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CURRICULUM FRAMEWORK
Program Title: 
3-D Animation Technology

Program Type: 
Job Preparatory

Career Cluster: 
Information Technology
Components: 
Four Occupational Completion Points

	
	Secondary
	PSAV



	Program Number:
	8718100
	I480200

	CIP Number:
	0610030400
	0610030400

	Grade Level
	9-12, 30,31
	Grade Level 30,31

	Standard Length
	7 Credits
	1050 hours

	Certification:
	BUS ED @4 1 @2 BUS ED

COMP SCI @6 @2

COMM ART @7 G

TV PRO TEC @7 G

TEC ELEC $7 @G
	BUS ED @4 1 @2 BUS ED

COMP SCI @6 @2

COMM ART @7 G

TV PRO TEC @7 G

TEC ELEC $7 @G 

	CSO
	SkillsUSA, Inc.
	SkillsUSA, Inc.

	Coop Method
	Yes
	Yes

	Apprenticeship
	No
	No

	
	
	

	Facility Code

(Access website)
	http://www.fldoe.org/edfacil/pdf/srefvol1.pdf
	http://www.fldoe.org/edfacil/pdf/srefvol1.pdf

	Basic Skills:

Math 

Language 

Reading
	
	10

10

10



	SOC Code:
	27-1014
	   27-1014


I. PURPOSE: This program is designed to prepare students for employment as a 3-D Animation Production Assistant, Modeler, Texture Artist/Rigger, and Animator/Motion Capture Technician.

This program offers a broad foundation of knowledge and skills to prepare students for employment in digital media, new media, and multimedia positions.  The content includes practical experiences in 3-D Animation design and production.  Specialized skills including video editing, audio features, and animation and authoring software are used to produce a variety of multimedia productions.

This program focuses on broad, transferable skills and stresses understanding and demonstration of the following rudiments of the digital media/multimedia industry: production planning, elements of production design, storyboarding, integration of video, graphics, animation, and audio elements into new media projects/productions, and collaboration/teamwork.

II. PROGRAM STRUCTURE: This program is a planned sequence of instruction.  There are four occupational completion points in the program. Students may receive credit for any multimedia competencies previously mastered.  A student who completes the applicable competencies at any occupational completion point may either continue with the training program or exit as an occupational completer.

The following diagram illustrates the program structure:

3-D Animation Technology

	OCP D
	Animator/ Motion Capture Technician
	Industry Title

SOC Code 27-1014

300 hours

	OCP C
	Texture Artist/Rigger
	Industry Title

SOC Code 27-1014

300 hours

	OCP B
	Modeler
	Industry Title

SOC Code 27-1014

300 hours

	OCP A
	3-D Animation Production Asst.
	Industry Title

SOC Code 27-1014

150 hours


All outcomes must be completed to receive credit for an Occupational Completion Point (OCP). Listed below are the courses that comprise this program when offered at the secondary level.


8718110 – 3-D Animation Technology 1
(150) [150]
OCP – A


8718120 – 3-D Animation Technology 2
(150) 


8718130 – 3-D Animation Technology 3
(150) [300] 
OCP – B


8718140 – 3-D Animation Technology 4
(150) 


8718150 – 3-D Animation Technology 5
(150) [300] 
OCP – C


8718160 – 3-D Animation Technology 6
(150) 


8718170 – 3-D Animation Technology 7
(150) [300] 
OCP – D

III. LABORATORY ACTIVITIES: Laboratory activities are an integral part of this program and include the use of keyboarding systems; computer systems; and digital equipment for storage, scanning, retrieval, presentation, CD recording, video, and printing purposes.

SkillsUSA, Inc. is the appropriate Career and Technical Student Organization (CTSO) for providing leadership training and for reinforcing specific career and technical skills.  Career and Technical Student Organizations, when provided, shall be an integral part of the career and technical instructional program, and the activities of such organizations are defined as part of the curriculum in accordance with Rule 6A-6.065, FAC.

Cooperative training - OJT is appropriate for this program. Whenever cooperative training - OJT is offered, the following are required for each student: a training plan, signed by the student, teacher, and employer, which includes instructional objectives and a list of on-the-job and in-school learning experiences; a workstation that reflects equipment, skills, and tasks that are relevant to the occupation which the student has chosen as a career goal. The student must receive compensation for work performed.

In accordance with Rule 6A-10.040, FAC., the minimum basic skills grade levels required for postsecondary adult vocational students is: Mathematics 10.0, Language 10.0, Reading 10.0. These grade level numbers correspond to a grade equivalent score obtained on a state designated basic skills examination.

This program may be offered in courses. Vocational credit shall be awarded to the student on a transcript in accordance with Section 230.643 F.S.

The standard length of this program is 1050 hours.

To be transferable statewide between institutions, this program must have been reviewed, and a "transfer value" assigned the curriculum content by the appropriate Statewide Course Numbering System discipline committee. This does not preclude institutions from developing specific program or course articulation agreements with each other.

Federal and state legislation requires the provision of accommodations for students with disabilities to meet individual needs and ensure equal access.  Adult students with disabilities must self-identify and request such services.  Students with disabilities may need accommodations in such areas as instructional methods and materials, assignments and assessments, time demands and schedules learning environment, assistive technology and special communication systems.  Documentation of the accommodations requested and provided should be maintained in a confidential file.

SCANS Competencies: Instructional strategies for this program must include methods that require students to identify, organize, and use resources appropriately; to work with each other cooperatively and productively; to acquire and use information; to understand social, organizational, and technological systems; and to work with a variety of tools and equipment. Instructional strategies must also incorporate the methods to improve students’ personal qualities and high-order thinking skills.

Equipment List: A generic equipment list is available for this program.

IV. INTENDED OUTCOMES: After successfully completing the program the student will be able to:

	01.0 
	Demonstrate knowledge of the 3-D Animation Technology program instructional system, safety procedures and trade terminology.

	02.0 
	Use industry standard digital media/multimedia hardware and software. 

	03.0 
	Create projects and presentations utilizing a variety of digital media/multimedia technologies. 

	04.0 
	Design and generate video and/or animations in a multimedia project. 

	05.0
	Design and execute audio technology for a digital media/multimedia project. 

	06.0
	Use 3-D software applications for digital media/multimedia projects. 

	07.0 
	Produce digital media/multimedia projects. 

	08.0 
	Demonstrate appropriate communication skills. 

	09.0
	Understand career opportunities in the digital media industry.

	10.0 
	Demonstrate appropriate math skills. 

	11.0 
	Demonstrate employability skills. 

	12.0 
	Demonstrate an understanding of entrepreneurship. 


STUDENT PERFORMANCE STANDARDS

Program Title:        3-D Animation Technology 

Secondary Number:     8718100
Postsecondary Number: I480200 (PSAV) 

OCCUPATIONAL COMPLETION POINT - A (150 Hours)

3-D Animation Production Asst.- INDUSTRY TITLE  (SOC 27-1014)

01.0 Demonstrate knowledge of the 3-D Animation Technology program instructional system, safety procedures and trade terminology.--The student will be able to:
	01.01 
	Describe the technical training delivery system.

	01.02 
	State and apply general safety rules for operation of equipment and learning activities in the lab.

	01.03 
	Utilize trade terminology in the digital media lab.




03.0 CREATE PROJECTS AND PRESENTATIONS UTILIZING A VARIETY OF DIGITAL MEDIA/MULTIMEDIA TECHNOLOGIES--The student will be able to: 

	03.01 
	Analyze the strengths and weaknesses of animation media.
 


04.0 DESIGN AND GENERATE VIDEO AND/OR ANIMATIONS--The student will be able to: 

	04.01 
	Evaluate moving image quality using appropriate application standards. 


05.0 DESIGN AND EXECUTE AUDIO TECHNOLOGY FOR A DIGITAL MEDIA/MULTIMEDIA PROJECT--The student will be able to:
	05.01 
	Interpret the applications of copyright laws as they apply to prerecorded materials. 

	05.02 
	Generate strategies for electronic editing. 

	05.03 
	Generate strategies for multi-track recording to industry standards.
 


07.0 PRODUCE DIGITAL MEDIA/MULTIMEDIA PROJECTS--The student will be able to:
	07.01 
	Assess needs of the end user. 

	07.02 
	Analyze resources available. 

	07.03 
	Select and apply appropriate media. 

	07.04 
	Create and write a script appropriate to the media selected. 

	07.05 
	Create and prepare a storyboard appropriate to the media selected. 

	07.06 
	Design navigational structure for non-linear environments. 

	07.07 
	Organize resources and personnel to implement production. 

	07.08 
	Synthesize component elements of available digital media/multimedia technologies into a unified project.
 


08.0 DEMONSTRATE APPROPRIATE COMMUNICATION SKILLS--The student will be able to:

	08.01 
	Write logical and understandable statements, or phrases, to accurately fill out forms/invoices commonly used in business and industry. 

	08.02 
	Demonstrate appropriate communication skills.
 


09.0 Understand career opportunities in the digital media industry.--The student will be able to:
	09.01 
	Identify a career objective.

	09.02 
	Identify sources of information concerning careers.

	09.03 
	List the skills, attitudes, abilities and training required for jobs in the digital media industry.

	09.04 
	List the rapid changes occurring in the digital media industry.

	09.05 
	Describe employment opportunities in digital media related careers.

	09.06 
	Explain the importance of updating occupational skills and knowledge through continued education and training.


10.0 DEMONSTRATE APPROPRIATE MATH SKILLS--The student will be able to:
	10.01 
	Solve problems for volume, weight, area, circumference and perimeter measurements for rectangles, squares, and cylinders. 

	10.02 
	Measure tolerance(s) on horizontal and vertical surfaces using millimeters, centimeters, feet and inches. 

	10.03 
	Add, subtract, multiply and divide using fractions, decimals, and whole numbers. 

	10.04 
	Determine the correct purchase price, to include sales tax for a materials list containing a minimum of six items. 

	10.05 
	Demonstrate an understanding of federal, state and local taxes and their computation.
 


11.0 DEMONSTRATE EMPLOYABILITY SKILLS--The student will be able to:
	11.01 
	Create and write a résumé and cover letter. 

	11.02 
	Prepare and compile a portfolio, CD-rom, DVD, and/or a demo reel. 

	11.03 
	Identify acceptable work habits. 

	11.04 
	Demonstrate competence in job interview techniques. 

	11.05 
	Formulate strategy for post graduation. 

	11.06 
	Demonstrate knowledge of the "Federal Right-To-Know Law" 


12.0 DEMONSTRATE AN UNDERSTANDING OF ENTREPRENEURSHIP--The student will be able to:
	12.01 
	Define entrepreneurship. 

	12.02 
	Describe the importance of entrepreneurship to the American economy. 

	12.03 
	List the advantages and disadvantages of business ownership. 

	12.04 
	Identify the risks involved in ownership of a business. 

	12.05 
	Identify the necessary personal characteristics of a successful entrepreneur. 

	12.06 
	Identify the business skills needed to operate a small business efficiently and effectively. 

	12.07 
	Prepare a project budget reflecting revenue, cost, overhead and operating expenses. 


OCCUPATIONAL COMPLETION POINT - B (300 Hours)

Modeler - INDUSTRY TITLE  (SOC 27-1014)

02.0 USE INDUSTRY STANDARD DIGITAL MEDIA/ MULTLIMEDIA HARDWARE AND SOFTWARE--The student will be able to:
	02.01 
	Demonstrate the proper care and handling of equipment used in digital media/multimedia. 

	02.02 
	Perform pre and post production routines. 


03.0 CREATE PROJECTS AND PRESENTATIONS UTILIZING A VARIETY OF DIGITAL MEDIA/MULTIMEDIA TECHNOLOGIES--The student will be able to:

	03.02 
	Appraise production resources to achieve desired outcomes. 


04.0 DESIGN AND GENERATE VIDEO AND/OR ANIMATIONS--The student will be able to:

	04.02 
	Differentiate and optimize video and/or animation formats. 


08.0 DEMONSTRATE APPROPRIATE COMMUNICATION SKILLS--The student will be able to:

	08.03 
	Read and follow written and oral instructions. 

	08.04 
	Answer and ask questions coherently and concisely. 

	08.05 
	Read critically by recognizing assumptions and implications and by evaluating ideas. 


OCCUPATIONAL COMPLETION POINT - C (300 Hours)

Texture Artist/Rigger - INDUSTRY TITLE  (SOC 27-1014)

02.0 USE INDUSTRY STANDARD DIGITAL MEDIA/ MULTLIMEDIA HARDWARE AND SOFTWARE--The student will be able to:
	02.03 
	Analyze equipment performance to meet industry standards. 


03.0 CREATE PROJECTS AND PRESENTATIONS UTILIZING A VARIETY OF DIGITAL MEDIA/MULTIMEDIA TECHNOLOGIES--The student will be able to:
	03.03 
	Utilize production techniques to create the desired outcomes. 

	03.04 
	Adapt learned skills and generate new approaches in order to solve unique production problems. 


04.0 DESIGN AND GENERATE VIDEO AND/OR ANIMATIONS--The student will be able to:

	04.03 
	Apply elements of design, principles of composition and qualities of light to video and/or animation in a digital media/multimedia project. 


05.0 DESIGN AND EXECUTE AUDIO TECHNOLOGY FOR A DIGITAL MEDIA/MULTIMEDIA PROJECT--The student will be able to:

	05.04 
	Demonstrate proficiency with a multi-channel audio mixer.  

	05.05 
	Capture, manipulate and apply audio and sound in a digital media/multimedia project. 

	05.06 
	Differentiate and optimize formats for audio and sound. 

	05.07 
	Evaluate production needs for microphone applications. 


06.0 USE 3-D SOFTWARE APPLICATIONS FOR DIGITAL MEDIA/MULTIMEDIA PROJECTS--The student will be able to:
	06.01 
	Demonstrate a basic proficiency with digital media/multimedia software packages. 

	06.02 
	Present digital media/multimedia content. 


08.0 DEMONSTRATE APPROPRIATE COMMUNICATION SKILLS--The student will be able to: 

	08.06 
	Read and understand graphs, charts, diagrams, and tables commonly used in this industry/occupation area. 


OCCUPATIONAL COMPLETION POINT - D (300 Hours)

Animator/ Motion Capture Technician - INDUSTRY TITLE  (SOC 27-1014)

04.0 DESIGN AND GENERATE VIDEO AND/OR ANIMATIONS--The student will be able to:

	04.04 
	Capture, manipulate and apply a video and/or animation image in a digital media/multimedia project. 

	04.05 
	Integrate the use of video special effects into digital media/multimedia projects. 


06.0 USE 3-D SOFTWARE APPLICATIONS FOR DIGITAL MEDIA/MULTIMEDIA PROJECTS--The student will be able to:
	06.03 
	Design and produce digital media/multimedia content. 

	06.04 
	Test, edit and de-bug digital media/multimedia content. 


07.0 PRODUCE DIGITAL MEDIA/MULTIMEDIA PROJECTS--The student will be able to:

	07.09 
	Appraise the quality and end user application of finished project. 


Florida Department of Education

Course Title: 
3-D Animation Technology 1
Course Number:
8718110
Course Credit:
1

01.0 Demonstrate knowledge of the 3-D Animation Technology program instructional system, safety procedures and trade terminology.--The student will be able to:
	01.01 
	Describe the technical training delivery system.

	01.02 
	State and apply general safety rules for operation of equipment and learning activities in the lab.

	01.03 
	Utilize trade terminology in the digital media lab.




03.0 CREATE PROJECTS AND PRESENTATIONS UTILIZING A VARIETY OF DIGITAL MEDIA/MULTIMEDIA TECHNOLOGIES--The student will be able to:
	03.01 
	Analyze the strengths and weaknesses of animation media. 


04.0 DESIGN AND GENERATE VIDEO AND/OR ANIMATIONS--The student will be able to:
	04.01 
	Evaluate moving image quality using appropriate application standards. 


05.0 DESIGN AND EXECUTE AUDIO TECHNOLOGY FOR A DIGITAL MEDIA/MULTIMEDIA PROJECT--The student will be able to:
	05.01 
	Interpret the applications of copyright laws as they apply to prerecorded materials. 

	05.02 
	Generate strategies for electronic editing. 

	05.03 
	Generate strategies for multi-track recording to industry standards.
 


07.0 PRODUCE DIGITAL MEDIA/MULTIMEDIA PROJECTS--The student will be able to:
	07.01 
	Assess needs of the end user. 

	07.02 
	Analyze resources available. 

	07.03 
	Select and apply appropriate media. 

	07.04 
	Create and write a script appropriate to the media selected. 

	07.05 
	Create and prepare a storyboard appropriate to the media selected. 

	07.06 
	Design navigational structure for non-linear environments. 

	07.07 
	Organize resources and personnel to implement production. 

	07.08 
	Synthesize component elements of available digital media/multimedia technologies into a unified project.
 


08.0 DEMONSTRATE APPROPRIATE COMMUNICATION SKILLS--The student will be able to:

	08.01 
	Write logical and understandable statements, or phrases, to accurately fill out forms/invoices commonly used in business and industry. 

	08.02 
	Demonstrate appropriate communication skills. 




09.0 Understand career opportunities in the digital media industry.--The student will be able to:
	09.01 
	Identify a career objective.

	09.02 
	Identify sources of information concerning careers.

	09.03 
	List the skills, attitudes, abilities and training required for jobs in the digital media industry.

	09.04 
	List the rapid changes occurring in the digital media industry.

	09.05 
	Describe employment opportunities in digital media related careers.

	09.06 
	Explain the importance of updating occupational skills and knowledge through continued education and training.


10.0 DEMONSTRATE APPROPRIATE MATH SKILLS--The student will be able to:
	10.01 
	Solve problems for volume, weight, area, circumference and perimeter measurements for rectangles, squares, and cylinders. 

	10.02 
	Measure tolerance(s) on horizontal and vertical surfaces using millimeters, centimeters, feet and inches. 

	10.03 
	Add, subtract, multiply and divide using fractions, decimals, and whole numbers. 

	10.04 
	Determine the correct purchase price, to include sales tax for a materials list containing a minimum of six items. 

	10.05 
	Demonstrate an understanding of federal, state and local taxes and their computation. 


11.0 DEMONSTRATE EMPLOYABILITY SKILLS--The student will be able to:
	11.01 
	Create and write a résumé and cover letter. 

	11.02 
	Prepare and compile a portfolio, CD-rom, DVD, and/or a demo reel. 

	11.03 
	Identify acceptable work habits. 

	11.04 
	Demonstrate competence in job interview techniques. 

	11.05 
	Formulate strategy for post graduation. 

	11.06 
	Demonstrate knowledge of the "Federal Right-To-Know Law" 


12.0 DEMONSTRATE AN UNDERSTANDING OF ENTREPRENEURSHIP--The student will be able to:
	12.01 
	Define entrepreneurship. 

	12.02 
	Describe the importance of entrepreneurship to the American economy. 

	12.03 
	List the advantages and disadvantages of business ownership. 

	12.04 
	Identify the risks involved in ownership of a business. 

	12.05 
	Identify the necessary personal characteristics of a successful entrepreneur. 

	12.06 
	Identify the business skills needed to operate a small business efficiently and effectively. 

	12.07 
	Prepare a project budget reflecting revenue, cost, overhead and operating expenses. 


Florida Department of Education

Course Title: 
3-D Animation Technology 2
Course Number:
8718120
Course Credit:
1
02.0 USE INDUSTRY STANDARD DIGITAL MEDIA/ MULTLIMEDIA HARDWARE AND SOFTWARE--The student will be able to:
	02.01 
	Demonstrate the proper care and handling of equipment used in digital media/multimedia. 

	02.02 
	Perform pre and post production routines. 


03.0 CREATE PROJECTS AND PRESENTATIONS UTILIZING A VARIETY OF DIGITAL MEDIA/MULTIMEDIA TECHNOLOGIES--The student will be able to:

	03.02 
	Appraise production resources to achieve desired outcomes. 


Florida Department of Education

Course Title: 
3-D Animation Technology 3
Course Number:
8718130
Course Credit:
1
04.0 DESIGN AND GENERATE VIDEO AND/OR ANIMATIONS--The student will be able to:

	04.02 
	Differentiate and optimize video and/or animation formats. 


08.0 DEMONSTRATE APPROPRIATE COMMUNICATION SKILLS--The student will be able to:

	08.03 
	Read and follow written and oral instructions. 

	08.04 
	Answer and ask questions coherently and concisely. 

	08.05 
	Read critically by recognizing assumptions and implications and by evaluating ideas. 


Florida Department of Education

Course Title: 
3-D Animation Technology 4
Course Number:
8718140
Course Credit:
1
02.0 USE INDUSTRY STANDARD DIGITAL MEDIA/ MULTLIMEDIA HARDWARE AND SOFTWARE--The student will be able to:
	02.03 
	Analyze equipment performance to meet industry standards. 


03.0 CREATE PROJECTS AND PRESENTATIONS UTILIZING A VARIETY OF DIGITAL MEDIA/MULTIMEDIA TECHNOLOGIES--The student will be able to:
	03.03 
	Utilize production techniques to create the desired outcomes. 

	03.04 
	Adapt learned skills and generate new approaches in order to solve unique production problems. 


04.0 DESIGN AND GENERATE VIDEO AND/OR ANIMATIONS--The student will be able to:

	04.03 
	Apply elements of design, principles of composition and qualities of light to video and/or animation in a digital media/multimedia project. 


Florida Department of Education

Course Title: 
3-D Animation Technology 5
Course Number:
8718150
Course Credit:
1
05.0 DESIGN AND EXECUTE AUDIO TECHNOLOGY FOR A DIGITAL MEDIA/MULTIMEDIA PROJECT--The student will be able to:

	05.04 
	Demonstrate proficiency with a multi-channel audio mixer. 

	05.05 
	Capture, manipulate and apply audio and sound in a digital media/multimedia project. 

	05.06 
	Differentiate and optimize formats for audio and sound. 

	05.07 
	Evaluate production needs for microphone applications. 


06.0 USE 3-D SOFTWARE APPLICATIONS FOR DIGITAL MEDIA/MULTIMEDIA PROJECTS--The student will be able to:
	06.01 
	Demonstrate a basic proficiency with digital media/multimedia software packages. 

	06.02 
	Present digital media/multimedia content. 


08.0 DEMONSTRATE APPROPRIATE COMMUNICATION SKILLS--The student will be able to:
	08.06 
	Read and understand graphs, charts, diagrams, and tables commonly used in this industry/occupation area. 


Florida Department of Education

Course Title: 
3-D Animation Technology 6
Course Number:
8718160
Course Credit:
1
04.0 DESIGN AND GENERATE VIDEO AND/OR ANIMATIONS--The student will be able to:

	04.04 
	Capture, manipulate and apply a video and/or animation image in a digital media/multimedia project. 

	04.05 
	Integrate the use of video special effects into digital media/multimedia projects. 


Florida Department of Education

Course Title: 
3-D Animation Technology

Course Number:
8718170
Course Credit:
1
06.0 USE 3-D SOFTWARE APPLICATIONS FOR DIGITAL MEDIA/MULTIMEDIA PROJECTS--The student will be able to:
	06.03 
	Design and produce digital media/multimedia content. 

	06.04 
	Test, edit and de-bug digital media/multimedia content. 


07.0 PRODUCE DIGITAL MEDIA/MULTIMEDIA PROJECTS--The student will be able to:
	07.09 
	Appraise the quality and end user application of finished project. 



- 1 -

