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Aims of Module
Private Stud
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fundamental concepts of Mode of Delivery

two-dimensional animation and
associated tools.

To develop basic
two-dimensional animation
applications.

Key concepts are introduced and
illustrated through lectures. In the
laboratories the students will
progress through a sequence of
exercises to develop sufficient
knowledge of 2D animation tools
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Module

On completion of this module,
students are expected to be able
to:

1.Design and evaluate
techniques for animating
objects.

2.Make effective use of
scripting languages to add
interactive features to
animation applications.

3.Make effective use of
scripting languages to
animate objects.

Indicative Module Content

Animation techniques: key
framing, tweening.

Controlling Animation:
Physical modelling.

Scripting to provide interactive
and dynamic aspects to
animations.

Animation for the Web.
Simple 2D Game design.

Games engines. Collision
detection.

and environments to enable them to
complete the practical design and
implementation of 2D animations.

Assessment Plan

Learning Outcomes
Assessed
?omponent 12,3

Component 1 ? This component
consists of coursework assignments
worth 100% of the total module
assessment.
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