
This course will serve as an introduction to the techniques and principles 
of  animation as frame-by-frame sequential media. Students will explore a 
variety of  basic animated techniques including hand-drawn, stop-motion, 
experimental, and electronic approaches. A survey of  historical techniques 
with an emphasis in viewing and responding to animated work will be 
central to the course.

We will focus on time-based, frame-by-frame animation techniques. As 
an intro level class, emphasis will be placed on skill building, creative 
experimentation, and strong animation fundamentals. After successful 
completion of  this course, students will be prepared to undertake ambi-
tious animation projects in a variety of  media ranging from traditional to 
experimental, to digital. 

Attendance is mandatory. If  you are not planning to 
attend all classes, drop the class now. Do not schedule 
work, doctor’s appointments, job interviews etc. during 
our class time. If  there is something that prevents you 
from attending class, communicate with me as soon as 
possible so we can discuss possible options. It is your 
responsibility to contact me as soon as possible to let 
me know if  you have to miss class. There is no such 
thing as an excused absence, so do not ask me to make 
that call. If  you do need to miss class for any reason, 
you will be expected to come to the next class ready to 
work and caught up. You cannot make up points lost for 
missing class. ..................................................

Instructor: Erin Zerbe               Contact: ezerbe@sienaheights.edu       Office Hours: By Appointment 

Attendance
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Course Description
•Sketcbook – In order to be a successful animator in 
ANY media, you have to draw. A lot. Like…ALL THE 
TIME. If  this is a new undertaking for you,  then it is 
important you get in the habit now. For this course, 
many of  your homework assignments, class assign-
ments, and finished animations will start out as ideas in 
your sketchbook. It is vital that you bring your sketch-
book with you to each class, use it to take notes, and 
use it to plan your ideas and animations for this course. 
We will do random sketchbook checks throughout the 
semester. You are welcome to include other things in 
your sketchbook, but if  you include anything personal in 
your sketchbook please be aware that I will be collecting 
and looking through your sketchbooks at multiple points 
throughout the semester. 
•Drawing Pencils 
•Kneaded & Art Gum Erasers
•Jump Drive 16GB
•Head phones
•Other Materials As Needed For Assignments – budget 
approximately 30 to 50 dollars for any additional anima-
tion materials.

Required Materials



..................................................
ART246 | Erin Zerbe | Intro to Animation                      Course Syllabus | Page 2

•	 A+, A, A-: demonstrates thorough engagement with 
course outcomes

•	 B+, B, B-: demonstrates adequate engagement with 
course outcomes

•	 C+, C, C-: demonstrates some engagement with course 
outcomes

•	 D+, D, D-: demonstrates little engagement with course 
outcomes

•	 F: demonstrates no engagement with the course outcomes 

Grading Guidelines

Graded Assignments
•Studio Exercises + Projects 60% 
•Sketchbook + Homework Assignments 20% 
•Participation + Unannounced Pop Quizzes 10%
•Don’t Be a Jerk Points10%

Cancellation Policy
For inclement weather we will follow the decisions of  the col-
lege. You can check to see if  class has been cancelled, due to 
weather, on the school webpage. For all other cancellations, 
please check your email like it’s your job.

• No using cell phones during class. It must be turned off  and 
put away. If  you have it out or use it during class, I will take it 
from you and sell it on ebay. Harsh. 

• No disrespecting other students or faculty/visiting artists. We 
will have a lot of  discussions and debates in class. It is ok to 
disagree, but always do so in a respectful manor.

• No sleeping during class. If  you sleep in my class, it’s like 
taking an 800 dollar nap. Don’t waste your money, or my 
time. 

• No handheld electronics in class. See 1 for details on what 
will happen to your electronics if  you bring them to my class.

• No juggling fire.

Thou Shalt Nots...

Screenings
In order to be a good writer, you must read a lot. In order to be 
a good animator, you must watch a lot of  animation. A part of  
this course will be dedicated to screening and learning how to 
dissect and unpack these works. We will watch animations in a 
variety of  genres, from all over the world. Some of  the films we 
screen in this class will contain instances of  profanity, violence, 
and sexual situations/nudity. As adults in a university setting, I 
expect you to approach these screenings with the seriousness 
of  any subject of  study in college.

Expected Behavior During In-Class Screenings:
•The films we watch will often provoke various responses, which 
is not only acceptable, but also expected. Involuntary responses 
such as laughter and gasps are fine, but under no circumstances 
should you talk during the screening. It not only distracts you, 
but others around you. 
•You should take notes during or immediately after the in-class 
screening so you will be better prepared to engage in class 
discussion. 
•If  you must leave during a film screening for a bathroom break 
or some other emergency, please be as quiet as possible when 
exiting the room. 
•Any and all electronic devices, including iPods, PDAs, and 
especially cell phones, must be turned off  during class. You may 
use a laptop during class to take notes, but it must be shut off  
during any in-class screenings because the light from the screen 
is distracting to others. 

Course Outcomes
•Explore narrative and experimental strategies for modern 
animation as an art form and tool for creative expression
•Develop animation skills that are applicable to fine art and com-
mercial endeavors including principles such as lip-syncs, walk-
cycles, and character design
•Examine the history of  animation as a pervasive form of  artistic 
expression
•Learn industry standard terminology, technology and contem-
porary animation theories and practices 
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Homework & StudioTime
Animation is a time-intensive form of  art-making, due to the 
durational nature of  the work. Homework and studio time out-
side of  class meeting times is a REQUIRED part of  this course. 
As a 3-credit studio course that meets for 6 hours a week, you 
should budget approximately 3 hours a week for homework/stu-
dio work for this course alone. Some weeks will have less work 
required outside of  class, while others may need a little more. 
Ultimately, it is your responsibility to exercise good judgment 
and time-management to stay caught up with the assignments 
for this course. Homework and studio-time is mandatory. If  you 
are unable to commit the time you will not successfully pass this 
course. 

Contact Conduct
When attempting to contact me outside of  class, I ask that you 
abide by a few simple rules. Firstly, when contacting me elec-
tronically, please do so at ezerbe@sienaheights.edu. Do 
not send emails to me via my personal email address, facebook 
page, text message, etc. All correspondence should be through 
the siena email address only. Likewise, I ask that you respect 
my time and schedule. I will instill strict email hours of  9am to 
6pm Monday through Friday. If  you email me outside of  that 
time frame, do not expect a response. You wouldn’t knock on my 
office door at 3am and expect me to answer, so sending me an 
email in the middle of  the night and expecting a response before 
a 9am is just silly. So don’t do it. 

If  my office door is closed, that means I am in a meeting, or 
otherwise engaged and I am unavailable to speak with you. I am 
happy to meet with students outside of  class, so if  you’d like to 
set up an appointment, please email me or talk to me before or 
after class to schedule a time to meet. 

An important part of  this course is practicing the art of  cri-
tique. The capacity to make articulate presentations and offer 
explanations for your choices is a fundamental skill. Equally 
important is your ability to give constructive responses to your 
peers’ work. It is a requirement of  this course that you par-
ticipate fully in these group conversations. As a member of  the 
student body, and classroom community, you have an obligation 
to speak candidly, honestly, and without unnecessary “prompt-
ing” so that your unique ideas can enrich the class. Because of  
the collective aspect of  the critique, it is mandatory that your 
work be presented on time, so that the critique covers the 
widest possible breadth of  work, and we can screen everyone’s 
videos and films. 

Finished Animations:
On critique day, you need to show up ready to go, with your 
finished piece ready to be screened. I want all finished work in 
a .mov quicktime format. Please test your file BEFORE class, if  
it will not play correctly, it will be counted as late and result in a 
lowering of  your grade.

Critique

In accordance with University policy and the equal access laws, I 
am available to discuss appropriate academic accommodations 
that you may be eligible for as a student with a disability. Please 
contact me for an appointment to discuss possible accommoda-
tions. Students must register with the Office for Students with 
Disabilities for disability verification and determination of  rea-
sonable accommodations. Requests for accommodations must 
be done in a timely manner and are not retroactive. The OSD is 
located in Sacred Heart Hall in room 303.    

I am here to help however I can, so do not hesitate to ask!              

Students With Disabilities



..................................................
ART246 | Erin Zerbe | Intro To Animation                      Course Syllabus | Page 4

Week 1 - Introductions 
Animation Basics, Skills, & Terms
Introduce Project 1: Skills Reel - Hand Drawn Animation 
Lecture: Persistence of  Vision: Animation Toys + Filp Books

Week 2 - Talk the Talk - Animation Vocab
Demo: Using Peg Bars + Light Boxes 
Activity: Bouncing Ball Animations. Focus on Squash & Stretch, Key 
Frames and Inbetweens

Week 3 - Beyond Reality - Animation & Imagination 
Activity: Shooting Animation Frame by Frame 
Demo: Dragon Stop Motion 
Class Morph + Re-tooling Animation Basic Exercises

Week 4 - Walk the Walk - Humanoid Walk Cycles
Demo: Using X-Sheets to Plan Animations
Activity: Basic Character Walk Cycles

Week 5 - Basic Skills Reel DUE  - Visual Music 
Lecture: Under the Camera Animation & Independent Animators
Demo: Setting up the Copy Stand, Planning for Destructive Animation
Screenings: Visual Music Animations

Week 6 - Charcoal & Erasure Animation
William Kentridge, Yuri Norstein, Jacques Drouin, 
Demo: Working Destructively with Charcoal 
Activity: Charcoal, Eraser and One Sheet Animation 

Week 7 - Sand & Paint on Glass Animation
Caroline Leaf, Joanna Priestley, Aleksandr Petrov
Demo: Using Sand on Glass / Paint on Glass

Week 8 - Cut Paper & Collage Animation 
Stacey Steers, Lotte Reiniger, Michel Ocelot, Jodie Mack
Demo: Creating Hinged Paper Characters, Collage Animation 
Activity: Self-Portrait Collage Animations 

Week 9 - WINTER BREAK NO CLASS

Week 10 - Visual Music Animations DUE - Computer Animation
Puppet Characters in After Effects, Working with Tweening and Layers
Demo: Animating Basics in After Effects
Activity: Created Digital Puppets, Rigging and Animating in After Effects

Week 11 - Rotoscoping - Digital & Analog Approaches
Screenings: When the Day Breaks, Norman McLaren, A Scanner Darkly, 
Waking Life, Ralph Bakshi
Demo: Digital Rotoscoping vs. Analog Rotoscoping

Week 12 - Animating People: Pixelation
Lecture: Animation + Video = Brave New World
Activity: Class Pixelation Assignment. Animation of  objects & people
Introduce Project 4: Stop Motion Wire Armature - Group Animations

Week 13 - Building Characters & Sets
Activity: Stop Motion Wire Armatures 
Demo: Building Wire Armature Characters. Designing characters and 
sets for 3D animations

Week 14 - Combination Techniques 
Aria, Das Rad, Max and Mary, Nathalie Djurberg
Demo: Lighting 3D Animation Sets. Working with Camera Angles
Activity: Work in Class on Stop Motion Pieces

Week 15 - Finish Group Animations & Thinking Ahead 
Lecture/Demo: How to prepare and propse a short narrative anima-
tion. Preps for Intermediate Animation
Activity: Work in Class on Stop Motion Pieces

FINALS WEEK - PROJECTS DUE: Stop Motion & Computer Piece
Activity: Critques & Presentations
PARTY! We Made It To The End! 

* This schedule is subject to change. Each class session will be comprised of  a combination of  demo, presentation, screenings, lecture, and or activities.


