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	PG ASSIGNMENT SPECIFICATION



	Student name:
	Assignments will not be accepted without a name here

	Student P number:
	Assignments will not be accepted without P number


	Programme:
	MA 3D Computer Animation
	Faculty/School:
	FAD / SGDA

	Module:
	3D Computer Animation
	Module Level (4, 5, 6, 7):
	7

	Module code:
	M7X00658
	Contribution to Overall
Module Assessment (%):
	60%

	Lecturer:
	Henry Lutman
	Internal Verifier:
	JH

	Assignment Title:
	Animation Part 1
	Assignment No (x of x):
	1 of 2

	
	
	
	
	
	

	Hand Out Date:
	17-10-2017
	Submission Date:
	[bookmark: _GoBack]18-01-2018
	Feedback Date:
	By 08-02-2018



	Referencing:
	Written coursework submissions: In the main body of your submission you must give credit to authors on whose research your work is based. Append to your submission a reference list that indicates the books, articles, etc. that you have read or quoted in order to complete this assignment (e.g. for books: surname of author and initials, year of publication, title of book, edition, publisher: place of publication).  Harvard or APA referencing systems is accepted.
Practical coursework submissions: You must give credit to designers or artists whose work you have used to inspire your own.  Where specific designs or images have been used in your development work you must indicate the name of the ‘author’ and details of the source of the work (e.g. book, journal, website etc.).

	Disclosure:
	I declare that this assignment is all my own work and that I have acknowledged all materials used from the published or unpublished works of other people. All references have been duly cited.

	Student’s Signature:
	Assignments will not be accepted without a signature here and date >
	Date of submission:
	

	Turnitin: Lecturer to tick to indicate if an electronic version of the assignment must be submitted to Turnitin. 
If both electronic and hard copy submissions are required then both versions MUST be submitted by the same deadline.  No marks will be released until both submissions are received.  
Note: the Turnitin version is the primary submission and acts as a proof of receipt for the student.  
A paper receipt must be completed for hard copy submissions, including portfolios and other design work.
	YES
	

	
	NO
	

	Penalties for late submission: Up to one week late, maximum mark of 50% for first attempt. 
Work cannot be accepted after one week and will be recorded as a non-submission, 0%.



· The Assignment Specification Form MUST be at the front of all assignment submission.  Assignments will not be accepted without this form, as it is a requirement that you sign the disclosure regarding referencing conventions.
· DO NOT include this form in your Turnitin submission or it will match many similarities with other students’ submissions.




This form must be signed and submitted with your assignment


	ASSIGNMENT DESCRIPTION



	Learning Outcomes

	Module Learning Outcomes being Assessed:

	1. Demonstrate originality and expertise in the ability to calculate and optimize levels of animation control to create professional quality animated representations of persona, expressions and simulations.

	2. Demonstrate advanced contemporary knowledge and mastery of the development tools necessary for the creation of 3D models, rigs, environments, etc

	

	



	
Task

	This assignment requires you to work individually. 
You are required to produce nine animation sequences

Project Brief: 
You must produce a series of animated sequences using the Maya scene files provided. 
You must present a correctly formatted and properly slated series of animation motion test videos to staff and colleagues on the assessment day at a time agreed by your tutor.
The slates (opening title) should include “MA 3DCA”, your name and the name of the exercise.
On the day of the presentation you must transfer your animation motion test videos onto the tutor’s computer BEFORE the presentation is due to start.  You must also include the LAST version of each MAYA scene file used in the preparation of your motion tests. Your motion test videos and scene files will be kept for later use by the university and external examiner. 

Sequence 1: The Phenakistoscope. (Scene file NOT provided) Length 6,8,12 or 16 frames.

Sequence 2: The Bouncing Ball A. (Scene file NOT provided) Length 250 to 300 frames.

Sequence 3: The Bouncing Balls.  (Scene file NOT provided) Length 250 to 400 frames.
	OR
The Bouncing Ball B. (Scene file `exercise_3_ball_B`) Length 250 to 400 frames

Sequence 4: The Curious Primitive.  (Scene file `exercise_1_curious_Prim`) Length 300 to 600 frames

Sequence 5: Three Cups Trick - Boredom, Curiosity, Confusion:  (Scene file `exercise_4_eyes`) 

Sequence 6: A Clockwork. (Scene file `exercise_6_clockwork`) Length 250 to 400 frames.

Sequence 7: A Walk in the Park. (Scene file `exercise_7_walk`) Cycle Length 200 frames. 

Sequence 8: The Warehouse Packer. (Scene file `exercise_8_packer`) Length 250 to 500 frames.
OR
The Wizard Casts a Spell .   (Scene file `exercise_9_wizard’) Length 250 to 500 frames

Sequence 9: More Walking.  (Scene file `exercise_7_walk` plus `exercise_walk_supplement_import) Length 300 to 600 frames

The animation will be assessed via: 
Monitoring your progress of practical computer work during studio class time.  If sufficient progress has not been demonstrated during studio class time, you may be asked to show how you have created elements within your practical work by demonstrating these during your presentation. 
A presentation of 10 minutes showing and discussing the key points of your animated sequences, followed by a maximum 5 minute Q&A session.  
Your presentation may be recorded for later viewing by tutors and external examiners.
You will need to submit one completed and signed copy of this form.




	Guidance for Students in the Completion of Tasks

	IMPORTANT: You must fill in and sign this copy of the assignment specification on the hand in day.  
Please do not loose.

Further guidance can be found in the “Module Guide: 3D Animation”, on Moodle and if you have any questions or feel you need further information, then contact your module tutor.

Do not build or include any other elements and do not change or interfere with the rigs unless previously agreed in writing by the tutor.

Sequence 1: The Phenakistoscope. (Scene file NOT provided) Length 6,8,12 or 16 frames.
(Artistic/creative: The drafting and sketching of a motion picture sequence to form a coherent looped animated sequence)
(Technical: Loop fundamentals,  linear, non-linear increments and Beta Movement).
Create a Phenakistoscope using the online software provided or through your own practical endeavour.  
On completion, leave a copy in the learning animation Phenakistoscope gallery for viewing and provide a printed version for display on the studio wall.

Sequence 2: The Bouncing Ball A. (Scene file NOT provided) Length 250 to 300 frames.
(Artistic/creative: Timing & Natural Forces) 
(Technical: Key framing and Using the Graph Editor)
Create a sphere one unit radius textured with a white stripe (so that the audience can detect the rotation) and a wall out of a cube scaled at X=16 Y=8 Z=1 and translated to X=0 Y=4  Z=-8.  Make sure the ball has a pattern or texture to enable the audience to see the rotation.  Animate the ball falling into frame, rotating and bouncing along the floor and off the wall.  Squash and stretch the ball to emphasize the character.  

Sequence 3: 
The Bouncing Balls. (Scene file provided from sequence 2) Length 250 to 400 frames
(Artistic/creative: Timing & Squash and Stretch, follow through and overlapping action and the study of weight) 
(Technical: Key framing and Using the Graph Editor)
Use the scene file produced for sequence 2 as starting point and you need to include steps in the scene which can be downloaded from the learning animation site “Stairs for Bouncing Balls”.
Import the “Bouncing Balls Stairs” and make two additional spheres. The first additional ball should be one unit radius and is made of solid steel.  The second additional ball should be two units radius and is made of balloon type rubber and filled with air.  Make sure the additional balls have a pattern or texture to enable the audience to see the rotation.
OR
The Bouncing Ball B. (Scene file `exercise_3_ball_B`) Length 250 to 400 frames
(Artistic/creative: Timing & Squash and Stretch, anticipation,  follow through and overlapping action) 
(Technical: Using an advanced rig. Key framing and Using the Graph Editor)
Use the scene file to produce a scenario using the rigged ball on the floor and the ball on pedestal.
Include squash, stretch, anticipation,  follow through and overlapping action.

Sequence 4: The Curious Primitive.  (Scene file `exercise_1_curious_Prim`) Length 300 to 600 frames
(Artistic/creative: Using Empathy with a simple character) 
(Technical: Using a Simple Rig)
Using the rig, make sure the characters scale values are all set to 4.
Use only the controls provided, to animate this character reacting to the three ducks.
Clue = Small nervous creatures are usually prey for others. 

Sequence 5: Three Cups Trick - Boredom, Curiosity, Confusion:  (Scene file `exercise_4_eyes`) 
(Artistic/creative: The Choreography of Eyes) 
(Technical: Key framing and Animation Curve Adjustment) 
Animate the simple rigged face to show the character reacting to the three cups trick.  Start of by showing boredom, then curiosity, then confusion. 

Sequence 6: A Clockwork. (Scene file `exercise_6_clockwork`) Length 250 to 400 frames.
	.(Artistic/creative: Scene Fabrication & Camerawork) 
(Technical: Using Expressions)
Position the spare gears shafts in the scene to implement a mechanical relationship with the pre animated handle and write MEL expressions to animate these gears shafts meaningfully.  When complete, use MEL expressions (library functions) to express wear and tear. 

Sequence 7: A Walk in the Park. (Scene file `exercise_7_walk`) Cycle Length 200 frames. 
	(Artistic/creative: Choreography of a Walk)
 (Technical: Biped Cycle & Use of Advanced Rig) 
Sequence length 200 frames.  Use the human rig to produce an ON the SPOT walk cycle.


Sequence 8: 
The Warehouse Packer. (Scene file `exercise_8_packer`) Length 250 to 500 frames.
	(Artistic/creative: Choreography of a Upper Body) 
(Technical: Constraints & Use of Advanced Rig)
Use the human rig to pick up the three boxes one at a time and place them on the conveyer belt. 
Each of the three parcels have a different weight.  One is light, one medium weight and one is heavy.
OR
The Wizard Casts a Spell .   (Scene file `exercise_9_wizard’) Length 250 to 500 frames
(Artistic: Choreography of a Upper Body) 
(Technical: Constraints & Use of Advanced Rig)
Use the human rig to manipulate the staff.  The human rig wants to cast a spell but can't make up his mind which hand is best for holding the staff.

Sequence 9: 
More Walking.  (Scene file `exercise_7_walk` plus `exercise_walk_supplement_import) Length 300 to 600 frames
(Artistic/creative: Choreography of a Walk) 
(Technical: Use of Advanced Rig)
Use the walk that you have developed in (Sequence 7) 'A Walk in the Park' and import the `exercise_walk_supplement_import` (More Walking) file and Choreograph your walk to take into account of the new objects within the scene.
OR
Use the walk that you have developed in (Sequence 7) 'A Walk in the Park' and choreograph your walk so that the character walks around the floor in a perfect figure of eight.

You should play blast or render your sequences so that the final outcome has a resolution of 1280 by 720 with a pixel aspect ratio of 1.0.
Each sequence should be compressed into a Quicktime .mov format using H264 or compressed into a MP4 via After Effects or other compositing package.

Scene files for this brief are available from http://www.learninganimation.co.uk/students using your learning animation login and password and selecting ‘DOWNLOADS for MA SMU Students’ then ‘Downloads for Animation Module Part 1’.

FINAL CHECK LIST: 
Before your presentation day, check that you have done the following:-
Complete this Form.
A completed and signed a copy of this form to be handed to your tutor on the presentation day.
All animation sequences slated.
That all animation sequences can be identified by an opening title or slate to the specification mentioned in the “Project Brief”
All animation sequences rendered or playblasted:
Make sure all animation sequences are rendered or playblasted at HD 720 and compressed to MOV (with H264) or MP4 video clip.
Saved all 9 animation videos:
Make sure you have saved all 9 animation vidoes and loaded them onto the tutor’s computer on the presentation day but before the presentation is due to start.
Saved all 9 MAYA scene files:
Make sure you have saved the last version of all 8 MAYA scene files as .ma or .mb onto the tutor’s computer on the presentation day.

For Information about this module, refer to your copy of the “Module Guide: 3D Animation” which is also available on Moodle. 
For more general information about presentations and other topics, refer to you copy of “MA 3DCA Programme Guide”
For more specific information, refer to the “Level 7 Programme of Study Handbook 2016-17.






	Assessment & Feedback

	
The following Common Assessment and Marking Criteria will be used to assess your mark.

Your studio progress, presentations and content of your DVD/CD disc will be used to assess Learning Outcome 1 by examining the following:-
Research & Analysis (Marking Criteria 1)
Systematic exploration and selection of sources; effective interpretation and evaluation of findings.
Your use of real life examples in analysis of motion and the use of the online resources provided.
Development (Marking Criteria 2)
Formulation of innovative and effective concepts through appropriate application of problem solving, creative experimentation and testing methods
Your Timing and the Simulation of Basic Natural Forces
Your camera work 
Your choreography of a walk
Your use of Squash and Stretch, anticipation,  follow through and overlapping action
Your use of Time and your distribution of events and space between them along the time line.
Your Choreography of an Upper Body and the Representation of Weight.
Technical Skill (Marking Criteria 3)
Effective utilisation of appropriate materials, tools and techniques and the level of skill demonstrated in their application to the realisation process.
Your drafting of a short looped sequence and ordered incrementation using linear or non-linear interpolation. 
Your use of Empathy in animating a simple character
Your Key framing and  general use of the Graph Editor
Your Animation Curve Adjustment in the Graph Editor 

Your studio progress, presentations and content of your DVD/CD disc will be used to assess Learning Outcome 2 by examining the following:-
Subject Knowledge  (Marking Criteria 4)
Understanding and application of concepts and underlying principles associated with the discipline and the specific context of study.
Your use of a Simple Rig
Your use of an Advanced rig. 
Your Use of Expressions
Your use of Constraints using an Advanced Rig.
Presentation & Communication (Marking Criteria 5)
Clarity and effectiveness in the deployment of appropriate media to communicate a message relevant to specialist and non-specialist audiences.
Your standard of general presentation shown in the production of these animations, Including hold and loop lengths, the image format, video compression, opening slates or titles.

You will be provided with written feedback and the opportunity to discuss your performance in a studio tutorial
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	STUDENT SELF-EVALUATION



	Student Name:
	
	Student P Number:
	

	Programme:
	MA 3D Computer Animation

	Module:
	3D Computer Animation
	Module Level (7):
	7

	Module Code:
	M7X00658
	Contribution to Module:
	60%

	Assignment Title:
	Animation Part 1



	Common Assessment Criteria Applied

	Level of Achievement

	
	Outright Fail
	MF
	PASS
	MERIT
	DISTINCTION

	
	F
	E
	D
	C
	B
	A

	
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	13
	14
	15
	16

	
	0-9%
	10-19%
	20-29%
	30-34%
	35-40%
	41-44%
	45-49%
	50-53%
	54-56%
	57-59%
	60-63%
	64-66%
	67-69%
	70-79%
	80-89%
	90-100

	1. Research & Analysis
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	2. Development
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	3. Technical Skill
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	4. Subject Knowledge
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	5. Presentation & Communication
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	6. Personal Learning & Development
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	7. Professional Practice
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	



	Please comment on the areas in which you feel you have performed well:

	










	Please comment on areas that you feel you need to develop:

	


	Student signature:
	
	Date:
	



	MODULE LEARNING OUTCOMES

	1. Demonstrate originality and expertise in the ability to calculate and optimize levels of animation control to create professional quality animated representations of persona, expressions and simulations.
2. Demonstrate advanced contemporary knowledge and mastery of the development tools necessary for the creation of 3D models, rigs, environments, etc

	COMMON ASSESSMENT AND MARKING CRITERIA

	ASSESSMENT CRITERIA
	OUTRIGHT FAIL
	MARGINAL FAIL
	PASS
	MERIT
	DISTINCTION

	
	0-29%
	30-44%
	45-49%
	50-59%
	60-69%
	70-79%
	80-100%

	1. Research & Analysis
Systematic exploration and selection of sources; effective interpretation and evaluation of findings.
	Little or no attempt to plan and/or carry out projects which gather information from appropriate sources.
Interpretation largely absent.
	Limited attempt to plan and/or carry out projects which gather information from appropriate sources.
Interpretation may be flawed, incomplete, or largely absent.
	Partial attempt to plan and/or carry out projects which gather information from appropriate sources. Interpretation may be flawed or incomplete.
	Material presented shows a good range of sources, is well organised and interpreted in a manner relevant to the task.
	Connections have been made between sources and qualitative judgements have been made in the interpretation of these findings.
	Research is extensive, well documented and critically evaluated with new personal judgements made and applied.
	Research and exploration is impressive both in extent and depth and the level of interpretation and critical insight is highly advanced.

	2. Development
Formulation of innovative and effective concepts through appropriate application of problem solving, creative experimentation and testing methods.
	There is little or no evidence of any attempt to solve novel and complex problems within the discipline. Little or no reference to theory and practice.
	Attempts to solve novel and complex problems are inadequate, with little reference to either theory or practice.
	Attempts to solve novel and complex problems are partial, with limited reference to current theory and practice.
	Proposed concepts are formulated with a good degree of detail through the use of a variety of systematic and exploratory methods.
	Concepts display innovative ideas within established territories, which are well resolved through sound practical and creative processes.
	Proposals respond effectively to unfamiliar or new conceptual territories and expand perceptions of process and/or product.
	Proposals both challenge and extend the conceptual territory and set new benchmarks for innovation and effectiveness within the field.

	3. Technical Skill
Effective utilisation of appropriate materials, tools and techniques and the level of skill demonstrated in their application to the realisation process.
	Little or no evidence of technical skills with a poor level of output quality.
	Limited evidence of the use of a limited range of materials and methods with a sub-standard level of output quality.
	Partial evidence of the use of a limited range of materials and methods with a mediocre level of output quality.
	Controlled application of a range of materials and methods with good standards of output quality.
	Communication of intent is fully executed demonstrating diversity of process and effective technique.
	Extensive and highly advanced technical skills in established processes demonstrating sensitivity and excellence in idea realisation.
	Outstanding levels of technical skill in all aspects of the realisation process demonstrating the assimilation and development of cutting edge processes and techniques.

	4. Subject Knowledge
Understanding and application of concepts and underlying principles associated with the discipline and the specific context of study.
	There is little or no identification of concepts and underlying principles.
	There is limited or incorrect identification of concepts and underlying principles.
	There is partial or limited identification of concepts and underlying principles.
	Knowledge is accurate and effectively applied in relation to the specific context.
	Knowledge is extensive and the understanding of the context exhibits awareness of the breadth and depth of established views.
	Knowledge has been assimilated and individual and personal perspectives have been formulated and debated with effectiveness.
	Discipline and context specific knowledge are substantive and a highly advanced synthesis of these elements creates new or expanded perspectives.

	5. Presentation & Communication
Clarity and effectiveness in the deployment of appropriate media to communicate a message relevant to specialist and non-specialist audiences.
	Appropriate media for communication have not been identified or applied effectively.
	Limited awareness of the audience and a lack of clarity and organisation are demonstrated.
	Basic awareness of the audience and clarity of message is demonstrated in deployment of standard communication forms.
	Selection and application of media and conventions show good understanding of the audience and context.
	Communication media have been selected and deployed to maximise impact for the selected audience and context.
	Individual stylistic approaches have been implemented to communicate to a diverse range of audiences in a highly compelling and effective way.
	Presentation and communication methods employed are not only highly individual, compelling and effective but also combine media in an innovative way.

	6. Personal Learning & Development            Personal responsibility demonstrated in managing own learning through programme engagement, self-directed study and reflective practice.
	Little or no responsibility taken for own learning demonstrated by lack of engagement and reflection. 
	Inconsistency in programme engagement and poor awareness of personal learning and development needs.
	Evidence of some reflective practice contributing to appropriate effort and engagement to further personal development.
	Evidence of regular reflective practice and awareness of individual strengths and weaknesses demonstrable in core learning and self directed study.
	Reflective practice and individual development is extended beyond core learning, is well managed and documented.
	Full responsibility for own learning and development is evidenced in detail demonstrating critical appraisal of purpose, progress and future direction.
	Outstanding level of engagement with all elements of the programme enhanced by the personal drive and passion to extend learning beyond established parameters and into new domains.

	7. Professional Practice Demonstrates those attributes expected in professional practice including individual initiative, project management, collaborative working and inter-personal skills.
	There is little or no evidence of working as an autonomous professional or who implements project management.
	There is limited evidence of any attempt to work as an autonomous professional, and limited evidence of project management techniques.
	There is evidence of a limited attempt to work as an autonomous professional in various scenarios.
Some evidence of project management techniques.
	Works to the relevant standards and meets most requirements as stipulated in both individual and team working scenarios.
	Meets most or all of the relevant standards and in some areas exceeds the requirements as stipulated, taking control of some aspects of project management.
	Often works above the relevant standards and exceeds the requirements as a team member, leader or individual in a variety of working scenarios
	Always works well above the relevant standards and demonstrates outstanding individual and collaborative professional attributes in every working scenario encountered.
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