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Division: Business & Engineering Technology
Department: Digital Art, Media & Design 
Digital Design and Graphics Program (live link)

COURSE NUMBER: 	DDG 1870		COURSE TITLE:  Fundamentals of Design for Animation
INSTRUCTOR:					CONTACT:
CREDITS:  3		CLASS/CONTACT HOURS PER WEEK:  1 Lecture	4 Lab	
PREREQUISITES:  DDG 1525

DESCRIPTION OF COURSE 
This course complements the 2D animation curriculum, focusing on the study of the human figure as a foundation for expressive and dynamic design. Students will explore gesture, proportion, anatomy, and form through observational drawing and applied design studies. Emphasis is placed on understanding structure, volume, and movement to strengthen visual storytelling and enhance drawing proficiency. The skills developed in this course support all areas of visual communication, including illustration, animation, and digital design.

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

· Demonstrate a structural understanding by creating drawings informed by a solid grasp of human anatomy, proportion, and form, translating complex structures into clear and intentional compositions.
· Simplify and interpret form by analyzing and interpreting complex gestures or poses into simplified structural drawings that effectively convey movement and balance.
· Apply observational skills by producing drawings based on close observation of people and environments, capturing natural movement, rhythm, and spatial relationships.
· Develop visual communication by employing line, tone, and composition to communicate energy, mood, and narrative within figure-based drawings.
· Synthesize concept and technique by integrating technical accuracy with expressive intent, demonstrating both control and creativity in interpreting the human form.
· Demonstrate process and iteration by exploring a range of drawing methods and materials, reflecting an evolving process of experimentation, revision, and refinement.
· Engage in critical dialogue by participating actively in group critiques, articulating constructive, analytical observations, and feedback that are grounded in visual evidence.
· Reflect on artistic growth by critically evaluating personal progress through self-assessment, identifying areas of technical and conceptual development.
· Connect to broader practice by relating the study of anatomy and gesture to contemporary drawing, illustration, and design practices, demonstrating awareness of professional contexts.
· Exhibit professional discipline by presenting completed drawings and sketch studies with attention to craftsmanship, clarity, and presentation standards expected in studio-based courses.


PROGRAM OUTCOMES 
· Demonstrate Technical Proficiency:
Exhibit mastery of industry-standard design tools and workflows to create professional visual communications across print and digital media.

· Integrate Concept and Craft:
Combine conceptual development with strong visual execution to produce work that is purposeful, innovative, and aesthetically refined.

· Apply Visual Design Principles:
Utilize advanced understanding of typography, color theory, and composition to create cohesive and effective design solutions.

· Engage in Critical and Reflective Practice:
Analyze, critique, and revise design work through research, feedback, and self-assessment to strengthen conceptual and formal outcomes.

· Communicate and Collaborate Professionally:
Present ideas effectively in visual, written, and verbal formats, while collaborating constructively within diverse, team-based environments.

· Demonstrate Professional Readiness:
Curate a portfolio that reflects technical competence, creative identity, and readiness for professional practice or continued study in the design field.

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, a computer capable of doing design work, drawing tablet, and digital drawing program of your choice • OR a pencil and sketchbook if you prefer traditional media.


TEXTBOOK(S), MANUALS, REFERENCES, AND OTHER READINGS
Bridgman, George B. Bridgman’s Complete Guide to Drawing from Life. 5th ed. New York: Union Square & Co., 2017. ISBN‑10: 1454926538; ISBN‑13: 9781454926535. 

GENERAL INSTRUCTIONAL METHODS
Demonstration, reading assignments, video lectures, and critique/feedback. 


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. 


15 Projects Consisting of:
15 In-Class Drawings = 		50%
15 Homework Drawings =	35%
Final Project =			5%
Critiques =			10%

	Project #1
	5.66%
	Introduction to Drawing Principles

	
	
	· This course introduces foundational drawing principles, emphasizing observation, proportion, and form through the use of a variety of traditional and digital tools. Students will build technical skill, explore expressive mark-making, and develop a personal visual language.

	In-Class Drawing (3.33%)
Homework Drawing (2.33%)

	Project #2
	5.66%
	Proportions & Gesture Drawing

	
	
	· This project introduces basic human proportions and classical canons, emphasizing the study of anatomy and scale to create accurate and expressive figure drawings. Students will explore structural relationships and develop a foundational understanding of the human form.

	In-Class Drawing (3.33%)
Homework Drawing (2.33%)

	Project #3
	5.66%
	Movable Masses & Gesture Drawing

	
	
	· Examines the major masses of the human figure and their movement in relation to one another. Emphasis is placed on gesture, proportion, and spatial interaction, enabling students to observe, interpret, and render dynamic, expressive forms.

	In-Class Drawing (3.33%)
Homework Drawing (2.33%)

	Project #4
	5.66%
	Wedging, Passing, and Locking & Gesture Drawing

	
	
	· This project explores the interlocking forms of the human figure, emphasizing how body masses connect and interact in space. Students will develop an understanding of structural relationships, overlap, and volume, translating observational studies into dynamic, cohesive compositions.

	In-Class Drawing (3.33%)
Homework Drawing (2.33%)

	Project #5 
	5.66%
	Balance and Rhythm & Gesture Drawing

	
	
	· This project investigates balance and rhythm within the human form, emphasizing how weight, posture, and movement create visual and structural harmony. Students will analyze gestures and compositional flow to produce drawings that convey dynamic stability and coordinated motion.

	In-Class Drawing (3.33%)
Homework Drawing (2.33%)

	Project #6
	5.66%
	Balance and Rhythm & Gesture Drawing

	
	
	This project focuses on the smaller masses of the human form, emphasizing hands, feet, and facial features as expressive components of overall figure structure. Students will develop observational precision and an understanding of how these details contribute to proportion, gesture, and dynamic composition.

	In-Class Drawing (3.33%)
Homework Drawing (2.33%)
	
	

	Project #7
	5.66%
	Light and Shadow & Gesture Drawing

	
	
	This project explores light and shadow on the human form, emphasizing the interplay of highlights, midtones, and shadows to define volume and structure. Students will develop skills in observing and rendering the effects of light on three-dimensional forms to enhance depth, realism, and expressive impact in their drawings.

	In-Class Drawing (3.33%)
Homework Drawing (2.33%)
	
	

	Project #8
	5.66%
	Midterm Draw Day

	
	
	In this project, students will complete extended, timed drawings that integrate anatomy, lighting, and detailed observation. The focus is on synthesizing accumulated knowledge from previous studies, with class critiques providing feedback to refine technique, compositional clarity, and overall execution.

	In-Class Drawing (3.33%)
Homework Drawing (2.33%)
	
	

	Project #9
	5.66%
	Skull & Gesture Drawing

	
	
	This project emphasizes understanding the underlying structure of the human skull and its impact on gesture and movement. Students will study anatomical landmarks while capturing dynamic poses, focusing on how skeletal form informs proportion, posture, and expressive gestures.

	In-Class Drawing (3.33%)
Homework Drawing (2.33%)
	
	

	Project #10
	5.66%
	Shoulders and Torso Anatomy & Gesture Drawing

	
	
	This project examines the basic anatomy of the human shoulders and torso, emphasizing skeletal and muscular structure and their influence on posture and movement. Students will develop observational and rendering skills to accurately depict proportion, form, and dynamic relationships within the upper body.

	In-Class Drawing (3.33%)
Homework Drawing (2.33%)
	
	

	Project #11
	5.66%
	Arm and Leg Anatomy & Gesture Drawing

	
	
	This project focuses on the basic anatomy of the human arms and legs, emphasizing skeletal and muscular structure and their role in movement and proportion. Students will practice observational drawing to accurately render limbs in a variety of gestures, developing both anatomical understanding and expressive form.

	In-Class Drawing (3.33%)
Homework Drawing (2.33%)
	
	

	Project #12
	5.66%
	Character Design for Finals

	
	
	This project introduces the fundamentals of character design, emphasizing the importance of strong design principles in creating memorable and expressive characters. Students will explore shape, proportion, silhouette, and personality, learning how design choices communicate character traits and narrative intent.

	In-Class Drawing (3.33%)
Homework Drawing (2.33%)
	
	

	Project #13
	5.66%
	Introduction to Character Coloring

	
	
	This project introduces fundamental tips and techniques in digital painting to enhance character depiction and support anatomy sketching. Students will explore digital tools and workflows to improve rendering, gesture, and form, applying these methods to create expressive and anatomically informed character studies.

	In-Class Drawing (3.33%)
Homework Drawing (2.33%)
	
	

	Project #14
	5.66%
	Introduction to Ambient Light & Environment Coloring

	
	
	This project introduces the fundamentals of ambient light and environment coloring, emphasizing how light, color, and atmosphere influence mood and spatial perception. Students will explore techniques for creating cohesive lighting schemes and harmonious color palettes to enhance the realism and emotional impact of their environments.

	In-Class Drawing (3.33%)
Homework Drawing (2.33%)
	
	

	Project #15
	5.66%
	Final Character

	
	
	This session centers on class critiques of student character work, focusing on overall anatomy, proportion, and design choices. Students will receive constructive feedback from peers and personalized guidance from the instructor, with an emphasis on refining technique, improving design decisions, and strengthening their creative process.

	In-Class Drawing (3.33%)
Homework Drawing (2.33%)
	
	

	Project #16
	5%
	Finals Week

	
	
	This project culminates in a final character presentation, showcasing fully developed designs that integrate anatomy, gesture, personality, and visual storytelling. Students will demonstrate mastery of their creative process, receive final feedback from the instructor and peers, and present polished work that reflects both technical skill and conceptual development.

	
	
	

	Total
	90%
	



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
1
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 / Drawing Principles / Tools / Gesture Drawing
	Project 1: Basic drawing principles using a variety of tools 
In Class Drawing
	Drawing in your sketchbook:

-150 full-body gestures
-1minute per sketch
-5 per page
	PROJECT 1
	

	MODULE 1
	Proportions / Gesture Drawing
	Project 2: Basic human proportions and canon. 
In Class Drawing
	Drawing in your sketchbook:

-150 full-body gestures
-1minute per sketch
-5 per page

Textbook: pg12-22
	PROJECT 2
	Check Blackboard course calendar for the exact due dates.

	MODULE 1
	Movable Masses / Gesture Drawing
	Project 3: Major masses of the human figure, and their movement in relationship to each other
In Class Drawing
	Drawing in your sketchbook:

-150 full-body gestures
-1minute per sketch
-5 per page

Textbook: pg23-24
	PROJECT 3
	Check Blackboard course calendar for the exact due dates.

	MODULE 1

	Wedging, Passing, and Locking / Gesture Drawing
	Project 4: Interlocking forms in the human figure
In Class Drawing
	Drawing in your sketchbook:

-150 full-body gestures
-1minute per sketch
-5 per page

Textbook: pg 25-32
	PROJECT 4


	Check Blackboard course calendar for the exact due dates.

	MODULE 1
	Balance and Rhythm / Gesture Drawing
	Project 5:
-Balance within the human form
-Rhythm within the human form
In Class Drawing
	Drawing in your sketchbook:

-150 full-body gestures
-1minute per sketch
-5 per page

Textbook: pg33-41

*Use Youtube as a reference for Dancing Videos
	PROJECT 5
 
	Check Blackboard course calendar for the exact due dates.

	MODULE 1
	Distribution of Masses / Gesture Drawing
	Project 6: 
Smaller masses of the human form. In Class Drawing
	Drawing in your sketchbook:

-150 full-body gestures
-1minute per sketch
-5 per page

Textbook: pg42-47 & pg54-61
	PROJECT 6

	Check Blackboard course calendar for the exact due dates.

	MODULE 1
	Light and Shadow / Gesture Drawing
	Project 7:
Light and shadow on the human form. In Class Drawing
	Drawing in your sketchbook:

-150 full-body gestures
-1minute per sketch
-5 per page

Textbook: pg48-53
	PROJECT 7

	Check Blackboard course calendar for the exact due dates.

	MODULE 1
	Midterm Draw Day
	Project 8:
Students will spend the class drawing much longer timed pieces focusing on anatomy, lighting and details. Class critique to follow.

-This is to test accumulated knowledge
	Drawing in your sketchbook:

-150 full-body gestures
-1minute per sketch
-5 per page
	PROJECT 8

	Check Blackboard course calendar for the exact due dates.

	MODULE 1 
	Skull / Gesture Drawing
	Project 9:
Basic anatomy of the human skull
In Class Drawing
	Drawing in your sketchbook:

-100 full-body gestures
-1minute per sketch
-5 per page
-25 Skull Sketches

Textbook: pg67-75
	PROJECT 9

	Check Blackboard course calendar for the exact due dates.

	MODULE 1
	Shoulders and Torso Anatomy   / Gesture Drawing
	Project 10:
Basic anatomy of the human shoulders and torso.
In Class Drawing
	Drawing in your sketchbook:

-100 full-body gestures
-1minute per sketch
-5 per page
-25 Torso Sketches

Textbook: pg 161-171
	PROJECT 10

	Check Blackboard course calendar for the exact due dates.

	MODULE 1
	Arm and Leg Anatomy / Gesture Drawing
	Project 11:
Basic anatomy of the human arm and legs  
In Class Drawing
	Drawing in your sketchbook:

-75 full-body gestures
-1minute per sketch
-5 per page
-25 Arm Sketches
-25 Leg Sketches
-Think of character themes

Textbook: pg176-193 &  pg288-307
	PROJECT 11

	Check Blackboard course calendar for the exact due dates.

	MODULE 2
	Character Design
	Project 12:
Introduction to the basics of character design and why it's so important.
In Class Drawing
	-20 Character designs
-Well thought out and planned designs
	PROJECT 12

	Check Blackboard course calendar for the exact due dates.

	MODULE 2
	Introduction to Character Coloring
	Project 13:
Basic tips and tricks in digital painting to help convey your characters and improve anatomy sketching.
In Class Drawing

-If you wish to bring your own laptop to class to color along, feel free!
	-Color previous weeks sketches
-Embellish on world and personalities
	PROJECT 13

	Check Blackboard course calendar for the exact due dates.

	MODULE 2
	Introduction to Ambient Light and Environment Coloring
	Project 14:
Understanding of color and how it impacts a pieces mood and your characters.
In Class Drawing

-If you wish to bring your own laptop to class to color along, feel free!
	-Work on final character
	PROJECT 14

	Check Blackboard course calendar for the exact due dates.

	MODULE 3
	Final Character
	Project 15:
Class critique of characters overall anatomy and design
Personal feedback from instructor

-If you wish to bring your own laptop to class to work, feel free!

-Final Projects are allowed to be digital or traditional
	-Final Presentation Preparation
-Bring sketches from Week 1 as well
	PROJECT 15

	Check Blackboard course calendar for the exact due dates.

	MODULE 3
	Final Character Presentation
	Project 16:
Final Presentation
	Keep drawing! Art is a long journey but one well worth taking.
	PROJECT 16

	Check Blackboard course calendar for the exact due dates.

Project 16 will not be accepted late

	Course Over
	No Final Exam
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