Carnegie Mellon University
Entertainment Technology Center Australia

COURSE INFORMATION
1 NOMENCLATURE

1.1 NAME OF QUALIFICATION(S)

Masters of Entertainment Technology (MET)
1.2 NOMINAL DURATION OF THE COURSE(S)

Two years — four 15 week semesters

2 DEVELOPMENT OF QUALIFICATION

2.1 CONSULTATION AND EXTERNAL SUPPORT

The MET, the first interdisciplinary degree in its field, was developed by Carnegie Mellon’s
Entertainment Technology Center in 1998. The creation of the program involved expert input from
key academic and industry figures working in the arts and sciences, engineering and computing.
The course was approved by the United States Council on Higher Education Accreditation in 1999.

The MET is an industry driven, hand-ons course that relies heavily on industry input and review —
processes that occur formally through meetings, discussions and sponsored projects and informally
by way of industry input into the end of semester projects, guest speaking sessions and casual
contacts.

The ETC is currently formalising industry’s oversight of the MET by assembling an International
Board of Advisers comprising experts from the fields of interactive digital media, digital production
and post-production, location based entertainment, edutainment, exhibit design and production,
theme park design and related disciplines/industries. This group of approximately 15 highly
regarded international professionals will provide advice and direction on emerging entertainment
and digital media industries, curriculum, course requirements and industry standards.

A similar system will operate in South Australia with the creation of an Australian Advisory Board
(AAB) to monitor currency, relevance, course outcomes, student satisfaction rates and the ETC’s
compliance with Australia’s Quality Framework and Accreditation Standards. Board members will
rigorously review the MET’s curriculum and delivery in order to maintain the MET’s international
reputation in entertainment technology practices.

3 COURSE RECOGNITION

3.1 COURSE OUTCOMES

The MET provides students with the advanced knowledge, skills and abilities necessary to work
with interdisciplinary colleagues on the development and application of new and emerging
entertainment technologies.

The MET, through its six core units, develops:
. interactive new media authoring techniques;
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. expertise in new media production built on a solid understanding of modular design
principles and practices;

. exceptional teamwork and production skills through structured course and project team
rotations;

. high order analytical and critical evaluation skills — skills necessary to plan, manage and
create entertainment artefacts and critique the work of self and others;

. the theoretical knowledge and practical skills required to create visual story structures;

. expertise in creating and evaluating new entertainment technologies and methodologies for
specific purposes/audiences;

. complex problem solving skills;

. superior public presentation skills.

These skills, in turn, are augmented by the three electives undertaken in Semesters two, three and
four.

The MET is an intense and intensive two year program with a major focus on the design and
delivery of small group projects requiring an indepth application of advanced computing,
engineering, programming, artistic and organisational skills within an entertainment technology
context. In order to successfully complete these projects learners must establish creative
collaborations with their peers, manage timelines, resources and schedules and work as part of high
performing teams. Flexibility, creativity and critical thinking are crucial to their efforts.

The information and experiences provided via careful core unit sequencing ensures that all MET
graduates possess the specialist knowledge, analytical abilities, problem solving and creative skills
prescribed by the Australian Qualifications Framework.

3.2 RECOGNITION GIVEN TO THE QUALIFICATION

The Master of Entertainment Technology is accredited by the Middle States Commission for
Higher Education in the United States of America.

The ETC degree is widely recognised throughout the American entertainment industry, with
approximately 60% of the overall student population offered employment prior to graduation.
Corporations and businesses that regularly approach Carnegie Mellon University with the
intention of hiring ETC students include Disney Engineering, Microsoft, Electronic Arts and
Activision.

In the years since its inception ETC has established formal internship agreements with three major
film, game and computer imaging organisations (Disney, Electronic Arts and Activision). These
agreements, which allocate a total of 20 places a year to ETC students, are a testimony to the
quality and relevance of the MET program and the high esteem with which the course is regarded
by leaders in the entertainment industry. Adelaide students, as part of Carnegie Mellon in
Adelaide, are eligible for these positions. (It is impossible to assert, however, that Work Visas will
be automatically granted to Australian students given the constant changes in Visa regulations
following 9/11.) The ETC’s Adelaide Program Director will extend these workplace opportunities
by pursuing similar internship arrangements will local entertainment firms and developers. Initial
discussions with the industry representatives cited on the previous page have indicated strong
support for this initiative.

4 STRUCTURE OF THE COURSE

(Course means a program of study leading to a qualification)

4.1 OUTLINE OF STRUCTURE

The MET is a two year, full time program divided into four semesters, each of 15 weeks duration.
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Semester 1: Improvisational Acting (9 credit points)

Visual Story (12 credit points)

Building Virtual Worlds (24 credit points)
Semester 2: ETC Project Course 2 (36 units)

Elective (9 — 12 units depending on the elective chosen)
Semester 3: ETC Project Course 3 (36 units)

Elective (9 — 12 units depending on elective chosen)
Semester 4: ETC Project Course (36 units)

Elective (9 — 12 units depending on elective chosen)

There are six core units and three electives: the latter building on the knowledge and skills
developed during the subjects delivered during Semester 1 and often linked with projects
undertaken throughout the remainder of the course.

Once students have mastered the initial core units — units focusing on performance and non-linear
story telling, film language and presentation techniques and the design and creation of virtual
worlds — they embark on three 15 week projects. ETC Project Courses are carefully structured to
ensure each learner acquires new knowledge, skills and experiences whilst undertaking increasingly
complex activities.

ETC Project Courses vary considerably and, given their apparently generic nature, require
explanation as to their structure and operation.

Project Courses change each semester with project proposals prepared by ETC faculty,
corporate/client requests and student proposition (the latter requires one or more students to
research, prepare and ‘pitch’ a potential project to all faculty members — a highly rigorous process
requiring up to three separate presentations).

Up to 15 different projects are selected and forwarded to students for consideration. Within two
weeks of receipt of this document all learners are required to provide a written response to each of
the presented alternatives, their papers identifying the approach they would take, the skills they
would employ, the knowledge and information needed to fulfil their vision and aspects of the
projects they find challenging and exciting.

The Program Director considers all responses, determines the semester’s projects and assigns
students to a work group. In making this decision the Director considers the individual’s goals and
development needs, their status within the course (second, third or final semester) and the team’s
composition and skill set. The particular project selected for the individual:

. builds on their existing skills

. fosters new technical/design/artistic abilities at the required level
. involves increasingly complex tasks

. requires research and critical analysis

. extends the learner’s interpersonal and process skills.

Each of the core projects is thus part of a logical learning and development progression.
Course electives

Course electives include:

. Game Design (12 units)

. Maya (a computer animation software tool) (12 units)
. Improvisational Acting 11 (12 units)

. Independent Study (3 — 18 units) — this can include:

- Private research
- Study in a relevant field at another University
- Part-time work in the industry where new skills are being developed and applied
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The Independent Study option is negotiated with the Program Coordinator.

Each student must complete all 6 core units (153 units) and a minimum of 3 electives (27 units) to
gain the Master of Entertainment Technology qualification (180 units).

There is no certification for partial completion.

4.2 ENTRY REQUIREMENTS

Applicants for the MET must have a three year undergraduate degree from an accredited college or
university and are required to display proficiency in a discipline that will enable contribution to the
entertainment technology program.

Students whose first language is not English must have a TEST of English as a Foreign Language
(TOEFL) score of 250 or higher.
Applicants to the program are requested to submit a portfolio containing:

- an outline of their experiences, goals, interests and relevant skills

- examples of relevant work illustrating the type of skills they bring to the ETC program

- letters of recommendation.
Alternatively they may sit a Graduate Results Exam and submit copies of their score.
The ETC does not have credit transfer or RPL arrangements. Although MET students may enrol to
study electives at other universities, this study occurs after they have completed a semester of core
units. They thus approach their elective studies with an understanding of entertainment
technologies and methodologies. Students from other tertiary organisations who apply for credit or

RPL do not have this essential background and therefore will not have studied the unit for which
they seek recognition with the necessary insight or analysis.

S ASSESSMENT

The ETC utilises a variety of assessment methods within its programs — methods that focus on both
individual contribution and group participation.

Depending on the course undertaken, learners may be assessed using the following criteria:
* Individual reports and presentations

*  Individual progress within a unit — determined in relation with the faculty adviser

*  Group progress within a unit — determined in relation with the faculty adviser

*  Faculty critique of presented work

e Peer critique of presented work

*  Peer process assessment

*  Peer personal assessment

*  Class review

*  Level of course involvement/participation.

All core units are graded and the individual must receive a B or higher to demonstrate competency.
Although four core units (Building Virtual Worlds and the 3 Course Projects) are based around group
performance, the same grade is not automatically given to all team members. Students meet
regularly with their respective faculty advisers to discuss individual progress and contributions — both
of which are assessed. In addition, all team members evaluate the interpersonal and technical/artistic
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skills displayed by their colleagues throughout the design and delivery of course projects and review
their impact on the overall outcome.

Elective units must receive a C or above.

Students who do not meet the prescribed minimum standards for core units will be required to repeat
the unit in the following semester if offered. Failure to achieve a C or higher for an elective means
the unit cannot be counted towards the final qualification.

Specific details on assessment methods are provided in the unit descriptions.

6 DELIVERY MODES

The ETC uses a wide array of teaching methods to provide students with a world-class graduate
education. Such approaches include:

. class room based lectures

. guided instruction

. demonstrations

. role plays

. computer simulation

. individual research projects

. individual and group performances

. industry tours and visits

. sponsored conference and workshop attendance
. the use of industry experts as guest speakers.

The primary delivery mode, however, is small group work and involves teams of approximately
three to five students in the design, development and presentation of semester long projects. These
projects, described earlier, are creative collaborations bringing together students from different
backgrounds and disciplines. They are thus reflective of the world outside the university classroom
and facilitate an understanding of the technical and non technical skills required to successfully
manage and deliver a proposed industry project.

All project teams contain students from technological and artistic backgrounds; are expected to

produce a tangible artefact (not a paper); and are supervised by a faculty member approved by the
ETC.

7 RESOURCES

Staffing

The ETC’s Adelaide location will be staffed at a ratio of 10:1 between full-time-equivalent (FTE)
students and FTE instructors.

The academic faculty will comprise a combination of experienced ETC Pittsburgh staff relocated to
Adelaide on either a long term (5 year), medium (1 — 2 years) or short term basis (ranging from a
semester to three weeks), and full time and part time staff selected from Australian candidates
fulfilling Carnegie Mellon selection criteria.

Academic appointments to the Adelaide site will be made by the ETC Co-Directors using Carnegie
Mellon selection criteria: professional qualifications, teaching record, curriculum vitae, letters of
recommendation and personal interview. Successful applicants will be appointed to the same ranks
and positions as their American counterparts and will serve as instructors on a one, three or five
year renewable contract basis. Given the ETC’s focus — the creative and ever changing
entertainment technology industry — it does not offer traditional professorial track appointments.
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Successful applicants will be required to possess a relevant doctorate (if applicable) or Master’s
degree with extensive experience in the entertainment technology industry.

Digital and video conferencing technologies linking the two ETC sites will enable specialist staff at
the respective locations to provide additional input into the study program. Time differences
between the two sites will be accommodated in session planning (e.g. a morning session in
Pittsburgh will be attended by Adelaide learners in the evening). Sessions will also be recorded for
delayed transmission.

In order to broaden the array of specialised entertainment technology electives available to Carnegie
Mellon’s Australian students, the ETC will send Pittsburgh personnel to Adelaide for semester and
short term (e.g. two to three week) rotations. The latter will require ETC’s subject experts to teach
an intensive full time program during their stay. Normal study schedules will be suspended whilst
this occurs.

Two support staff will be appointed to the ETC using Carnegie Mellon staff appointment criteria.
They will be required to liaise with the Pittsburgh campus, manage admissions and administrative
tasks, assist with student placement, provide IT assistance and otherwise deliver core services to the
MET program.

Learning materials (books, journals, electronic materials)

Although the MET utilises a few textbooks and readings, the majority of resources required for
research, critical analysis, study and review are online materials and multi-media packages (e.g.
films, games etc.).

Carnegie Mellon has an extensive array of relevant IT online resources, all of which are easily
accessible to ETC students irrespective of location. The ETC’s Adelaide library, by way of contrast,
will contain a small collection of textbooks and a comprehensive array of relevant entertainment
products.

Facilities and equipment

The ETC, to be located at 83 Currie Street, provides:

* offices for academic, administrative and support staff;
* acomputer cluster with specialised hardware, software and databases for specific course
units — this will accommodate 25 students per group;
¢ asecure room for IT equipment including servers and networking infrastructure;
* student project rooms equipped with worktables, whiteboards, power outlets for
computers, etc; each room will accommodate 6 — 8 students;
* astudent lounge with basic kitchen facilities.

These facilities will be supplemented by ETC’s access to specialised TAFESA equipment and
resources. Although the final details are currently being formalised, it is anticipated that ETC will
have use of the Institute’s theatre space, dance rehearsal room, and audio and video production and
editing suites at scheduled (traditionally low usage periods) times throughout the week.

The ETC’s Adelaide site will be equipped with the following:

. a desktop computer each student for their exclusive use (i.e. 18 in first semester and
up to 50 by semester four)

. up to five additional machines for video/audio editing

. 12 data projectors — one for each room

. a large video screen in the basement

. 2 laser printers: one black and white, one coloured

. a minimum of three portable video screens
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. a high speed WAN connection
. a computer cluster, accommodating 25 people, with the following specialised
hardware, software and databases for specific course units as needed:
- Jam-O-Drum
- one Reactrix Reactors
- one Play Motion Devices
- two audience reaction sensors and cameras
- Maya computer animation
- phidgets
. local web and file servers.

8 ARTICULATION AND CREDIT TRANSFER

As explained in item 4.2, the ETC does not support articulation or credit transfer arrangements.

9 ONGOING MONITORING AND EVALUATION

The ETC is currently implementing international review and assessment mechanisms to ensure the
ongoing relevance of the MET to the dynamic and innovative field of entertainment technology.

An International Board of Advisers comprising experts in the fields of interactive digital media,
digital production and post-production, location based entertainment, edutainment, exhibit design
and production, theme park design and related disciplines/industries is in the process of being
finalised.  This group of approximately 15 highly regarded professionals will provide advice and
direction on emerging entertainment and digital media industries, course requirements and industry
standards. Furthermore, they will ensure that all ETC campuses deliver the same high quality
outcomes expected of MET students and graduates.

At the local level a 10 — 12 member Australian Advisory Board (AAB) will monitor all aspects of
the MET. As with the International Board of Advisers, the AAB will focus on program standards,
compliance with higher education accreditation requirements (in this case the AQF), student
satisfaction, course outcomes and relevance of curriculum to the changing entertainment industry.
Australia’s board will comprise leading figures in the arts/entertainment industry and suitably
qualified and experienced academics from South Australia’s university sector. The AAB will also
monitor adherence to Carnegie Mellon’s QA and maintenance of standards, policies and
procedures.

The AAB will conduct annual reviews of the ETC’s performance: reviews based in part on semester
reports from the Program Director, faculty feedback, attendance at ETC Course Project
presentations and interactions with students.

Whilst the AAB acts as an external instrument of evaluation, the ETC is structured to ensure that
students and industry representatives have regular input into the appropriateness, effectiveness and
currency of the program. All students will have at least two scheduled meetings with the Program
Coordinator and three progress sessions with faculty advisers each semester. These structured
interviews will explore all aspects of the course and its delivery. Any major concerns can thus be
raised with the appropriate authority (Adelaide Program Director, ETC Co-Directors or the AAB).
Industry support for, and involvement in, the MET is critical if the program is to provide
employment pathways. The Adelaide ETC site will thus invite key personnel to all end of semester
Project presentations and encourage regular meetings to review and critique new resources,
materials and broader industry directions.
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Any proposed modification to the curriculum arising from these discussions will be presented to the
AAB for consideration and approval. The altered curriculum will then be forwarded to the DFEEST
for endorsement.
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PART C
MINIMUM REQUIREMENTS FOR COURSE UNIT
INFORMATION

The unit descriptions that follow reference both specific units of the core curriculum as
previously taught and elective units both previously taught and planned. Changes to the
core curriculum are not expected, however elective offerings are subject to change. Pending
future agreements, the elective offerings should expand to include accredited units at other
institutions. The elective unit descriptions are included as a representative look at the MET
curriculum.
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1 COURSE UNIT DETAILS
1.1 UNIT NAME

Building Virtual Worlds

1.2 NOMINAL DURATION AND WEIGHTING
15 Weeks
24 Credit Units
14% of Course

2 PRE-REQUISITES

Acceptance into the MET course of study or by special permission of the instructor.

3 COURSE UNIT PURPOSE

Core

Outline the contribution of the unit to the overall course outcomes.

This unit provides a foundation to the overall course. It introduces — and immerses —
students in the technical mechanics required for the construction of virtual worlds and
explores the more advanced topics of environmental design, interactive game design and
non-linear story telling. The course is largely project based and requires interdisciplinary
teams to construct five virtual worlds within tight time frames. Creative collaboration is is
critical to success in this unit.

4 OUTCOMES

List the outcomes for each course unit.
Students successfully completing this unit will:

* Demonstrate exceptional teamwork skills within assigned interdisciplinary project
groups.

* Display a high order of understanding and involvement in the production cycle
from brainstorming and planning through to project implimentation.

* Identify personal capabilities and work habits and apply these abilities within each
work group.

¢ Exhibit advanced understanding of modular design demonstrated via an ability to
modify a project’s scope — but not the underpinning concept — to fit the reality.

¢ C(ritically evaluate their own work and accept the professional feedback of others.

* Independently present and perform their work in public confidently and
professionally.

* Demonstrate significant understanding of interactive authoring techniques.
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5 CONTENT

Summarise in dot point form the content/ underpinning knowledge relevant to the achievement of the unit
outcomes.

* Effective brainstorming techniques
* Effective collaboration techniques
* Scope management
* Guest testing
* Indirect control
* Interaction techniques
* Story structure and effective characterization
* Universe design
* Interest curve and attention span
* Orchestrating emotional impact
* Sound design
o Environmental
o Score
o Dialogue
* Principles of effective presentation

* Components of a successful performance

6 ASSESSMENT

Describe in detail, including conditions under which assessment will take place, how the learning
outcomes for the unit will be assessed.

The final grade is drawn from the following:

. 45% for the creation of Virtual Worlds 1 — 4
. 20% for the final Virtual World project

. 35% on instructor and peer evaluations.

Students will be provided with ongoing feedback about their performance. During each of
the five projects learners will meet with their faculty administrators half way through the 2
— 3 week activity and be given 33.3% of their overall grade for that particular project. The
remaining 66.6% is accorded after the project’s presentation and in light of comments made
during peer reviews, assessment and individual self-evaluation.
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7 DELIVERY OF THE COURSE UNITS

7.1 DELIVERY STRATEGY
Identify the delivery strategy for the unit including face to face, mixed, on-line, on-job, practicums etc.

The unit combines a range of delivery strategies including: face to face lectures,
demonstrations, research, public and peer critiquing of projects and processes and
collaborative learning and instruction.

The primary delivery tool, however, is small group work. All students will belong to five
different work groups - for two to three weeks at a time — over the course of the semester.
During this time they will be required to apply basic virtual reality principles, research
appropriate technologies and techniques and devise a virtual world — learning with and
from each other as they do so.

7.2 ACADEMIC AND GENERAL RESOURCE REQUIREMENTS

List the general resource requirements and if applicable, specialised facilities and equipment essential to
delivery.

IT resources:

Each student will have exclusive access to a networked computer outfitted with the
required software.

Hardware resources:

Specialized ETC platforms for experience development which may include, but are not
limited to, the following equipment:

Jam-O-Drum

Head Mount VR systems

Mitsubishi Diamond Touch device

Play Motion devices

Reactrix Reactors

Audience interaction sensors and cameras
Teaching resources:

Academically qualified staff with extensive professional experience in the creation of
virtual worlds; Teaching Assistants who have successfully completed the unit.
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1 COURSE UNIT DETAILS
1.1 UNIT NAME

Visual Story
1.2 NOMINAL DURATION AND WEIGHTING

15 Weeks
12 Credit Units
7% of Course

2 PRE-REQUISITES
Acceptance into the MET course of study.

3 COURSE UNIT PURPOSE

Core

Outline the contribution of the unit to the overall course outcomes.

Entertainment technology is a medium founded on visual expression: as such it relies on
people’s reactions to physical stimuli to not only create moods and responses but to
develop narrative. This unit provides all ETC students from across the diverse array of
disciplines with a common understanding of film-making, aesthetics and the relationship
between film and digital production. Students will use this information to produce several
short digital film pieces.

4 OUTCOMES

List the outcomes for each course unit.

Students successfully completing this unit will:

* Display an advanced understanding of film techniques and apply them to the
digital sphere.

¢ Identify the roles and responsibilities of personnel involved in all aspects of film
production

* Demonstrate an advanced understanding of the extensive documentation required
for a shoot and provide appropriate documentation for their own film work.

* Effectively utilise the language of film to developing media technologies.

* Display an advanced understanding of visual story structure and utilise this
knowledge in practical applications.
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S CONTENT

Summarise in dot point form the content/underpinning knowledge relevant to the achievement of the unit
outcomes.

* Celluloid to digital: A brief history of the moving picture
* Visual language and cinematic continuity

* Directorial theory

* Film space: Language of the frame

» Editing: storytelling, aesthetics and craft

*  Visual story components

* Lighting as storytelling

* Sound and image

* Player vs. Spectator

* Roles and responsibilities in the visual arena

*  Film production.

6 ASSESSMENT

Describe in detail, including conditions under which assessment will take place, how the learning
outcomes for the unit will be assessed.

Students are assessed on their performance in three group practical projects and two individual
practical assignments.

All group assignments will be publicly critiqued on presentation with all team members
receiving the same grade.

The instructor retains approximately 5% of the total grade to assess personal progress, degree
of involment, attitude and enthusiasm.

7 DELIVERY OF THE COURSE UNITS
7.1 DELIVERY STRATEGY

Identify the delivery strategy for the unit including face to face, mixed, on-line, on-job, practicums etc.

The two primary means of delivery are traditional lecture coupled with individual
assignments and group based practical exercises. These methodologies are supplemented
by extensive media viewing/analysis and technology specific seminars.
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7.2 ACADEMIC AND GENERAL RESOURCE REQUIREMENTS

List the general resource requirements and if applicable, specialised facilities and equipment essential to
delivery.

IT resources:

Sufficient computing resources to ensure all project groups have access to a dedicated
video editing machine outfitted with all required software.

Hardware resources:

Digital video and audio recording equipment which may include, but is not limited to,
the following:

Mini DV digital video camcorders

Field recording microphones

Video lighting kits

Tripods, microphone stands and all appropriate ancilary technologies
Teaching resources:

Academically qualified staff with extensive professional experience in film and digital
design, editing and production; Teaching Assistants who have successfully completed
the unit.
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1 COURSE UNIT DETAILS
1.1 UNIT NAME

Improvisational Acting

1.2 NOMINAL DURATION AND WEIGHTING

Provide the nominal duration and the percentage of the course (eg in terms of credit points).
15 Weeks
9 Credit Units
7% of Course

2 PRE-REQUISITES
Acceptance into the MET course of study.

3 COURSE UNIT PURPOSE

Core

Outline the contribution of the unit to the overall course outcomes.

Story telling lies at the heart of many entertainment mediums: film, game, drama, art etc.
This unit uses the craft of improvisational acting to create and perform non-linear stories
without a mediating technology. In so doing it fosters team building, encourages
spontaneity, sharpens focus, increases listening skills, facilitates problem solving and
develops the basic elements of storytelling i.e. plot, character development, and theme. The
course encourages creative expression and builds public communication and performance
skills.

4 OUTCOMES

List the outcomes 1or each course unit.

Students successfully completing this unit will:

* Display an advanced understanding of the fundementals of improvisation and story
telling.

* Demonstrate a knowledge of status in improvisation and general interpersonal
behaviour.

* Apply a high level of understanding of C.R.O.W (Character, Relationship,
Obstacle, Where) in narrative and performance.

S CONTENT

Summarise in dot point form the content/ underpinning knowledge relevant to the achievement of the unit
outcomes.

*  Basic story elements:

o Character
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o Relationship

o  Objective/Obstacle

o Where/When
e Status and its influence on posture, animation, behaviour and relationships
*  Non-verbal expression
*  “Yes, And’ — collaborative scene development and creation

* Additive story structure

6 ASSESSMENT

Describe in detail, including conditions under which assessment will take place, how the learning
outcomes for the unit will be assessed.

Assessment is is based on attendance, attitude, willingness to participate and personal
progress.

7 DELIVERY OF THE COURSE UNITS
7.1 DELIVERY STRATEGY

Identify the delivery strategy for the unit including face to face, mixed, on-line, on-job, practicums etc.

Face to face, with practical group and individual exercises/performances during classes.

7.2 ACADEMIC AND GENERAL RESOURCE REQUIREMENTS

List the general resource requirements and if applicable, specialised facilities and equipment essential to
delivery.

IT resources:

None.

Hardware rescources:

None.

Teaching resources:

Academically qualified staff with extensive professional experience in live performance.

Learning resources:

1 COURSE UNIT DETAILS
1.1 UNIT NAME

ETC Project Course Il
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1.2 NOMINAL DURATION AND WEIGHTING

15 Weeks

36 Credit Units
21% of Course

2 PRE-REQUISITES

Building Virtual Worlds

3 COURSE UNIT PURPOSE

Core

Outline the contribution of the unit to the overall course outcomes.

ETC Project Courses are ‘group independent studies’ carefully structured to ensure each
learner acquires new knowledge, skills and experiences as they plan, design and create a
highly sophisticated entertainment artifact.

The projects, indicative of the industry workplace with their tight timelines, progress
reports and Director created work teams, foster key employment skills in the areas of
project management, resource administration, reporting, cooperation and collaboration,
critical analysis and reflection and presentation before a public audience.

In some instances projects are sponsored by an external client. In this case teams are
required to consult with representatives from the organisation, organise progress reports and
ensure that the final product fulfils the client’s specifications.

4 OUTCOMES

List the outcomes 1or each course unit.

Students successfully completing this unit will develop advanced technical knowledge and
interpersonal skills. The specific nature of these outcomes, however, is dependent on the
scope of the project, the individual’s prior knowledge, the team’s composition and required

skill sets.

In general it is expected that students will:

acquire and/or apply new media authoring techniques;

display exceptional teamwork and production skills;

apply high order analytical and critical evaluation skills;

apply theoretical knowledge relating to visual story structures and story telling
techniques to a complex digital project;

select entertainment technologies and methodologies suited to audience/purpose;
develop and display problem solving skills;

confidently present the final project to members of the public, displaying advanced
communication and presentation skills.
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5 CONTENT
Surmmrartse ot pomtformthrecontent-mmderpmming knowledge relevant to the achievement of the unit

outcomes.

Although unit content varies according to project requirements it will include:

. advanced story telling;

. digital design and editing;

. computer programming;

. scripting;

. evaluation of new media applications/technologies;
. public presentation.

6 ASSESSMENT

Describe in detail, including conditions under which assessment will take place, how the learning
outcomes for the unit will be assessed.

The final grade is divided equally between marks for the overall team product — assessed by
the ETC faculty during mid semester and end of unit presentations — and marks for individual
application, involvement, time management, professionalism and skill development (process)

Barring unusual circumstances, each member of a team receives the same product grade. This
figure comprises:

. 1/4 for the first half of the semester;

. 1/4 for the second half of the semester.

The process grade is determined by the faculty adviser, discussed with the student during
scheduled interviews and based on the entire semester’s performance:

. 1/6 for the first third of the semester;
. 1/6 for the second third of the semester;
. 1/6 for the final third of the semester.

7 DELIVERY OF THE COURSE UNITS
7.1 DELIVERY STRATEGY

Identify the delivery strategy for the unit including face to face, mixed, on-line, on-job, practicums etc.

Teams of three to nine students are assigned a specific project at the beginning of their
second semester. Over the ensuing weeks they plan, research, create, edit and ultimately
perform their entertainment project before an audience comprising ETC peers, faculty and
industry representatives.

Each team contains students from both technical and artistic backgrounds and is supervised
throughout the duration of the project by an appropriate qualified faculty member.

7.2 ACADEMIC AND GENERAL RESOURCE REQUIREMENTS

List the general resource requirements and if applicable, specialised facilities and equipment essential to
delivery.

IT resources:
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Sufficient computing resources to ensure each project team has access to a dedicated video
editing machine with all the required software.

Hardware resources:

. Mini DV digital video camcorders

. field recording microphones

. video lighting kits

. tripods, microphone stands and ancillary technologies
. Play Motion devices

. Reactrix reactors

. audience interaction sensors and cameras

. data projectors

. portable video screens.

Teaching resources:

Staff with extensive expertise in the entertainment technology industry with appropriate higher
education academic qualifications and an ability to facilitate and oversee sophisticated group
projects.
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1 COURSE UNIT DETAILS
1.1 UNIT NAME

ETC Project Course lll

1.2 NOMINAL DURATION AND WEIGHTING
15 Weeks
36 Credit Units
21% of Course

2 PRE-REQUISITES
ETC Project Course 11

3 COURSE UNIT PURPOSE

Core

Outline the contribution of the unit to the overall course outcomes.

ETC Project Courses are ‘group independent studies’ carefully structured to ensure each
learner acquires new knowledge, skills and experiences as they plan, design and create a
highly sophisticated entertainment artifact.

The projects, indicative of the industry workplace with their tight timelines, progress
reports and Director created work teams, foster key employment skills in the areas of
project management, resource administration, reporting, cooperation and collaboration,
critical analysis and reflection and presentation before a public audience.

In some instances projects are sponsored by an external client. In this case teams are
required to consult with representatives from the organisation, prepare progress reports and
ensure that the final product fulfils the client’s specifications.

Each student undertaking ETC Project Course 111 will be allocated to a specific project and
project team by the ETC Program Director. This decision will be based on the student’s
career goals, areas of interest, existing skill base, technical and interpersonal qualities and
team mix. The project selected for Project Course 111 will be significantly more complex
than the pre-requisite unit and require the individual to develop and display additional
abilities.

4 OUTCOMES

List the outcomes for each course unit.

Students successfully completing ETC Project Course 111 will develop advanced technical
knowledge and interpersonal skills. The specific nature of these outcomes, however, is
dependent on the scope of the project, the individual’s prior knowledge, the team’s
composition and required skill sets.
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In general it is expected that students will:

acquire and/or apply new media authoring techniques;

display exceptional teamwork and production skills;

apply high order analytical and critical evaluation skills;

apply theoretical knowledge relating to visual story structures and story telling
techniques to a complex digital project;

select entertainment technologies and methodologies suited to audience/purpose;
develop and display problem solving skills;

confidently present the final project to members of the public, displaying advanced
communication and presentation skills.

It is important to note that each individual successfully completing the unit will have
achieved slightly different outcomes.

S CONTENT

Summarise in dot point form the content/ underpinning knowledge relevant to the achievement of the unit

outcomes.

Although unit content varies according to project requirements it will include:

advanced story telling;

digital design and editing;

computer programming;

scripting;

evaluation of new media applications/technologies;
public presentation.

6 ASSESSMENT

Describe in detail, including conditions under which assessment will take place, how the learning outcomes
for the unit will be assessed.

The final grade is divided equally between marks for the overall team product — assessed by
the ETC faculty during mid semester and end of unit presentations — and marks for individual
application, involvement, time management, professionalism and skill development (process)

Barring unusual circumstances, each member of a team receives the same product grade. This
figure comprises:

1/4 for the first half of the semester;
1/4 for the second half of the semester.

The process grade is determined by the faculty adviser, discussed with the student during
scheduled interviews and based on the entire semester’s performance:

1/6 for the first third of the semester;
1/6 for the second third of the semester;
1/6 for the final third of the semester.
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7 DELIVERY OF THE COURSE UNITS
7.1 DELIVERY STRATEGY

Identify the delivery strategy for the unit including face to face, mixed, on-line, on-job, practicums etc.

Teams of three to nine students are assigned a specific project at the beginning of their third
semester. Over the ensuing weeks they plan, research, create, edit and ultimately perform
their entertainment project before an audience comprising ETC peers, faculty and industry
representatives.

Each team contains students from both technical and artistic backgrounds and is supervised
throughout the duration of the project by an appropriate qualified faculty member.

7.2 ACADEMIC AND GENERAL RESOURCE REQUIREMENTS

List the general resource requirements and if applicable, specialised facilities and equipment essential to
delivery.

IT resources:

Sufficient computing resources to ensure each project team has access to a dedicated video
editing machine with all the required software.

Hardware resources:

. Mini DV digital video camcorders

. field recording microphones

. video lighting kits

. tripods, microphone stands and ancillary technologies
. Play Motion devices

. Reactrix reactors

. audience interaction sensors and cameras

. data projectors

. portable video screens.

Teaching resources:

Staff with extensive expertise in the entertainment technology industry with appropriate higher
education academic qualifications and an ability to facilitate and oversee sophisticated group
projects.
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1 COURSE UNIT DETAILS
1.1 UNIT NAME

ETC Project Course IV
1.2 NOMINAL DURATION AND WEIGHTING

15 Weeks
36 Credit Units
21% of Course

2 PRE-REQUISITES
ETC Project Course II1

3 COURSE UNIT PURPOSE

Core

Outline the contribution of the unit to the overall course outcomes.

ETC Project Courses are ‘group independent studies’ carefully structured to ensure each
learner acquires new knowledge, skills and experiences as they plan, design and create a
highly sophisticated entertainment artifact.

The projects, indicative of the industry workplace with their tight timelines, progress
reports and Director created work teams, foster key employment skills in the areas of
project management, resource administration, reporting, cooperation and collaboration,
critical analysis and reflection and presentation before a public audience.

In some instances projects are sponsored by an external client. In this case teams are
required to consult with representatives from the organisation, prepare progress reports and
ensure that the final product fulfils the client’s specifications.

Each student undertaking ETC Project Course I'V will be allocated to a specific project and
project team by the ETC Program Director. This decision will be based on the student’s
career goals, areas of interest, existing skill base, technical and interpersonal qualities and
team mix. The project selected for Project Course IV will be significantly more complex
than the pre-requisite unit and require the individual to not only develop and display
additional abilities but to take a leadership role.

4 OUTCOMES

List the outcomes 1or each course unit.

Students successfully completing ETC Project Course IV will develop advanced technical
knowledge, interpersonal and project management skills. The specific nature of these
outcomes, however, is dependent on the scope of the project, the individual’s prior
knowledge, the team’s composition and required skill sets.
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In general it is expected that students will:

acquire and/or apply new media authoring techniques;

display exceptional teamwork and production skills;

apply high order analytical and critical evaluation skills;

apply theoretical knowledge relating to visual story structures and story telling
techniques to a complex digital project;

select entertainment technologies and methodologies suited to audience/purpose;
develop and display problem solving skills;

confidently present the final project to members of the public, displaying advanced
communication and presentation skills;

display considerable project management/leadership skills.

It is important to note that each individual successfully completing the unit will have
achieved slightly different outcomes.

S CONTENT

Summarise in dot point form the content/ underpinning knowledge relevant to the achievement of the unit

outcomes.

Although unit content varies according to project requirements it will include:

advanced story telling;

digital design and editing;

computer programming;

scripting;

evaluation of new media applications/technologies;
public presentation.

6 ASSESSMENT

Describe in detail, including conditions under which assessment will take place, how the learning outcomes
for the unit will be assessed.

The final grade is divided equally between marks for the overall team product — assessed by
the ETC faculty during mid semester and end of unit presentations — and marks for individual
application, involvement, time management, professionalism and skill development (process)

Barring unusual circumstances, each member of a team receives the same product grade. This
figure comprises:

1/4 for the first half of the semester;
1/4 for the second half of the semester.

The process grade is determined by the faculty adviser, discussed with the student during
scheduled interviews and based on the entire semester’s performance:

1/6 for the first third of the semester;
1/6 for the second third of the semester;
1/6 for the final third of the semester.
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7 DELIVERY OF THE COURSE UNITS
7.1 DELIVERY STRATEGY

Identify the delivery strategy for the unit including face to face, mixed, on-line, on-job, practicums etc.

Teams of three to nine students are assigned a specific project at the beginning of their third
semester. Over the ensuing weeks they plan, research, create, edit and ultimately perform
their entertainment project before an audience comprising ETC peers, faculty and industry
representatives.

Each team contains students from both technical and artistic backgrounds and is supervised
throughout the duration of the project by an appropriate qualified faculty member.

7.2 ACADEMIC AND GENERAL RESOURCE REQUIREMENTS

List the general resource requirements and if applicable, specialised facilities and equipment essential to
delivery.

IT resources:

Sufficient computing resources to ensure each project team has access to a dedicated video
editing machine with all the required software.

Hardware resources:

. Mini DV digital video camcorders

. field recording microphones

. video lighting kits

. tripods, microphone stands and ancillary technologies
. Play Motion devices

. Reactrix reactors

. audience interaction sensors and cameras

. data projectors

. portable video screens.

Teaching resources:

Staff with extensive expertise in the entertainment technology industry with appropriate higher
education academic qualifications and an ability to facilitate and oversee sophisticated group
projects.
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1 COURSE UNIT DETAILS
1.1 UNIT NAME

Game Design
1.2 NOMINAL DURATION AND WEIGHTING

15 Weeks
12 Credit Units
7% of Course

2 PRE-REQUISITES
Building Virtual Worlds

3 COURSE UNIT PURPOSE

Elective

Outline the contribution of the unit to the overall course outcomes.

The design of computer games and other interactive experiences is a rapidly growing
employment niche within the entertainment technology industry. This unit focuses on the
rules and methods underpinning successful game design, rules that apply irrespective of the
type or nature of the game (e.g. card games, dice games, athletic games, story and video
games).

4 OUTCOMES

List the outcomes for each course unit.

Students successfully completeing this unit will:

. Display a deep understanding of key game design elements;

. Critically analyse game design independent of delivery media;

. Create a variety of games using different mediums;

. Develop games suitable for different players and skill levels.
S CONTENT

Summarise in dot point form the content/underpinning knowledge relevant to the achievement of the unit
outcomes.

* The role of game designer * Inventing — games based on

* Play — how and why people play technology

* Importance of the subconscious mind *  Process of design - overview

*  Games defined * Process of design - brainstorming

*  Process of design - evaluating
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Process of design - iterating
Storytelling and worlds: case studies
Solid worlds - suspending disbelief
Inventing — how to exploit
technology

Strategy and depth

Interactive Control 2D - case studies
Interactive Control 3D - case studies
Level design

Elegance in game design

Business of games — home games
Business of games — arcade and LBE
The art of pitching — selling the
concept

Managing the design process

Game Design documents

Working with licenses

Networked games and communities
Social implications of game

¢ The Chain of Flowers
6 ASSESSMENT

Describe in detail, including conditions under which assessment will take place, how the learning
outcomes for the unit will be assessed.

Assignment Total % of grade

Weekly essays (~10) 20%
Short projects (~6) 35%
Development project 20%
Design project 25%

7 DELIVERY OF THE COURSE UNITS
7.1 DELIVERY STRATEGY

Identify the delivery strategy for the unit including face to face, mixed, on-line, on-job, practicums etc.

Course delivery combines traditional face to face instruction, technologically mediated
distance learning, individual meetings, readings, peer evaluations and public critiques.

7.2 ACADEMIC AND GENERAL RESOURCE REQUIREMENTS

List the general resource requirements and if applicable, specialised facilities and equipment essential to
delivery.

IT resources:
Standard student computing and internet facilities.
Teaching resources:

Staff with extensive expertise in the entertainment technology industry, particularly game
design and development, with appropriate higher education academic qualifications.
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1 COURSE UNIT DETAILS
1.1 UNIT NAME

Maya

1.2 NOMINAL DURATION AND WEIGHTING
15 Weeks
12 Credit Units
7% of Course

2 PRE-REQUISITES
Building Virtual Worlds

3 COURSE UNIT PURPOSE

Elective

Outline the contribution of the unit to the overall course outcomes.

Computer animation plays a major role in film, video and game production. This unit provides
students with the knowledge and skill required to use the popular computer animation software
tool, Maya.

4 OUTCOMES

List the outcomes for each course unit.
Students successfully completeing this unit will:
. Demonstrate advanced knowledge of the Maya toolset;
. Identify and apply the key elements involved in computer animation;

. Display effective design, creation and management skills.

S CONTENT

Summarise in dot point form the content/underpinning knowledge relevant to the achievement of the unit
outcomes.

* Interface: *  Materials
o Poly modeling *  Shaders
o Nurbs modeling * Animation, timing and weight
o SubD modeling * Importing and exporting

* Lighting and rendering

*  Material mapping

6 ASSESSMENT
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Describe in detail, including conditions under which assessment will take place, how the learning
outcomes for the unit will be assessed.

Class lab assignments 10%
Weekly projects 40%
Final project 50%

7 DELIVERY OF THE COURSE UNITS

7.1 DELIVERY STRATEGY
Identify the delivery strategy for the unit including face to face, mixed, on-line, on-job, practicums etc.

Face to face classroom delivery with individual and small group practical activities.

7.2 ACADEMIC AND GENERAL RESOURCE REQUIREMENTS

List the general resource requirements and if applicable, specialised facilities and equipment essential to
delivery.

IT resources:
e Standard student computing and internet facilities;
*  Maya software

Hardware resources:
None.

Teaching resources:

Staff with extensive expertise in the entertainment technology industry and specific skills
in computer animation and proficiency with Maya.
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1 COURSE UNIT DETAILS
1.1 UNIT NAME

Improvisational Acting Il
1.2 NOMINAL DURATION AND WEIGHTING

15 Weeks
12 Credit Units
7% of Course

2 PRE-REQUISITES

Improvisational Acting 1

3 COURSE UNIT PURPOSE

Elective

Outline the contribution of the unit to the overall course outcomes.

Improvisational acting is based on an understanding of stories, characters and behaviours.
This advanced unit builds on the theoretical underpinnings of the pre-requisite unit and
focuses on the development of performance skills, spontaneous story telling and the art of
non-verbal expression.

4 OUTCOMES

List the outcomes tor each course unit.

Students successfully completing this unit will:

* Demonstrate an advanced understanding of the nuances of improvisation and
spontaneous story telling.

* Demonstrate a mastery of status in improvisation and general interpersonal
behaviour.

S CONTENT

Summarise in dot point form the content/underpinning knowledge relevant to the achievement of the unit
outcomes.

* Advanced story elements:
o characterization through acceptance
o continuity and consistency
o timing, pacing and rhythm

¢ Status through nuance

* Non-verbal expression
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6 ASSESSMENT

Describe in detail, including conditions under which assessment will take place, how the learning
outcomes for the unit will be assessed.

Assessment is is based on attendance, attitude, willingness to participate and personal
progress.

7 DELIVERY OF THE COURSE UNITS
7.1 DELIVERY STRATEGY

Identify the delivery strategy for the unit including face to face, mixed, on-line, on-job, practicums etc.

Face to face, with practical group and individual exercises/performances during classes.

7.2 ACADEMIC AND GENERAL RESOURCE REQUIREMENTS

List the general resource requirements and if applicable, specialised facilities and equipment essential to
delivery.

IT resources:

None.

Hardware resources:

None.

Teaching resources:

Academically qualified staff with extensive professional experience in live performance.

Learning resources:
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1 COURSE UNIT DETAILS
1.1 UNIT NAME

Independent Study for ETC
1.2 NOMINAL DURATION AND WEIGHTING

15 Weeks
3-18 Credit Units
2-10% of Course

2 PRE-REQUISITES
Bulding Virtual Worlds

3 COURSE UNIT PURPOSE

Elective

Outline the contribution of the unit to the overall course outcomes.

The independent study unit enables students to pursue unconventional, emerging, esoteric
and/or other entertainment related topics relevant to their personal career aspirations. In

each case the student prepares a study program/proposal and submits the outline to the ETC

for approval. A faculty adviser is subsequently appointed to oversee and assess student
performance.

Independent study electives range from:

. enrolment in an appropriate course at a higher education institution (in which case
grades are awarded by that organisation);

. part time work in the entertainment technology industry where particular skills are
developed/refined;

. private research;
. coaching/mentoring arrangements with an industry specialist:

. work as a Teaching Assistant within the MET program.

4 OUTCOMES

List the outcomes for each course unit.

Although the specific outcomes are particular to the individual and the nature of the project

undertaken, it is nonetheless expected that students will develop knowledge, skills and
confidence related to their area of interest.

All students are required to formulate their own learning outcomes before approval is
granted to commence the independent study elective.
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6 CONTENT

Summarise in dot point form the content/ underpinning knowledge relevant to the achievement of the unit
outcomes.

Flexible, see Course Unit Purpose.

6 ASSESSMENT

Describe in detail, including conditions under which assessment will take place, how the
learning outcomes for the unit will be assessed.

The mode of assessment and assessment criteria is negotiated with the student prior to their
commencement of this elective.

7 DELIVERY OF THE COURSE UNITS
7.1 DELIVERY STRATEGY

Identify the delivery strategy for the unit including face to face, mixed, on-line, on-job, practicums etc.

Flexible, see Course Unit Purpose.
7.2 ACADEMIC AND GENERAL RESOURCE REQUIREMENTS

List the general resource requirements and if applicable, specialised facilities and equipment essential to
delivery.

IT resources:

Access to standard computing and internet facilities.
Hardware resources:

Dependent on the student’s course of study.
Teaching resources:

Appropriately qualified staff with expertise in the area of student interest.
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