BSC VISUAL COMMUNICATION PROGRAMME STRUCTURE

SEMISTER - |
CORE THEORY CODE: BVCS1T1

INTRODUCTION TO HUMAN COMMUNICATIONAND VISUAL COMMUNICATION

Unit —I:
Introduction to Communication, Nature & Scope of human communication, Importance of human and
Visual Communication.

Unit — II:

‘Communication’ as a process, Levels of Communication, Understanding ‘Communication’
‘Communication’

in body language, Impact on human ‘Communication’ - 1

Unit — I11:
Verbal & non-verbal ‘Communication’, Inter personal ‘Communication’ and Intra personal
‘Communication’ Group ‘Communication’, Indian and Western theories and models.

Unit — IV:
Principles of Visual and other sensory perceptions. Color psychology and theory. Visual andOptical
illusions.

Unit — V:

‘Communication’ for development, ‘Communication’ strategy design, Implementation, Evaluation
process

of strategic ‘Communication’ planning.

Reference Books:

Human Communication a Basic Course by Harper, J.D & Row(1988) New York.

Visual Communications: Images with Messages by Lester & Martin P (2005), Wordsworth
Publications, California.

Visual Methodologies — An Introduction to Researching with Visual Materials, 3™ edition by
Gillian Rose (2012),Sage publication.

Mass Media in India by Keval.J.Kumar (2002), New Delhi.

Mass Communication Principles and Concepts. Seema Hasan (2010), CBS publishers, New Delhi.
Visual Communications by Paul Martin.

SEMISTER - |



CORE THEORY CODE: BVCS1T2

COMPUTER CONCEPTS AND OFFICE AUTOMATION TOOLS

UNIT-I:

Introduction to computers, characteristics and limitations of computer, Block diagram of computer,
types of computers, uses of computers, computer generations. Input and output devices, Types of
Software, Storage Devices, Types of Memory

UNIT-II:

Operating Systems, Windows: desk top, start menu, icons, Directories, Files and Managing a PC
Hardware Devices, Troubleshooting, Basics of Networking, Types of Networks(LAN, WAN, MAN),
Client System & Server System, Topology.

UNIT —111:
MS-Office - Microsoft Word: Features, Parts of Ms-Word window, Menus, Page Setup, Printing
Options, Spell & Grammar Checking, Tables, Mail Merge, Header & Footer, Formatting Documents

UNIT - IV:
Microsoft Excel: Features, Parts of Ms-Excel window, Menus, Formatting Workbook, Formatting,
Formulas and Naming Ranges, Formulas and Naming Ranges

UNIT - V:

Microsoft PowerPoint: Features, Creating presentation, working with the presentation, printing a
presentation, Adding and modifying text, Using color schemes, creating slide shows, slide views,
creating a multimedia presentation

Reference Books:

Introduction to Computer by REEMA THAREJA from OXFORD UNIVERSITY PRESS

Computer Fundamentals&MS-Officeby Tata McGraw-Hill, Second Reprint 2008, ISBN 978-0-07-
066909-3.

Office Automation Concepts by Tsichritzis, D.
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CORE THEORY CODE: BVCS1T3

MEDIA LAYOUT DESIGN

UNIT - I
Introduction in Mass Communication, Language of mass communication, Introduction to News, News
& Journals, Introduction to Media, Types of Media

UNIT-II:

Magazine types - Periodicity, Weekly, Fortnightly, Monthly, Bimonthly and Annual, Magazine
Content and Layout, Headlines , Magazine Typography, Graphics and Illustration, Picture research,
Photographers, Studio sessions, Model release form, presentation, Design, Bleed offs, Headings,
Boxes and panels, Type breakers

UNIT-1I:

Types of Magazine Layout, Magazine Design, Principles of Design, Symmetrical and Asymmetrical
Design, British Standard Series(85 1413: 1970) Factors for Choosing a Format, The Terminology of
Type, Choosing a Text Typeface, Legibility

UNIT- IV:

Cover Page, Information on the Cover, ISBN, CIP, Dedication or Epigraph, Lists of abbreviations,
notes on sources, Back Cover, Classification of Pages, Overall Finish, Treatment Identity, Production,
The editorial systemand Advertising systems

UNIT - V:

Analysis of Cases: News Mages, The Week, India Today, Special Audience Ways, Woman’s Era,
Femina, Gentlemen Entertainment Magazines, Stardust, Film fare, General Magazines, Reader’s
Digest

Reference Books:

Newspaper design, Prentice Hall by Harold Evans.
Design Layout by Edmund Arnold

Editing a small magazine by Ravenna Ferguson
Understanding Magazines byBruce Westley.



SEMISTER - |
CORE PRACTICAL CODE: BVCS1P1

OFFICE AUTOMATION TOOLS PRACTICAL

1.Create a Formatted Resume, which must be above 1 page.
2. Create a mark sheet with tables.

3.Create a document, and do the any type of theme design with Clip art.

4. Create a Slide Show Using Design Template And With Different Animation Effects about Shaft
Company.

5. Create Birthday Greeting For your Friend.

6. Create a Table with 3 Performa Records with the Following Employee Name, DOJ and Salary.
In same table shown delete a record, create a column example dept.

7. Create Employee table with the details such as Employee Name, Basic salary, Commission, Gross
Salary.

And plot a chart.Convert into HTML Format.

8. Design a report to retrieve employee details as department wise.

9. Design a cover page of any text book using Ms- Word.

10. How to create a table and format.

11. How to create charts in MS - Excel.

12. How to create Slides in MS — PowerPoint.

13. Create a Slide Show With Oranization Chart.

14. How to Import default templet designs and how to add sound effect to Background Temphlate.

15. Design a report to retrieve employee details as department wise.

16. Create a document and add a header and footer to it.

17.Create a Student data in Excel sheet like S No, Student Name, Languagel, Language2, Maths,

Physics, ScienceAnd Marks total, Average, Class Obtained.

18. Create a document type two or more paragraph about Importance of Education and applythe
Page boarder with color.

19.Create a table with the following details: Customer Name, Customer ID, Order Date, Product
Name,

Qty and Unit Price.

20.Create a table with the following data, Medicine Name, Rate per Strip, Tax and Total Amount.

Also does the operations a) Auto sumb) Hide any column Calculate Total amount with Tax.

SEMISTER - |



CORE PRACTICAL CODE: BVCS1P2

GRAPHIC AND DESIGN PRACTICALS

Photoshop:

© o N o bk wDd R

Design a ‘logo’ on “Creative Innovations”
Design a brochure on “Construction”
Designaninnovative monthly Calendar.

Design Magazine Cover pages creatively.
Create package design for commercial product.
Design visiting card using marqueetool.
Design a forest using brush tool.

Design two photo manipulations.

Design Black and white to color Image.

10. Design 3D Photo Manipulation.

11.  Design ID card for Medical Students.

12.  Design Pamphlet with two colors.

13. Design any human image in digital paint.
14.  Create Face book Icon Creatively.

15.  Create innovative Animation in GIF.
CorelDraw:

1. Design Social Media wall papers.

2. Design a brochure on “Education Institution”
3. Create two images in tracing mode.

4. Create a Vehicle Design Layout.

5. Create package design for commercial product.
6. Design visiting card creatively.

7. Design a Danglers(for item display)

8. Design Corporate 1D card for Employees.
9. Design a Pamphlet.

10. Design Promotional Canopy or Tent.

11.  Create a face of Tiger.

12. Remove Pimples on Face.

13. Create 3D Text.

14, Create 3D Photo Manipulation.

15. Design a Wedding Card.
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CORE PRACTICAL CODE: BVCS1P3

LAYOUT DESIGN PRACTICAL

llustrator:

Create an Advertisement Banner.

Create two Digital Illustrations.

Design Menu Tent Card.

Create a Brochure on food.

Create Packet Design (Soap Cover, Cosmetic).

Design Danglers(for item display).

Create a vehicle using Tracing Images Method.

Design Monthly Calendar using Mahatma Gandhi Images.

© o N o bk wDd R

Design a Film Poster.

[EY
©

Design Social Media Icons.
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Design Visiting Card using pen tool.
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N

Create a Logo on “Creative Innovations”

[N
w

Design a Pamphlet.

[y
>

Design Promotional Canopy or Tent.
Create 3D Text.

[N
o

In Design:
1. Create an Advertisement Banner.
2. Create 3 pages Magazine.

. Design a poster on Fruits.

. Create a Brochure on food.

. Create Packet Design Setup.

. Design Monthly Calendar using Space Images.
. Design Social Media Icons.

. Design Visiting Card.

© 00 ~N o o1 B~ W

. Design a Pamphlet.

10. Create Cover page of a magazine.



SEMISTER — 11
CORE FOUNDATION CODE: BVCS2FC1

ART FOUNDATION

Unit —I:

Figure Drawing: 2D & 3D — geometrical shapes — basic shapes, patterns, textures, perspectives,
overlapping objectives, light and shades, forms, human anatomy, proportion, body language and
expressions. Portraits, Animals, birds, Landscape — flip book animation

Unit — 11

Advanced figure drawing and clay modeling: Human anatomy — external forms — 3D forms, contour
and blind contour drawing, different approaches to composition in figure drawing — materials, tools
and strategies of clay modeling. Indoor & Outdoor sketching;

Unit — 11

Pencil Drawing; Drawing & Oil Canvas Painting; Water Color; Paper Collage; Landscape Paintings;
Printmaking; Oil Pastel & Dry Pastel; Muralist techniques; Woodcut & Etching; Abstract Art; Palette
Knife ;

Unit — 1V:
Animation Drawing: Digital sketching, animation concepts, character animation — human movements
—walks, runs, head turns, gestures — animal movements — walks, runs, gallops and flights.

Unit - V:
Still Art; Sculpture; Craft works; Pastel Drawings; Thermacoal Decoraion; Clay & Sand art; Event
Decoration;

Reference Books:

e “Enchanted Drawings: The History of Animation” by Solomon, Charles, Random House,
1994.

e “Animation Art: From Pencil to Pixel, The world of Cartoon, Anime and CGI” by Beck, Jerry,
Collins, 2004.

e “Animation Art: The Early Years 1911-1953” by Lotman, Jeff and Smith, Jonathan, Schiffer,
1995.

e “Animation in Asia and Pacific” by Lent, John, Joan Libbey, 2010.

e “The Anime Encyclopedia” by Clements, Jonathan and McCarthy, Helen, Stone Bridge Press.
2001.



SEMISTER — 11
CORE THEORY CODE: BVCS2T1

VISUAL ADVERTISING BASICS
Unit — I

Advertising Theory and Practice, Advertising and advertisements, Keys to Success, Role of
Advertising, Reading the Advertisement-Types of Advertising, Advertising Tone and Content, Role of
advertisement in the market place

Unit-11:
Product positioning, Categories, Relation of Product Advertising to Product Life Cycle, Types of
products, The target audience, Branding- Brand building, Product brands, Positioning advertising
strategy

Unit-111:
The advertising campaign-Structure, Message, Appeals, Level of response, Media planning, the
advertising budget, Selection of Media, Protesting and Launch

Unit — IV:
The advertising agency, working of ad-agencies, Describe the 'ideal’ agency, Structure of an
advertising agency,Functions of an advertising agency, Creative Department, Creating mechanicals

Unit-V:

Creating type, Creating visuals, Submitting ads to the media, Managing cost and quality in print
production, Consumer Motivation and Advertising, Definition of media planning, Implementation of
media plan, Media Budget

Reference Books:

Advertising: Everything you need to know by By Angela Natividad (2018)
Visual Advertising: A crash course of creativity by Tina Seelig

Adland: A global history of Advertising by Mark Tungate

Visual Advertising by Dianna McDougall



SEMISTER — 11
CORE THEORY CODE: BVCS2T2

WEB TECHNOLOGIES THEORY

UNIT - I
Basics of internet concepts, communicating on the Internet, Overview of TCP/IP and its Services,
Web Servers & Web Browsers.

UNIT —II:

Web Programming, Introduction to HTML, Structure of HTML program, HTML tags, Text
Formatting, Text Styles, Lists, Tables, Frames, Adding Graphics to HTML Document, Cascading
Style Sheets, Font, Color and Background Attributes, List Attributes.

UNIT —111:

Website Designing, Designing the Web Page, Aligning the page, defining a Site, Creating a Page with
Text Formats with CSS, Animate, Adding Images and Hyper links to the web page, Publishing the
Web site.

UNIT — IV:

Web Development, Introduction to JavaScript & DHTML, Writing JavaScript into HTML, JavaScript
Programming Constructs, Functions in JavaScript styles, Dynamic content, and Changing HTML
content, Positioning, Filters and Transitions.

UNIT - V:
Web Hosting, Introduction to Protocols, About FTP, Web Hosting Types, and Web Hosting through
different Interfaces.

Reference Books:

. Web Design with HTML/Flash/Java Script Bible by DAVID, RHONDA
. Beginning Web Programming by JOHN DUCKETT

. The Internet for Dummies by John R. Levine and Margaret Levine Young
. Web Graphics Bible by RON WODASKI



SEMISTER — 11
CORE THEORY CODE: BVCS2T3

PHOTOGRAPHY AND VIDEOGRAPHY

Unit —I:
Essential parts of a photographic theory, Introduction of cameras, their functions and uses, Importance
of Lenses in Photography, focal and Depth of field

Unit — 11
Photographic exposure, shutter speed, Black& White and color, creative use of filters, Aperture
Controls, Shooting mode Preferences & Settings.

Unit — 111:

Good and Bad composition, Purpose and Balance in Composition, Abnormal composition for
creative effect , Golden Area of composition, Rule of 3rds Different types of shots and their uses ,The
creative use of angles and their psychological effects.

Unit — IV:
Basics of video, Different parts of the camera, Electronic Shutter, Camera Head,Viewfinder, Lens,
Microphone

Unit - V:

A Tripod-Shooting, Adjusting Black balance Adjusting White balance, Adjusting Exposure, Selecting
Gain, shutter Speed,Auto Aperture and shutter priority, Macro mode, To Understand JPEG and RAW
formats

Reference Books:

. Digital Photography: The Missing Manual by David Pogue’s
. The Manual of Photography

. Photographic and digital imaging

. Advanced Videography Techniques



SEMISTER — 11
CORE PRACTICAL CODE: BVCS2P1

WEB TECHNOLOGIES PRACTICAL

1.Design a web page layout in Photoshop.

2.Create a stop and play script in flash.

3.How to create Animated Button in Flash.

4.How to add Sound to the Buttons in Flash.

5.How to create a static web presentation in flash and Publish.
6.Prepare a Student Marks list/Progress card in HTML.

7.Create a Course Content Page.

8.How apply links to the image.

9.Insert four images by split a single webpage into four parts.
10.Create a "Alert box" using DHTML.

11.Create a color change/Blink on "Mouse over/out” in DHTML.
12.Create a change in Image size in DHTML.

13.Apply a bigger font, and font color using "First Letter" command in CSS.
14. How to create a Dynamic web presentation in flash and Publish.
15.Create web page to any mobile store in Dreamweaver.

16.Create Dropdown Menus using "Spry option™ in Dreamweaver.
17.What are the steps involved in creating "New website".

18.How to create CSS to given text.

19.Create a submit form for Student Data.

20. Create a Dynamic webpage for college/institution.



10.

SEMISTER — 11
CORE PRACTICAL CODE: BVCS2P2

PHOTOGRAPHY PRACTICAL

Landscape Photography

Professional Portrait Photography

Capture Minimum Ten Pictures of a Scene

Capture Picture with Rule of Thirds & Left to Right
Candid Photography

Depth Of Field Photography (portrait photography)
Silhouette Photography

3 Point lighting Photography

Commercial Object Photography

Photography with Shutter Speeds

SEMISTER — 11
CORE PRACTICAL CODE: BVCS2P3

VIDEOGRAPHY PRACTICAL

Locked-Down (No Cam Movement) Framing

Pan shot (Horizontal Cam Movement Lto Ror Rto L)
Tilt Shot (Vertical Cam Movement UP to D or D to Up)
Shoot Scene With Over the Shoulder Shot

Zoom (Wide Shot to Close Shot)

Capture fast Moving Objects with Slow Motion settings and Play it back



SEMISTER — 111
CORE FOUNDATION CODE: BVCS3FC5

IDEA & RESEARCH

Unit - I:

Creative thinking and problem solving, what is creative thinking, How to think out of the box.
Creative thinking vs Critical thinking, Divergent thinking, Convergent thinking, Six Thinking Hats,
Lateral Thinking

Unit - 11
Brain storming, ldea generation techniques, Mind map, Group discussions, inspirations, ldea
management, Experiments, Dealing with subconscious mind etc...

Unit - HI:

Iteration techniques, Defining design problems, Generate ideas, Evaluation of ideas by filtering
process.

(Key questions like feasibility, uniqueness, relevance etc.) Risk assessment and prototyping. Risk
mitigation

Unit - IV:
Research methodology, Problem analysis, Planning, Qualitative research, Quantitative research,
Hypotheses, Culture and Communication - Culture as Communication — Inter-cultural

Communication — Values, World view and perception — Values in Culture —Values and
Communication — From ethnocentrism to Ethno relativism

Unit - V:

Marketing Research Process, Fundamentals concepts, Research Designs, objectives & hypothesis,
Data Collection, Market-Geomorphic Distribution-Segments, Nature and Scope of Marketing,
Research in relation to:-- Graphic designing- Animation Industry (TV advt Film and animated film) [
Challenge in Business Market Market surveys, planning Significance of Research Media Management
. concept, need and scopel] Operations and structure of news media companies Media business and
new technology New trends in media business(] Legal issues in media business

Reference Books:

Lateral Thinking: Creativity Step by Step by Edward de bono

Six thinking hats by Edward de bono

Start with Why: How Great Leaders Inspire Everyone To Take Action by Simon Sinek

The Shape of Ideas: An lllustrated Exploration of Creativity by Grant Snider (Author)

Research Methodology: A Step-by-Step Guide for Beginners Paperback by Ranjit Kumar (Author)
Art of game design



SEMISTER — 111
CORE THEORY CODE: BVCS3T1

MEDIA ETHICS

UNIT —I:
Understanding mass media, Characteristics of mass media, Effects of mass media on individual,
society and culture, basic issues, Power of mass media, Media in Indian society.

UNIT-II:
Media and Society, Social construction of reality by media, Media Ethics, Violenceagainst Newsmen.

UNIT-III:
Functions of mass media, Freedom of the Press, Why regulation, Judicial interpretation

UNIT —IV:
Investigative Journalism,Ethical Issues, Confidentiality of Sources of Information,Censorship,Recent
Developments.

UNIT-V:
Cyber Laws, Copyright, Cyber Laws in India, Advantages of Cyber Laws

Reference Books:

Media Literacy by Potter, James W (1998), Sage Publications

Media-making: Mass media in a popular by Grossberg, Lawrence et al (1998)
Culture. Sage publications.

Media Analysis Technique by Berger, Asa (1998), Sage publications

Media culture and society

Racism, Sexism andthe Media by Clint C. Wilson li (2013)



SEMISTER — 111
CORE THEORY CODE: BVCS3T2

PRINICIPLES OF ANIMATION

UNIT —I:
What is Animation: Its definition, early examples of Animation. History of Animation: Stop Motion
Photo Animation, Cell and Paper Animation

UNIT — 11
Types of Animation: Traditional Animation, Stop Animation, Motion Graphics Animation, 2d
Animation, 3d Animation

UNIT —111:
Basic Principles of Animation for 2D and 3D: straight ahead action and pose to pose, Timing,
Exaggeration, Squash and Stretch, Anticipation, staging, follow through and overlapping action,

UNIT - IV:
Principles of Animation: Arcs, Solid Drawing, Appeal, slow in and slow out, Secondary Action.
Shapes and forms, Exaggeration, Attitude, Silhouettes, gesture drawing, Line drawing, Facial
Expressions

UNIT - V:

Various Terms: Animation Drawings/Cells, Rough Drawings, Clean ups, Color reference, Drawings,
Layout, Model Sheet, Key Drawings and in Betweens, Master Background, Concept Piece, Character
drawing, Story Board.

Reference Books:

The complete animation course by Chris Patmore byBaron’s Educational Series (New York)
Enchanted Drawings: The History of Animation by Solomon, Charles (1989).

Animation Unleashed by Ellen Bessen, Michael Weise Productions,2008(U.S.A)

The Animator’s Survival Kit by Richard Williams, Arrar Straus & Giroux Pub (U.S.A)
Draw Animation by Paul Hardman.



SEMISTER — 111
CORE THEORY CODE: BVCS3T3

VIDEO AND AUDIO EDITING

Unit —I:

Definition — Editing — Introduction to Linear and Non —Linear Film Editing — study of Editing tools -
stages - from shooting to Final Print — Film + DI, Editing stages, Rough cutting — Final cutting —
Training.

Unit — 1I:
Editing the picture— continuity a smooth continuity (Match Frame). Consecutive actions — change in
image size and camera angle — screen direction — matching tone.

Unit — 1I:
Editing the foundation of film art — first assembly — screening the rough assembly — Handling shots —
slow motion & Fast motion.

Unit — I1V:
Definition of Rhythm — Rhythm in camera movement — containing rhythm in songs and fights. Pace —
Definition of Pace — slow- moderate and fast tempo — Tempo and pace in story telling.

Unit - V:
Final Recording with Dialogue RR and sound Fx—Final mixing — Visual special effects — usage of
visual effects in creative Editing.

Reference Books:

Video production Hand book by Gerald Millerson, 111 edition, Focal Press, 2002.

Producing & Directing the short film and Video by Peter W.Rea& David K.Irving, Il edition, Focal
Press, 2001.

Basics of Video production by Deslyver & Graham Swainson, 11 edition, Focal Press, 2001.

Basics of Video Lighting by Deslyver & Graham Swainson, Focal Press, 2003



SEMISTER — 111
CORE PRACTICAL CODE: BVCS3P1

2D ANIMATION PRACTICAL

1.Create a Flag fly animation.

2.Create animation for Thunders with Cell Animation.

3.Rotate a ball around the Text using by Key Frame animation.
4.Create a bouncing ball Animation in Guideline animation.
5.Create a Title animation forming with different places.

6.Create Kites animation with the concept of Sankaranthi Festival.
7.Create Facial Expressions animation to any cartoon character.
8.Create a Shadow Animation to any Text.

9.Create animation in Aquarium.

10.Apply three flag colors in the text "INDIA™ and create animation.
11.Create a 3d Globe rotation animation.

12.Create stickman walking.

13.Create Water Drop animation.

14.Create a trace animation using Cell animation.

15.Create a Sunrise animation.

16.Create Movie titles animation by adding Sound.

17.Create a Camera animation to any Landscape.

18.Create animation for Black and white image into color.
19.Create fireworks animation.

20.Create Text Zoom effect animation.



SEMISTER — 111
CORE PRACTICAL CODE: BVCS3P2

3D ANIMATION PRACTICAL

-

. Create a Basic Apple Model with FFD Modifier.

N

. Create a small and basic house model.

w

. Model a Low poly Game Model with Polygons.

o

. Create High Poly Screw Driver withPolygon Modeling.

ol

. Model a Match box and Complete Texture Using UVW Map.

()]

. Create an Old Telephone Dial With Pro Booleans and Pivot Point.

\l

. Model a Chandelier light with splines and lathe modifier.

oo

. Create a complete chess board and pieces with splines and polygon.

©

. Create terrains surfaces with noise and displacement modifiers.

10. Create a Standard Ocean Scene with Day light setup and Water Material.
11. Create Diamond Modes in 3d.

12. Choose a Teapot and Convert it in Designer Teapots with Modifiers.

13. Create a Bouncing Ball.

14. Model a Table Bed Lamp.

15. Model a Calculator.



SEMISTER — 111
CORE PRACTICAL CODE: BVCS3P3

VIDEO AND AUDIO EDITING PRACTICAL

1. Make a basic advertise using images.

2. Give a refine output from raw footage (rough cut or 1st cut).

3. Create a rhythm cut with image animation.

4. Create Before and after effect with linear transition.

5. How to add a cinemascope effect and insert logo on video and water mark & create scrolling and
Rolling titles.

6. Create motion fx (Reverse, speed, slow and freeze) time remapping.

7. Color grading with lumetri presets and curves.

8. Extracting specific sound from track and enhancing with bass or treble.

9. Removal of noise from track and adjusting levels of volume.

10. Creating chorus fx and adjusting pitch stretching.



SEMISTER - IV
CORE FOUNDATION CODE: BVCS4FC7

STORY BOARD

Unit — I: Introduction:

What is Storyboard, Importance of Story Board, the difference between storyboard and Graphic
Comic, Difference between Storyboard and Presentation Board. Advantages of Storyboard in
Animation, Anatomy of a Storyboard, Thumbnail Storyboard, Preparing Storyboards using Digital
software. Advanced Storyboard Techniques, Various Camera Shots and Camera Moves and their
meaning, Transitions, Aspects of the storyboard.

Unit — I1: Film Grammar:

Types of Shot, Scene, sequence, 180 degree rule, 30 degree rule, jump cuts, intercuts, cuts aways and
cut ins, editing and direction, aesthetics of cinematography. Kule shov effect, vertigo effect, Camera
angles and camera movement

Unit — I11: Posing:
Understanding the scene and emotion, Character behavior, space and elements in scene. Posing,
forshorting, drawing in different angles. Matching with the layout.

Unit — IV: Perspective and Layout design:

Visualization dramatization of space exaggerated perspectives. Laying out a scene - Space and time,
framing, camera, and other kinds of spaces and timing. Aspect Ratio, field guides.
LayingouttheAnimation.Camera movement calculation to animation — matching
speeds.Multiplane.Colour Notations Combining action of the character within the layout.

Unit — V: Composition:
The appeal, Golden mean, Center stage, pyramid, circular composition, dutch angle, weight, balance,
rhythm, directing the eye. Color, theme, and sound. Shot timing Dialogue, tracks, and animatics.

Reference Books:

Storyboards: Motion in Art Book by Mark Simon

Exploring Storyboarding Book by Wendy Tumminello

Directing the story Book by Francis Glebas

Don Bluth's the Art of Storyboard Textbook by Don Bluth

The Art of the Storyboard: Storyboarding for Film, TV, and Animation Book by John M. Hart



SEMISTER - IV
CORE FOUNDATION CODE: BVCS4FC8

DESIGN THEORY

Unit —I:

Colour balance -Properties of colour —Hue -Reflective Value —Tint —Shade —Color tone -Intensity —
Colour in terms of weight —Sub ordinate colour -Colour scheme - Colour domination -Colours for
elements - Exterior paint colours - Cool colours -Warm colours -Colour personality-Proportion,
contrast and effects with colour.

Unit - 11:
Colour swatches — Colour Charts & Color Books - Safety Colours & Industrial Identification -
Additive Colour System (RGB) -Subtractive Colour System (CMYK).

Unit —I11:

Making Colour Wheel - Making composition with colors - Color Journal -- Interactions of Gradation
and contrast - Warm and cool Colour - Color symbolism - Mixing of primary, Secondary, Tertiary
Colors, Tints, Tones and Shades.

Unit — I1V:

BALANCE - Balance in design is similar to balance in physics. PROXIMITY — Proximity creates
relationship between elements. ALIGNMENT — Allows us to create order and organization.
REPETITION — Repetition strengthens a design by tying together individual elements. CONTRAST —
Contrast is the juxtaposition of opposing elements (opposite colors on the color wheel, or value light /
dark, or direction — horizontal / vertical). SPACE — Space in art refers to the distance or area between,
around, above, below, or within elements. Both positive and negative space is important factors to be
considered in every design

Unit — V:
Copy Preparation, Design and Layout - The Printers’ Point System, Principles of Design, Margins,
Layouts for DTP & Printing, Type Faces - Classification of Types, Type Setting, Proof Reading

Reference Books:

Color Psychology and Color Therapy by Faber Birren

The Color Revolution by Regina Lee Blaszczyk

Color and Space by Sandu, Cultural Media

Historical Color Guide: Primitive to Modern Times with Thirty Plates in Color by Elizabeth
Burris-Meyer

Logo Modernism by Jens Miiller

e Two-Dimensional Man by Paul Sahre



SEMISTER - IV
CORE THEORY CODE: BVCS4T1

DIGITAL COMPOSITING

Unit — I
Compositing Theory, Evolution of Digital Composition, Digital Concepts for Broadcast channel IDs
and montages, Multi-layer compositing, Special effects,

Unit — 11

Introduction to batch render & work group, Super imposition and titling, Exporting various file
formats outputs as per the end user requirements ,Adding cameras & lights to a simple scene to make
acomplex compositing,

Unit - 1I:
Adding 2D back ground and elements into a 3D character layers, Creating object, material 1Ds for
further adding special effects, Adding particle effects into a scene.

Unit — IV:
Introduction to the batch rendering and work groups, Introduction to the concepts of editing in terms
of compositing, Adding special effects in built in compositing software.

Unit - V:

Chroma keying, Luma key &Blue screen, Key frame & layer animation , 3D particles & Effects etc.,
Color correction, Introduction to 3D compositing concepts i.e. Layers and Masking, Rotoscoping, Rig
removal.

Reference Books:

The Art and Science of Digital Compositing Book by Ron Brinkmann

Compositing Visual Effects: Essentials for the Aspiring Artist Book by Steve Wright
Digital Compositing in Depth! Book by Doug Kelly

Adobe After Effects CS6 Classroom in a Book by Adobe Creative Team (Author)



SEMIST.ER A\
CORE THEORY CODE: BVCS4T2

TELEVISION PRODUCTION

Unit —I:
History of Television, its development , Satellite Broadcasting, Cable Television Network, DTH
Service, Development in Television Broadcasting Networks in India, Cable Television Act.

Unit — 11

Basic requirements of Television Studio, Equipments involved in Television Programme production,
Camera, Camera Control Unit, Video Switcher, Special effects Generator, Waveform and Vector
scope

Unit-111:

Microphones, Audio console, Video Recorders, Audio and Video monitors, Inter-communication
systems, Lighting controls, Lighting Instruments, Broadcasting Cameras, Audio supports, Tele-cine,
Transmitter, Studio Acoustics.

Unit-1V:
Television Crew, Production, Gallery / Control Room Team, Post-Production, Specialist Editors, Film
Budgeting, Film Finance, Copyright, Documentary Film

Unit -V:
Responsibilities, Methods of film directing, Television director, Unit Production Manager, Teleplay,
Shooting Schedule, Interview

Reference Books:

Television Technology Demystified by Aleksandar Louis Todoronic
Writing & Producing for Television & Film by Esta & John

Cinema and Television by Jacques Kermabon, Kumar

Video Blogging & Podcasting by Lionel Felix & Damier Stolarz
Television Policy by Bob Franklin, (2005)

The Television Handbook by Jeremy Orlebar, (2011)



SEMISTER - IV
CORE THEORY CODE: BVCS4T3

SCRIPT WRITING

Unit —I:
Script writing introduction, Theme, Ideas, Plot patterns, Narrative structure Complex , structure of a
story, conflict, Short Division , Development , climax

Unit — 11
Synopsis, (Beginning, middle, end) , basic story Outline, Single Line Order, Treatment, Screenplay,
Dialogue, Script, Master scene script, Symbols and metaphors.

Unit — 1I:
Preproduction, production, post production sequence of events from script to screen — the productions
crew, crew responsibilities — The production team

Unit - IV:

The directors team, production design and costume and scheduling organization on the set, script
break down, The production board, the production dope sheets, sequence of events from script to
screen.

Unit — V:

Camera Movements, different shots,Camera angles, creative use of sound, preparing to edit & creative
contribution,

Rhythm for story telling

Reference Books:

The Art of Dramatic Writing by Lajos Egri

Screen writing for Narrative film and Television byWillian Miller

Film Script writing by Dwight V.Swain

Aspects of the Novel by E.M.Forster

Screen play writing by Eugen Vale.

From Script to Screen by Sydfield

“Thiraikathazi Yezhutha pudhu pudhu Uthigal” by Aranthai manian
Scripts of eminent script writers in the film industry by Javart Seetharaman.
Thiraikathai Payirchi Puthagam (T) by Sujatha



10.

11.

12.

13.

14.

15.

SEMISTER - IV
CORE PRACTICAL CODE: BVCS4P1

COMPOSITING PRACTICAL

Create a Movie Style Title Animation in After Fx.

Reveal a Logo or Character with Paint stroke Animation.

Create a Horror Style Title Animation With Thunder and Lightning.
Visualize the Animating Intro to Music Channel.

Animate a Character with Puppet Tool.

Create a Countdown Animation.

Design a Glowing Sign board With Vegas and solids.

How to show a Specific Character in Color and rest in Black & white.
Place the Poster on Billboard Footage with Tracking.

How to Convert New Footage to Old Film Look.

How to create day shot to Night shot.

Create A Realistic Rain Effect and Environment.

Create Morphing Effect in After Fx .

Create Photo Gallery Effect With Camera Aperture Values.

Crete a Simple Book Open Animation in After Fx.

SEMISTER - IV
CORE PRACTICAL CODE: BVCS4pP2

TV PRODUCTION PRACTICAL

Talk shows or interviews done in green or blue screen studio (keying)
News Reading and interaction with Live Callers

Covering an Event and Cultural Festivals

Setting Studio Lighting Shoot with 3 Point Lighting

MCR & PCR Operations , Cables Connection and Output Switches



SEMISTER - IV
CORE PRACTICAL CODE: BVCS4P3

SCRIPT WRITING PRACTICAL

. Write a Script for Television.
. Write a Teleplay on Talk show /Serial

. Create an Story Board On Concept

. Create a Script for Commercial Ad.
Make a shot Division

. Create a Story Board on Ad

. Write a Script for short Film/Feature film

Make a single line Order

. Scene Division and short Division

Screen Play of the Story

. Pre Visualize the Core Scenes



SEMISTER -V
CORE THEORY CODE: BVCS5T1

CINEMATOGRAPHY & SOUND CONCEPTS

Unit —I:

Study of Light and Lens, Nature of Light, Basic 3 point Lighting, Characteristics of Lens: Focal
Length, Depth of Field, Aperture, Shutter. Types of Lens: Normal Lens, Wide Angle Lens, Telephone
Lens, Variable Focal Length Lens

Unit — 11
Camera and its Accessories, Camera Mounts: Trolley, Dolly, Crane, stead cam shot, Pedestal, Arc,
Reflector, Cutter, Filters(Correction Filter and Special Effects Filter) and contents.

Unit — 1I:
Motion Picture Camera, Persistence of Vision, Optical Imagination,Study of Film Camera &its parts.

Unit — 1V:

Study of Cross Section of Film and Aspect Ratio, Film Resolutions,Frame Composition, Pitch, Sound
Track, Film Processing, Editing, DI (CC) Aspect Ratio: 8mm,16mm, 35mm,70mm, Cinema Scope
and other Wide Screen Techniques.

Unit — V:
Aesthetics of sound, Variation between sound and noise, TV Sound and Film Sound, On Screen and
Off Screen, Sound Recording, AudioFiltration.

Reference books:
Sound Concepts by Marnie Reed (Author)

Cinematography: Theory and Practice by Blain Brown (Author), Second Edition
Basic Cinematography: A Creative Guide to Visual Story telling by Story telling



SEMISTER -V
CORE THEORY CODE: BVCS5T2

ADVANCED 3D & VFX CONCEPTS

Unit - I:
Advanced 3d Interface, Features, Geometry, NURBS, Subdivisions, Poly Modeling, NURBS
Modeling, Sub divisional Modeling, Architectural Modeling, Object Modeling

Unit — 11
Concept of Character Modeling, Modeling Low poly and High poly models, Concept of Texturing,
Planar Mapping or UVW Mapping, Concept of Rigging, FK & IK Solvers

Unit — 111:
Concept of Animation — Bouncing Walk Cycle Animations & Working with Curve & Graph Editors
, Concept of Lighting , Directional Light , Spot Light etc., Day Light System, 3-Point Lighting

Unit — 1V:

Concept of Particles & Dynamics - Working With Emitters and PF System , Fluids & Simulations ,
Cloth , Fur & Basic Ocean Creation , Concept Of Rendering , Mental Ray Rendering & V-ray
Rendering System,

Unit — V:
Break Down On Live Action VFX Movie, Analysis on 3D Animation Series, Observation on Video
Game& Description on Commercial Ad

Reference Books:

Character Emotion in 2D and 3D Animation Book by Les Pardew

Introducing Character Animation with Blender Book by Tony Mullen
Mastering 3D Animation Book by Peter Ratner

The Art of 3D Computer Animation and Effects Book by Isaac Victor Kerlow
3D Animation Essentials Book by Andy Beane

Animation Methods - Rigging Made Easy: Rig Your First 3D ...
3D game animation for dummies Book by Kelly Murdock



SEMISTER -V
CORE THEORYCODE: BVCS5T3

GAME DESIGN CONCEPTS

Unit - I: Game industry and technology:

Global game industry, Production pipelines, Types of software used, Documentations, Platforms,
Xbox live, steam, PSN network, app store.

Unit - 1I: Principles of Game Design:

Elements of games, Aesthetics, Game play Mechanics, Story, Technology, Theme, Principles of game
design, Pacing,Game flow

Unit - 111: Critical study:
How to generate Ideas for games, Iterations, Pilot study based on the context, Visual Presentations.

Unit - 1V: Ul Design:
Virtual interface, Physical interface, Design based on deployment, Flowcharts

Unit - V: Interactive story telling:

Methods of interactive storytelling, Advantages and disadvantages, three act structure, Hero’s journey

Reference Books:

Art of game design by jessy shell
Theory of fun by Raph Koster


https://www.google.co.in/search?rlz=1C1CHBF_enIN752IN752&q=Raph+Koster&stick=H4sIAAAAAAAAAOPgE-LSz9U3MDIrTrGoUOIEsU0KyrLNtWSyk630k_Lzs_XLizJLSlLz4svzi7KtEktLMvKLAIRjzTc3AAAA&sa=X&ved=0ahUKEwjJgqONha3XAhWCpY8KHZRSCXsQmxMIlAEoATAS

SEMISTER -V
CORE PRACTICAL CODE: BVCS5P1

CINEMATOGRAPHY & SOUND PRACTICALS

1) Make Short Film Duration of 25 Minutes
DSLR Camera

Interior Light

Make Dubbing (Re-Recording)

2) Shoot a Live Event / Make a Documentary
DSLR Camera or Mobile Camera (Hi Specs)
Day Light and low Light Conditions
Minimum Gear

SEMISTER -V
CORE PRACTICAL CODE: BVCS5P2

ADVANCE 3D ANIMATION PRACTICAL

1. Create Living Room with Edit Poly & Other Modifiers.
2. Model a high poly Game Model.

3. Create Designer Chair or Executive Chair with Polygons.
4. Create a volumetric effect in living room with lighting.
5. Model a realistic bulb with texture and lighting.

6. Character Rigging IK and FK Basics.

7. Model a basic snake with pattern texture and animate with path Deform Modifier.

8. Create a flying Indian flag animation with cloth and space wraps.
9. Create a melting 3d text animation.

10. Create a scene of arrows falling from sky using particle system.
11. Create fountain using super spray.

12. Model a Football.

13. CreateRealistic LeatherMaterial.

14. Create Dense Clouds With Camera Animation.

15. Generate Caustics With Render Settings.



10.

11.

12.

13.

14.

15.

SEMISTER -V
CORE PRACTICAL CODE: BVCS5P3

VFEX PRACTICAL

Remove blue or green Screen in Footage Place in Another Background and Adjust the Lighting.
Create A 3d Title Animation.

Place a 3D object in and Match the Camera Movement.

Create a 3D Globe Like Universal Studios Animation.

Create Title Animation with Shape Layers and their properties.
Masking with Roto Paint Tool.

Create Coded Character Reveal Effect.

Create a Under Water scene and Make a Title Animation.

Freeze Time Advance Time Remapping on Real Action Footage.
How to Stabilize the CameraShake footage.

Cloning the Characters (Dual or triple).

RotoscopeFootage with Mocha tracking.

How to do a stereo Roto scoping& Articulated Roto.

Remove wires and rigs in footage with paint.

How to Match the Motion blur.



SEMISTER - VI

MINI PROJECT USING CG

Students should create an animation not less than three minutes excluding titles using any of the
following methods for their animation project,

eFull 3D Animation

2D Animation + 3D Animation

e3D Animation + Stop-motion Animation
3D Animation + Visual Effects

e Topography digital wall paper

e Any product/service concept anal art work

Project should be worked out through various production stages after the final approval by the
supervising faculty.

Students have to complete the final project within the given time period. Student should keep all the
important paper works (script, storyboard and character designs) along with them. Viva Voce is part of
the examination.

SEMISTER - VI
MINI PROJECT USINGFILM SHOOT
Students should create an animation not less than three minutes excluding titles using any of the

following methods for their Film project,

e Any social awareness concept advertisement

eShoot a Commercial Ad / Feature Film

DSLR Camera
Use Bounce Lightning and Reflectors
Create Practical effects (Special fx)

Project should be worked out through various production stages after the final approval by the
supervising faculty.

Students have to complete the final project within the given time period. Student should keep all the
important paper works (script, storyboard and character designs) along with them. Viva Voce is part of
the examination.



SEMISTER - VI

SHOWREEL & PORTFOLIO EXHIBITION

Preparing for an interview -Research the organization, Compare your skills and qualifications

to the job requirements, Prepare responses, Plan what to wear, Plan what to bring, Pay attention to
nonverbal communication, Follow up. How to write a successful Media CV?

What is a demo reel? Tips to create a successful demo reel -Keep it short, Make it specific, Choose a
style -Collage or samples, Put your best work first, Your work only, Slate it -Include contact details at
the start or the end of the demo reel, Showcase your involvement, Highlight impressive clients,
Emphasize technical ability -Before and after shots of their work, Be mindful of aspect ratios, Say
“No” to copyrighted music, Cut to the beat, Don’t repeat footage, Quality control, Online all the time,
DVDs for delivery, Label with contact info, Active and accessible, Show your personality, Ask a critic
Discuss the importance of self-promotion. Getting visibility -YouTube, Video, Face book, Blogs,Web
page, Business cards, Job portals etc.

Reference Books:

Interview: How to Master Interviews and Stand Out Among Your Peers by Stefan Anderson
Success in Interview by Anand Ganguly

EXHIBITION
Aim:

1. To explore the creativity of the students to exhibit their talents in exhibition to the college,
placement companies and public to get self confidence in the students.

2. Self analysis of their talents given remarks of the visitors and development creativity in their
creative career.

3. Participating in exhibition and getting participation certificate getting more rewards in media
placements companies.

Category of exhibitions:

Print Media:

Social Awareness concept artworks exhibition
Digital artwork illustrations exhibition

Digital Artwork & Drawing artworks
Typography exhibition

Clay modeling, sculpture & Craft works

Digital art Photography exhibition

Short Film and One Minute Short Film Exhibition
VFX and Special Effects



SEMISTER - VI

INTERNSHIP & INTERNSHIP DOCUMETION

To acquire practical industry based experience. Internship is on the job training to assimilate the
professionalism in a career. Internships offer students a period of practical experience in the industry
relating to their field of study.

The students will have to undergo an Internship at an animation studio or a post-production visual
effect studio as per the field of specialization of the candidate for a month either at the end of the fifth
semester or the beginning of the sixth semester.

The students would prepare individual reports after the Internship and the same should be
attested by the organization under which the student did the internship. The students’ comprehensive
report will be submitted to the HOD for evaluation. A faculty member will monitor the students during
the internship.

The internships would have a credit of 1 with 100 marks and the marks would be submitted to the

university at the end of the six semester.



	10. Design Promotional Canopy or Tent.
	14. Design Promotional Canopy or Tent.
	Unit – III:  Pencil Drawing; Drawing & Oil Canvas Painting; Water Color; Paper Collage; Landscape Paintings; Printmaking; Oil Pastel & Dry Pastel; Muralist techniques; Woodcut & Etching; Abstract Art; Palette Knife ;


