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COURSE NUMBER: 	DDG 1860		COURSE TITLE:  2D Animation
INSTRUCTOR:					CONTACT:
CREDITS:  3		CLASS/CONTACT HOURS PER WEEK:  1 Lecture	4 Lab	
PREREQUISITES:  None

DESCRIPTION OF COURSE 
This course introduces students to the foundational principles and processes of traditional animation. Through the creation of pencil tests and frame-by-frame exercises, students will explore movement, timing, and the art of expressive storytelling. Emphasis is placed on developing strong drawing skills, understanding the illusion of motion, and applying classical animation techniques to convey character and narrative. By the end of the course, students will demonstrate an ability to plan, animate, and critique short sequences that reflect both technical proficiency and creative intent.

COURSE STUDENT LEARNING OUTCOMES 
Upon successful completion of this course, students will be able to:

· Identify and apply key animation concepts and terminology relevant to traditional and digital production processes.
· Describe the stages of the animation pipeline and discuss how traditional animation principles inform practices across various creative industries.
· Develop gesture drawing and observational skills to capture motion, weight, and expressive character poses.
· Apply principles of timing and spacing to create believable movement and visual rhythm in sequential drawings.
· Utilize animation software to enhance pencil tests and refine exercises that demonstrate the fundamental principles of motion and locomotion.
· Integrate advanced theories and techniques of animation to strengthen conceptual and visual storytelling.
· Produce a cohesive short animation that demonstrates technical proficiency, creativity, and narrative clarity.

PROGRAM OUTCOMES 
· Demonstrate mastery of the principles of traditional animation, including timing, spacing, squash and stretch, anticipation, and follow-through.
· Apply strong drawing and observational skills to create expressive character performance and believable motion.
· Integrate storytelling techniques and visual narrative structure to convey emotion, intent, and atmosphere through animated sequences.
· Utilize industry-standard software and workflows to plan, test, and finalize traditional and hybrid animation projects.
· Analyze and apply animation production processes in various professional fields, including film, games, advertising, and interactive media.
· Incorporate design principles, sound, and movement to produce cohesive and engaging animated works.
· Engage in critique and reflective practice to evaluate one’s own work and that of peers, refining creative outcomes through feedback and revision.
· Develop a professional portfolio or demo reel that demonstrates technical proficiency, conceptual depth, and readiness for entry into the creative industry.

OUTCOMES BASED ASSESSMENT OF STUDENT LEARNING 
For this course, students are expected to demonstrate the skills associated with the Institutional Learning Goals (ILG) identified below:
· Critical Thinking 
· Information Literacy
· Communication Competence
· Scientific and Technological Effectiveness
In class, students are assessed on their achievement of these outcomes. Names will not be used when reporting results. Outcomes-based assessment is used to enhance instructional planning and design, as well as the quality of student learning, throughout the college.

COURSE MATERIALS REQUIRED  
• Access the internet, Adobe Photoshop, and a computer capable of doing design work • Drawing papers (any regular 8.5” x 11” copy/printing paper with 20 LB) • Graphite pencil (regular pencil), Mechanical Pencil, Ultrafine point sharpie pen (or black color ball point pen), eraser, ruler, paper clip, etc.  • Light box or any alternative homemade solution for light box • CamScanner APP on cell phone (to take pictures of animation drawings)

TEXTBOOK(S), MANUALS, REFERENCES, AND OTHER READINGS
Williams, Richard. The Animator’s Survival Kit: A Manual of Methods, Principles and Formulas for Classical, Computer, Games, Stop Motion and Internet Animators. 4th ed., Revised, Farrar, Straus and Giroux, 2012. ISBN 978-0-86547-897-8.

(This book is available for purchase online at the Discovery Exchange Bookstore of the college or on Amazon.com.)

GENERAL INSTRUCTIONAL METHODS
In-class Demonstration, reading assignments, video lectures, and media presentations. 

STANDARDS AND METHODS FOR EVALUATION
Each student’s course grade will be comprised of the following weighted components, averaged according to the following ratio, based on the standard 100-point grading scale for each category, as specified by the college. 

5 Projects = 		100%

	Project #1
	18.75%
	Bouncing Ball

	
	
	· Introduces the foundational principles of animation through the classic bouncing ball exercise. Students will create a breakdown guide to plan timing, spacing, and motion paths, then produce hand-drawn frames captured and compiled in Adobe Photoshop to create a smooth, believable animation.

	Part 1: Bouncing Ball Breakdown Guide (6.25%)
Part 2: Bouncing Ball. Animation (12.5%)

	Project #2
	18.75%
	Metamorphosis  

	
	
	· This project explores the concept of metamorphosis in animation, transforming one form into another through fluid, expressive motion. Students will define metamorphosis as both a visual and narrative device, creating a breakdown guide that illustrates three distinct transformation states in a continuous cycle.

	Part 1: Metamorphosis Breakdown Guide (6.25%)
Part 2: Metamorphosis Animation (12.5%)

	Project #3
	25%
	Anticipation

	
	
	· Students will design and develop a character through a complete model sheet, featuring multiple views to ensure consistency in animation. They will apply the principle of anticipation by creating a detailed breakdown guide, establishing key poses, timing, and spacing before producing a fully realized hand-drawn animation compiled in Adobe Photoshop.

	Part 1: Anticipation Character Model Sheet (6.25%)
Part 2: Anticipation Breakdown Guide (6.25%)
Part 3: Anticipation Animation (12.5%)

	Project #4
	25%
	Walk Cycle

	
	
	· Students will design a character and produce a complete model sheet with multiple views to guide consistent movement throughout the character’s animation. They will apply the principles of timing, spacing, and weight to create a believable walk cycle through a detailed breakdown guide and hand-drawn animation. Final drawings will be captured and compiled in Adobe Photoshop to produce a polished walk cycle movie clip.

	Part 1: Walk Cycle Character Model Sheet (6.25%)
Part 2: Walk Cycle Breakdown Guide (6.25%)
Part 3: Walk Cycle Animation (12.5%)

	Project #5 
	12.5%
	Sketch Book Assignments 

	
	
	· Students will develop observational drawing skills through dynamic studies of human gestures. They will capture movement, balance, and emotion in single figure poses, then progress to drawing two interacting figures to convey storytelling through body language and composition.

	Part 1: Human Gesture drawings (6.25%)
Part 2: Gestures drawings of two human figures interacting (6.25%)

	
	
	

	Total
	100%
	


GRADING SCALE
•A = 90-100 Points • B = 80-89 Points • C = 70-79 Points	• D = 60-69 Points • E = 59 Points and below

LATE WORK HAS A 5% DEDUCTION PER DAY. NO WORK IS ACCEPTED AFTER 7 DAYS

ATTENDANCE POLICY & PARTICIPATION REPORTING
Columbus State is required by federal law to verify the attendance of students receiving Federal Title IV aid or Veterans Affairs benefits. Instructors must report students who never attend or are failing a course, which may result in automatic administrative withdrawal. Attendance is determined by each instructor based on “significant and meaningful academic activity,” as defined by the CSCC Financial Aid Office and Enrollment Services (must be passing the course at the time of reporting). Contact the Financial Aid Office for details on how withdrawals may affect eligibility.
Note: The Final/last assignment will not be accepted if submitted late after the due date. All late projects will incur a 5% penalty per day (even for partial days). Any project more than 7 days late will not be accepted.

EMAILS
Any correspondence via email must be sent through your Columbus State CougarMail account. E-mails received outside of the CougarMail will not be answered.

AI & DESIGN
The Digital Design & Graphics program:
· Recognizes AI’s integral role in future design practices.
· Views generative AI as a co-creation tool for rapid translation and prototyping.
· Emphasizes understanding AI as a platform for imagination, ideation, and problem-solving in design education​​.
· Highlights the importance of understanding the ethical implications of incorporating AI in design practice.
· Educates students about biases in data and algorithms, promoting awareness of open-source AI models and efforts to democratize AI technology​​.

This course complements the 2D animation curriculum by focusing on the human figure as a foundational element of expressive and dynamic design. Students will engage in observational drawing and applied design studies to explore concepts such as gesture, proportion, anatomy, structure, volume, and movement. The emphasis is placed on strengthening visual storytelling and drawing proficiency, with skills developed that support the disciplines of illustration, animation, and digital design.

To preserve creative integrity and authentic learning, this course prohibits the use of any external artificial intelligence tools that are not explicitly approved and integrated into the curriculum. The substitution of AI-generated imagery or design elements for student work will be considered academic misconduct under the institution’s academic and creative integrity standards (see institutional policy). Students must create original work, document their process, and properly attribute any approved tools. While AI is an evolving and ubiquitous tool, its application is reserved for other courses in the program. It is not permitted as a substitute for student creativity, critical thinking, or craftsmanship in this foundational studio class.

STUDENT CODE OF CONDUCT
As an enrolled student at Columbus State Community College, you have agreed to abide by the Student Code of Conduct as outlined in the Student Handbook.  You should familiarize yourself with the student code of conduct.  Columbus State expects you to exhibit high standards of academic integrity, respect, and responsibility.  Any confirmed incidence of misconduct, including plagiarism and other forms of cheating, will be treated seriously and in accordance with College Policy and Procedure 7-10.

PLAGIARISM
According to the Student Code of Conduct and Academic Misconduct Policy, plagiarism includes submitting work presented as one’s own that has been wholly or partially created by another individual—for example, using images sourced online in place of original work. Intent is not a determining factor; plagiarism, whether deliberate or unintentional, constitutes a violation of academic integrity and is treated as academic dishonesty. So do your own work.


COLLEGE SYLLABUS STATEMENTS
Columbus State Community College requires College Syllabus Statements on College Policies and Student Support Services can be found at www.cscc.edu/syllabus or on the College website, Quick Links “Syllabus Statements”.

UNITS OF INSTRUCTION 

	MODULES
	UNIT OF INSTRUCTION
	LEARNING OBJECTIVES/GOALS
	ASSIGNMENTS
	ASSESSMENT METHODS
	ASSIGNMENT DUE DATE

	MODULE 1
	Introduction to Traditional Animation and Basic Principles
	Applying basic principles and creativity in animation
	
	
	

	MODULE 2
	Project 1: Bouncing Ball
Creating Breakdown guide.
	Determine timing and spacing and creating breakdown guide and path for bouncing ball
	Project 1 Part 1: Bouncing Ball Breakdown Guide
	PROJECT 1 – Part 1
	Check Blackboard course calendar for the exact due dates.

	MODULE 2
	Animation drawings for Bouncing Ball and capturing drawings
	Drawing in registration and capturing drawings using CamScanner app and saving image files of drawings
	
	
	

	MODULE 2

	Importing images and making a movie clip of Bouncing Ball Animation
	Importing images drawings in Adobe Photoshop and making a movie clip
	Project 1 Part 2: Bouncing Ball.  Animation
	PROJECT 1 – Part 2


	Check Blackboard course calendar for the exact due dates.

	MODULE 3
	Project 2: Metamorphosis Animation
Creating Breakdown guide with three states for Metamorphosis
	Defining Metamorphosis in Animation and creating Breakdown Guide to animate three states in cycle.
	Project 2 Part 1: Metamorphosis Breakdown Guide
	PROJECT 2 – Part 1
 
	Check Blackboard course calendar for the exact due dates.

	MODULE 3
	Metamorphosis Animation drawings
	Techniques in drawing Animation drawings registration by establishing the states drawings and filling the in-between drawings to complete the animation drawings for Metamorphosis
	
	
	

	MODULE 3
	Capturing Metamorphosis Animation drawings and making a movie clip
	Capturing drawings using CamScanner app and saving image files of drawings. Importing images of drawings in Adobe Photoshop and making a movie clip
	Project 2 Part 2: Metamorphosis Animation
	PROJECT 2 – Part 2

	Check Blackboard course calendar for the exact due dates.

	MODULE 4
	Human Gestures drawings
Part 1: one figure and
Part 2: two figures interacting
	Human Gestures drawings – with various poses – keeping the body form and body proportion in mind.
	Sketchbook:
Part 1 and 2
	SKETCHBOOK –
Part 1 & 2
	Check Blackboard course calendar for the exact due dates.

	MODULE 5
	Project 3: Anticipation
Creating a character model sheet
	Designing and finalizing a character and creating a character model sheet with four different views.
	Project 3 Part 1: Anticipation Character Model Sheet
	PROJECT 3 – Part 1

	Check Blackboard course calendar for the exact due dates.

	MODULE 5
	Creating a breakdown guide for Anticipation assignment.
	Techniques in establishing key poses of action in the breakdown guide and explaining the spacing/timing and estimating number of drawings required.
	Project 3 Part 2: Anticipation Breakdown Guide
	PROJECT 3 – Part 2

	Check Blackboard course calendar for the exact due dates.

	MODULE 5
	Animation drawings for Anticipation animation.  
	Techniques in drawing key poses and key drawings, and then drawing the rest of the in-betweens to complete the animation drawings.  
	
	
	

	MODULE 5
	Capturing Anticipation Animation drawings and making a movie clip
	Capturing drawings using CamScanner app and saving image files of drawings. Importing images of drawings in Adobe Photoshop and making a movie clip
	Project 3 Part 3: Anticipation Animation
	PROJECT 3 – Part 3

	Check Blackboard course calendar for the exact due dates.

	MODULE 6
	Project 4: Walk-Cycle  
Creating a character model sheet.
	Designing and finalizing a character and creating a character model sheet with four different views.
	Project 4 Part 1: Walk Cycle Character Model Sheet
	PROJECT 4 – Part 1

	Check Blackboard course calendar for the exact due dates.

	MODULE 6
	Creating a breakdown guide for Walk-Cycle assignment.
	Techniques in establishing key poses of action in the breakdown guide, and explaining the spacing/timing and estimating number of drawings required.
	Project 4: Part 2: Walk Cycle Breakdown Guide
	PROJECT 4 – Part 2

	Check Blackboard course calendar for the exact due dates.

	MODULE 6
	Animation drawings for Walk Cycle animation.
	Techniques in drawings key poses and key drawings, and then drawing the rest of the in-betweens to complete the animation drawings.
	
	
	

	MODULE 6
	Capturing Walk- Cycle Animation drawings and making a movie clip
	Capturing drawings using CamScanner app and saving image files of drawings. Importing images of drawings in Adobe Photoshop and making a movie clip
	Project 4 Part 3: 
Walk Cycle Animation
	PROJECT 4 – Part 3

	Check Blackboard course calendar for the exact due dates.

Project 4 Part 3 will not be accepted late

	Course Over
	No Final Exam
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