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BHARATHIAR UNIVERSITY: COIMBATORE - 641046

DEPARTMENT OF EXTENSION AND CAREER GUIDANCE
B.Voc. MULTIMEDIA AND ANIMATION

(For the students admitted from the academic year 2022-23 onwards)

SCHEME OF EXAMINATIONS
	Code
	SUBJECT
	Hours
	Duration of

Exam Hours
	Marks for
	Total Marks
	Credits

	
	
	Lecture
	Practical
	
	CIA
	CEE
	
	

	Year I – Semester I

	22ECGB11T/M/F
	Part I: Language Paper I - Tamil/Malayalam/French ##
	3
	-
	3
	50
	50
	100
	4*

	22ECGB12E
	Part II: English I ##
	3
	-
	3
	50
	50
	100
	4*

	22ECGB13A
	Core 1: Computer Fundamentals for Multimedia and Graphic Design
	5
	-
	3
	50
	50
	100
	4^

	22ECGB13B
	Core 2: Learning Principles and Methods
	5
	-
	3
	50
	50
	100
	4^

	22ECGB13P
	Core 3: Graphic Designing Lab - Practical
	-
	6
	3
	50
	50
	100
	6^

	22ECGB1AA
	Allied 1: Mathematics for Multimedia I
	4
	-
	3
	50
	50
	100
	4*

	22ECGB1FA
	# Value Added 1: Environmental Studies
	2
	-
	2
	-
	50
	50
	2*

	22ECGB16A
	@Internship – I 
	-
	2
	-
	50
	-
	50
	2^

	Total Credits
	22
	8
	
	30

	Year I – Semester II

	22ECGB 21T/M/F
	Part I: Language Paper II - Tamil/Malayalam/French ##
	3
	-
	3
	50
	50
	100
	4*

	22ECGB22E
	Part II: English II ##
	3
	-
	3
	50
	50
	100
	4*

	22ECGB23A
	Core 4: C Programming
	5
	-
	3
	50
	50
	100
	4^

	22ECGB23B
	Core 5: Fundamentals of Web Design
	5
	-
	3
	50
	50
	100
	4^

	22ECGB23P
	Core 6: Web Designing Lab - Practical
	-
	6
	3
	50
	50
	100
	6^

	22ECGB2AA
	Allied 2: Mathematics for Multimedia II
	4
	-
	3
	50
	50
	100
	4*

	22ECGB2FA
	# Value Added 2: Human Rights
	2
	-
	2
	-
	50
	50
	2*

	22ECGB26A
	@Internship - II
	-
	2
	-
	50
	-
	50
	2^

	Total Credits
	22
	8
	
	30

	Year II – Semester III

	22ECGB 31T/M/F/H
	Part I: Language Paper III-Tamil/Malayalam/French/ Hindi##
	3
	-
	3
	50
	50
	100
	3*

	22ECGB32E
	Part II: English III ##
	3
	-
	3
	50
	50
	100
	3*

	22ECGB33A
	Core 7: C++ Programming
	4
	-
	3
	50
	50
	100
	4*

	22ECGB33B
	Core 8: Modelling and Sculpting
	4
	-
	3
	50
	50
	100
	4^

	22ECGB33P
	Core 9: 3D Lab 1 with Texturing and Lighting - Practical
	-
	6
	3
	50
	50
	100
	6^

	22ECGB3AA
	Allied 3: Campus to Corporate - Practical
	-
	6
	3
	50
	50
	100
	6*

	22ECGB3FA
	# Value Added 3: Yoga for Human Excellence
	2
	-
	2
	-
	50
	50
	2*

	22ECGB36A
	@Internship - III
	-
	2
	-
	50
	-
	50
	2^

	Total Credits
	16
	14
	
	30

	Year II – Semester IV

	22ECGB 41T/M/F/H
	Part I: Language Paper IV-Tamil/Malayalam/French/ Hindi##
	3
	-
	3
	50
	50
	100
	3*

	22ECGB42E
	Part II: English IV ##
	3
	-
	3
	50
	50
	100
	3*

	22ECGB43A
	Core 10: Digital Marketing
	4
	-
	3
	50
	50
	100
	4*

	22ECGB43P
	Core 11: 3D Lab 2 with Rigging and Animation - Practical
	-
	6
	3
	50
	50
	100
	6^

	22ECGB4EA
	AOS 1: Rigging, FX and Rendering
	6
	-
	3
	50
	50
	100
	6^

	22ECGB4AA
	Allied 4: Education Technology and Communication
	4
	-
	3
	50
	50
	100
	4*

	22ECGB4FA
	# Value Added 4: General Awareness
	2
	-
	2
	-
	50
	50
	2*

	22ECGB46A
	@Internship - IV
	-
	2
	-
	50
	-
	50
	2^

	Total Credits
	22
	8
	
	30

	Year III – Semester V

	22ECGB53A
	Core 12: Visual Communication
	5
	-
	3
	50
	50
	100
	4*

	22ECGB53B
	Core 13: 3D Game Scripting
	6
	-
	3
	50
	50
	100
	6^

	22ECGB53C
	Core 14: Audio and Video Editing Lab - Practical
	6
	-
	3
	50
	50
	100
	6^

	22ECGB53P
	Core 15: 3D Gaming Lab - Practical
	-
	6
	3
	50
	50
	100
	6^

	22ECGB5EA
	AOS 2: Entrepreneurship Development
	4
	-
	3
	50
	50
	100
	4*

	22ECGB57V
	**Mini Project and Viva Voce
	-
	3
	-
	50
	50
	100
	4*

	Total Credits
	21
	9
	
	30

	Year III – Semester VI

	22ECGB63A
	Core 16: Compositing and VFX
	6
	-
	3
	50
	50
	100
	6*

	22ECGB63B
	Core 17: Media Laws and Ethics
	6
	-
	3
	50
	50
	100
	6*

	22ECGB66A
	@ Internship - Animated Short Film (Minimum 05 Minutes)
	Video Making
	-
	6
	50
	50
	60
	100
	6^

	
	
	Report and Presentation
	
	6
	50
	50
	60
	100
	6^

	22ECGB67V
	**Project and Viva Voce
	-
	6
	-
	50
	50
	100
	6^

	Total Credits
	12
	18
	
	
	30

	Course total Credits for Three Years
	3700
	180

	$-Non-academic credit: Certificates for ethical social events / sports /competitions/ voluntary activities of the department including (brochure design/photography/student council member/working for seminars & conferences)
	
	2

	Grand Total Credits for Three Years
	
	182

	1
	~ NSQF Assessment: Graphic Designer (MES/Q0601)

	2
	~ NSQF Assessment: Modeller (MES/Q0401)

	3
	~ NSQF Assessment: Rigging Artist (MES/Q2502)

	4
	~ NSQF Assessment: Animator (MES/Q0701)

	CIA
	Continuous Internal Assessment

	CEE
	Comprehensive External Examinations

	AOS
	Application Oriented Subject

	*
	General Component: 12 Credits

	^
	Skill Component: 18 Credits

	#
	Value Added: No Continuous Internal Assessment. Only University Examination.

	@
	Internship: No University Examination. Only Continuous Internal Assessment

	$
	Non-academic credit: This can be availed by the students at any time during the course of study and it must be completed before 5th semester. Ethical social events includes- Serving as scribe/ environment protection/  road safety/ cleanliness activities/any other service related society & welfare of the citizens (minimum 5 days/ events). The credits will be given along with the sixth semester marks. Students are expected to produce certificates from hosting organisation/department/NGOs.

	~
	NSQF Assessment

	**
	Project / Mini Project: Internal marks 50: Observation report & Review, External marks 50: Presentation, Viva & Final record

	##
	Part I: Language Paper Part II: English for Semester I & II will be followed by the Syllabus of BU Affiliated colleges approved by the Bharathiar University



Core 11: 3D Lab – 2 with Rigging and Animation - Practical
	Course code
	43P
	3D Lab 2 with Rigging and Animation - Practical
	L
	T
	P
	C

	Core
	Core 11
	-
	-
	6
	6

	Pre-requisite
	3D Lab - 1
	Syllabus Version
	2022-23

	Course Objectives:

	The main objectives of this course are to: 

1. Understand basic Modelling concepts

2. Demonstrate 3D animation

3. Create 3D character models

	

	Expected Course Outcomes:

	On the successful completion of the course, student will be able to:

	1
	Create character modelling
	K6

	2
	Create character UV texturing
	K6

	3
	Create rigging for 3d models
	K6

	4
	Create 3d animations
	K6

	K1 - Remember; K2 - Understand; K3 - Apply; K4 - Analyse; K5 - Evaluate; K6 - Create

	

	Lab Exercises

	1.
Create a fire explosion using fluids.

2.
Create a galaxy and a firework using particles.
3.
Create a building destruction.
4.   Create pillow, curtains and bed sheets for an interior scene
5.   Create a walk cycle of a character

	

	Textbook(s)

	1
	The Animator's Survival Kit: By Richard Williams

	 2
	Creating Visual Effects in Maya: by Lee Lanier

	

	Reference Books

	1
	Rig it Right! Maya animation rigging concepts: By Tina O’Hailey

	2
	Digital Sculpting with Mudbox: Essential Tools and Techniques for Artists: by Bridgette Mongeon and Mike De la Flor

	3
	Maya At A Glance, George Mastri

	4
	The Art of Maya: by Autodesk Maya Press

	5
	Cartoon Character Animation With Maya: by Keith Osborn

	

	Related Online Contents [MOOC, SWAYAM, NPTEL, Websites etc.]

	1
	ANIMATIONs - By Dr. Abhishek Kumar | Banaras Hindu University II BHU - SWAYAM

	Course Designed By: Dr. A. Vimala, Dr. R. Chandra (Subject Expert) and Dr. S. Sadhasivam 


AOS 1: Rigging, FX AND RENDERING

	Course code
	4EA
	Rigging, FX and Rendering
	L
	T
	P
	C

	AOS
	AOS 1
	6
	-
	-
	6

	Pre-requisite
	Digital Content Creation
	Syllabus Version
	2022-23

	Course Objectives:

	The main objectives of this course are to: 

1. describes about publishing, workflow with software and its tools

2. work with the graphic based software and editing tool

	

	Expected Course Outcomes:

	On the successful completion of the course, student will be able to:

	1
	Understand the concepts of publishing
	K2

	2
	Explore the workflow in e-publishing
	K2

	3
	Understand workflow software and tools
	K2

	K1 - Remember; K2 - Understand; K3 - Apply; K4 - Analyse; K5 - Evaluate; K6 - Create

	

	Unit:1
	Rigging Fundamentals and Controllers
	12 Hours

	Maya Rigging fundamentals, Working with Connections-1: Grouping, Parenting, Connection Editor, Working with Deformers, Maya Joints and Biped bone setup. IK and FK controllers, Facial rigging and controls, Skinning & Paint weights, Muscle system and Muscle rig.

	

	Unit:2
	Dynamics and Event Editor
	11 Hours

	Particle dynamics, emissions, fields, shape instances, color attributes, per-particle attributes
Collision event editor, per particle emission rates, Sprite wizard, Rigid body and soft body dynamics and constraints, Creating fire, smoke and fireworks.

	

	Unit:3
	Particles
	11 Hours

	Dynamics relationship editor, working with nparticles and ndynamics, Dynamics and Fluids, Working with ncloth and nhair, Render Types, Particle expressions.

	

	Unit:4
	Animation, Timeline, Animation Constraints
	10 Hours

	Maya Animation, Timeline and Key frame animation, Exploring the Animation principles, Pose to pose and straight ahead animation. Animation constraints, Follow path with deformers, creating animation snapshots and sweeps, Nonlinear animation, creating strong poses.

	

	Unit:5
	Rendering Basics and Outputs
	10 Hours

	Introduction to rendering, render setups, render types, render layers, render concepts, Texture baking, Light baking.  Render outputs, rendering in passes, HDRI, Scanline rendering, Introduction to Arnold shading, lighting and rendering.

	

	Unit:6
	Contemporary Issues
	2 Hours

	Case Study, Expert Lectures, Online Seminars - Webinars

	

	Total Lecture Hours
	56 Hours

	Textbook(s)

	1
	Creating Visual Effects in Maya: by Lee Lanier

	2
	Digital Lighting and Rendering: by Jeremy Birn

	

	Reference Books

	1
	Rig it Right! Maya animation rigging concepts: By Tina O’Hailey

	2
	Digital Sculpting with Mudbox: Essential Tools and Techniques for Artists: by Bridgette Mongeon and Mike De la Flor

	3
	Maya At A Glance, George Mastri

	4
	The Art of Maya: by Autodesk Maya Press

	5
	Cartoon Character Animation With Maya: by Keith Osborn

	

	Related Online Contents [MOOC, SWAYAM, NPTEL, Websites etc.]

	1
	ANIMATIONs - By Dr. Abhishek Kumar | Banaras Hindu University II BHU - SWAYAM

	

	Course Designed By: Dr. A. Vimala, Dr. R. Chandra (Subject Expert) and Dr. C. Dhayanand

	

	Mapping with Programme Outcomes

	COs
	PO1
	PO2
	PO3
	PO4
	PO5

	CO1
	S
	M
	S
	M
	M

	CO2
	M
	S
	M
	M
	M

	CO3
	M
	M
	M
	S
	M

	CO4
	M
	M
	S
	M
	M

	CO5
	M
	M
	M
	M
	S

	*S-Strong; M-Medium; L-Low


Core 14: Audio and Video EDITING Lab - Practical
	Course code
	53C
	Audio and Video Editing Lab - Practical
	L
	T
	P
	C

	Core
	Core 14
	6
	-
	-
	6

	Pre-requisite
	Audio and Video Editing
	Syllabus Version
	2022-23

	Course Objectives:

	The main objectives of this course are to: 

1. Inculcate knowledge about sound processing

2. Gain skills in audio and video editing

3. Understand production process

	

	Expected Course Outcomes:

	On the successful completion of the course, student will be able to:

	1
	Know about sound processing and audio compression
	K2

	2
	Explore about digital audio and audio editing
	K2

	3
	Understand digital video compression
	K2

	4
	Understand digital production
	K2

	5
	Understand digital postproduction
	K2

	K1 - Remember; K2 - Understand; K3 - Apply; K4 - Analyse; K5 - Evaluate; K6 - Create

	

	Lab Exercises

	1.
Create a Book Trailer.

2.
Create a Tour Video.

3.
Create a Teaser cut.

4.
Create a stop motion video.

5.
Create a news channel.

6.
Create a titling effect.

	

	Textbook(s)

	1
	Adobe Premiere Pro Classroom in a Book (2020 release): by Maxim Jago

	2
	The Invisible Cut: How Editors Make Movie Magic: Bobbie O'Steen (Author)

	

	Reference Books

	1
	Adobe Audition CC Classroom in a Book, Second Edition by Maxim Jago

	2
	Judith Jeffcoate - Multimedia in Practice-Technology and Applications, Prentice Hall, 1995

	3
	Darrel Hankerson, Greg A Harris, Peter D Johnson, „Introduction to Information Theory and Data Compression‟ Second Edition, Chapman and Hall, CRC press, 2003

	4
	 A. Murat Tekalp,"Digital Video Processing", Pearson, 2010.

	5
	Ze-Nian Li and Mark Drew, “Fundamentals of Multimedia”, Prentice Hall, 2004.

	

	Related Online Contents [MOOC, SWAYAM, NPTEL, Websites etc.]

	1
	Media Content Production on Multiple Platforms - By Dr. Krishna Sankar Kusuma | Jamia Millia Islamia - SWAYAM

	

	Course Designed By: Dr. A. Vimala, Dr. R. Chandra (Subject Expert) and Dr. C. Dhayanand


