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PROGRAMME SPECIFIC OUTCOMES (PSO) 
 

Upon completion of BA Multimedia programme, the students will be able to: 

 
PSO 01 Identify multimedia technologies comprehensively, including the latest 

trends and innovations in the field.  
 

PSO 02 Develop adherence to industry standards and ethical guidelines for 
multimedia content development and production. 
 

PSO 03 Evaluate multimedia technologies to real-world circumstances while 
retaining social responsibility. 
 

PSO 04 Apply effective communication and collaboration skills acquiring the ability 
to work in multidisciplinary teams. 
 

PSO 05 To apply their proficiency in multimedia production, including video and 
audio recording, editing, and post-production skills.  
 

PSO 06 To create and integrate digital media elements such as graphics, audio, 
video, and animations creatively engaging and effective user interfaces.     
 

PSO 07 To create multimedia content that meets industry standards and can be used 
across multiple platforms. 
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SCHEME OF THE PROGRAMME 
Credit and Mark Distribution in Each Semester Total Credits: 140 

Semester Course Credit 
Internal 

Mark 
External 

Mark 
Total 
Mark 

I 

Common course: English 3        15 60 75 

Common course: English 3  15 60 75 

Common course: Additional 
Language 

4 20  80 100 

Core Course 1:   Digital Media and 
Photography  

2 15 60 75 

Core Course 2:  Digital 
Photography (Practical)   

2 15 60 75 

Complementary course:  
Introduction to Communication    

3 15 60 75 

Complementary course:  
Introduction to Electronic Media    

3 15 60 75 

Audit Course: Environment 
studies 

4    

Total 24   550 

II 

Common course: English 4 20 80 100 

Common course: English 4 20 80 100 

Common course: Additional 
Language 

4 20 80 100 

Core Course 3:   Fundamentals 
of Creative Designing 

2 15 60 75 

Core Course 4: Computer 
Graphics (Practical)   

2 15 60 75 

Complementary course:   Media 
Laws & Ethics 

3 15 60 75 

Complementary course:   Radio 
& Television 

3 15 60 75 
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Audit Course: Disaster 
Management 

4    

Total 26   600 

III 

General Course I:  Basic 
Mathematics for Media Arts 

4 20 80 100 

General Course II:  General 
Informatics & Instrumentation 

4 20 80 100 

Core Course 5:   Media 
Publishing 

2 15 60 75 

Core Course 6: Techniques of 
Post Production- Sound 
Recording and Editing 

2 15 60 75 

Core Course 7: Media Publishing 
(Practical) 

2 15 60 75 

Core Course 8: Techniques of 
Post Production- Sound 
Recording and Editing 
(Practical) 

2 15 60 75 

Complementary course:   
Reporting and Editing 

3 15 60 75 

Complementary course:   
Introduction to Cinema 

3 15 60 75 

Audit Course:  Human 
Rights/Intellectual Property 
Rights 

4    

Total 26   650 

IV 

General Course III: Media 
Management 

4 20 80 100 

General Course IV: Evolution of 
media technology 

4 20 80 100 

Core Course 9:   Introduction to 
Cinematography 

2 15 60 75 

Core Course 10:   Fundamentals 
of Web & UI/UX Designing 

2 15 60 75 

Core Course 11: Introduction to 
Cinematography (Practical) 

2 15 60 75 
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Core Course 12: Fundamentals 
of Web & UI/UX Designing 
(Practical) 

2 15 60 75 

Complementary course:   
Advertising 

3 15 60 75 

Complementary course:   
Online Journalism 

3 15 60 75 

Audit Course: Gender 
Studies/Gerontology 

4    

Total 26   650 

V 

Core Course 13:   Introduction to 
3D Modelling and Texturing 

2 15 60 75 

Core Course 14:   Advanced 
Web Designing 

2 15 60 75 

Core Course 15 Techniques of 
Post-Production- Visual Editing 

2 15 60 75 

Core Course 16:  Introduction to 
3D Modeling and Texturing 
(Practical) 

3 15 60 75 

Core Course 17:  2D/3D 
Designing and Modeling for 
Multimedia (Practical) 

2 15 60 75 

Core Course 18:   Techniques of 
Post-Production- Visual Editing 
(Practical) 

2 15 60 75 

Core Course 19: Website Project    2 15 60 75 

Open course 3 15 60 75 

Total 18   600 

VI 

Core Course 20:   Advanced 3D 
Animation, VFX and 
Compositing 

2 15 60 75 

Core Course 21:   Introduction to 
Motion Graphics 

2 15 60 75 

Core Course 22:  Television & 
Multi-Camera Production 

2 15 60 75 
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Core Course 23:   Advanced 3D 
Animation, Vfx and 
Compositing (Practical) 

2 15 60 75 

Core Course 24: Introduction to 
Motion Graphics (Practical)   

2 15 60 75 

Core Course 25:  Television & 
Multi-Camera Production 
(Practical)   

2 15 60 75 

Elective Course:  Multimedia 
Designing & Authoring 
(Elective) 2 15 60 75 

Elective Course: Fundamentals 
of Media Research (Elective) 

Multimedia Project 2 15 60 75 

Total 16   600 

English 14    

Additional Language 8    

General Course 16    

Core Course 53    

Complementary Course:   24    

Open Course 3    

Project 2    

Audit Course  16   - 

Extra Credit Activities 4   - 

Total 140    
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Credit Distribution (LRP Pattern) 
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1 3+3 4 
 

2+2 3 3   4 24 

2 4+4 4 
 

2+2 3 3   4 26 

3   
4+4 

2+2+2+2 3 3   4 26 

4   
4+4 

2+2+2+2 3 3   4 26 

5   
 

2+2+2+3+2+2   3 2  18 

6   
 

2+2+2+2+2+2+2    2  16 

Tot
al 

  
 

      120 

 
Extra Credit Activities 4 

 Grand Total = (120 + 16 Audit Courses + 4 Extra Credit Activities) 
140 
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CORE COURSE STRUCTURE 
Total Credits: 58 (Internal: 20%; External: 80%) 

 

Semester 
Course Code 
No 

Course Title Hrs/ Week Credit Marks 

I 

BMM1B01 
Digital Media and 

Photography 
3 2 75 

BMM1B02L Digital Photography 
(Practical) 

2 2 75 

II 

BMM2B03 

 
Fundamentals of 
Creative Designing 

3 2 75 

BMM2BO4L Computer Graphics 
(Practical) 

2 2 75 

III 

BMM3B05 Media Publishing 2 2 75 

BMM3B06 

Techniques of Post 
Production-Sound 
Recording and 
Editing 

2 2 75 

BMM3B07L 

Techniques of Post 
Production-Sound 
Recording and 
Editing (Practical) 

3 2 75 

BMM3B08L 
Media Publishing 
(Practical) 

2 2 75 

IV 

BMM4B09 
Introduction to 
Cinematography  

2 2 75 

BMM4B010 
Fundamentals of 
Web & UI/UX 
Designing 

2 2 75 

BMM4B11L 
Introduction to 
Cinematography 
(Practical) 

2 2 75 

BMM4B12L 
Introduction to UX/UI 
Designing 
(Practical) 

3 2 75  
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V 

BMM5B13 

Introduction to 3D 
Modeling and 
Texturing 

4 2 75 

BMM5B14 
Advanced Web 
Designing 

3 2 75 

BMM5B15 

Techniques of Post 
Production – Visual 
Editing 

3 2 75 

BMM5B16L 

Introduction 
to 3D Modeling and 
Texturing (Practical) 

3 3 75 

BMM5B17L 

2D/3D Designing and 
Modeling for 
Multimedia 
(Practical) 

4 2 75 

BMM5B18L 

Techniques of Post 
Production – Visual 
Editing (Practical) 

3 2 75 

BMM5B19P Website Project 2 2 75 

VI 

BMM6B20 
Advanced 3D 
Animation, Vfx and 
Compositing 

4 2 75 

BMM6B21 
Introduction to 
Motion Graphics 

3 2 75 

BMM6B22 
Television & Multi 
Camera Production 

3 2 75 

BMM6B23L 

Advanced 3D 
Animation, Vfx and 
Compositing 
(Practical) 

3 2 75 

BMM6B24L 
Introduction to 
Motion Graphics 
(Practical) 

3 2 75 

BMM6B25L 
Television & Multi 
Camera Production 
(Practical) 

2 2 75 

BMM6B26P Multimedia Project 2 2 75 

    53 1950 
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ELECTIVE COURSE STRUCTURE 

Semester Code No Course Title 
Hrs/ 

Week 
Credit Marks 

 

VI 
BMM6E01 

Multimedia Designing & Authoring 
5 

2 
75 

 
BMM6E02 

Fundamentals of Media Research    

 

 

 

 

OPEN COURSE STRUCTURE 

Semester Code No Course Title 
Hrs/ 

Week 
Credit Marks 

V BMM5D01 
Fundamentals of Multimedia (For 

other Students) 
3 

3 

75 
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GENERAL COURSE STRUCTURE 

Semester Code No Course Title 
Hrs/ 

Week 
Credit Marks 

V BMM5D01 
Fundamentals of Multimedia (For 

other Students) 
3 3 75 
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EVALUATION & GRADING 

 

Course Evaluation 

The evaluation scheme for each course shall contain two parts: 

1) Internal assessment  

2) External examination 

20% weight shall be given to the internal assessment. The remaining 80% weight shall be for 

the external evaluation. 

1) Internal Assessment 

20% of the total marks in each course are for internal examinations.  

 

The internal assessment shall be based on a predetermined transparent system involving 

written tests, assignment, seminar and class room participation based on attendance in 

respect of theory courses and lab involvement/records attendance in respect of Practical 

Courses. 

Internal assessment of the project will be based on its content, method of presentation, final 

conclusion and orientation to research aptitude. 

 

Components of Internal Evaluation (Theory Courses) 

Sl.no components Marks (For Courses with 
Max. Marks 75) 

Marks (For Courses 
with Max. Marks 

100) 
1 Class Room Participation 

(Attendance) 
3 4 

2 Assignment 3 4 
3 Seminar 3 4 
4 Test paper 4 8 
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Total 15 20 
 

 

 

Percentage of Class Room Participation (Attendance) in a Semester and Eligible 
Internal Marks 

% Class Room Participation 
(Attendance) 

Out of 3 (Maximum 
internal marks is 15) 

Out of 4 (Maximum 
internal marks is 
20) 

50% ≤ CRP < 75% 1 1 
75% ≤ CRP < 85% 2 2 
85% and above 3 4 

 

Percentage of Marks in a Test Paper and Eligible Marks 

Range of Marks in test 
paper (TP) 

Out of 6 (Maximum 
internal marks are 15) 

Out of 8 (Maximum 
internal marks are 
20) 

Less than 35% 1 1 
35%≤TP <45% 2 2 
45%≤TP <55% 3 3 
55%≤TP <65% 4 4 
65%≤TP <85% 5 6 
85%≤TP≤100% 6 8 

 

Components of Internal Evaluation (Practical Courses) 

Sl.no components Marks (For Courses with 
Max. Marks 75) 

Marks (For Courses 
with Max. Marks 

100) 
1 Lab involvement 

6 8 

Regularity % Punctuality, 
Adherence to lab protocols, 
Engagement, collaboration, 
and contribution in lab 
activities. 

2 Record/Portfolio 

9 12 
Conceptual clarity, Creativity 
Technical Proficiency, 
Originality of contents, 
Presentation skills 

Total 15 20 
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Project Evaluation  
Evaluation of the Project Report shall be done under Mark System. 

The evaluation of the project will be done at two stages: 

a) Internal Assessment (supervising teachers will assess the project and award internal 
Marks) 

b) External evaluation (external examiner appointed by the University) 

c) Marks secured for the project will be awarded to candidates, combining the internal 
and external Marks 

The internal to external components is to be taken in the ratio 1:4. Assessment of different 
components may be taken as below. 

  

Internal Assessment (Projects) 

Sl.no Components* Marks 
1 Regularity &Punctuality (20%) 

3 

2 Content Delivery/Quality (20%) 
3 

3 Scheme/organization of 
Report/Content t (30%) 

4.5 

4 Viva-voce (30%) 
4.5 

Total 15 
There may be changes in the nature of components for both projects 

 

External Evaluation (Projects) 

Sl.no Components* Marks 
1 Conceptual Clarity 

Proposal, Storyboard/Wireframe,  
 

2 Technical Proficiency and Content 
Quality 
Software skills, Design and Aesthetics 
 

 



 

xviii 
 

 

4 Viva-voce (30%) 
 

Total 60 
There may be changes in the nature of components for both projects 

 

 

CORE COURSE SYLLABUS 
 

SEMESTER 1 

 

COURSE CODE: BMM1B01  

CORE COURSE I: Digital Media and Photography 

Credit Hours/week 
Marks 

Internal External Total 

2 3 15 60 75 

 

Course 

Outcomes 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will be 

able to; 

CO1 
Identify and explain the emerging technologies 

of digital media.  
Understand PSO1 

CO2 
Demonstrate the use of technology in the Media 

Industry.  
Apply PSO4 

CO3 
Identify the basic features and functionality of 

the internet.  
Understand PSO2 

CO4 
criticize the concepts like a convergence of 

media, digital divide, virtual reality etc.  
Evaluate 

 

PSO 3 
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CO5 

compose the art and science of photography 

which is the foundation of visual communication 

practices 

Create PSO7 

 

 

COURSE CONTENT 
48 hr 

Module I 12 Hours 

Multimedia- Definition, Elements of Multimedia, Features of Multimedia, 

Applications of Multimedia.  Multimedia file formats. Multimedia systems: 

configurations, architecture. Types of computers, Computer basics- Hardware- 

Processor, Memory, Input/output devices and Storage devices. Software- 

Applications software, PC Operating systems – Types of operating systems- DOS, 

Windows, MAC, Linux, Unix.  Computer networks Network topologies. Basics of 

Internet- Browser, Search Engines, Server, Cloud Computing, Email. 

Module II 12 Hours 

Media and Digital Technologies- Digital Environment, Communication revolution 

and new media, Analogue and digital information, characteristics of digital media, 

Forms of digital media, Networked society, Emerging Technologies- Virtual reality, 

augmented reality, mixed reality. Digital Audio Technology: IBOC, DAB, ISDB, TSB, 

DRM; Internet Radio. Digital Video Technology: Interactive television, IPTV. 

Streaming Media Services- Youtube, Netflix, Amazon Instant Video, Vudu, Hulu, 

Hotstar, Xfinity 

Module III 12 Hours 

Digital Image Technology. History of Photography; role of Photography in 

communication; nature, scope and functions of Photography; Role of photography 

in preserving human values; Types of photography- portrait, candid shot, news 

photo, photo feature, landscape, nature, wildlife and sports. Analogue and digital 

photography. Photojournalism, Captions and cut lines; legal and ethical aspects 
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of Photography. Rules of Composition- Rule of Thirds, Balancing elements, Leading 

lines, Symmetry and Patterns, Viewpoint, Background, Depth, Framing, Cropping, 

Focusing. Frozen picture; movement in the picture; shallow and deep depth of field; 

Low Pan effect. 

Module IV 12 Hours 

Camera, Basics of a camera; lens, Sensors, and filters. Types of cameras. Holding 

the camera- using tripods and monopods. Digital Camera modes. Camera file 

formats, Common camera controls- white balance, shift, bracketing, Colour 

temperature, light, shutter speed, aperture, ISO. Exposure Triangle. Lighting sources 

– ambient/natural light; hard and soft lights; light fixtures and reflectors; indoor 

lights; functions of lighting. Artificial light. High key and low-key lighting. 3 Point 

Lighting, Portrait Lighting. 

 

 

MODE OF TRANSACTION 

ICT enabled presentations & lecturing: in this mode of teaching that uses information 

and communications technology to support, enhance, and optimise the delivery of 

information in the digital media space.  

Group Discussions on selected topics: it helps students process information rather than 

simply receive it. The goal of a discussion is to get students to practice thinking about the 

influence and impact of digital media. 

Demonstrating the production stage: is the process of teaching how to produce 

professional photography outputs in a step-by-step process. 

Peer group learning:  in this student learning with and from each other, through a 

learning partnership or a photography group assignment. 

Field training: by which the learners obtain first-hand information by observing the 

professionals, real time actions, equipment and results. 
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Activity-based learning: provides students a way to experience and interact with the 

public and produce desired contents. 

 

 

MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. Gaming/ quiz on any socially relevant topics (13.3%):          2 Mark 

b. Seminar presentations/ Assignments/ Group (13.3%):  2 Mark 

c. Field experiment (13.3%):                               2 Mark 

d. Written Exam (40%):                                           6 Mark 

e. Classroom Participation (20%):                                                  3 Mark 

External Assessment (60 Marks)  Duration 2 Hours, No of Questions: 21 

 

 

 

PATTERN OF QUESTION PAPER 

Pattern Total No. of 
questions 

No. of 
questions to be 

answered 

Marks for each 
question 

Ceiling of 
Marks 

Short answer 12 Up to 12 2 20 

Paragraph 7 Up to 7 5 30 

Essay 2 1 10 10 

Total  60 

 

 

 

MODULE WISE MARK DISTRIBUTION 

Module Mark 
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Module 1 15 

Module 2 15 

Module 3 15 

Module 4 15 

 

REFERENCES: 

• Freeman, M. (2008). The Complete Guide to Digital Photography. United States: Lark Books. 

• Daly, T. (2020). The Fundamentals of Digital Photography. United Kingdom: Taylor & Francis. 

 

COURSE CODE: BMM1B02L 

CORE COURSE II: Digital Photography (Practical) 

Credit Hours/week 
Marks 

Internal External Total 

2 3 15 60 75 

 

Course 

Outcomes 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will be 

able to; 

CO1 
Appraise the expertise in photography meeting 

the criteria stipulated by the media industry.  
Evaluate PSO2 

CO2 
organize the tools and skills required for ensuring 

the industry standards. 
Create PSO7 

CO3 
identify the essential qualities of a 

photojournalist 
Understand PSO1 

CO4 
Demonstrate the approaches of a photographer 

in their real time situations 
Apply PSO3 

CO5 Produce the industry demanded outputs Apply PSO3 
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COURSE CONTENT 
48 hr 

Digital Photography (Practical) 

Basics of Photography 

ISO Setting 

Aperture Settings 

Shutter speed settings 

 

 

 

MODE OF TRANSACTION 

Real time Demonstrations: The instructor provides demonstrations of equipments, how 

to use the camera, camera accessories and lighting equipment,  

Group learning:  in this student learning with and from each other, through learning 

partnerships or an on-field photography group assignment. 

Hands-on exercises: Students can be given assignments to practice capturing 

photographs using digital cameras. This can help them to develop their skills and gain 

experience to work with industry 

 

 

MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. Field experiment (40%):                                                   6 Mark 

b. Assignments (activities and events based) (40%):  6 Mark 

c. Attendance (20%):                               3 Mark 

External Assessment (60 Marks)  Duration: 2 hrs,  No of Questions: 21 
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PATTERN OF QUESTION PAPER 

Pattern Total No. of 
questions 

No. of 
questions to be 

answered 

Marks for each 
question 

Ceiling of 
Marks 

Experiments  

Set 1 (10) 5 

10 50 Set 2 (10) 5 

Set 3 (10) 5 

 Viva Voce 5 10 10 

Total  60 

 

 

MODULE WISE MARK DISTRIBUTION 

Module Mark 

Module 1 15 

Module 2 15 

Module 3 15 

Module 4 15 

 

REFERENCES: 
 

 

 

 

 

 

 

 

 

 

 

 



 

xxv 
 

 

 

 

 

 

 

 

SEMESTER 2 

 

COURSE CODE –BMM2B03 
CORE COURSE III: Fundamentals of Creative Designing 

Credit Hours/week 
Marks 

Internal External Total 

2 3 15 60 75 

Course Outcomes 

 

CO No. 

Expected Course Outcome 
Learning 

Domain 
PSO No. Upon completion of this course, students will 

be able to; 

CO1 
Interpret the history of art to understand the 

concepts of creativity and design skills 
Understand PSO1 

CO2 

Sketch their ideas using basic drawing 

techniques (elements of art and shading 

techniques) 

Apply 

 

PSO3 

 

CO3 Explain Colour theory and its applications Remember 

 

PSO5 

 

CO4 

Develop a systematic, critical approach to 

problem-solving at all levels of the design 

process. 

Create PSO3 
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CO5 
Articulate photo manipulation and digital 

image correction techniques 
Apply PSO6 
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COURSE CONTENT  

Module 1 12 Hours 

History of Art; Rock Art, Classical Art, Renaissance, Medieval Art, Modern Art, 

Contemporary Art, Folk Art. Creativity: Creative skills; Creativity factors-

imagination and visualization; Tools of creativity; art and science of creativity. 

Design skills: concept of design; elements and principles of design; traditional and 

modern designs. Design methods: Ideation, concepts, prototyping and evolution. 

Module 2 
 

12 Hours 

Fundamentals of Art. Drawing, Geometrical drawing. Application of visual 

elements. Basic drawing skills; adding depth and perspective. Colour theory -

RGB-RYB-CMYK-primary colours secondary colours, tertiary colours. Tones, tint & 

shades, Colour wheel, cool Colours, Warm Colour, Colour sense, Colour 

psychology in graphic designing. 

Module 3 12 Hours 

Graphic Design; Applications, Basic skills of a Graphic designer, Brief history of 

Graphic Designing, Tools for Graphic designing, Graphic materials. corporate 

design, editorial design, environmental design, advertising, web design, 

communication design, product packaging and signage; Design page Sizes. Page 

Layout- Working of a Grid System, Basics of composition. Paper- Paper Qualities, 

Paper Types and Print Quality. Binding/Folding- Types of Binding, Type of Folds 

Module 4 12 Hours 

Photoshop-Raster graphics; Image correction. Working with text and vector 

shapes in PSD, File formats, Digital imaging- scanning, resizing and resembling, 

saving. Image correction- working with Layers and the Adjustments Panel, 

Masking, vibrance and saturation, using curves and levels, colour correction. 

Image manipulation-Smart objects, Non- Destructive Transformations with a 
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Smart Object, Filters; Type tool, Blending modes, Grid, Creative composition. 

Stationary designs- Letterheads, business cards, envelopes; Corporate Identity- 

Logo and visual identity; Semiotic designs- Symbols and Signage for various 

environments  

 

 

MODE OF TRANSACTION 

Lectures and ICT enabled Presentations: In this method, the instructor delivers lectures 
on various topics related to drawing, creativity, designing, perspective, color, art history. 
etc.  

Practice exercises: This method involves providing the students with specific drawing 
and coloring exercises (Drawing exercises of living and non-living subjects) to help them 
develop their skills and techniques. 

Drawing book preparation: In this method, students work on individual projects, such as 
still life drawings or portraits, to develop their own style and expression. 

 

MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. Classroom participation (20%): 3 Mark 

b. Test papers I (20%):   3 Mark 

c. Assignment (20%):    3 Mark 

d. Seminar (20%):   3 Mark 

e. Drawing book preparation (20%):      3 Mark 

External Assessment (60 Marks):  Duration: 2 hrs, No of Questions: 21 
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PATTERN OF QUESTION PAPER 

Pattern Total No. of 
questions 

No. of 
questions to be 

answered 

Marks for each 
question 

Ceiling of 
Marks 

Short answer 12 Up to 12 2 20 

Paragraph 7 Up to 7 5 30 

Essay 2 1 10 10 

Total  60 

 

MODULE WISE MARK DISTRIBUTION 

Module Marks 

Module 1 20 

Module 2 20 

Module 3 20 

Module 4 19 

 

REFERENCES: 
 

1. Bruno Munari,Design as Art, Penguin Classics, 2008, ISBN: 9780141035819 
2. Eleanor C. Munro,The Encyclopedia Of Art; Painting, Sculpture, Architecture, And Ornament, 

From Prehistoric Times To The Twentieth Century, Golden Press New York. 
3.  Colin Ware, Visual Thinking for Design, 2008, eBook ISBN: 9780080558417 
4. Holtzschue, L. (2017). Understanding Color: An Introduction for Designers. United Kingdom: 

Wiley. 
5. Meggs’ History of Graphic Design , 2016, by Philip B. Meggs, Alston W. Purvis 
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COURSE CODE –BMM2B04L 

CORE COURSE IV: Computer Graphics (Practical) 

Credit Hours/week 
Marks 

Internal External Total 

2 2 15 60 75 

Course Outcomes 

 

 

 

CO No. 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will 

be able to; 

CO1 
Identify the functions of the different tools 

and menus in graphic designing applications 
Understand PSO 1 

CO2 

Use design principles such as color theory, 

typography, and composition to create 

visually appealing images and designs 

Apply PSO 6 

CO3 
Use graphic designing software to create, 

edit and manipulate images. 
Apply PSO 1 

CO4 

Develop creative problem-solving skills, 

which are essential for finding innovative 

solutions to design challenges. 

Create PSO 7 

CO5 

Create designs for print or digital distribution, 

including understanding file formats, color 

modes, and resolutions, and optimizing 

designs for different platforms and mediums. 

Create PSO 7 
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COURSE CONTENT 32 hr 

Module 1 8 hr 

 
Definitions and characteristics of basic design elements, The role of line in creating form 
and movement, Understanding shapes and their impact on composition, Color theory: 
hue, saturation, value, and color schemes, Texture: visual and tactile qualities, Space: 
positive and negative space and their importance in design 
 
Activity: Analysing existing designs and creating basic compositions using specific 
elements 

Module 2 8 hr 

Introduction to graphic design software interfaces, Basic tools and functions, Creating 
and managing layers, using selection and masking tools, Introduction to vector 
graphics and drawing tools, Basic photo editing and manipulation  
 
Activity: Creating simple digital designs using software tools 
 

Module 3 8 hr 

 
Overview of design principles, Balance: symmetrical, asymmetrical, and radial; 
Contrast: creating visual interest and emphasis; Alignment and proximity: organizing 
elements cohesively; Repetition: creating consistency and unity 
 
Activity: Designing compositions that apply specific design principles 
 

Module 4 8 hr 

 
Logo design: principles and process, Poster design: layout, typography, and imagery, , 
Digital illustration techniques, Strategic use of design elements to convey messages, 
Project planning and execution 
 
Activity: Creating logos, posters, and illustrations based on briefs 
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MODE OF TRANSACTION 

Hands-on training: This method involves providing students with hands-on experience 

using graphic design software and tools, allowing them to practice their skills and 

develop their techniques. 

Critiques: In this method, the instructor provides feedback to students on their designs, 

pointing out areas for improvement and offering suggestions for further development. 

Assignments: Assignments based on real-world projects and scenarios help students 

apply their knowledge and skills to practical situations. 

Online resources: Online resources such as tutorials, videos, and webinars can be used 

to supplement in-class instruction and provide students with additional learning 

opportunities. 

Digital Portfolio Development: Through this project students will learn about branding, 

design principles, and effective presentation of work, which are important skills for a 

career in graphic design. 

 

MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. Classroom participation (20%):                 3 Mark 

b. Digital Portfolio development (40%):     6 Mark 

c. Lab performance/Assignment (20%):     3 Mark 

d. Lab test (20%):                    3 Mark 

External Assessment (60 Marks)  Duration: 2 hrs, No of Questions: 1 

 

 

PATTERN OF QUESTION PAPER 

Pattern Total No. of 
questions 

No. of 
questions to be 

answered 

Marks for each 
question 

Ceiling of 
Marks 
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Lab 2 1 60 - 

Total  60 

 

PRACTICAL QUESTION BANK 

1 Design a social media poster 

2 Design a logo for a brand 

3 Create a vector graphics based on the given reference 

  

 

 

REFERENCES: 

1. The Big Book of Font Combinations by Douglas N Bonneville 

2. Graphic Design For Everyone by Cath Caldwell 

3. Design as Art by Bruno Munari 
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SEMESTER 3 

 
 

COURSE CODE –BMM3B05 

CORE COURSE V: Media Publishing 

Credit Hours/week 
Marks 

Internal External Total 
2 2 15 60 75 

 

 
 

COURSE CONTENT 32 hrs 

Module 1: 7 Hours 

Introduction to Printing Technology: Printing Industry. Introduction to major 

printing process:  Letter Press - Relief Printing, Intaglio prints, Screen Printing. Types 

of Printers, Pre-press Production, Printing Production, Colour separation 

procedures, Colour Processing. 

 

CO No. 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will be 

able to; 

CO1 
Differentiate between the major printing 

technologies and publishing methods.  
Evaluate PSO3 

CO2 
Demonstrate the process of typography 

designing.  
Apply PSO6 

CO3 
Apply the design principles and illustration 

techniques 
Apply PSO6 

CO4 
Design a magazine/brochure/poster using page 

design principles  
Create PSO7 
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Module 2 8 Hours 

Typography –Typestyle, Usage, Bit Mapped Fonts, PostScript fonts. Text; symbols 

and icons; mapping text across platforms. Print page features and applications; 

creating text, editing and formatting text; Text as objects text wraps, Illustrations 

and Images, using and transforming graphics; data merger; 

Module 3 7 Hours 

Vector graphics; exploring selection tools, drawing tools, layers, the Pen tool, 

transformations/distortions, type tools, and modifying paths and shapes. Hands-

on illustration, Photo tracing.   

Module 4 10 Hours 

DTP Software; features and applications, Pages, web documents, Master page 

Settings, spreads, pasteboards. Layout designing- Principles of page makeup, 

mechanics of dummying, positioning, vertical and horizontal makeup and 

flexibility, text and graphics management, Creating books; printing chapters; 

library; indices; table of contents; form and form controls; meta tags. Exporting 

PDF and Other Production Formats.   

 

MODE OF TRANSACTION 

ICT-enabled presentations & lecturing: Basic concepts in the syllabus are delivered 

through lecturing using ICT tools. 

Group Discussions and Activities: Creating Illustrations and typography assignments  

Workshop: Production of a book/magazine/newsletter is to be initiated through a 

workshop 

Field Visit: Field visit to a printing press to familiarise the process of production 

techniques 
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MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. Classroom participation (20%):                            3 Mark 

b. Test papers I (20%):                               3 Mark 

c. Assignment (20%):                               3 Mark 

d. Designing book/magazine/newsletter (40%): 6 Mark 

External Assessment (60 Marks)   Duration: 2 hrs, No of Questions: 21 

 

 

PATTERN OF QUESTION PAPER 

Pattern Total No. of 
questions 

No. of 
questions to be 

answered 

Marks for each 
question 

Ceiling of 
Marks 

Short answer 12 Up to 12 2 20 

Paragraph 7 Up to 7 5 30 

Essay 2 1 10 10 

Total  60 

 

 

MODULE WISE MARK DISTRIBUTION 

Module Marks  

Module 1 20 

Module 2 20 

Module 3 20 

Module 4 19 
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REFERENCES: 

1. Designing with Type, 5th Edition; THE ESSENTIAL GUIDE TO TYPOGRAPHY, 

James Craig and Irene Korol Scala, 2006 

2. Lundberg, P., Ryberg, R., Johansson, K. (2011). A Guide to Graphic Print 

Production. United Kingdom: Wiley. 

3. Handbook of Print Media: Technologies and Production Methods. (2001). 

Germany: Springer. 
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COURSE CODE –BMM3B06 

CORE COURSE VI: Techniques of Post Production- Sound Recording and Editing 

Credit Hours/week 
Marks 

Internal External Total 
2 2 15 60 75 

 
 

 

COURSE CONTENT 32hrs 

Module I 10 Hours 

Introduction to Sound, Sound characteristics, midi and digital sounds, 

psychoacoustics; audio recording techniques; sound mixers/synthesizers; audio 

recording devices; signal ratio. Perception of sound, hearing sensitivity, frequency, 

range-sound wave length-measuring sound basic setup of recording system 

analog/digital cables, connectors, analogue to digital conversion. Microphone 

types unidirectional, bidirectional, Omni directional, cardioids-direction and 

CO No. 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will be 

able to; 

CO1 
Create soundtracks using digital audio 

workstations. 
Create PSO 6 

CO2 
Analyze the sound quality of a space for the 

recording 
Analyze PSO 2 

CO3 
Differentiate the properties and characteristics 

of sound waves 
Understand PSO 1 

CO4 
Illustrate the structure and directionality of 

microphone 
Apply PSO 5 

CO5 
Distinguish the strengths  and weakness  of 

different DAW platforms 
Evaluate PSO 3 
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pickup pattern, noise, choosing the right mike, Loud Speaker and crossovers, 

various sound file extensions. 

Module II 8 Hours 

Audio studio fundamentals: introduction to Pro Tools, installing Pro Tools and the 

textbooks, DVD contents, the Pro Tools interface, signal flow, gain stages, IIO setup, 

types of tracks, creating a new session in Pro Tools, keyboard shortcuts. Pro Tools 

recording techniques: setting recording levels, sample rate and bit depth, sound 

wave fundamentals, deeper into sampling, sampling and anti-aliasing, 

quantizing and coding, hard drive space requirements, disk allocation, session 

parameters, buffer settings and latency times, the basics of microphones and 

microphone techniques, Pro Tools preferences, importing audio and session data, 

keyboard shortcuts, assignment: the ultimate recording. 

Module III 7 Hours 

Introduction to Daws; file formats; data selection; recording audio; recording 

modes and media; audio mixing; audio formats; MP3s Location sound recording, 

Separate Audio vs In Camera Audio, Leads and Adapters, Microphone 

Accessories, Lavelier Tie Clip Placement, Boom Mic Placement, Recording Gigs & 

Amplified Performances, Wild track & Room tone, Syncing Audio. Basic of audio 

editing and Mastering; conversion of files from one format to another; monostereo 

conversions; spectrum analysis, Techniques of Mastering, Surround Sound 

Creation, Audio special effects; audio plug-ins; pre-recorded audio editing; 

copyright issues. 

Module IV 7 Hours 

Recording: busses, playlists, use of sound effects, dialogue, music. Equalization. 

balancing of levels panning, mixing, creative use of soundtrack, the art of 

producing and recording Your Own Music, memory locations and markers, window 

configurations and arrangements, using inserts, the basics of effects loops, 

headphones and headphone mixers. 
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MODE OF TRANSACTION 

ICT enabled presentations & lecturing: in this mode of teaching that uses information 

and communications technology to support, enhance, and optimise the delivery of 

information about the digital audio productions. 

Group Discussions on selected topics: it helps students process information rather than 

simply receive it. The goal of a discussion is to get students to practice thinking about the 

techniques of sound production. 

Demonstrating the production stage: is the process of teaching how to produce quality 

sound outputs in a step-by-step process. 

Peer group learning:  in this student learning with and from each other, through a 

learning partnership or a radio production group assignment. 

Field training: by which the learners obtain first-hand information by observing the 

professionals, real time operations, equipment and results. 

Activity-based learning: provides students a way to experience and interact with the 

public and produce desired contents. 

 

MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. quiz on selected topics of the syllabus (13.3%):         2 Mark 

b. Assignment /Seminar (13.3%):            2 Mark 

c. Attendance (20%):                                       3 Mark 

d. Field experiment on digital sound production (13.3%):     2 Mark 

e. Written exam (40%):                                                                 6Mark 

External Assessment (60 Marks)  Duration: 2 hrs, No of Questions: 21 
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PATTERN OF QUESTION PAPER 

Pattern Total No. of 
questions 

No. of 
questions to be 

answered 

Marks for each 
question 

Ceiling of 
Marks 

Short answer 12 Up to 12 2 20 

Paragraph 7 Up to 7 5 30 

Essay 2 1 10 10 

Total  60 

 

 

MODULE WISE MARK DISTRIBUTION 

Module Mark 

Module 1 25 

Module 2 19 

Module 3 19 

Module 4 16 

REFERENCES: 

1. Samuel J. Sauls , Craig A. Stark- Audio Production Worktext: Concepts, Techniques, and 
Equipment Paperback, Routledge. 

2. Jay Rose- Producing Great Sound for Film and Video, Routledge 

3. Mike Senior -Recording Secrets, mitp Verlags GmbH & Co. KG 

4. David Miles Huber and Robert E. Runstein - Modern Recording Techniques (Audio 
Engineering Society Presents), Routledge 

5. Robert McLeish Jeff Link- Radio Production, Routledge 

6. Simran Kohli- The Radio Jockey Hand Book, Fusion Books 

7. Jose Valenzuela- he Complete Pro Tools Handbook, Backbeat Books 

8. Jeremy Krug- Mastering Pro Tools Effects, Cengage Learning, Inc 
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COURSE CODE – BMM3B07L 
CORE COURSE VII: Media Publishing (Practical) 

Credits Hours/week 
Marks 

Internal External Total 
2 2 15 60 75 

Course Outcomes 

 

 

  

 

CO No. 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will 

be able to; 

CO1 

Practice the basic functionalities of media 

publishing software using layout and design 

principles 

Apply PSO1 

CO2 

Develop and implement a comprehensive 

media content strategy tailored to a specific 

target audience. 

Evaluate PSO2 

CO3 

Design visually appealing and user-friendly 

layouts for different media formats (e.g., 

articles, social media posts). 

Create PSO7 

CO4 

Produce high-quality media content, 

including written, visual, and multimedia 

elements, adhering to industry standards and 

audience preferences. 

Create PSO7 
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COURSE CONTENT 32 Hours 

Module 1 6 hrs 

Basics of Media Publishing Software 
Create a simple document, navigate through menus, and use basic tools (selection, 
type, shape). 

Module 2 6 hrs 

Basic Layout and Design Principles 
Design a flyer for a fictional event, using text boxes, images, and shapes. 

Module 3 10 hrs 

Working with Text, Images and Graphics 
Create a tri-fold brochure for a local business, incorporating images, logos, and graphic 
elements. 

Module 4 10 hrs 

Advanced Layout Techniques 
Design a four-page newsletter with multiple articles, images, and advertisements. 

 

 

MODE OF TRANSACTION 

 

Hands-on training: This method involves providing students with hands-on experience 

using graphic design software and tools, allowing them to practice their skills and 

develop their techniques. 

Critiques: In this method, the instructor provides feedback to students on their designs, 

pointing out areas for improvement and offering suggestions for further development. 

Assignments: Assignments based on real-world projects and scenarios help students 

apply their knowledge and skills to practical situations. 

Online resources: Online resources such as tutorials, videos, and webinars can be used 

to supplement in-class instruction and provide students with additional learning 

opportunities. 
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Digital Portfolio Development: Through this project students will learn about branding, 

design principles, and effective presentation of work, which are important skills for a 

career in graphic design. 

 

 

 

MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. Attendance (20%):                                        3 Mark 

b. Lab performance/Assignments (20%):        3 Mark 

c. Digital Portfolio Development (40%):            6 Mark 

d. Lab Test (20%):              3 Mark 

External Assessment (60 Marks) Duration: 2 hrs, No of Questions: 21 

 

 

 

PATTERN OF QUESTION PAPER 

Pattern Total No. of 
questions 

No. of 
questions to be 

answered 

Marks for each 
question 

Ceiling of 
Marks 

Lab 

Set 1 – 2  

1 60 

- 

Set 2 - 2 - 

Set 3 - 2 - 

Total  60 
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Practical Exam Question Bank 

1 
Design a flyer for a fictional event applying elements and principles of 
Graphic Design (Include Title, Date, Location, at least one image and three 
shapes, Use text boxes for title, date, and location) 

2 Design a Poster for a fictional event applying elements and principles of 
Graphic Design (Include Title, Date, Location, at least one image and three 
shapes, Use text boxes for title, date, and location) 

3 Create a tri-fold brochure for a local business that includes the following; 
Company name, Sections: Home, Services, Contact Us, Incorporate the 
company logo and at least three images of landscaping work also Use 
graphic elements to enhance the design 

 4 Create a bi-fold brochure for a local business that includes the following; 
Company name, Sections: Home, Services, Contact Us, Incorporate the 
company logo and at least three images of landscaping work also Use 
graphic elements to enhance the design 

 5 Design a two-page newsletter with the following sections: 
Page 1: Cover page with title, date, and main image 
Page 2: Table of contents and editorial 

6 Design a two-page magazine with the following sections: 
Page 1: Cover page with title, date, and main image, subheadings 
Page 2: Table of contents and contact information 

REFERENCES: 

1. Introduction to Desktop Publishing with Adobe InDesign A Complete Guide for 
Everyone.. (2023). (n.p.): Indranil Roy. 

2. Gordon, J., Jansen, C., Schwartz, R. (2018). Learn Adobe InDesign CC for Print and Digital 
Media Publication: Adobe Certified Associate Exam Preparation. United Kingdom: Pearson 
Education. 

3. Burns, D., Cohen, S. (2014). Digital Publishing with Adobe InDesign CC: Moving Beyond Print 
to Digital. United Kingdom: Pearson Education. 

4. Introduction to Desktop Publishing with Adobe InDesign A Complete Guide for 
Everyone.. (2023). (n.p.): Indranil Roy. 
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COURSE CODE –BMM3B08L 

CORE COURSE VIII: Techniques of Post Production- Sound Recording and Editing 

(Practical) 

Credit Hours/week 
Marks 

Internal External Total 
2 3 15 60 75 

 Course Outcomes 

 

CO No. 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will 

be able to; 

CO1 
Identify the characteristics and properties of 

sound wave signal 
Understand PSO2 

 

CO2 
Assemble and produce audio contents using 

advanced software equipment. 
Create PSO6 

CO3 
Use DAW to record, edit and masterize 

different audio tracks  
Apply PSO5 

CO4 
Compare the output quality of different DAW 

softwares 
Evaluate PSO3 

 

CO5 
Measure the degree of importance of mic 

quality in the studio and field production 
Evaluate PSO3 
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COURSE CONTENT 48 Hours 

Module 1 10 hrs 

Analyzing Sound Wave Signals in Software Equipment 
 

Module 2 15 hrs 

Assemble and Produce Audio Contents Using Advanced Software Equipment 
 

Module 3 13 hrs 

Use Software Equipment to Record, Edit, and Master Different Audio Tracks 
 

Module 4 10 hrs 

Measure the Degree of Importance of Mic Quality in Studio and Field Production 
 

 

 

MODE OF TRANSACTION 

Real time Demonstrations: The instructor provides demonstrations of equipment, how to 

use the sound recorder. 

Group learning:  in this, students learn with and from each other, through learning 

partnerships or an audio production group assignment.  

Hands-on exercises: Students can be given assignments to practice radio programme 

production. This can help them to develop their skills and gain experience to work with 

industry.   

 

MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. Field experiment (33.3%):         4 Mark 

b. Assignments (33.3%):          8 Mark 
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c. Course assignment (33.3%):          4 Mark 

 

External Assessment (60 Marks)  Duration: 2 hrs, No of Questions: 1 

 

PATTERN OF QUESTION PAPER 

Pattern Total No. of 
questions 

No. of 
questions to be 

answered 

Marks for each 
question 

Ceiling of 
Marks 

Lab 

Set 1 – 2  

1 60 

- 

Set 2 - 2 - 

Set 3 - 2 - 

Total  60 

 

Practical Exam Question Bank 

1 

Produce a 1-minute promotional podcast segment.  Edit the tracks to 
remove unwanted noise and apply basic effects (e.g., EQ, compression)., Mix 
the tracks to create a cohesive final product., Export the final mix as an MP3 
file. 

2 Record, edit, and master a 30-second music clip. Edit the recording to 
enhance clarity and remove any imperfections. Apply mastering effects to 
optimize the overall sound quality.  Export the mastered track as a WAV file. 

 

REFERENCES: 

1. Atkinson, D. (2013). The Sound Production Handbook. United Kingdom: Taylor & Francis. 

2. Struthers, M. (2011). Steinberg Nuendo 5. (n.p.): Virtual Training Company. 

3. Murray, L. (2019). Sound Design Theory and Practice: Working with Sound. United 

Kingdom: Taylor & Francis. 

4. Farnell, A. (2010). Designing Sound. United Kingdom: MIT Press. 
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SEMESTER 4 

 

COURSE CODE –BMM4B09 

CORE COURSE IX: Introduction to Cinematography 

Credits Hours/week 
Marks 

Internal External Total 
2 2 15 60 75 

Course Outcomes 
 

 

COURSE CONTENT 

Module 1  8 Hours 

History of Motion Video Recording. Evolution of Video Recording systems. 

Fundamentals of handling video camera systems – lenses, filters and recorders. 

Balancing camera in hands, on shoulders and on mounting Devices. Mounting 

CO No. 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will 

be able to; 

CO1 
identify and explain the parts and fundamental 

structure of a digital camcorder 
Understand PSO2 

CO2 
Classify and appraise the cinematic elements 

used in films 
Analyze PSO2 

CO3 choose different lighting for video production Apply PSO5 

CO4 

Summarize the advancement of digital video 

technology over conventional analog video 

production system 

Evaluate PSO3 

CO5 
Design cinematography for delivering the idea 

using film grammar 
create PS06 
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Devices: tripods/pedestals, dollies, cranes, Slider, Steady cam. Shallow focus and 

deep focus; camera movements – pan; tilt; zoom; track; crab. 5 Cs of 

cinematography (camera angles, continuity, cutting, close - ups & composition).  

Module 2 8 Hours 

Shot types, Shot composition; Proportion; Rule of thirds; Framing; Pictorial balance; 

Continuity; Triple take, Light positions; Taking different shots to convey idea(s), 

meaning and relationships; Master shots/establishing shot; subjective, objective 

and Point of view shots; Regressive and Progressive shots, Cut-away and cut in 

shots; Retakes. 

Module 3 8 Hours 

Camera Lenses- aperture, focal length, lens angle and image size; Video gain; 

Exposure, Colour balance; DV Cam, HD, 2K, 4K, Analog and digital Video signals – 

composite, component, S- Video – DVI, VGA, HDMI, SDI; Video recorders; Choosing 

the correct focal length - Zoom lenses; Camera Control Units (CCU); Camcorders, 

DSLR and Mobile Video Recording.                                                                             

Module 4 8 Hours 

Lighting: natural light and artificial light; Basic light sources: key light, fill light and 

back light. Shading devices; Filters: Reflectors; Diffusers; Umbrellas; Light meters; 

matching outdoor- and indoor-light. Lighting techniques to create mood, time 

period and special effects. 

 

MODE OF TRANSACTION 

 

ICT enabled presentations & lecturing: in this mode of teaching that uses information 

and communications technology to support, enhance, and optimise the delivery of 

information about the digital video productions.  
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Group Discussions on selected topics: it helps students process information rather than 

simply receive it. The goal of a discussion is to get students to practice thinking about the 

planning, execution and successful completion of production techniques. 

Demonstrating the production stage: is the process of teaching how to produce quality 

visual outputs in a step-by-step process. 

Peer group learning:  in this student learning with and from each other, through a 

learning partnership or a film production group assignment. 

Field training: by which the learners obtain first-hand information by observing the 

professionals, real time operations, equipment and results. 

Nature Camp: provides students a way to experience and interact with the Nature and 

produce environmental media contents. 

 

Note: Nature camp is compulsory for the     fulfilment of this course 

 

 

 

MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. Attendance (20%):                        3 Mark 

b. Seminar (13.3%):                                 2 Mark 

c. Assignment (13.3%):            2 Mark 

d. Field experiment (13.3%):          2 Mark 

e. Written exam (40%):                         6 Mark 

External Assessment (60 Marks)  Duration:2 hr , No of Questions: 21 

 

PATTERN OF QUESTION PAPER 

Pattern Total No. of 
questions 

No. of 
questions to be 

answered 

Marks for each 
question 

Ceiling of 
Marks 
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Short answer 12 Up to 12 2 20 

Paragraph 7 Up to 7 5 30 

Essay 2 1 10 10 

Total  60 

 

 

MODULE WISE MARK DISTRIBUTION 

Module Marks  

Module I:  25 

Module II: 19 

Module III: 19 

Module IV:  16 

 

 

   REFERENCES:  

1. Brown, B. (2016). Cinematography: theory and practice: image making for cinematographers 

and directors. Routledge. 

2. Hoser, T. (2018). Introduction to Cinematography: Learning through practice. Routledge. 

3. Mercado, G. (2013). The filmmaker's eye: Learning (and breaking) the rules of cinematic 

composition. Routledge. 

4. Zettl, H. (1973). Sight, Sound, Motion; Applied Media Aesthetics. 

5. David Stump, A. S. C. (2021). Digital cinematography: fundamentals, tools, techniques, and 

workflows. Routledge. 
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COURSE CODE –BMM4B010 

CORE COURSE X: Fundamentals of Web & UI/UX Designing 

Credit Hours/week 
Marks 

Internal External Total 
2 2 15 60 75 

Course Outcomes 

CO No. 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will 

be able to; 

CO1 
Identify different types of HTML tags and 

understand their purpose. 
Understand PSO1 

CO2 

Use HTML tags to define website contents like 

headings, paragraphs, lists, links, tables, forms 

and images. 

Apply PSO3 

CO3 
Use CSS (Cascading Style Sheets) to enhance 

the appearance of HTML elements  
Apply PSO3 

CO4 
Apply design principles and user interface (UI) 
patterns to create visually appealing and 
intuitive user interfaces. 

Apply PSO3 

CO5 
Create web pages that are accessible to all 

users, including those with disabilities. 
Create PSO7 
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COURSE CONTENT 

Module I:  8 Hours 

What is Markup Language, Basic Structure of HTML, How to Use Head & Body 

Section In HTML, How to Create Heading Tags & Paragraph Tags In HTML, How To 

Insert Images In HTML, How to Format Text In HTML Page, How To Create Links In 

HTML, How To Create Tables in HTML, Properties Of Tables, How To Create Lists in 

HTML, How To Use Title & Meta Tags. 

Module II:  8 Hours 

HTML Forms: Form Tag, Attributes of Form, POST and GET Method, Field set and 

Legend, Text input, Text area, Checkbox and Radio Button, Dropdown, List and 

opt group, File Upload and Hidden Fields, Submit, Image, Normal, Reset Button, 

Creating a Live Website Form, HTML Validators                                       

Module III: 8 Hours 

What is CSS? Line Height Property in CSS, Body Background In CSS, How to Use 

Class IDs in CSS, How to Create DIVs in CSS, How to Manage Positioning in CSS? 

How to Decorate Links in CSS? How to Manage External, Internal & Inline CSS? 

Module IV  15 Hours 

UI Designing and UX Designing; UI Design process: Application brand strategy, 

Application wireframing and planning, Navigation system, User centred 

navigation, Design and color principles, Visual design elements, Visual design 

strategy, Visual design fundamentals for the web and mobile app, Typography 

hierarchy, Font selection & Text presentation, Image selection, Concept 

Presentation to client; Introduction to industry’s leading applications used in UI 

designing. 
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MODE OF TRANSACTION 

ICT enabled Presentations & Lectures:  In this method, the instructor presents 
information about web design concepts, techniques, coding and best practices to the 
learners. 

Case Studies: The instructor presents real-world examples of successful web designs 
and explains the UI and UX elements used to create visually appealing and intuitive user 
interfaces. 

Tutorials: Learners follow step-by-step tutorials to create specific web designs or learn 
new coding techniques. 

Online resources: Learners use online resources such as video tutorials, e-books, and 
web design blogs to supplement their learning.  

 

MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. Seminar (20%):                      3 Mark 

b. Written exams (40%):          6 Mark 

c. Case Study Report (20%):          3 Mark 

d. Attendance (20%):          3 Mark 

External Assessment (60 Marks)  Duration: 2 hr  No of Questions:21  

 

PATTERN OF QUESTION PAPER 

Pattern Total No. of 
questions 

No. of 
questions to be 

answered 

Marks for each 
question 

Ceiling of 
Marks 

Short answer 12 Up to 12 2 20 

Paragraph 7 Up to 7 5 30 

Essay 2 1 10 10 

Total  60 
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MODULE WISE MARK DISTRIBUTION 

Module Marks  

Module I:  25 

Module II:  25 

Module III:  20 

Module IV:  9 

 

REFERENCES: 

1. Thomas Powell, HTML & CSS: The Complete Reference, McGraw Hill Education, 2017 

2. HTML5 & CSS3 For Beginners: Your Guide To Easily Learn HTML5 & CSS3 Programming in 7 Days, 
Icode Academy, 2017 

3. Fabio Staiano, Designing and Prototyping Interfaces with Figma: Learn essential UX/UI design 
principles by creating interactive prototypes for mobile, tablet, and desktop, Packt Publishing 
Limited, 2022 

4. Prof. Satish Jain, Web Designing and Publishing, BPB Publications, 2020 
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Course Outcomes 

CO No. 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will 

be able to; 

CO1 

Integrate and organize the skills of 

cinematography for industry standard 

outputs. 

Create PSO7 

CO2 
summarize the objectives of the production for 

external funding 
Understand PSO2 

CO3 
Break down the script for designing the 

production 
Analyze PSO2 

CO4 
choose the correct programme formats for 

conveying the concept 
Apply PSO5 

CO5 
Compile and combine cinematography 

elements to deliver the desired output 
Create PSO6 

  

COURSE CODE – BMM4B11L 

CORE COURSE XI:  Introduction to Cinematography (Practical) 

Credit Hours/week 
Marks 

Internal External Total 
2 2 15 60 75 
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COURSE CONTENT 32 Hours 

Module 1 15 hrs 

Basics camera-ISO, Aperture, Shutter speed Exercises  

Module 2 15 hrs 

Basics of   Accessories  

Module 3 15 hrs 

Basics of Lighting equipment  

Module 4 15 hrs 

On field video production assignment  
 

MODE OF TRANSACTION 

Real time Demonstrations: The instructor provides demonstrations of equipment, how to 

use the camera, camera accessories and lighting equipment. 

Group learning:  in this student learn with and from each other, through learning 

partnerships or an on-field video production group assignment. 

Hands-on exercises: Students can be given assignments to practice video recording 

using digital cameras. This can help them to develop their skills and gain experience to 

work with industry.  

 

 

MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. Field experiment/ Group work (20%):    3 Mark 

b. Assignments(activities) (40%):      3 Mark 

c. Course assignment (20%):       3 Mark 

d. Seminar (20%):                                           3 Mark 
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e. Attendance (20%):       3 Mark 

External Assessment (60 Marks)  Duration :2 hr,  No of Questions:1  

 

PATTERN OF QUESTION PAPER 

Pattern Pattern Pattern Pattern Ceiling of 
Marks 

Lab 

 

Set 1- 2 qn 

1 60 

- 

Set 2- 2 qn - 

Set 3- 2 qn - 

Total  60 

 

Practical Exam Question Bank 

1 
Set up a DSLR camera for an outdoor daylight scene. Adjust the settings (ISO, 
aperture, and shutter speed) to achieve the correct exposure. 

2 Using a basic three-point lighting setup, adjust the lighting to create a 
dramatic mood for a portrait shot. Justify the position of each light and the 
intensity of each source. 

3 Demonstrate how to connect and set up an external shotgun microphone 
on the camera. Record a short interview and adjust the audio levels to avoid 
distortion or background noise. 

 

REFERENCES: 
 

1. Brown, B. (2016). Cinematography: theory and practice: image making for cinematographers 

and directors. Routledge. 

2. Hoser, T. (2018). Introduction to Cinematography: Learning through practice. Routledge. 

3. Mercado, G. (2013). The filmmaker's eye: Learning (and breaking) the rules of cinematic 

composition. Routledge 
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COURSE CODE –BMM4B12L 

CORE COURSE XII: Fundamentals of Web & UI/UX Designing (Practical) 

Credit Hours/week 
Marks 

Internal External Total 
2 3 15 60 75 

Course Outcomes 

CO No. 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will 

be able to; 

CO1 
Identify different types of HTML tags and 

understand their purpose. 
Understand PSO1 

CO2 
Use HTML tags to define text and images and 

other contents to create engaging web pages 
Apply PSO3 

CO3 

Use CSS (Cascading Style Sheets) to enhance 

the appearance of HTML elements and create 

responsive layouts. 

Apply PSO3 

CO4 

 Create an accessible website which is easier 

to navigate and use for all users, including 

those with disabilities.  

Create PS03 

CO5 
Create web pages for search engines using 

HTML metadata and semantic markup. 
Create PSO7 
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COURSE CONTENT 48 Hours 

Fundamentals of Web & UI/UX Designing (Practical)  

  

  

 

 

MODE OF TRANSACTION 

Hands-on practice: Learners get hands-on practice by creating  

web designs and coding them using HTML and CSS. 

Individual projects: Learners will get tasks to design and develop webpages 

incorporating different design elements and coding languages. 

Critiques and feedback: Learners receive feedback from the instructor and their peers 

on their web designs and coding projects, and learn how to improve their work. 

 
 

MODE OF ASSESSMENT 

Internal Assessment (20 Marks) 

a. Attendance (20%):                                     3 Mark 

b. Lab performance/Assignments (20%):      3 Mark 

c. Web Design Project (40%):            6 Mark 

d. Lab Test (20%):            3 Mark 

External Assessment (60 Marks)  Duration:2 hrs, No of Questions:1 

 

PATTERN OF QUESTION PAPER 

Pattern Pattern Pattern Pattern Ceiling of 
Marks 

Lab Set 1- 2 qn 1 60 - 
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 Set 2- 2 qn - 

Set 3- 2 qn - 

Total  60 
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SEMESTER 5 

COURSE CODE –BMM5B13 

CORE COURSE XIII: Introduction to 3D Modelling and Texturing 

Credit Hours/week 
Marks 

Internal External Total 
2 3 15 60 75 

Course Outcomes 

CO No. 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will 

be able to; 

CO1 
Explain basic modelling techniques for 3D 

objects 
Understand PSO2 

CO2 
Compare various shading and texture 
materials available in the 3D software  Analyse PSO7 

CO3 
Discover various lighting techniques 

appropriate for the desired 3D environment 
Apply PSO7 

CO4 

Design a portfolio showcasing original 3D 

models and textured objects in a professional 

and visually appealing manner. 

Create PSO3 

CO5 
Analyse the various modelling techniques and 

their proper texturing techniques 
  

 

 

COURSE CONTENT 

Module 1   12 Hours 

Introduction to 3D Modelling- Concept of dimensions of objects/images: 

Introduction to 3D software; basics of modelling; polygon, curves, surfaces, Basic 
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modelling tools, primitives, Creating/editing Spline shapes; 3D transformation. 

Props Modeling –Interior Modeling–Basics of Character Modeling, Modeling 

simple models/objects, Use of Reference Images 

Module 2  12 Hours 

Surfacing the model; Hypershade window, Basic shader types: Lambert, Blinn, 

Phong, Cook- Torrance etc.; Texture maps: Colour maps, Bump maps, Specular 

maps, Transparency maps, Reflection maps, Displacement maps, Normal maps. 

Basic lighting setup: Directional light, Spot light, Point light; Casting shadows  

Module 3  12 Hours 

What is Unwrapping - concepts - purpose of unwrapping -, application of maps, 

how to create and layout UVs for objects using different projection methods. Its 

attributes Utilizing the UV texture editor. Interactive editing its positions in viewport 

& its main attributes to control mapping areas over objects. Rendering. 

Module 4 12 Hours 

Basics of Texturing. How to generate UV map in UV Texture. Using UV layout tools 

like unfold for flattening UV's over mesh to create flat 2D map using commands. 

Tools available in uv editor like sew for merging 2 or more edge's into single, relax 

for maintaining uniformity between uv's, cut for detaching uv map, Stretching UVs 

to fit in grid, aligning uv's in grid. 

 

MODE OF TRANSACTION 

ICT enabled Presentations & Lectures 

Case Studies 

Tutorials 

Online resources 
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MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. Seminar presentations (20%): 3 Mark 

b. Written exams (40%):   6 Mark 

c. Group Discussion (20%):   3 Mark 

d. Attendance (20%):   3 Mark 

External Assessment (60 Marks)  Duration:2 hr  No of Questions:21  

 

PATTERN OF QUESTION PAPER 

Pattern Total No. of 
questions 

No. of 
questions to be 

answered 

Marks for each 
question 

Ceiling of 
Marks 

Short answer 12 Up to 12 2 20 

Paragraph 7 Up to 7 5 30 

Essay 2 1 10 10 

Total  60 

 

 

MODULE WISE MARK DISTRIBUTION 

Module Marks 

Module I:  

 

  

25 

Module II:  

 

15 

Module III:  25 

Module IV:  14 

 

REFERENCES: 

1. Chopine, A. (2011). 3D Art Essentials: The Fundamentals of 3D Modelling, Texturing, and 
Animation. Netherlands: Focal Press. 

2. Chandramouli, M. (2021). 3D Modelling &amp; Animation: A Primer. United States: CRC 
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Press. 
3. Flavell, L. (2010). Beginning Blender: Open-Source 3D Modelling, Animation, and Game 

Design. United States: press. 
 

 

COURSE CODE –BMM5B14 

CORE COURSE XIV: Advanced Web designing 

Credit Hours/week 
Marks 

Internal External Total 
2 3 15 60 75 

Course Outcomes 

CO No. 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will 

be able to; 

CO1 

Identify the principles of design that are 

specific to the web, including layout, 

typography, color theory, and visual hierarchy. 

Understand PSO2 

CO2 

Identify different design and content features 

that are commonly used in different types of 

websites like blogs, e-commerce websites, 

news websites, social media etc. 

Understand PSO7 

CO3 
Explain characteristics and features of different 

digital marketing channels and strategies. 
Understand PSO7 

CO4 

Create wireframes and prototypes of web 

pages and sites, allowing them to test and 

refine their designs before finalizing them. 

Create PSO3 

CO5 

Develop professional websites according to 

industry standards with the help of CMS 

applications like WordPress. 

Create PSO7 

 

 



 

lxvii 
 

 

 

 

 

COURSE CONTENT 

Module 1 12 Hours 

What is web designing, Importance of web designing:  Impact on user experience, 

branding, and marketing, Web design principles, Types and characteristics of web 

sites: Corporate Websites, Blog websites, e-commerce websites, magazine/news 

websites, LMS websites:  Moodle 

Module 2 12 Hours 

Introduction to digital marketing, Digital marketing strategy: audience, research, 

competition analysis, content creation, SEO, Social media marketing, Email 

marketing, Analytics and measurement, Mobile marketing 

Module 3 12 Hours 

What is CMS? Advantages of CMS platforms, Introduction to WordPress, Installing 

WordPress locally, Installing WordPress on a web host, WordPress settings, Plugins 

& Themes, Website content with Posts and Pages, The Home page, Website 

navigation, WordPress security. 

Module 4 12 Hours 

Freelancing with WordPress, Web Hosting Basics, Types of Hosting Packages, 

registering domains, Defining Name Servers, Using Control Panel, Wire framing 

Layout, how to submit proposal for client, Maintaining a Website, Security 

Measures 

 

MODE OF TRANSACTION 
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ICT enabled Presentations & Lectures:  In this method, the instructor presents 

information about web design concepts, techniques, development and best practices to 

the learners. 

Case Studies: The instructor presents real-world examples of successful web designs 

and explains the UI and UX elements used to create visually appealing and intuitive user 

interfaces. 

Tutorials: Learners follow step-by-step tutorials to develop specific web designs which 

fulfils the requirement of clients. 

Online resources: Learners use online resources such as video tutorials, e-books, and 

web design blogs to supplement their learning.  

 

MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. Seminar presentations (20%): 3 Mark 

b. Written exams (40%):   6 Mark 

c. Case Study Report (20%):   3 Mark 

d. Attendance (20%):   3 Mark 

External Assessment (60 Marks)  Duration:2hr, No of Questions:21 

 

PATTERN OF QUESTION PAPER 

Pattern Total No. of 
questions 

No. of 
questions to be 

answered 

Marks for each 
question 

Ceiling of 
Marks 

Short answer 12 Up to 12 2 20 

Paragraph 7 Up to 7 5 30 

Essay 2 1 10 10 

Total  60 
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MODULE WISE MARK DISTRIBUTION 

Module Marks 

Module I:  

 

25 

Module II:  15 

Module III:  25 

Module IV:  14 

 

REFERENCES: 
 

1. Dr. Ritesh Kumar, Learn WordPress in Easy Way, Ganpati Book Centre, 2019 
2. Darryl Bartlett, WordPress in easy steps, In Easy Steps Limited, 2019 
3. Andy Sylvester, Set Up Your Own Platform: How to create and own your website, 

newsletter, and social media presence, Easy Tech Press, 2021 
4. Lynda Felder, writing for the Web: Creating Compelling Web Content Using Words, 

Pictures, and Sound, Que Publishing, 2011 
5. Lev Manovich, The Language of New Media (Leonardo Books), MIT Press,2002 
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COURSE CODE –BMM5B15 

CORE COURSE XV: Techniques of Post Production – Visual Editing 

Credit Hours/week 
Marks 

Internal External Total 
2 3 15 60 75 

Course Outcomes 

CO No. 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will 

be able to; 

CO1 
Define the significance of visual editing in the 

overall storytelling process. 
Understand PSO2 

CO2 Recognize the impact of editing on audience 

engagement and narrative flow. 
Understand PSO2 

CO3 

Familiarize themselves with industry-standard 

editing software navigating the user interface, 

importing media, and creating new projects. 

Evaluate PSO5 

CO4 
Apply all learned techniques to create a 

polished final edit of a project.  
Create PSO2 

 

COURSE CONTENT 

Module I 12 Hours 

Introduction to the history of film editing. Lumiere Brothers, Thomas Edison, Edwin 

Porter, DW Griffith); the manipulation of editing; Lev Kuleshov’s experiment; the 

language of cinema; introduction to the editor as storyteller and understanding 

the narrative structure. Editing is an Instrument of Impression (Rational Editing). 
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Various principles of Editing like Contrast, Parallelism, Symbolism, Simultaneity & 

Leit-motif (Reiteration of theme). Several more principles like Continuity, Making 

an edit invisible, Motivation for every edit, Delivering a message, Bearing audio in 

mind, editing is creating, Control of Overuse technique or Visual effects. 

Module II 12 Hours 

Basics of video signals; signal-noise ratio; video standards; analogue and digital 

video; video for TV and Web Video in multimedia; Editing in Digital era:' 

Standardization in formats and aspect ratio in Television; Action cutting; 

Sequence cutting; Parallel cutting; Editing styles in advertising; Editing dramatic 

scenes; Dramatic continuity 

Module III 12 Hours 

Basics of Video editing – linear and non-linear, non-linear editing equipment and 

software. Shot logging; metadata, re-shoot; EDL; importing and organizing, video 

clips; timeline tools; trimming clips. 

Module IV 12 Hours 

Introduction Final Cut Pro /Adobe Premiere- features and characteristics; 

importing and organizing video clips; timeline tools; clips trimming; batch 

capturing; capturing with and without device controls. timing; ordering of shots; 

manipulating time through editing continuity; structuring a scene; structuring a 

film/programme; mixing under tracks; editing and organizing audio effects; 

monitoring and adjusting audio levels; applying transitions to fade volume; 

setting keyframes to change volume; using the audio mixer; recording a narration 

track; applying filters; viewing and modifying filter parameters; applying audio 

filters; using a Colour correction filter; animating filters. 

 

MODE OF TRANSACTION 
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ICT enabled Presentations & Lectures 

Tutorials 

Online resources  

 

MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. Seminar presentations (20%): 3 Mark 

b. Written exams (40%):   6 Mark 

c. Group Discussion (20%):   3 Mark 

d. Attendance (20%):   3 Mark 

External Assessment (60 Marks)  Duration:2 hr,  No of Questions:21 

 

 

PATTERN OF QUESTION PAPER 

Pattern Total No. of 
questions 

No. of 
questions to be 

answered 

Marks for each 
question 

Ceiling of 
Marks 

Short answer 12 Up to 12 2 20 

Paragraph 7 Up to 7 5 30 

Essay 2 1 10 10 

Total  60 

 

 

MODULE WISE MARK DISTRIBUTION 

Module Marks 

Module I:  25 

Module II:  15 
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Module III:  25 

Module IV: 14 

 

REFERENCES: 
1. Dancyger, K. (2007). The technique of film and video editing: history, theory, 

and practice. Boston: Focal Press. 
2. Pearlman, K. (2012). Cutting Rhythms: Shaping the Film Edit. Netherlands: Taylor & 

Francis. 
3. Bowen, C. J., Thompson, R. (2009). Grammar of the Edit. Netherlands: Focal Press. 

 
 

COURSE CODE –BMM5B16L 

CORE COURSE XVI: Introduction to 3D Modelling and Texturing (Practical) 

Credit Hours/week 
Marks 

Internal External Total 
3 3 15 60 75 

Course Outcomes 

CO No. 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will 

be able to; 

CO1 
Recall the functions of different 3D tools and 

their respective keyboard shortcuts. 
Remember PSO1 

CO2 
Apply their knowledge of 3D modeling to 

create basic 3D models in 3D software. 
Apply PSO5 

CO3 

Experiment with complex 3D modeling 

problems and use critical thinking skills to 

identify the best approach to solve them. 

Analyze 

 

PSO3 

 

CO4 

Apply their knowledge of 3D modeling to 

create more complex 3D models, 

incorporating details such as lighting and 

textures. 

Apply 

 

PSO3 
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CO5 

Evaluate the effectiveness of their 3D models, 

as well as the models of others, and provide 

constructive feedback. 

Evaluate PSO7 

 

COURSE CONTENT 48 Hours 

Module 1 12 

Basic modelling techniques  

Module 2 12 

Fundamentals of Texturing techniques  

Module 3 12 

Lighting Techniques and procedures  

Module 4 12 

Rendering and exporting  
 

 

 

MODE OF TRANSACTION 

Demonstrations: Instructors will demonstrate techniques or tools to students, such as 

creating basic models, custom materials, rendering set ups etc. 

Hands-on exercises: Students will be given hands-on exercises to practice using Blender 

3D tools and techniques, such as creating basic 3D models, textures, and lighting. 

Group projects: Students will be assigned projects to create more complex 3D models, 

to apply their knowledge of Blender 3D in a real-world context. 

Critiques and feedback: Learners receive feedback from the instructor and their peers 

on their 3D modeling projects, and learn how to improve their work. 
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MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. Attendance (20%):                                          3 Mark 

b. Group Project (40%):                  6 Mark 

c. Lab performance/Assignments (20%):   3 Mark 

d. Lab Test (20%):                  3 Mark 

External Assessment (60 Marks)  Duration:2 hrs , No of Questions: 1 

 

PATTERN OF QUESTION PAPER 

Pattern Total No. of 
questions 

No. of 
questions to be 

answered 

Marks for each 
question 

Ceiling of 
Marks 

Lab 

Set 1 – 2  

1 60 

- 

Set 2 - 2 - 

Set 3 - 2 - 

Total  60 

 

Practical Exam Question Bank 

1 
Model a interior as per the reference image and add proper textures and 
lighting.  

2 Model five props as in the reference image 
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COURSE CODE –BMM5B17L 

CORE COURSE XVII: 2D/3D Designing and Modeling for Multimedia (Practical) 

Credit Hours/week 
Marks 

Internal External Total 
2 4 15 60 75 

Course Outcomes 

CO No. 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will 

be able to; 

CO1 

Use multimedia software tools to create, edit, 

manipulate, and enhance 2D/3D Graphics in 

multimedia projects. 

Apply PSO4 

CO2 

Use Motion Graphics/Image Editing  software 

tools to create, edit, manipulate, and enhance 

visual elements. 

Apply PSO5 

CO3 

Test new approaches to multimedia design 

(2D/3D), and experiment with emerging 

technologies and techniques. 

Analyze 
 

PSO7 

CO4 

Design a multimedia presentation that 

effectively 

communicates a message to a specific 

audience using 2D/3D Graphics, Text, 

Animation and Sound. 

Create 

 

PSO3 

 

CO5 

Develop a portfolio of multimedia designs that 

demonstrates mastery of multimedia skills 

and knowledge. 

Create PSO6 

 

COURSE CONTENT 
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2D/3D Designing and Modeling for Multimedia (Practical) 64 Hours 

 

MODE OF TRANSACTION 

Demonstrations: Instructors can demonstrate how to use computer graphics software, 

showing students step-by-step how to perform various tasks such as image creation, 

editing, 3D modeling, and animation. 

Hands-on exercises: Students will be given hands-on exercises to projects or exercises 

that give them the opportunity to apply the concepts and techniques they've learned. 

Group projects: Collaborative projects can provide an opportunity for students to work 

together to create multimedia designs. This can help students develop teamwork, 

communication, and project management skills. 

Critiques and feedback: Learners receive feedback from the instructor and their peers 

on their projects, and learn how to improve their work. 

 

MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. Attendance (20%):                                         3 Mark 

b. Group Project (40%):                 6 Mark 

c. Lab performance/Assignments (20%):  3 Mark 

d. Lab Test (20%):                 3 Mark 

External Assessment (60 Marks)  Duration:2 hrs ,  No of Questions: 1 

 

PATTERN OF QUESTION PAPER 

Pattern Total No. of 
questions 

No. of 
questions to be 

answered 

Marks for each 
question 

Ceiling of 
Marks 
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Lab 

Set 1 – 2  

1 60 

- 

Set 2 - 2 - 

Set 3 - 2 - 

Total  60 

 

 

 

COURSE CODE –BMM5B18L 

CORE COURSE XVIII: Techniques of Post Production-Visual Editing (Practical) 

Credit Hours/week 
Marks 

Internal External Total 
2 4 15 60 75 

Course Outcomes 

CO No. 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will 

be able to; 

CO1 

Demonstrate skills to independently launch 
and navigate professional editing software 
including Creating new projects, importing 
media, and organising project files effectively. 

Apply PSO4 

CO2 

Execute fundamental editing operations such 
as cuts, trims, and transitions and organize and 
arrange clips on the timeline for optimal 
sequencing 

Apply PSO5 

CO3 

Identify and address potential continuity 
issues in edited footage. and edit sequences 
with a focus on maintaining visual coherence 
and consistency. 

Analyze 
 

PSO7 

CO4 

Integrate visual effects, motion graphics, and 
text elements seamlessly into edited 
sequences with basic compositing techniques 
to create engaging visual enhancements. 

Create PSO3 
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COURSE CONTENT 

Techniques of Post Production – Visual Editing (Practical)  64 Hours 

 

MODE OF TRANSACTION 

Demonstrations 

Hands-on exercises 

Group projects 

Critiques and feedback 
 

 

MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. Attendance (20%):               3 Mark 

b. Group Project (40%):    6 Mark 

c. Lab/ Assignment (20%):   3 Mark 

d. Lab Test (20%):   3 Mark 

External Assessment (60 Marks)  Duration: 2 hrs, No of Questions: 1 

 

 

PATTERN OF QUESTION PAPER 

Pattern Total No. of 
questions 

No. of 
questions to be 

answered 

Marks for each 
question 

Ceiling of 
Marks 

Lab 

Set 1 – 2  

1 60 

- 

Set 2 - 2 - 

Set 3 - 2 - 

Total  60 
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COURSE CODE –BMM5B19P 

CORE COURSE XIX: Website Project 

Credit Hours/week 
Marks 

Internal External Total 
2 2 15 60 75 

Course Outcomes 
 

 

 

 

CO No. 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will 

be able to; 

CO1 

Students will be able to identify the basic 

elements of website design, such as layout, 

typography, and color. 

Understand PSO1 

CO2 

Students will be able to explain the principles 

of UI and UX designs and how they apply to 

website design. 

Understand PSO1 

CO3 

Demonstrate an understanding of the different 

stages of developing a website and produce a 

complete website as an example/model 

Apply 
 

PSO3 

CO4 

Students will be able to compare and evaluate 

the effectiveness of different website design 

features, such as navigation, responsiveness, 

and interactivity. 

Analyze PSO6 

CO5 

Students will be able to create a website from 

scratch, using WordPress that meets the 

needs of a specific audience. 

Create PSO1 
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COURSE CONTENT 

Website Project 32 Hours 

 

 

MODE OF TRANSACTION 

 
Demonstrations: Instructors demonstrates how to use WordPress software to create 

professional websites without coding. 

Hands-on exercises: Students will be given hands-on exercises to projects or exercises 

that give them the opportunity to apply the concepts and techniques they've learned. 

Case studies: Instructors present case studies of successful websites and discuss the 

design and development strategies that were used to create them. This helps students 

understand the practical applications of website design principles and inspire them to 

apply similar strategies in their own projects. 

Critiques and feedback: Learners receive feedback from the instructor and their peers 

on their projects, and learn how to improve their work. 

 

MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. Attendance (20%):                            3 Mark 

b. Field Work (40%):    6 Mark 

c. Proposal (20%):    3 Mark 

d. Viva (20%):                3 Mark 

External Assessment (60 Marks)  
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SEMESTER 6 

 

COURSE CODE –BMM6B20 

CORE COURSE XXII: Advanced 3D Animation, Vfx and Compositing 

Credit Hours/week 
Marks 

Internal External Total 
2 4 15 60 75 

Course Outcomes 
 

 

COURSE CONTENT 

Module I 12 Hours 

CO No. 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will 

be able to; 

CO1 

Apply advanced animation principles such as 

weight, timing, and anticipation for lifelike 

motion 

Apply PSO1 
 

CO2 

Evaluate advanced VFX techniques like 

match-moving, rotoscoping, and particle 

simulations. 

Evaluate PSO 2 

CO3 

Optimise rendering settings for high-quality 

output, considering factors like reflections 

and refractions. 

Apply 
PSO 5 

 

CO4 
Create a basic 3D model with proper rigging 

and add keyframe animation 
create PSO 7 

CO5 Model and Animate  a 3d scene  create PSO 6 



 

lxxxiii 
 

 

History of Animation; Different types of animation techniques, Principles of 

animation; Applications of 3D Animation in Entertainment (Film, Television, Video 

Games, Advertising), Scientific (Medicine, Law, Architecture, Product Visualization) 

and other fields. 

 

Module II 14 Hours 

Introduction to 3D Animation Production Pipeline: Preproduction- Idea/Story, 

Script/Screenplay, Storyboard, Animatic/Pre-visualization, Design; Production-

Layout, Research and Development, Modeling, Texturing, Rigging/Setup, 

Animation, 3D Visual Effects, Lighting/Rendering; Postproduction: Compositing, 2D 

Visual Effects/Motion Graphics, Colour Correction, Final Output. 

Module III 14 Hours 

The basic rigging workflow- Parenting, Pivot Positions, Skelton System, FK and IK, 

Deformers, Constraints; The basic animation workflow- Keyframe, Graph Editor, 

Timeline, Dope Sheet, Workspace, Tracking Marks and Ghosting 

 

Module IV 14 Hours 

Lighiting-Light Types, Light Attributes, Lighting Techniques: ThreePoint Lighting, 

Two-PointLighting, One-Point Lighting, Natural lighting; Visual Effects, Vfx vs 

Special Effects, Common types 

of Visual Effects techniques used in Films, Roles and responsibilities of a visual 

effects artists. 

 

 

MODE OF TRANSACTION 
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ICT enabled presentations & lecturing: in this mode of teaching that use information and 

communications technology to support, enhance, and optimise the delivery of 

information about the production activities happening behind the TV screens 

Group Discussions on selected topics: it helps students process information rather than 

simply receive it. The goal of a discussion is to get students to practice thinking about the 

working of a TV Production. 

Demonstrating the production stage: is the process of teaching how to animate a scene 

in a step-by-step process. 

Peer group learning:  in these students learning with and from each other, through a 

learning partnership or a group work. 

Field visit: by which the learners obtain first-hand information by observing studios, 

equipment, personnel and processes in their natural setting. 

Activity-based learning: provides students a way to experience and interact with ideas 

and information. 

Note: A field visit to a animation production house is recommended  

 

MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. Seminar/ (20%):   3 Mark 

b. Assignment (20%):   3 Mark 

c. Written Exam (40%):  6 Mark 

d. Attendance (20%):         3 Mark 

External Assessment (60 Marks)  Duration:2 hr, No of Questions: 21 
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PATTERN OF QUESTION PAPER 

Pattern Total No. of 
questions 

No. of 
questions to be 

answered 

Marks for each 
question 

Ceiling of 
Marks 

Short answer 12 Up to 12 2 20 

Paragraph 7 Up to 7 5 30 

Essay 2 1 10 10 

Total  60 

 

MODULE WISE MARK DISTRIBUTION 

Module Mark  

Module I:  20 

Module II:  20 

Module III:  20 

Module IV:  19 

REFERENCES: 

a. Beane, A. (2012). 3D animation essentials. John Wiley & Sons. 

b. Kushwaha, R. (2015). Procedure of animation in 3d autodesk maya: Tools & 
techniques. International Journal of Computer Graphics & Animation, 5(4), 15-27. 

c. Chopine, A. (2012). 3D art essentials. Routledge. 

d. Kerlow, I. V. (2009). The art of 3D computer animation and effects. John Wiley & Sons. 
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COURSE CODE –BMM6B21 

CORE COURSE XXII: Introduction to Motion Graphics 

Credit Hours/week 
Marks 

Internal External Total 
2 3 15 60 75 

Course Outcomes 
 

 

 

 

 

CO No. 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will 

be able to; 

CO1 

Define and explain the fundamental concepts 

and principles of motion graphics, including 

key terminology and industry standards. 

Understand PSO1 
 

CO2 

Utilize industry-standard software to create 

basic motion graphics projects, 

demonstrating competence in tools, layers, 

and keyframes. 

Understand PSO 2 

CO3 

Design and animate typographic elements 

effectively, considering readability, hierarchy, 

and aesthetic appeal within motion graphics 

projects. 

Analyze 
PSO 5 

 

CO4 

Evaluate industry standard DI and colour 

correction techniques using various 

softwares 

Evaluate PSO 7 

CO5 
Analyse the motion graphic workflow bridging 

proper software and different techniques.   
Analyse PSO 6 
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COURSE CONTENT 

Module I 10 Hours 

Introduction to Motion graphics- History of motion graphics footage- Animation-

Keyframes-Nodes- Flow Chart-Visual compositing- keying (Green and Blue)- 

Alpha compositing- Matte painting- wire removal- 3D cameras- Lighting. 

Module II 12 Hours 

Fundamentals of interface- Layers- Compositions- Video standards- camera 

movements- titling- Particle emitters- Advanced Colour corrections- import 

video and PSD files- Masking-Motion Tracking- Advanced transformation- 3D 

Layer- Key frame assistant-Effects- Third Party Plug-in- Use Clone Stamp Tool- 

Advanced Animation – Null Object- Rendering (RAM). Building and Animating a 

3D Object- Using 3D Features- Distorting objects with the puppet tools- stop 

motion animation-cinematic terminology- Utilize three kinds of interpolation: 

linear, Bezier, and hold to define the relationships between keyframes. 

Module III 12 Hours 

Introduction to Colour Correction, DI and Color grading; Colour Correction 

Features and applications, Colour Correction with FCP; Colour Correction Filters; 

Colour Correction Examples; RT Extreme; Rendering and Video Processing; Mixed- 

Format Sequences; Backing Up and Restoring, Advanced Colour correction 

options. 

Module IV 14 Hours 

Develop the skills to make original animations with text and objects. Create and 

import masks, layer masks, and backgrounds from Photoshop and combine video 

and still images with Photoshop artwork. Use blending modes to correct Colour, 

lighting, and sharpness in video footage and still images. Implement the basics of 

rotoscoping to composite a video. Slow down and speed up movie clips through 
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time remapping. Utilize painting and erasing tools to add or remove elements 

from a movie. Gain techniques for introducing audio into motion graphic projects. 

 

 

MODE OF TRANSACTION 

ICT enabled presentations & lecturing: in this mode of teaching that use information and 

communications technology to support, enhance, and optimise the delivery of 

information about the production activities  

Group Discussions on selected topics: Students will conduct group discussion of various 

case studies.  

Practical Demonstration: Utilize footage to demonstrate color correction and grading 

techniques. 

Peer group learning:  in these students learning with and from each other, through a 

learning partnership or a group work. 

Activity-based learning: students will discuss and design workflows for motion graphic 

projects 

 

MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. Attendance (20%):            3 Mark 

b. Seminar (13.3%):                      2 Mark 

c. Assignment (13.3%):             2 Mark 

d. Experiment (13.3%):          2 Mark 

e. Written exam (40%):             6 Mark 
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External Assessment (60 Marks)  Duratio:2 hr, No of Questions: 21 

 

 

PATTERN OF QUESTION PAPER 

Pattern Total No. of 
questions 

No. of 
questions to be 

answered 

Marks for each 
question 

Ceiling of 
Marks 

Short answer 12 Up to 12 2 20 

Paragraph 7 Up to 7 5 30 

Essay 2 1 10 10 

Total  60 

 

 

MODULE WISE MARK DISTRIBUTION 

Module Mark  

Module I:  20 

Module II:  20 

Module III:  20 

Module IV:  19 

REFERENCES: 

1. Betancourt, M. (2020). The history of motion graphics. Wildside Press LLC. 

2. Brinkmann, R. (2008). The art and science of digital compositing: Techniques for visual effects, 
animation and motion graphics. Morgan Kaufmann. 

3. Meyer, C., & Meyer, T. (2013). Creating motion graphics with After Effects: Essential and 
advanced techniques. Routledge. 

4. Crook, I., & Beare, P. (2015). Motion graphics: Principles and practices from the ground up. 
Bloomsbury Publishing. 
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COURSE CODE –BMM6B22 

CORE COURSE XXII: Television & Multi-Camera Production 

Credit Hours/week 
Marks 

Internal External Total 
2 3 15 60 75 

Course Outcomes 
 

 

COURSE CONTENT 

Module I 10 Hours 

Concepts creation; Programme selection; Programme formats documentaries, 

docu-drama; fiction; sit cams; soap opera; quiz; news and news based program 

me, program me treatment; program me briefs objectives, content, duration, 

selection of crew, cast and properties; floor management. 

CO No. 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will 

be able to; 

CO1 
Identify the different types of TV programmes 

and production styles 
Understand PSO1 

 

CO2 
Differentiate the roles and responsibilities of 

production crew of a TV programme 
Understand PSO 2 

CO3 
Breakdown the production schedule and 

structure of a TV programme 
Analyze 

PSO 5 

 

CO4 
organize the pre-production and production 

activities of television broadcasting. 
create PSO 7 

CO5 
Design a proposal for producing TV 

programme 
create PSO 6 
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Module II 12 Hours 

Production planning, pre-production planning-duties and responsibilities of 

producer/director. Anchoring and safety measures: role and responsibilities of 

anchor person; qualities and qualification of an anchor; anchoring techniques 

and styles. 

Module III 12 Hours 

Introduction to multi‐camera production and Mobile Journalism: switcher, Chyron, 

intercom system, teleprompter, Production techniques, planning and 

management of live shows, single and multi, camera productions, camera 

controls unit, preview monitors, line monitor, VTR, optical disc, hard drives. studio 

floor, treatments, properties, set backgrounds, platforms. Mobile Journalism: 

Concept, equipments, editing styles, MoJo programmes, Mojo story assignments. 

Module IV 14 Hours 

Covering events, location sketch and remote setups, OB vans, camera lighting, 

audio, intercommunication, signal transmission. multi camera production 

Practicals. Post-production editing for commercials; for news reporting; for live 

programmes. Narrative editing and nonnarrative editing, sound for television, 

digital audio workstation. Effective shots, File shots, 37 Footages, Special effects. 

graphics and animation, Chroma key usage and Economy shooting methods. 

 

MODE OF TRANSACTION 

ICT enabled presentations & lecturing: in this mode of teaching that use information and 

communications technology to support, enhance, and optimise the delivery of 

information about the production activities happening behind the TV screens 

Group Discussions on selected topics: it helps students process information rather than 

simply receive it. The goal of a discussion is to get students to practice thinking about the 

working of a TV Production. 
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Demonstrating the production stage: is the process of teaching how to produce a 

content in a step-by-step process. 

Peer group learning:  in these students learning with and from each other, through a 

learning partnership or a group work. 

Field visit: by which the learners obtain first-hand information by observing studios, 

equipment, personnel and processes in their natural setting. 

Activity-based learning: provides students a way to experience and interact with ideas 

and information. 

Note: An academic visit to a Visual media production house / Studio is compulsory for 
the fulfillment of this course 

 

MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. Anchoring practice (13.3%):                2 Mark 

b. Seminar/ Assignment (13.3%):   2 Mark 

c. Academic industrial  visit report (13.3%):   2 Mark 

d. Written Exam (40%):    6 Mark 

e. Attendance (20%):                                  3 Mark 

External Assessment (60 Marks)  Duration, No of Questions:  

 

PATTERN OF QUESTION PAPER 

Pattern Total No. of 
questions 

No. of 
questions to be 

answered 

Marks for each 
question 

Ceiling of 
Marks 

Short answer 12 Up to 12 2 20 

Paragraph 7 Up to 7 5 30 

Essay 2 1 10 10 

Total  60 
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MODULE WISE MARK DISTRIBUTION 

Module Mark  

Module I:  21 

Module II:  19 

Module III:  23 

Module IV:  16 

REFERENCES: 

1. Millerson, G., & Owens, J. (2012). Television production. Routledge. 

2. Ellis, J. (2004). Television production. The television studies reader, 275-92. 

3. Zettl, H. (2006). Television production handbook. Thomas Wadsworth. 

4. Ward, P., Bermingham, A., & Wherry, C. (2000). Multiskilling for television production. Routledge. 

 

COURSE CODE –BMM6B23L 

CORE COURSE XIX: Advanced 3D Animation, Vfx and Compositing (Practical) 

Credit Hours/week 
Marks 

Internal External Total 
2 3 15 60 75 

Course Outcomes 

CO No. 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will 

be able to; 

CO1 

Recall the interface and basic features of 

Blender 3D, such as object manipulation, 

keyframe animation, and rendering options 

Remember PSO1 
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COURSE CONTENT 48 Hours 

Module 1 10 hrs 

Animate objects by applying various animation principals 
 

Module 2 15 hrs 

Rig a model and animate accordingly 
 

Module 3 13 hrs 

Apply vfx techniques to a scene 
 

CO2 

Explain the principles and techniques of 3D 

animation, including keyframes, timing, 

rigging, and physics simulations, and how they 

are applied in Blender. 

Understand PSO1 

CO3 

Use Blender's animation tools to create basic 

animations with various types of objects, 

movements, and interactions, and customize 

them using materials, textures, and lighting. 

Apply 
 

PSO3 

CO4 

Compare the strengths and weaknesses of 

different animation techniques and tools in 

Blender, and identify ways to improve the 

visual quality, realism, and impact of the 

animation 

Analyze PSO6 

CO5 

Create original and complex 3D animations 

that demonstrate advanced skills in modeling, 

rigging, animation, and visual effects, and 

showcase creativity, aesthetics, and 

storytelling. 

Create PSO1 
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Module 4 10 hrs 

Showcase the animations and vfx at industry standard 
 

 

 

MODE OF TRANSACTION 

 
Demonstrations: The instructor provides demonstrations of how to use the software, 

such as Blender, to create 3D animations. This can help students understand the 

process and techniques involved in 3D animation. 

Hands-on exercises: Students can be given assignments to practice creating 3D 

animations using Blender or other software. This can help them develop their skills and 

gain experience in creating 3D animations. 

Group projects: Students can work in groups to create larger, more complex 3D 

animation projects. This can help them develop teamwork and collaboration skills, as 

well as learn how to manage larger projects. 

Guest speakers: Inviting guest speakers who are professionals in the field of 3D 

animation can provide students with real-world examples and insights into the industry. 

 

MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. Attendance (20%):                            3 Mark 

b. Group Project (40%):    6 Mark 

c. Lab performance/assignments (20%):  3 Mark 

d. Lab test (20%):                3 Mark 

External Assessment (60 Marks)  Duration:2 hrs , No of Questions: 1 
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PATTERN OF QUESTION PAPER 

Pattern Total No. of 
questions 

No. of 
questions to be 

answered 

Marks for each 
question 

Ceiling of 
Marks 

Lab 

Set 1 – 2  

1 60 

- 

Set 2 - 2 - 

Set 3 - 2 - 

Total  60 

 

Practical Exam Question Bank 

1 

Model and animate a basic character walking across the screen. The 
character should have at least 5 different movements, including walking, 
stopping, and turning. 

 
2 Create an animation of a product that showcases its features and benefits. 

The animation should be visually appealing and demonstrate the product's 
functionality. 

3 Create an animation that incorporates special effects, such as explosions or 
particle effects. The animation should be visually impressive and 
demonstrate the student's ability to use advanced features in Blender. 

 

REFERENCES: 

1. Flavell, L. (2011). Beginning blender: open source 3d modeling, animation, and game design. 
Apress. 

2. Blain, J. M. (2019). The complete guide to Blender graphics: computer modeling & animation. 
AK Peters/CRC Press. 

3. Van Gumster, J. (2020). Blender for dummies. John Wiley & Sons. 
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COURSE CODE –BMM6B24L 

CORE COURSE XIX: Introduction to Motion Graphics (Practical) 

Credit Hours/week 
Marks 

Internal External Total 
2 3 15 60 75 

Course Outcomes 
 

 

COURSE CONTENT 48 Hours 

Module 1 10 hrs 

Master foundational concepts like keyframes, nodes, and animation principle 

Module 2 15 hrs 

apply visual compositing techniques including green screen keying, matte painting, 
and wire removal 

CO No. 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will 

be able to; 

CO1 
Establish a project with basic software setting 

in a motion graphics software. 
Apply PSO1 

CO2 

Analyze the use of typography and text effects 

in motion graphics projects. Analyse PSO1 

CO3 

Generate original motion graphics projects 

that effectively convey a narrative or 

message. 

Create 
 

PSO3 

CO4 

Assemble a portfolio of motion graphics 

projects showcasing proficiency in software, 

animation techniques, and design principles. 
Analyze PSO6 

CO5 
Propose and design a typographic/illustrated 

motion graphics 
Create PSO1 



 

xcviii 
 

 

Module 3 13 hrs 

proficiency in advanced animation techniques such as particle effects, 3D cameras, 
and lighting 

Module 4 10 hrs 

Apply advanced color correction and grading techniques for professional-looking 
footage 

 

MODE OF TRANSACTION 

 
Demonstrations: Instructors introduces motion graphics software demonstrating 

basics of motion graphics  

Hands-on exercises: Students will be given hands-on exercises to projects or exercises 

that give them the opportunity to apply the concepts and techniques they've learned. 

Motion Graphics Project Workshops: Run workshops that guide students through the 

process of integrating audio, text, and animation into cohesive motion graphics. 

Collaborative Projects: Encourage group projects where students work together to 

produce motion graphics that include synchronized audio and animated text elements. 

 

MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. Attendance (20%):                            3 Mark 

b. Assignment (40%):    6 Mark 

c. Group work (20%):    3 Mark 

d. portfolio (20%):                 3 Mark 

External Assessment (60 Marks)  Duration:2hr , No of Questions:1 
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PATTERN OF QUESTION PAPER 

Pattern Total No. of 
questions 

No. of 
questions to be 

answered 

Marks for each 
question 

Ceiling of 
Marks 

Lab 

Set 1 – 2  

1 60 

- 

Set 2 - 2 - 

Set 3 - 2 - 

Total  60 

 

Practical Exam Question Bank 

1 
Create a 10-second animation of a logo reveal using keyframes. The logo 
should start off-screen and animate into the center of the composition. The 
animation should include position, scale, and rotation keyframes. 

2 Apply color correction to a provided video clip to enhance its visual quality. 
Use color grading to create a specific mood (e.g., warm and cinematic, cool 
and dramatic). 

 

REFERENCES: 

 

 

COURSE CODE –BMM6B25L 

CORE COURSE XIX: Television & Multi Camera Production (Practical) 

Credit Hours/week 
Marks 

Internal External Total 
2 2 15 60 75 

Course Outcomes 

CO No. Expected Course Outcome PSO No 



 

c 
 

 

 

 

COURSE CONTENT 48 Hours 

Module 1 10 hrs 

multi-camera setups, shot composition, camera placements, and communication 
between cameras. 

Module 2 15 hrs 

Camera angles, shot types (close-up, mid-shot, wide shot), camera movement 
(tracking, panning, tilting), and framing. 

Module 3 13 hrs 

Three-point lighting, natural lighting, and advanced studio lighting setups for different 
genres (e.g., drama vs. news). 

Module 4 10 hrs 

Live Broadcast Preparation: Practice for live multi-camera productions, handling real-
time decision-making, cue management, and crew coordination. 

 

Upon completion of this course, students 

will be able to; 

Learning 

Domain 

CO1 
Produce a Multi-camera production of a 

television programme. 
Create PSO6 

CO2 

Analyze the different stages of television 

programme Production. Analyse PSO2 

CO3 

Differentiate the format of programmes in 

accordance with the genre of the content Understand 
 

PSO2 

CO4 

Use practical experience in handling Video 

Camera systems and accessories. Apply PSO5 

CO5 
Distinguish the roles and responsibilities of tv 

production crew 
Evaluate PSO3 
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MODE OF TRANSACTION 

 
Real time  Demonstrations: The instructor provides demonstrations of 

equipments,  how to use the camera, sound and  lighting equipments,  floor 

management, online editing 

Group learning:  In this students learn with and from each other, through learning 

partnerships or a video production group assignment. 

Hands-on exercises: Students can be given assignments to practice programme 

production using single and multi camera. This can help them to develop their skills and 

gain experience to work with industry. 

 

MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. Attendance (20%):                            3 Mark 

b. Scripting for TV Programs:                    6 marks 

c. TV Production Assignments:                 6 marks 

External Assessment (60 Marks)  Duration:2 hrs, No of Questions:1 

 

PATTERN OF QUESTION PAPER 

Pattern Total No. of 
questions 

No. of 
questions to be 

answered 

Marks for each 
question 

Ceiling of 
Marks 

Lab 

Set 1 – 2  

1 60 

- 

Set 2 - 2 - 

Set 3 - 2 - 

Total  60 
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Practical Exam Question Bank 

1 
Produce a 10-minute multi-camera television program (e.g., talk show, panel 
discussion, or sports commentary). Plan the entire production process, from 
pre-production to post-production. 

2 Set up a three-point lighting system for a live studio news broadcast and 
adjust the lighting for different moods. Demonstrate how changing lighting 
affects the visuals. 

 

COURSE CODE –BMM6B26P 

CORE COURSE XIX: Multimedia Project 

Credit Hours/week 
Marks 

Internal External Total 
2 2 15 60 75 

Course Outcomes 
 

CO No. 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will 

be able to; 

CO1 
Assess the confidence of working in a group for 

a Multimedia project/production. 
Evaluate PSO1 

CO2 

Assemble the multimedia elements to 

produce a standard output. Create PSO1 

CO3 

Use their proficiency in multimedia production, 

including video and audio recording, editing, 

and post-production skills 

Apply 
 

PSO3 

CO4 
classify the different formats of multimedia 

productions available for story telling Analyze PSO6 

CO5 
use real life experiences in multimedia 

production. 
Apply PSO1 
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COURSE CONTENT 

Multimedia  Project 32 Hours 

 

MODE OF TRANSACTION 

 
Real time Demonstrations: The instructor provides demonstrations of equipment,  how 

to use the camera, sound and  lighting equipment, preproduction and  production 

management, editing and mastering output. 

Group learning:  in this student learn with and from each other, through learning 

partnerships or a group production. 

Hands-on exercises: Students can be given assignments to practice production using 

cameras and other equipment. This can help them to develop their skills and gain 

experience to work with industry. 

 

MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. Attendance (20%):                            3 Mark 

b. Pre production    3 Mark 

c. Production  (20%):    6 Mark 

d. Post production  (20%):                        3 Mark 

External Assessment (60 Marks)  
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ELECTIVE COURSE SYLLABUS 
 

COURSE CODE –

 BMM6E01 

CORE COURSE XXII: Multimedia Designing & Authoring 

Credit Hours/week 
Marks 

Internal External Total 
2 3 2 15 60 75 

Course Outcomes 
 

 

COURSE CONTENT 

Module I 10 Hours 

CO No. 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will 

be able to; 

CO1 
Identify multimedia authoring, paradigm and 

tools 
Understand PSO1 

 

CO2 

Analyze the basics of 2d animation deals with 

the basics of working with an animation 

where an artist will have studied about 

human anatomy. 

Understand PSO 2 

CO3 
Examine basic principles behind animation 

and techniques 
Analyze 

PSO 5 

 

CO4 

Identify a range of concepts, techniques and 

tools for creating and editing the interactive 

multimedia applications 

create PSO 7 

CO5 Create 2D animation projects create PSO 6 
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Multimedia applications in business, education and entertainment; multimedia 

team project manager, designers, writers, video/audio specialists, multimedia 

programmers. 

Module II 12 Hours 

Multimedia production – idea/concept, outline, script, storyboard, templates; user 

interface; production and delivery strategies; design and navigation structures 

linear, hierarchical, nonlinear and composites; hotspots and buttons; multimedia 

building blocks preparation and assembling, pre and postproduction problems 

and solutions. 

Module III 12 Hours 

Multimedia authoring tools – page based, icon based, time 

based and object-oriented tools; structured programming and techniques. 

Module IV 14 Hours 

Characteristic and features of Adobe Flash and Flash Builder ; production tools 

and applications; interfaces; working with scores and cast members; importing 

text/images; working with action scripts and OOPs, Extras, assembling a 

multimedia project; CD Rom delivery. 

 

 

MODE OF TRANSACTION 

ICT enabled presentations & lecturing: in this mode of teaching that use information and 

communications technology to support, enhance, and optimise the delivery of 

information about the production activities happening behind the TV screens 
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Group Discussions on selected topics: it helps students process information rather than 

simply receive it. The goal of a discussion is to get students to practice thinking about the 

working of a TV Production. 

Demonstrating the production stage: is the process of teaching how to produce a 

content in a step-by-step process. 

Peer group learning:  in these students learning with and from each other, through a 

learning partnership or a group work. 

Field visit: by which the learners obtain first-hand information by observing studios, 

equipment, personnel and processes in their natural setting. 

Activity-based learning: provides students a way to experience and interact with ideas 

and information. 

 

 

MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. Attendance (20%):   3 Mark 

b. Seminar  (20%):   3 Mark 

c. Written Exam (40%):  6 Mark 

d. Assignment (20%):     3 Mark 

External Assessment (60 Marks)  Duration:2 hr ,  No of Questions: 21  

 

 

PATTERN OF QUESTION PAPER 

Pattern Total No. of 
questions 

No. of 
questions to be 

answered 

Marks for each 
question 

Ceiling of 
Marks 

Short answer 12 Up to 12 2 20 
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Paragraph 7 Up to 7 5 30 

Essay 2 1 10 10 

Total  60 

 

MODULE WISE MARK DISTRIBUTION 

Module Mark  

Module I:  21 

Module II:  19 

Module III:  23 

Module IV:  16 

REFERENCES: 

1. Sharda, N. (2008). Multimedia Authoring. In: Furht, B. (eds) Encyclopedia of Multimedia. 
Springer, Boston, MA. https://doi.org/10.1007/978-0-387-78414-4_127 

2. Nur, M. N. A. Development of Authoring Tool Flash in the Making of Animation Learning 
Media. Makassar, Indonesia 5 th December, 2014, 116. 

3. Kaskalis, T. H., Tzidamis, T. D., & Margaritis, K. (2007). Multimedia authoring tools: The quest for 
an educational package. Journal of Educational Technology & Society, 10(3), 135-162. 

4. Salter, A., & Murray, J. (2014). Flash: Building the interactive web. MIT Press. 

 

COURSE CODE –BMM6E02 

CORE COURSE XXII: Fundamentals of Media Research 

Credit Hours/week 
Marks 

Internal External Total 
2 3 2 15 60 75 

Course Outcomes 

CO No. 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will 

be able to; 

https://doi.org/10.1007/978-0-387-78414-4_127
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COURSE CONTENT 

Module I 10 Hours 

Meaning, Definition, Characteristics and Importance of Research. Scientific and 

non-scientific method. Steps involved in designing a research project. Research 

objectives. Research problem. Hypothesis. Types of research methods – Historical, 

Case study, Content analysis. Types of research-qualitative, quantitative. Area of 

Media Research. Problems of objectivity in research. 

Module II 12 Hours 

Types of research design-Exploratory, Descriptive and Experimentation. Merits 

and demerits of these methods. Opinion polls, and audience research and viewer 

ship ratings. 

Module III 12 Hours 

Data collection methods. Primary data and secondary data. Types of secondary 

data. Survey data, Observation data. General accuracy of data collected. 

Questionnaire method. Structured and non-structured. Telephone and personal 

interviews. Questionnaire construction methods. 

CO1 
Identify the fundamental concepts of media 

research 
Understand PSO1 

 

CO2 
Differentiate the different types of research 

design 
Understand PSO 2 

CO3 
Analyse the significance of data collection 

methods 
Analyze 

PSO 5 

 

CO4 
Evaluate the data collection and data 

analysis methods for research 
Evaluate  PSO 7 

CO5 
Design a research proposal on any relevant 

theme. 
create PSO 6 
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Module IV 14 Hours 

Sampling. Types of samples. Random, Cluster, Stratified Systematic, Probability 

and non-probability, Convenience, Judgment, Quota etc. Sampling problems. 

Sample error. Choosing a sample design. Data analysis and report writing. 

 

 

MODE OF TRANSACTION 

ICT enabled presentations & lecturing: in this mode of teaching that use information and 

communications technology to support, enhance, and optimise the delivery of 

information about the production activities happening behind the TV screens 

Group Discussions on selected topics: it helps students process information rather than 

simply receive it. The goal of a discussion is to get students to practice thinking about the 

working of a TV Production. 

Demonstrating the production stage: is the process of teaching how to produce a 

content in a step-by-step process. 

Peer group learning:  in these students learning with and from each other, through a 

learning partnership or a group work. 

Field visit: by which the learners obtain first-hand information by observing studios, 

equipment, personnel and processes in their natural setting. 

Activity-based learning: provides students a way to experience and interact with ideas 

and information. 

 

 

MODE OF ASSESSMENT 
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Internal Assessment (15 Marks) 

a. Research proposal (13.3%):    2 Mark 

b. Seminar (13.3%):               2 Mark 

c. Assignment (13.3%):               2 Mark 

d. Written Exam (40%):  6 Mark 

e. Attendance (20%):                   3 Mark 

External Assessment (60 Marks)  Duration:2 hr,  No of Questions: 21 

 

 

PATTERN OF QUESTION PAPER 

Pattern Total No. of 
questions 

No. of 
questions to be 

answered 

Marks for each 
question 

Ceiling of 
Marks 

Short answer 12 Up to 12 2 20 

Paragraph 7 Up to 7 5 30 

Essay 2 1 10 10 

Total  60 

 

 

MODULE WISE MARK DISTRIBUTION 

Module Mark  

Module I:  21 

Module II:  19 

Module III:  23 

Module IV:  16 

REFERENCES: 

1. Wimmer, R. D., & Dominick, J. R. (1987). Mass media research: An introduction. Belmont, CA: 
Wadsworth. 
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2. Real, M. R. (1996). Exploring media culture: A guide (Vol. 22). Sage. 

3. Berger, A. A. (1998). Media research techniques. Sage. 

4. Priest, S. H. (2010). Doing media research: An introduction. Sage. 

 

 

 

 

OPEN COURSE SYLLABUS 
 

COURSE CODE –BMM5D01 
CORE COURSE XXII: Fundamentals of Multimedia 

Credit Hours/week 
Marks 

Internal External Total 
2 3 15 60 75 

Course Outcomes 
 

 

CO No. 

Expected Course Outcome 
Learning 

Domain 
PSO No Upon completion of this course, students will 

be able to; 

CO1 
Define multimedia and its multimedia 

components 
Understand PSO1 

 

CO2 
Examine multimedia applications in several 

areas. 
Understand PSO 2 

CO3 
Explain about digital video standards, formats 

and technology. 
Analyze 

PSO 5 

 

CO4 
Differentiate between lossy and lossless 

compression 
Analyse PSO 7 

CO5 
Evaluate the future multimedia computing 

technologies. 
Evaluate PSO 6 
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COURSE CONTENT 

Module I 10 Hours 

Definition of Multimedia. Multimedia systems; multimedia elements, Multimedia 

applications. Evolving systems of multimedia. Digital media and hyper media. 

Module II 12 Hours 

Multimedia file formats, standards, communication protocols, conversions Data 

compression and decompression. Types and methods of compression and 

decompression. Multimedia I/O Technologies. 

Module III 12 Hours 

Image authoring and editing tools, image file formats, JPEG, TIFF,,GIF, PNG, Layers, 

RGB, CMYK; contrast, brightness, HUE, Slicing, Contrast Ratio. Aspect ratio. Gray 

Scale filters, blending tools, Image enhancing designing technique. 

Module IV 14 Hours 

Video in Multimedia- Sound in Multimedia- characteristic of sound, acoustics, 

recording techniques and mixing.. 

 

 

MODE OF TRANSACTION 

ICT enabled presentations & lecturing: in this mode of teaching that use information and 

communications technology to support, enhance, and optimise the delivery of 

information about the production activities happening behind the TV screens 
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Group Discussions on selected topics: it helps students process information rather than 

simply receive it. The goal of a discussion is to get students to practice thinking about the 

working of a TV Production. 

Demonstrating the production stage: is the process of teaching how to produce a 

content in a step-by-step process. 

Peer group learning:  in these students learning with and from each other, through a 

learning partnership or a group work. 

Field visit: by which the learners obtain first-hand information by observing studios, 

equipment, personnel and processes in their natural setting. 

Activity-based learning: provides students a way to experience and interact with ideas 

and information. 

 

 

MODE OF ASSESSMENT 

Internal Assessment (15 Marks) 

a. Attendance (20%):                        3 Mark 

b. Seminar (13.3%):                                 2 Mark 

c. Assignment (13.3%):            2 Mark 

d. Field experiment (13.3%):          2 Mark 

e. Written exam (40%):                         6 Mark 

External Assessment (60 Marks)  Duration: 2 hr  No of Questions: 21 

 

 

PATTERN OF QUESTION PAPER 

Pattern Total No. of 
questions 

No. of 
questions to be 

answered 

Marks for each 
question 

Ceiling of 
Marks 
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Short answer 12 Up to 12 2 20 

Paragraph 7 Up to 7 5 30 

Essay 2 1 10 10 

Total  60 

 

 

 

MODULE WISE MARK DISTRIBUTION 

Module Mark  

Module I:  21 

Module II:  19 

Module III:  23 

Module IV:  16 

REFERENCES: 

1. Rockwell, G., & Mactavish, A. (2004). Multimedia. na. 

2. Grimes, J., & Potel, M. (1991). What is multimedia?. IEEE Computer Graphics and 
Applications, 11(01), 49-52. 

3. Li, Z. N., Drew, M. S., & Liu, J. (2004). Fundamentals of multimedia (pp. 253-265). Upper Saddle 
River (NJ):: Pearson Prentice Hall. 

4. Wise, R., & Steemers, J. (2000). Multimedia: a critical introduction. Psychology Press. 


