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ADVANCED ANIMATION    STUDENT PROFILE
COURSE CODE: 5351   

	Directions:
	Evaluate the student using the applicable rating scales below and check the appropriate box to indicate the degree of competency.  The ratings 3, 2, 1, and N are not intended to represent the traditional school grading system of A, B, C, and D.  The description associated with each of the ratings focuses on the level of student performance or cognition for each of the competencies listed below.

	
	

	PERFORMANCE RATING
	COGNITIVE RATING

	 3 - Skilled--can perform task independently with no supervision
 2 - Moderately skilled--can perform task completely with limited supervision 
 1 - Limitedly skilled--requires instruction and close supervision
 N - No exposure--has no experience or knowledge of this task
	3 - Knowledgeable--can apply the concept to solve problems
2 - Moderately knowledgeable--understands the concept
1 – Limitedly knowledgeable--requires additional instruction
N - No exposure--has not received instruction in this area




	[bookmark: _GoBack]A.  SAFETY AND ETHICS

	 3    2    1    N
	

	__  __  __  __1.
	Identify major causes of work-related accidents in offices.

	__  __  __  __2.
	Describe the threats to a computer network, methods of avoiding attacks, and options in dealing with virus attacks.

	__  __  __  __3.
	Identify potential abuse and unethical uses of computers and networks.

	__  __  __  __4.
	Explain the consequences of illegal, social, and unethical uses of information technologies (e.g.,  privacy; illegal downloading; licensing                          infringement; inappropriate uses of software, hardware, and mobile  devices).

	__  __  __  __5.
	Differentiate between freeware, 
shareware, and public domain                                 software copyrights.

	__  __  __  __6.
	Discuss computer crimes, terms of use, and legal issues such as copyright laws, fair use laws, and ethics pertaining to scanned and downloaded clip art images, photographs, documents, video, recorded sounds and music, trademarks, and other elements for  use in Web publications.

	
	

	__  __  __  __7.
	Identify netiquette including the use 
of e-mail, social networking, blogs,                             texting, and chatting.

	__  __  __  __8.
	Describe ethical and legal practices in business professions such as safeguarding the confidentiality of business-related information.

	__  __  __  __9.
	Discuss the importance of cyber safety and the impact of cyber bullying.

	
	

	B.  EMPLOYABILITY SKILLS

	 3    2    1    N
	

	__  __  __  __1.
	Identify positive work practices (e.g., appropriate dress code for the workplace, personal grooming, punctuality, time management, organization).

	__  __  __  __2.
	Demonstrate positive interpersonal skills (e.g., communication, respect, teamwork).

	
	

	C.  STUDENT ORGANIZATIONS

	 3    2    1    N
	

	__  __  __  __1.
	Explain how related student organizations are integral parts of career and technology education courses.

	__  __  __  __2.
	Explain the goals and objectives of related student organizations.

	__  __  __  __3.
	List opportunities available to students through participation in related student organization conferences/competitions, community service, philanthropy, and other activities.

	__  __  __  __4.
	Explain how participation in career and technology education student organizations can promote lifelong responsibility for community service and professional development.

	
	

	D.  USER INTERFACE

	 3    2    1    N
	

	__  __  __  __1.
	Use menu bars, command panels, and software navigation tools.

	__  __  __  __2.
	Demonstrate the ability to map between the various coordinate systems.

	__  __  __  __3.
	Compare and contrast use of orthographic/perspective views.

	__  __  __  __4.
	Demonstrate the ability to select objects and sub objects.

	__  __  __  __5.
	Use positional transformations.

	
	

	
E.  STORYBOARD FUNDAMENTALS

	 3    2    1    N
	

	__  __  __  __1.
	Create a story for a storyboard.

	__  __  __  __2.
	Describe the purpose of the 3D graphics and/or animation including the target audience.

	__  __  __  __3.
	List the objects.

	__  __  __  __4.
	Apply brainstorming techniques to focus development efforts.

	__  __  __  __5.
	Create scene-by-scene illustrations.

	__  __  __  __6.
	Outline and link action sequences.

	
	

	F.  MODELING

	 3    2    1    N
	

	__  __  __  __1.
	Create standard, extended and architectural primitives.

	__  __  __  __2.
	Modify object properties.

	__  __  __  __3.
	Transform and clone objects.

	__  __  __  __4.
	Create and use object arrays.

	__  __  __  __5.
	Build compound objects.

	__  __  __  __6.
	Construct spline objects.

	__  __  __  __7.
	Employ techniques to extrude a 2D object into a 3D object.

	__  __  __  __8.
	Apply modifiers that will rotate a spline to create a circular cross section.

	__  __  __  __9.
	Employ various techniques to modify edges, faces and vertices.

	__  __  __  __10
	Convert objects to Editable Mesh, Poly, Patch and Nurbs.

	
	

	G.  APPLYING MATERIALS AND MAPS

	  3   2     1    N
	

	__  __  __  __1.
	Specify the ambient and diffused color of an object.

	__  __  __  __2.
	Specify the specular, reflective, and luminosity material properties of objects.

	__  __  __  __3.
	Add filters to an object.

	__  __  __  __4.
	Create various surface patterns such as smoke, tiles, and swirls.

	__  __  __  __5.
	Compare and contrast techniques for simulating land and water.

	__  __  __  __6.
	Create reflections and refractions on objects.

	__  __  __  __7.
	Create maps that will wrap an image onto an object.

	__  __  __  __8.
	Create maps that will modify the surface of an object.

	__  __  __  __9.
	Apply environmental maps for modifying background images.

	__  __  __  __10.
	Compare, contrast, and use opacity and transparency.

	
	

	H.  PAINT EFFECTS

	 3   2    1    N
	

	__ __ __ __  1.
	Describe user interface for paint effects.

	__ __ __ __  2.
	Create pressure curves.

	__ __ __ __  3.
	Create cycling animation.

	__ __ __ __  4.
	Create a custom brush.

	__ __ __ __  5.
	Use paint effects mesh.

	__ __ __ __  6.
	Modify object shading.

	__ __ __ __  7.
	Change mesh settings and mesh environments.

	__ __ __ __  8.
	Change texture settings.

	__ __ __ __  9.
	Create illuminating and shadowing paint effects.

	
	

	I.   KEYFRAME ANIMATION

	 3   2    1    N
	

	__ __ __ __  1.
	Define key frame.

	__ __ __ __  2.
	Create a simple key frame animation using position.

	__ __ __ __  3.
	Create a simple key frame animation using rotation.

	__ __ __ __  4.
	Edit key frame animations using graph editor.

	__ __ __ __  5.
	Describe how different tangent settings affect an animation.

	__ __ __ __  6.
	Edit key frame animations using dope sheet.

	__ __ __ __  7.
	Create a key frame animation using driven keys.

	__ __ __ __  8.
	Create a key frame animation using a motion path.

	
	

	J.  CHARACTER RIGGING

	 3   2    1    N
	

	__ __ __ __  1.
	Define rigging tools.

	__ __ __ __  2.
	Define skinning tools.

	__ __ __ __  3.
	Create skeleton using joints.

	__ __ __ __  4.
	Define inverse kinematics (IK) and forward kinematics (FK).

	__ __ __ __  5.
	Describe parent/child hierarchy.

	__ __ __ __  6.
	Use influence objects.


	__ __ __ __  7.
	Impose limits and constraints on skeleton joints.

	
	

	K.  CHARACTER ANIMATION

	 3   2    1    N
	

	__ __ __ __  1.
	Create IK handles and mirroring joints.

	__ __ __ __  2.
	Create foot and knee controls.

	__ __ __ __  3.
	Create a foot roll from scratch.

	__ __ __ __  4.
	Create the back spine.

	__ __ __ __  5.
	Connect back spine to legs.

	__ __ __ __  6.
	Create back and hip controls.

	__ __ __ __  7.
	Add constraints to controls.

	__ __ __ __  8.
	Insert joints into a joint chain and head controls.

	__ __ __ __  9.
	Build arms and arm IK controls.

	__ __ __ __  10.
	Create fingers.

	__ __ __ __  11.
	Adjust local rotation of the finger joints.

	__ __ __ __  12.
	Use the paint weight tool to influence skin.

	
	

	L.  LIGHTING TECHNIQUES

	 3   2    1    N
	

	__ __ __ __  1.
	Compare and contrast natural light versus artificial light.

	__ __ __ __  2.
	Describe and use three-point lighting.

	__ __ __ __  3.
	Apply principles of basic color theory to lighting.

	__ __ __ __  4.
	Employ various lighting types.

	__ __ __ __  5.
	Identify key principles in effective lighting.

	
	

	M.  CAMERA TECHNIQUES

	 3   2    1    N
	

	__ __ __ __  1.
	Compare and contrast a free and a target camera.

	__ __ __ __  2.
	Calculate and change camera’s focal length.

	__ __ __ __  3.
	Describe the impact of depth of field on an object.

	__ __ __ __  4.
	Describe and apply the use of motion blur on an object.

	__ __ __ __  5.
	Apply techniques to create shadows.

	
	

	N.  PARTICLE SYSTEMS, EFFECTS, AND FIELDS

	 3   2    1   N
	

	__ __ __ __  1.
	Define effects, fields, and particles.

	__ __ __ __  2.
	Create a particle emitter.

	__ __ __ __  3.
	Apply a field to a particle system.

	__ __ __ __  4.
	Create particle collisions.

	__ __ __ __  5.
	Apply effects to an object.

	

	O.  RENDERING

	 3   2    1    N
	

	__ __ __ __  1.
	Use animation position controllers

	__ __ __ __  2.
	Set key frames manually.

	__ __ __ __  3.
	Create various object paths.

	__ __ __ __  4.
	Ghost an object’s trajectory.



