOR_I\/IAI\!CE S
Capturing Audio (and Video) for VVoice-overs, Creating Lip Sync, Exercises in Lip-Synced
Facial Animation
(10 periods)
References
1. Acting for Animators:- Ed Hooks, Heinemann Drama,2000,1st Edition ISBN:- 032500580
2. Acting and performance for animation:- Hayes, Derek; Webster, Chris, Focal Press,2013, ISBN:
978-0-240-81239-7
3. Acting and Character Animation:- Rolf Giesen, Anna Khan, CRC Press,2017,1st Edition
4. The science of sound recording :- Jay Kadis, Focal press, 2013, ISBN:-978-0-240-82154-2
5. Introduction to sound recording:- Martinn, Geoff, Martinn, Geoff, 2011
6. Designing sound for Animation:- Robin Beauchamp, Focal Press,2013, 2nd Edition

Any pertinent media (recorded lectures, YouTube, etc.) if relevant:
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Code of the Course/Subject

Title of the Course/Subject Total Number of Periods

1ANI903 Project Development 48

Course Outcomes

1. Describe film production process.
2. Develop script for animation & interactive media.
3. Develop character, props & DG design for animated content.

4, Describe role of directors.

Unit Content
Unit |1 CONCEPT AND STORY DEVELOPMENT _
Identifying idea, creating concept, concept development, and research. Planning for pre-
production, Story Development, Screenplay Design, Dialogue Development
(10 periods)
Unit 11 PRE-PRODUCTION
2D, 3D Character & props designing &3D modeling, Layout & Background Design & 3D
Modeling, Story Board Design & 3D Staging, Concept Art & Color Keys, Designing effects
(10 periods)
Unit 111 | PRODUCTION | . " . .
Animation, Lighting, Dynamics, VFX and SFX, Compositing and Final Rendering,
Rendering
(10 periods)
Unit1v | POST PRODUCTION . . . . .
Offline Editing, Voice and Music, Online Editing, Final output, Film promos
(9 periods)
Unit V MARKETING AND MERCHANDISING N N _
Film Marketing, Promotion, Distribution, Merchandising, Digital Marketing
(9 periods)
References

1. Script to Screen: Shamus Culhane, St. Martin’s press, ISBN- 0-312-05052-6
2. ldeas for the Animated shot Finding and building stories: Karen Sullivan, Gary Schumer, Focal
press,2008, ISBN: 978-0-240-80860-4

B w

Professional Digital Compositing:- Lanier Lee, John Wiley and Sons Ltd, ISBN- 9780470452615
Film Technology in Post Production : Dominic Case, Focal Press,2nd edition, ISBN- 0240516508

5. The Technique Of Film And Video Editing: Ken Dancyger, Focal press, 4th Edition ,ISBN- 978-

0-240-80765-2

Any pertinent media (recorded lectures, YouTube, etc.) if relevant:
1. https://youtu.be/oPXyj3mAEKg
2. https://youtu.be/E2gGF1rburw

3. https://youtu.be/2vIUgEJ81gU
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https://youtu.be/2vIUgEJ81gU

Code of the Course/Subject

Title of the Course/Subject Total Number of Periods

1ANI904 Animation in 2D 72

Course Outcomes

1. Assure smooth flow of animation from reference of live action.
2. Design character (protagonist and antagonist) for creating conflict.
3. Composing layouts for film background and sets.
4. llustrate style and color schemes for background design
5. Managing multiple plans of the scene.
Unit Content
Unit 1 ANATOMY AND FIGURATIVE STUDY
Anatomy and figurative study are important tools for animators to create realistic and
emotive characters and animations in 2D animation.
(14 periods)
Unit 11 2D CONCEPT ART AND CHARACTER DESIGN
Concept art and character design in 2D animation are used to create a visual roadmap for the
appearance, style, and visual elements of characters, backgrounds, and props. Concept art is
a crucial stage in creating characters and settings for visual media, as it can convey the tone
and concept of the work.
Or
3D ANIMATING WITH SIMPLE AND COMPLEX CONTROLLER SETUP
Understanding the process of animation a simple control character setup and complex
character setup such as realistic character or creature or robotic character. And getting the
output as required from any control setup.
(15 periods)
Unit 111 | TIMING FOR ANIMATION
Timing is one of the most important aspects of 2D animation, as it can convey the mood,
personality, and intention of the characters and actions on the screen. By manipulating the
speed, spacing, and duration of the frames, you can create impact and emotion in your
animations.
(14 periods)
Unit IV ACTING FOR ANIMATION
Acting for animation is the art of taking on board the personality and character traits of
another and translating them to a previously inanimate object, a cg model, a puppet or a
drawing.
(14 periods)
Unit vV 2D SPECIAL EFFECTS AND COMPOSITING
Learning how to create the effects such as fire, smoke, blast or pop-ups in 2D and
understanding the compositing and layering of 2D content.
Or
MATCH MOVING AND MOTION CAPTURE
Understanding the motion tracking process that involves tracking a camera's movement
through a shot so that a virtual camera can reproduce the same movement in a 3D animation
program. And learning the process of applying and cleaning the Motion Capture or mocap
data on character or object.
(15 periods)
Textbooks
1. Timing for Animation:John Halas OBE, Harold Whitaker, Tom Sito, Focal
Press,ISBN:0240521609
References
1. How to make animated films:- Tony white, Focal press Publications,
2. Force character Design from Life Drawing:- Michael Mattesi, Focal Press, 2008, ISBN
9780240809939
3. Digital Animation Bible:- George Avgerakis,McGraw-Hill/TAB Electronics publication,
ISBN:0071433546
4. The Complete Film Production Handbook:Eve Light Honthaner,Focal Press, ISBN:024081150X
5. Animator's Notebook: Tony White, Focal Press,ISBN: 0240813073
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6.
7.

Film Directing Shot by Shot:Steven D. Katz, Focal Press,ISBN: 0941188108
Animation from Pencils to Pixels: Tony White, Focal Press,ISBN: 0240806700

Any pertinent media (recorded lectures, YouTube, etc.) if relevant:

GO w e

https://www.youtube.com/watch?v=uDqjldI4bF4
https://www.youtube.com/watch?v=5zE4GhAPZYM
https://www.youtube.com/watch?v=5f0ia2 GwBsg
https://www.youtube.com/watch?v=6w8gA10aGfg
https://www.youtube.com/watch?v=BrEI7NROPuM&t=329s
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Code of the Course/Subject

Title of the Course/Subject Total Number of Periods

1ANI905 VFEX and Dynamics in 2D or 3D 72

Course Outcomes
1. Portraying application of Chroma keying

2. Implement advance masking and root-scoping
3. Demonstrate advances motion capture, object tracking
4. Practice advance level compositing
5. Complete compositing process.
Unit Content
Unit 1 LIVE COMPOSITION
Template, Seamlessly integrating digital backgrounds
(14 periods)
Unit 11 NODE-BASED COMPOSITING
Nodes interface, Roto Scoping and Paint, Rig Removal, Chroma Keying and Color
Correction
(14 periods)
Unit 11 LIVE ACTION COMPOSITING
VFX elements, 3D Elements, Match Moving & Keying
(14 periods)
Unit IV | EXPRESSION AND MOTION GRAPHICS
Timing, Looping, Attributes Connection, Shapes Animation, Layer Animation
(15 periods)
Unit vV VFX AND PLUGIN IMPLEMENTATION
Smoke, Fire, Strom, Blast, Puppet Tool, Particle Effects
(15 periods)
Textbooks

1. The Filmmaker’s Guide to Visual Effects:EranDinur,Publisher: Routledge

References

1. The Filmmaker’s Guide to Visual Effects:EranDinur,Publisher: Routledge

arown

VFEX Fundamentals:Wallace Jackson,Apress, ISBN: 1484221303

The visual effects arsenal:Bill Byrne,ISBN:0240811356

Compositing Visual Effects:Steve Wright, Focal Press, ISBN: 0080555055

The Art and Technique of Matchmoving:Erica Hornung,Focal Press,ISBN: 0240812301

Any pertinent media (recorded lectures, YouTube, etc.) if relevant:

O W e

https://www.youtube.com/watch?v=e9Pijsu9_fs
https://www.youtube.com/watch?v=Tr1YIX_SZW4
https://www.youtube.com/watch?v=20sQM465Br4
https://www.youtube.com/watch?v=gv9-910zeZk
https://www.youtube.com/watch?v=sfkaCESPE5c
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Code of the Course/Subject

Title of the Course/Subject Total Number of Periods

1ANI906

Creative Lighting for

Films / Television / Gaming 2

Course Outcomes

1. Achieved a working understanding of tools related to 3D lighting.

2. Become comfortable with basics of planned lighting workflow.

3. Understand fundamentals of how 3D lighting works in a professional production setting.
4. Be able to create compelling compositions.

Unit

Content

Unit 1

INTERIOR AND EXTERIOR LIGHTING
Understanding exterior and interior lighting in creating the illusion of depth and dimension

in 3D animation.
(14 periods)

Unit 1l

LIGHTING AND CAMERA

Lighting and camera angles are two powerful tools that can help you give your 3D

animations a sense of movement, depth, and mood. In this article, you will learn some basic

principles and tips on how to use lighting and camera angles to enhance your 3D animations.
(14 periods)

Unit 1

RENDERING PRESET
Learning different rendering techniques in 3D can help creators convey depth, texture, and
lighting nuances that resonate with human perception.

(14 periods)

Unit IV

RENDER LAYERS AND PASSES
Render passes are containers for channel values that allow 3D artists to control aspects of a
scene to create multiple rendered images. Each image reflects the settings of a single pass.
Render passes allow for precise control over scene attributes like color, shadows, and
highlights.

(15 periods)

Unit VvV

COMPOSITING

3D compositing is a vital part of the 3D pipeline that allows for a higher level of realism and
depth in visual effects and animations. Compositors combine 2D and 3D elements to create
a final image that appears seamless and natural. 3D compositing can transform ordinary

scenes into captivating experiences by integrating 3D elements into 2D environments.
(15 periods)

References

1. Light for Visual Artists second edition.
2. Digital Lighting and Rendering.

3. Light: Science and Magic Fifth Edition.
4. Real-Time Rendering fourth edition.

Any pertinent media (recorded lectures, YouTube, etc.) if relevant:
1. https://www.youtube.com/watch?v=iUfCRXbL9ZM
2. 2.https://www.youtube.com/watch?v=kADhc51Bkbl
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Semester 1V

. Title of the Course/Subject
Code of the Course/Subject

Total Number of Periods

1ANI11001 Marketing

48

Course Outcomes

1. Develop various concept of marketing management and marketing mix.
2. Adapt the concept of Promotion and its tools.

3. Develop strategies for the efficient and effective distribution of films, concepts, goods, and services that

respond to evolving markets.
4. Design, Plan and discuss ideas for merchandising.
5. Develop and plan strategies for digital for film marketing and promotion.

Unit Content
Unit 1 FILM MARKETING
Introduction, Origin, Development of market research in film industry. Conventional
Publicity, Visual Representation: Film Posters, Film Trailers and their purpose, Television
and Print Advertising, Key Figures in the Film Industry, Release Strategies, Film Festivals
and Markets
(9 periods)
Unit 11 PRODUCT MIX
Product mix, Levels of product, Difference between product, commodity, service and brand,
Product life cycle, new product development
(9 periods)
Unit 111 | PROMOTION . . o s
Promotion mix ,Advertising Decision, Advertising objectives, Advertising and Sales
Promotion, Developing Advertising Programme, Role of Media in Advertising,
Advertisement effectiveness Sales force Decision.
(10 periods)
Unit IV | DISTRIBUTION
Concept, The Future of Distribution — Dealing With, Decreasing Revenue and Piracy.
Distribution Models Sales Agents & Producer's Representatives, Attorneys, Accountants,
Publicists and Other, Professionals & Organizations, Social Media and Film Marketing
Finding Alternative Routes to Market, Contracts & Agreements.
(10 periods)
Unity | DIGITAL MARKETING o - . .
Definition and concept behind digital marketing, importance of digital marketing, how it is
different from traditional marketing techniques, Application aspects of Digital Marketing.
Definition, Nature, Role and Importance in marketing, Businesses using all of the major
social media platforms (Facebook, Twitter, Instagram, YouTube) to connect with the
audience and convince them for a call of action.
(10 periods)
Textbook

1. Principles of Marketing: A South Asian Perspective, 13e — Kotler — Pearson

References

1. Marketing Management- South Asian Perspective, Philip Kotler, Kevin Lane Keller, Abraham
Koshy, Mithileshwar Jha, Pearson

©ooNO WD

10.

Marketing Management, Rajan Saxena, TMGH
Marketing, Lamb Hair Sharma, Mc Daniel, Cengage Learning
Introduction to Marketing, Adrian Palmer, 3rd Edition, Oxford Publishing,
Marketing Management — Indian Context with Global Perspective, V S Ramaswamy &
S Namakumari, 5th Edition, Mc Graw Hill India
Marketing Management — Arunkumar N. Meenakshi — Vikas Publishing
Basics of Marketing Management — R.B. Rudani S. Chand & Company Ltd.
Marketing —VVarma & Duggal — Oxford University Press.
Marketing Management — Stanton — McGraw Hill.

Any pertinent media (recorded lectures, YouTube, etc.) if relevant:
1. Digital Marketing, Dr. Tejinderpal Singh, https://youtu.be/FXYjur6abww
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] Title of the Course/Subject Total Number of Periods
Code of the Course/Subject

1ANI11002 Merchandising 48

Course Outcomes
1. Develop competence in oral, written, and visual communication.

2. Develop strategies for the efficient and effective distribution of films, concepts, goods, and services that respond
to evolving markets..

3. Conduct market research* to provide information needed to make marketing* decisions.
4. Plan, prepare and deliver a sales presentation that addresses the needs of the client.

5. Apply the principles of business ethics and corporate social responsibility to business decisions’

Unit Content

Unit 1 INTRODUCTION TO MERCHANDISING
Visual Merchandising: Definition and Function, History of Visual Merchandising, Image
Mix , Retail Store—Site and Design, Image Mix: The Top Six Elements

(10 periods)

Unit 11 DISPLAY BASICS
Store Exteriors and Interiors: Elements of Display, The Basics of Visual Merchandising
(9 periods)

Unit 111 | STORE PLANNING AND FIXTURES
Store Planning and Fixtures, Circulation Plan, Planograms
(10 periods)

Unit IV | MERCHANDISE PRESENTATION
Merchandise Presentation, Window Displays, Visual Merchandising—Hands On
(10 periods)

Unit V EXPERIENTIAL RETAIL
Merchandising using technological aspects.
(9 periods)

Textbook
1. Store Design and Visual Merchandising, Claus Ebster, Marion Garaus,Business Expert Press.

References
1. Marketing Management- South Asian Perspective, Philip Kotler, Kevin Lane Keller, Abraham Koshy,

Mithileshwar Jha, Pearson
2. Marketing Management, Rajan Saxena, TMGH
3. Marketing, Lamb Hair Sharma, Mc Daniel, Cengage Learning
4. Introduction to Marketing, Adrian Palmer, 3rd Edition, Oxford Publishing,

Any pertinent media (recorded lectures, YouTube, etc.) if relevant:

1. https://www.youtube.com/watch?v=70D7g8U7qEs&list=PLwDzh070QW--
p6JtQ1nCuv08rfKs94PbH
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Code of the Course/Subject

Title of the Course/Subject Total Number of Periods

1ANI1003 Compositing and Rendering 72

Course Outcomes

1. Recognize and evaluate key rendering techniques and how they are used to create advanced rendering.
2. Construct complex render layers shots for live action, 2D and 3D generated imagery.
3. Compose a shot using multiple render passes created from 3D packages.
4. Re-light elements within a composited scene to blend seamlessly with live action plates, 2D or 3D
Animation.
5. Demonstrate and execute delivery guidelines for feature film and television production pipelines.
6. Assemble and compose stereoscopic footage for use in a 3D production.
Unit Content
Unit 1 RENDERING TOOLSETS
Deconstructing digital images and the rendering process. Fundamental 3D and digital
compositing principles. Comparing the compositing engines. Pre-multiplied vs. non-pre-
multiplied images
(14 periods)
Unit 11 RENDER LAYERS AND PASSES
You can render individual objects, groups of objects on layers, or attributes (passes) of your
scene, then combine them using a compositing system. Compositing is the process of
combining multiple images into one.
(15 periods)
Unit 11 COMPOSITING AND RENDERING
Network rendering.
(14 periods)
Unit IV | ADVANCED COMPOSITING
Importing 3D static objects, animated objects and point cloud cache information.
Compositing render passes from 3D software - beauty, diffuse, shadow, reflection, matte,
and ambient occlusion. Altering lighting with re-lighting tools
(15 periods)
Unit vV COLOUR GRADING AND COLOUR MANAGEMENT
Understanding the role of colour and depth in images & ldentifying and working with a
variety of footage types and varying quality. Digital colour models and colour theory, log
and linear colourspaces, file formats and delivery specs
(14 periods)
Textbooks

1. Adobe After Effects CC Classroom:- Lisa Fridsma, Brie Gyncild, Adob Press, 2018, ISBN-13:

978-0-13-466532-0

References

1. Nuke 101: Professional Compositing and Visual Effects: - Ron Ganbar, Pearson Education,

2011,ISBN-0321733479.

2. Professional Digital Compositing:- Lanier Lee, John Wiley and Sons Ltd, ISBN- 9780470452615

Any pertinent media (recorded lectures, YouTube, etc.) if relevant:

1. Masking - https://www.youtube.com/watch?v=e9Pijsu9 _fs
https://www.youtube.com/watch?v=TrlYIX_ SZW4
https://www.youtube.com/watch?v=20sQM465Br4
https://www.youtube.com/watch?v=gv9-910zeZk
https://www.youtube.com/watch?v=sfkaCESPE5c

SANE
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Code of the Course/Subject

Title of the Course/Subject Total Number of Periods

1ANI1004 Dubbing and Sound Effects 72

Course Outcomes

1. Interpreting, Preparing scripts or notation for sound designing.
2. ldentifying and associating different sounds for voice over.
3. Designing background music for movies, animation, tv serials, etc.
4. Designing Foley music for movies, animation, tv serials, etc
5. Creating music various tools and software for sound production.
Unit Content
Unit 1 INTRODUCTION TO RECORDING AND EDITING
Music Production Process, Basic studio introduction, Sound design and dubbing, Music
Production Tools. Record enabling a track, setting up track, setting input levels, recording
with effects, Tools, Vocal track and multi track editing, Panning, Import & Export Files,
Copy & Paste, Fades
(15 periods)
Unit 1l DIALOG AND MUSIC EFFECTS
Narration, Synthetic languages, dialog and character development, dialog and music,
casting, working for voice actors, recording, recording, evaluation, compositing and
editing, synchronization.
(15 periods)
Unit 111 SOUND DESIGN
Overview, Classifications of sound, sound for character development, arranging sound
according to timing, metaphoric sound, off-screen sound, tension and release, smoothing
visual edits.
(14 periods)
Unit IV SOUND EFFECTS
Overview, Functions of sound effects, conceptualizing sound effects, foley effects,
ambience, searching sound effects, creating production sound effects library, tools for field
recording.
(14 periods)
Unit vV DYNAMICS EFFECTS AND MIXING
Introduction to Equalization, EQ type, Filters, setting up send effects, using various effects,
setting effect levels, VSTchannel Mixer, Working with video files, Plugins, Inserts,
Automation tracks.
(14 periods)
Textbook:
1. Sound Design for Films:- Tim Harrison,The Crowood Press, 978 1 78500 915 0
References:
1. Acting and performance for animation:- Hayes, Derek; Webster, Chris, Focal Press,2013, ISBN:
978-0-240-81239-7
2. Acting and Character Animation:- Rolf Giesen, Anna Khan, CRC Press,2017,1st EditionThe
science of sound recording :- Jay Kadis, Focal press, 2013, ISBN:-978-0-240-82154-2
3. Introduction to sound recording:- Martinn, Geoff, Martinn, Geoff, 2011
4. Designing sound for Animation:- Robin Beauchamp, Focal Press,2013, 2nd Edition

Any pertinent media (recorded lectures, YouTube, etc.) if relevant:

1. https://www.youtube.com/watch?v=y7Ci H9bYEk
2. https://www.youtube.com/watch?v=X9dFrQo2jbE
3. https://www.youtube.com/watch?v=Wcxw3BPSt3A
4. https://www.youtube.com/watch?v=jjBNjvNIlQ4
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https://www.youtube.com/watch?v=y7Ci_H9bYEk
https://www.youtube.com/watch?v=X9dFrOo2jbE
https://www.youtube.com/watch?v=Wcxw3BPSt3A

] Title of the Course/Subject Total Number of Periods
Code of the Course/Subject

Video Editing for

Films / Television / Gaming 2

1ANI1001

Course Outcomes

1. Learn and demonstrate competency in all aspects of broadcast productions.
Demonstrate competency in technical aspects of productions.

Interpret video footage for selective editing (storytelling).

Produce videos in a professional manner using digital non-linear editing techniques.
Use light and sound techniques to enhance video productions.

g~ w

Unit Content

Unit 1 Offline Editing
Understanding and learn the process of Initial Assembly, Rough cut and Final cut
(15 periods)

Unit 11 Online Editing
In this module, you will learn how to edit for broadcasting.
(14 periods)

Unit 111 | Advanced Techniques And Motion Graphics
In this module, you will learn advanced techniques such as multicam editing, chroma keying,
and more. Also, learn how to create animated graphics and typography for use in film,
television, and other media.

(14 periods)

Unit IV | Color Grading
In this module, you will learn how to enhance the look and feel of your footage using color
grading techniques.

(14 periods)

Unit vV Sound Design
In this module, you will learn how to use sound effects, Audio and music to enhance the
emotional impact of your videos.

(15 periods)

References
1. What Editors Do: The Art, Craft, and Business of Book Editing
2. Self-editing for Fiction Writers
3. Inthe Blink of an Eye Walter Murch
4. Technique of Film Editing, Reissue of 2nd Edition

Any pertinent media (recorded lectures, YouTube, etc.) if relevant:
https://www.youtube.com/watch?v=e9Pijsu9_fs
https://www.youtube.com/watch?v=Tr1YIX_SZW4
https://www.youtube.com/watch?v=20sQM465Br4
https://www.youtube.com/watch?v=gv9-910zeZk
https://www.youtube.com/watch?v=sfkaCESPE5c
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