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Module/
Course Title

Animation

Student 
Workload

3 Credits x 16 
meetings x 170 /
60 = 136 hours/
Semester

Credits 
(ECTS)

3 Credits x 
1.59 = 4,77 
ECTS

Semester

7

Frequency

16 meetings 
(include Mid-term 
Exam and Final 
Exam)

Duration

16 meetings

1 Type of course
● Experience
● Lecture-Lab
● Studio

Practice Lecture

28,55 x (3 Credits x 1.59) = 136,18 hours/Semester

Class size

30 students

2 Prequisites for participation (if applicable)

3 Learning outcomes (PLO+CLO)

PLO-4
Able to develop oneself sustainably and eager to collaborate.
PLO-9
Capable of designing, implementing, and developing artistic skills to produce innovative works, media, 
and learning resources for educational and entrepreneurial purposes.

CLO-1
Students are able to continuously develop themselves in mastering animation techniques and concepts 
through systematic learning and practice.
CLO-2
Students are able to design, develop, and produce high-quality animation works for educational purposes 
in schools.

4 Subject aims/content 

This course covers an understanding of the principles of animation, basic techniques for creating 
animation manually, and two-dimensional (2D) and three-dimensional (3D) animation techniques using 
computers, with an emphasis on computer animation. Students will learn the fundamentals of animation, 
such as the principles of motion, timing, and storytelling in animation, and how to apply these concepts in 
creating animations. The course also includes the creation of manual animations as a foundational 
understanding for digital animation concepts.



Other topics include the use of 2D and 3D animation software, such as Adobe Flash and Adobe After 
Effects, for designing effective animation works for both storytelling and promotional media. Students 
will be trained to utilize these software tools to create engaging and communicative animations, as well as 
understand various techniques in digital animation production.

The output of this course expects students to master the basic principles of animation and apply them in 
both manual and digital animation creation. Students are also expected to be proficient in operating 2D 
and 3D animation software, particularly Adobe Flash and Adobe After Effects, to produce effective 
animation works for storytelling or promotional purposes. Additionally, students should be able to design 
and produce 2D and 3D animated works using practical strategies and present them in an engaging and 
communicative manner.

5 Teaching methods 
Interactive lecture, project-based learning, role plays and simulations

Guided instruction, project based learning

6 Assessment methods
Project assessment(Design), portfolios of students work, presentation 

7 This module is used in the following study program/s as well
Undergraduate program

8 Module Coordinator
Ika Anggun Camelia, S.Pd., M.Pd.
Aqim Amral Hukmi, S.Pd., M.Pd.
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Link
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