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1. Overview

O director ou realizador de obras de animacién (longametraxes, curtametraxes, motion graphics, anuncios...) e videoxogos é o
responsable da calidade artistica e técnica da obra, coordinando un equipo multidisciplinario. Desde a concepcion ata a
postproduccion, guia aspectos clave como a narrativa, o desefio de personaxes, a cinematografia, a actuacion ou animacion, a
arte conceptual, a cor e a iluminacion, a edicion e a postproduccion. O seu labor consiste en fusionar a vision creativa coas
limitacions técnicas, tomando decisidns cruciais para lograr unha experiencia exitosa. Como lider creativo e técnico, garante a
cohesion artistica e técnica en cada aspecto do proxecto, desde a idea ata a materializacion final en pantalla ou no videoxogo.

Espérase que os estudantes posuan cofiecementos previos no manexo da ferramenta Autodesk Maya, xa que se utilizara
como recurso fundamental para o desenvolvemento da materia

2. Educational and learning outcomes (RD 822/2021 degree programs) or competences (RD 1393/2007
degree programs)

Competences (RD 1393/2007 degree programs)

« [A01] CE1 - Knowledge and application of the theoretical and practical legal aspects related to video games and
animation products.

« [A02] CE2 - Understanding and ability to analyze the animation and video game industry in its creative and industrial
dimensions, as well as its historical evolution.

« [AO03] CE3 - Ability to understand and distinguish the different approaches of audiovisual language.
* [A04] CE4 - Ability to relate and apply principles of graphic and audiovisual narrative.
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» [AO05] CES5 - Skill in selecting, communicating, and shaping messages and in planning their dissemination across
various graphic, audiovisual, and multimedia platforms, following narrative and language standards.

» [A06] CE6 - Knowledge of the artistic and technical fundamentals that allow graphic conceptualization of elements for
an animation or video game, with a focus on creating concept art documentation.

* [A07] CE7 - Ability to analyze and interpret shapes, forms, and movements from the real world or concept art to
digitally recreate visual elements of an animation or video game.

« [AO08] CES - Design of animated characters with defined personality and behavior based on a storyline.

« [A10] CE10 - Understanding the main stages of the animation or video game production pipeline and their significance
in the overall process.

« [A15] CE15 - Knowledge, understanding, and application of artistic fundamentals, techniques, and methods necessary
for creating and animating virtual characters and props.

* [A20] CE20 - Understanding and application of project management models in animation and video games.

« [A35] CES35 - Knowledge, understanding, and application of direction and audiovisual production techniques applied to
animation products.

« [B01] CBL1 - That students have demonstrated possession and understanding of knowledge in a field of study that
builds upon general secondary education and is typically at a level that, while supported by advanced textbooks, also
includes some aspects involving knowledge from the forefront of their field of study.

« [B02] CB2 - That students know how to apply their knowledge to their work or vocation in a professional way and
possess the competencies that are usually demonstrated through the preparation and defense of arguments and
problem-solving within their field of study.

« [B03] CB3 - That students have the ability to gather and interpret relevant data (usually within their area of study) to
make judgments that include reflection on relevant social, scientific, or ethical issues.

« [B04] CB4 - That students can communicate information, ideas, problems, and solutions to both specialized and non-
specialized audiences.

« [BO5] CB5 - That students have developed the learning skills necessary to undertake further studies with a high
degree of autonomy.

« [B06] CGL1 - Organizational and planning skills, especially in designing work aimed at creating the digital audiovisual
content that forms part of an animation production or video game.

« [B0O7] CG2 - Ability to effectively solve problems, mainly of a technological nature, and in the field of creating
interactive and animated digital content.

* [B08] CG3 - IT knowledge, especially regarding the use of state-of-the-art technologies and software within the field of
study.

« [B09] CG4 - Knowledge of the procedures, skills, and methodologies required to adapt the creative process to digital
media and to produce artistic works using specific technologies.

* [B10] CGS5 - Critical evaluation of available knowledge, technology, and information for their application in problem-
solving.

« [B11] CG6 - Critical and self-critical thinking skills, necessary in all creative processes that aim for a commitment to
the quality of the work, outcomes, and proposed solutions.

« [B12] CG7 - Teamwork skills. Ability to tackle projects collaboratively with other students, assuming roles and fulfilling
commitments to the group.

* [B13] CGS8 - Ability to apply knowledge in practice, integrating the different parts of the program and connecting them
in the development of complex products.

* [B14] CG9 - Project design and management skills, addressing the narrative, technical, and managerial aspects of an
animation or video game project.

e [CO01] CT1 - Correct oral and written expression in the official languages of the autonomous community.

e [C02] CT2 - Mastery of oral and written comprehension and expression in a foreign language.

e [CO03] CT3 - Use of basic tools in information and communication technologies (ICT) necessary for professional
practice and lifelong learning.

« [C04] CT4 - Development for the exercise of citizenship that respects democratic culture, human rights, and gender
perspective.

« [CO05] CT5 - Understanding the importance of an entrepreneurial culture and knowledge of the resources available to
entrepreneurs.

« [CO06] CT6 - Acquisition of life skills and healthy habits, routines, and lifestyles.

« [CO7] CT7 - Ability to work in interdisciplinary or transdisciplinary teams, offering proposals that contribute to
sustainable environmental, economic, political, and social development.

« [CO08] CT8 - Appreciation of the importance of research, innovation, and technological development in the socio-
economic and cultural advancement of society.

« [CO09] CT9 - Ability to manage time and resources: develop plans, prioritize activities, identify critical tasks, set
deadlines, and meet them.

2.1. Learning outcomes (RD 1393/2007 degree programs)

Study programme competences

Learning outcomes /results

Cofiecer e comprender o fluxo de traballo hunha produciéon de animacién ou nun Al B1 C1
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videoxogo desde o apartado da direccion. A2 B2 C3
A3 B3 c4
A5 B4 C6
A6 B5 c7
A7 B6 Cs8
A8 B7 Cc9
Al0 B8
A20 B10
A35 B11
B12
B13
B14
Cofiecer os recursos materiais e humanos precisos para a direccion de proxectos de Al B1 C1
animacion e de videoxogo. A2 B2 C3
A3 B3 c4
A5 B4
A6 B5
A7 B6
A8 B7
Al0 B8
A20 B10
A35 B11
B12
B13
B14
Entender e pofier en practica as artes da direccién e a realizacion Al B1 C1
A2 B2 Cc2
A3 B3 C3
A4 B4 C4
A5 B5 C5
A6 B6 Cc6
A7 B7 c7
A8 B8 Cs8
Al0 B9 C9
Al5 B10
A20 B11
A35 B12
B13
B14
3. Contents
Eg(l;catlon Teaching
Content . | . methodologie Assessment
unit ResSilBlion earning and training systems
outcomes / L
activities
competences
A01, A02,
A03, A04,
A05, A06,
A07, AO8,
A10, A15,
O proceso da direccion e a figura do/a director/a nas diferentes A20, A35,
etapas dunha producion de animacion: BO1, BOZ, MAGOO,
BO3, BO4, MAG16, SEG16
. BO5, BO6, MAG22, ’
Topic -Desenvolvemento SEG32,
-Preproducion BO7, BO8, MAG32, SEGA42.
-Producién B09, B10, MAG39,
_Postproducion B11, B12, MAGA42.
B13, B14,
C01, C02,
C03, C04,
CO05, CO06,
CO07, C08,
C09.
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Content
unit

Topic

Topic

Topic

Topic

Topic

Topic

Description

O proceso da direccion e a figura do/a director/a nas diferentes
etapas da producién dun videoxogo:

-Desenvolvemento
-Preproducion
-Producion
-Postproducion

A direccion e realizacién: A linguaxe audiovisual, a narrativa, a
posta en escena e procedementos na animacion:

- Planificacién

- Encuadres e composicion.

- Posta en escena

- Introduccién a direccion de fotografia
- O tono e o punto de vista.

- Raccord / continuidade e movimento.
- Escenas de dialogos

- Escenas de accion

- Movementos de camara

- Direccién de persoaxes

- Guion Técnico.

- Storyboard e previsualizacion.

- Animatica

- Tipos e técnicas de animacién (2D, 3d, stopmotion, dixital e
analoxica)

Layout. A linguaxe audiovisual dende un software de 3D:

- Nocions e conceptos de layout

- Posta en escena 3d.

- Planificacién e composicién no entorno 3D
- Camaras, lentes, encadres e formatos

- O movemento de camara e a visualizacién
- Raccord / continuidade e movemento

Xéneros e animacion: A animaciéon como unha obra en si mesma

OU Como apoio & imaxe real:

- Ficcién

- Documental

- Videoclip

- Spot

- Motion Graphics
- Experimental

Estudo de diversos directores de relevancia: Estilo e autoria:

- Imaxe real

- Animacion 2d
- Animacion 3D
- Videoxogos

Presentacion de diferentes softwares e ferramentas dixitais de
animacién (2D, 3D, Intelixencia Artificial e xeradores de fractales
3D), para desenrolar a comunicacién e creatividade artistica:

- Maya

- Blender

- Grease Pencil

- Adobe Animate

- Adobe Photoshop / Krita

Education
and

learning
outcomes /
competences

A01, AO2,
AO03, A04,
A05, A20,
A35, B02,
BO3, BO5,
BO6, BO7,
BO9, B12,
C04, CO06,
CO08.

AO03, A04,
A05, AOG,
A07, A10,
A35, BO1,
BO2, BO3,
BO7, BOS,
BO9, B10,
B11, B12,
C01, C04,
C08, C09.

A03, A05,
A06, A0S,
A10, A15,
A35, B04,
BO5, BO9,
B10, B12,
Cco9.

A02, AO4,
A05, A0G,
A35, B0O3,
BO7, BOS,
B11, B14,
Co01, C02,
C06, CO07,
CO08.

A02, A0S,
A06, B04,
BO5, BO6,
B10, B11,
C01, Co2.

A02, AO3,
A35, B09,
B10, CO1,
C02, C05,
C08, CO09.

Teaching

methodologie Assessment

and training
activities

MAG16,
MAG32,
MAG39.

MAGO00,
MAG16,
MAG22,
MAG32,
MAG39,
MAGA42.

MAG16,
MAG39,
MAG42.

MAG16,
MAG22,
MAG32,
MAG39,
MAG42.

MAG16,
MAG32,
MAG39.

MAG16,
MAG32,
MAG39.

systems

SEG16,
SEG32.

SEG16,
SEG32,
SEGA42.

SEG16,
SEG42.

SEG16,
SEG32,
SEG42.

SEG16,
SEG32.

SEG16,
SEG32.
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Content
unit

Description

- Adobe Character Studio

- Adobe After Effects

- Cinema4D

- Outras ferramentas e novidades IA.

A direccion nos videoxogos:

- Caracteristicas

Topic

- O punto de vista

- Xéneros
- A importancia da cAmara nos videoxogos

Direccion de persoaxes:

- Dende a creacion e eleccion de personaxes a animacion.
- Fundamentos da animacion (motricidade , xesto corporal, xesto
facial e voz)

Topic

audiovisual.

- Personalidade, comportamento e sentimentos.
- Contexto e tempo en relacién aos personaxes.
- Relacion de acting real e da animacion.

- Relacion dos personaxes e a posta en escena.

4. Teaching methodologies and training activities

Modality In-person

Methodology

Personalized
attention
[MAGO00]

Workshop
[MAG16]

Oral
presentation
[MAG22]

Mixed

Description

O persoal docente da materia estara dispofiible
para as dubidas que xurdan por parte do
alumnado en relacién coas diferentes
medoloxias. Estas poderan ser plantexadas nas
horas de titoria e a través de correo electronico.

Desenrolo en clases presenciais de diversos
traballos que se explicaran mais
coidadosamente ao comenzo do curso na ficha
completa colgada no Campus Virtual (Moodle).
Estos traballos son:

- Préacticas curtas para elaborar en clase.
Preparacion e aplicacién do temario tedrico.

- Habera practicas individuais e grupais.

- Estas practicas deberan ser entregadas polo
campus virtual (Moodle)

Presentacion presencial das diferentes fases
dos traballos tutelados ou das practicas curtas
do obradoiro.

Examen presencial dos contidos tedricos dados

objective/subjectivenas sesidns maxistrais, sesions do obradoiro ou

test [MAG32]

Guest lecture /
keynote speech

dos textos de lectura obrigatoria.

Exposicion oral complementada con o uso de
medios audiovisuais, videos, podcast ou textos

- Ferramentas para expresar a vision do director e do proxecto

In-person
teaching
hours

1,00

10,00

2,00

1,00

26,00

Education

and Teaching
| . methodologie Assessment
earning .
and training systems
outcomes / L
activities
competences
A01, A02,
A03, A10,
A35, B04, MQS\%S SEG16,
B10, B13, MAGSQ' SEG32.
C04, CO06, )
C09.
A04, A0S,
A10, B0O4, MAG16, SEG16,
B11, CO1, MAGA42. SEG42.
Cco2.
Virtual Independel Eduqatlon ang
. earning
teaching  study
hours hours outcomes /
competences
A01, A03, A04,
A05, A10, A20,
0,00 0,00 BO5, B14, C01,
C02, C04, C05,
Co06, CO7.
A02, A03, A04,
AO05, A06, A07,
A08, A10, Al5,
A20, A35, BO1,
B02, B03, B04,
0,00 10,00 BO05, B06, BO7,
B08, B09, B10,
B11, B12, B13,
B14, C01, CO03,
C04, C06, C07,
C08, C09.
A01, A02, AO3,
A35, BO1, B02,
0,00 4,00 BO3, B11, C01,
C04, C05, C07,
C09.
A01, A03, A06,
0,00 20,00 AO07, Al10, A35,
B06, B08, CO1.
A01, AO3, A07,
0,00 11,00 Bos’ co2. cos,
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Methodology

[MAG39]

Supervised
projects
[MAG42]

5. Assessment

In-person  Virtual
Description teaching teaching
hours hours

e a introduccion dalgunhas preguntas dirixidas
aos estudiantes, coa finalidad de transmitir
cofiecementos e facilitar a aprendizaxe.

Sera online ou presencial segundo as
circunstancias sanitarias.

Desenrolo de catro traballos complexos coas
diferentes entregas intermedias do proceso de
creacion que se explicaran mais
coidadosamente ao comezo do curso na ficha
completa colgada no Campus Virtual (Moodle).

1. Unha das précticas curtas das sesions do

obradoiro entregarase cun acabado mas

perfeccionado e complexo. (Traballo individual). 11,00 0,00
2. Unha secuencia de accion. (Traballo grupal).

3. Un fragmento de videoclip. (Traballo

individual).

4. Unha curtametraxe co seu respectivo dossier

e entregas das diferentes fases do traballo.

(Traballo grupal).

Todas as practicas son obrigatorias, [...]
Sum of hours by type 51,00 0,00

Total hours

Modality In-person

Assessment
system

Workshop
[SEG16]

Mixed

Description

Avaliacién das practicas curtas individuais e colectivas realizadas en
clase.

Para superar este apartado, € necesario entregar todas as practicas
curtas de taller dentro do horario de clase e ter alomenos o 80%
aprobadas.

Se non superas este apartado, teras que realizar e aprobar un exame
practico que se levara a cabo xunto co exame teérico

Exame da materia.

Tipo test, preguntas curtas sobre a teoria e casos practicos realizados nas
sesions de taller.

E necesario aprobar esta parte para que a sua calificacion faga media

objective/subjectivecoas outras probas e traballos previstos nesta evaluacion.

test [SEG32]

Supervised
projects [SEG42]

Se non se aproba, la materia resulta automaticamente suspensa.

Se non se superou o apartado de obradoiro, terds que realizar un exame
practico xunto co exame tedrico

Traballos en grupo e individuais no que se valora tanto o resultado como
0 proceso.

No traballo da curtametraxe se valorara grupalmente o conxunto da obra
e individualmente unha das secuencias da curtametraxe.

A calificacion de cada alumno integrante do grupo podria ser diferente en

Independel

study
hours

54,00

99,00

150,00

Weighting

(%)

0,00

30,00

70,00

Education and
earning
outcomes /
competences

CO07, C08.

A02, AO3, AD4,
A05, A06, AO7,
A08, A10, A15,
A20, A35, B02,
B03, BO4, BO5,
B06, BO7, B10,
B11, B12, B13,
B14, C01, C03,
C04, C06, C07,
C08, C09.

Education and
learning
outcomes /
competences

A02, A0S, A04,
A05, A06, AO7,
A08, A10, A15,
A20, A35, B0O1,
B02, BO3, BO4,
B05, BO6, BO7,
B08, B09, B10,
B11, B12, B13,
B14, C01, C03,
C04, C06, C07,
C08, C09.

A01, A0S, A06,
AO07, A10, A35,
B06, B08, CO1.

A02, AO3, AD4,
AO05, A06, AO7,
A08, Al10, Al5,
A20, A35, B02,
B03, BO4, BO5,
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Education and

Assessment Description Weighting learning
system (%) outcomes /
competences
funcion da sua aportacion e compromiso. B06, BO7, B10,
A participacion neste traballo é obligatoria para optar & evaluacion da B11, B12, B13,
materia. B14, C01, CO03,
C04, C06, CO07,
C08, C09.

Total (%) 100,00

All aspects related to academic exemption, study dedication, retention, and academic fraud will be governed in accordance with
the current academic regulations of the UDC.

5.1. First opportunity

A proba mixta supén o 30% da nota e a practica un 70 %.

Para superar a asignatura deben estar aprobadas as tres partes: proba mixta, taller e traballos titorizados. E necesario
aprobar cada unha das partes de forma independente para aprobar a totalidade da asignatura. A parte de taller &
necesario superala de maneira presencial, se non se aproba o 80% das préacticas de taller, debera superarse co
exame practico.

S0 se admitiran as practicas entregadas en tempo e forma. Para ter en conta a entrega débese asistir & sesion
correspondente. De non ser asi, a entrega pasaria a considerarse como non entregada. O incumprimento destes
requisitos implicara a anulacion

da entrega e, polo tanto, da sta valoracién (cero puntos).

-Aquel alumnado que entregase como minimo o 80% de practicas das sesions interactivas e tefia suspensa algunha delas (ou
tivese algunha falta xustificada a algunha das sesions) podera recuperala no periodo de avaliacion da convocatoria ordinaria.

O alumnado que non entregue o minimo de 80% das practicas do Obradoiro, debera facer o examen préactico tanto
na segunda coma na segunda convocatoria.

O alumnado debera consultar diariamente o Campus Virtual de la UDC (Moodle), porque a través deste espazo
docente se lles comunicara toda a informacién necesaria sobre a materia: documentos, avisos e calificacions.

Toda exposicion oral ou escrita tera que respectar os usos e normas desta demarcacion xeografica da Real Academia
Galega ou da Real Academia Espafiola para que poida ser correctamente entendida e, por conseguinte, avaliada.

A realizacion fraudulenta das practicas e das probas ou actividades de avaliacion, unha vez comprobada, implicara
directamente a cualificacion de suspenso "0" na materia na convocatoria correspondente, invalidando asi calquera
cualificacién obtida en todas as actividades de avaliacion de cara a convocatoria extraordinaria.

Todos os aspectos relacionados con “dispensa académica”, “dedicacion ao estudo”, “permanencia” e “fraude
académica” rexeranse de acordo coa normativa académica vixente da UDC.”

O alumnado que goce de dispensa académica debera ponerse en contacto con o profesor da materia antes do
dia 25 de Setembro, a fin de acordar un itinerario personalizado que supla as ausencias as aulas. Fora desta data no
seran atendidas peticions deste tipo.
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