	Course unit title
	Computer Graphics and Animation

	Course unit code
	DatZ1013

	Type of course unit 
	B part – Restricted option

	Level of course unit
	1st cycle (bachelor)

	Year of study 
	-

	Semester
	I

	Number of ECTS credits
	3 ECTS

	Name of lecturer(s)
	Inta Znotiņa, Mg.sc.educ.

	Learning outcomes of the course unit
	Completing the course students will:

• know about software classification and applications;

• be able to use software development tools;

• be able to implement the user interface;

• be able to prepare presentation creating a small computer animation to demonstrate a process;

• be able to write software code developing a user interface

	Mode of delivery
	Face-to-face

	Prerequisites and co-requisites
	

	Recommended optional programme components
	-

	Course contents
	Course of study introduces students to the computer graphics and animation (types of graphics, their strengths and weaknesses).

The theoretical knowledge is improved by developing a small cartoon or game

	Course plan
	Types of computer graphics, as well as advantages, shortages thereof and differencies in data storage. 

Image processing, relevant software.

History of animation development. Animation creation opportunities by using a PC.
Adobe Flash environment and tools. 

Creation of animations in Adobe Flash environment. 

Interactive animation creation in Adobe Flash environment. 

The way of colour formation on the display.

Adobe Flash as a tool for computer game creation.

Presentation of a film of a game

	Recommended or required reading
	Furniss, Maureen The Animator's Bible Abrams, 2008. 340 p.

	Planned learning activities and teaching methods
	Lectures, practical classes and students’ independent assignment

	Assessment methods and criteria
	Test 
Class attendance gives 50% of the semester mark, the other 50% is obtained by creating a film or a presentation  

	Language of instruction
	English

	Work placement(s)
	N/a


