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Introduction

In this document we present the results of a survey of faculty members teaching in programs where course in 3D
Computer Graphics and Animation are offered in the United States. The survey consists of 30 questions and was
conducted on-line through Surveymonkey.com. Replies were solicited at SIGGRAPH 2010, via the website of the
ACM SIGGRAPH Education Committee and the associated mailing list ‘cg-educators@siggraph.org’, and
directly through e-mails. The survey was open from August 2010 through to January 2011.

Results

The survey was started with 105 respondents, tapering off to 77 who finished the entire survey. Respondents were
allowed to skip questions.

Without any further analysis, this document presents the result of the survey as graphs with the response count or
percentage for each available option in the multiple choice questions. When under 'other' a specific answer was
given a number of times, it has been included in the graphs as separate category with those answers not being
counted towards the general 'other' category. The survey did contain a few open questions, for these similar
answers have been grouped together in order for them to be tallied and presented in the form of a graph.

A similar survey was conducted earlier in Japan. A comparison between the two surveys with more in depth
analysis will be presented at SIGGRAPH ASIA 2011 under the title "3D Animation Education in the US and
Japan: Different Environments, Similar Issues". The abstract for this sketch will be available through the ACM
digital library.
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Outline of School

What is/are the degree(s)
students receive from your program?

Ph.D.
MFA
MA
MS
BFA
BA
BS
AAS
AA

Certificate

Other
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Response Count (Total = 102)

When did your 3D Computer
Graphics / 3D Animation
program start?

Not sure

Interdisciplinary; 2%

Humanity/ Liberal Arts; 2%

In your school, which
school/college/area does
the department, which
offers the 3D Computer
Graphics / 3D Animation
courses, belong to?

Film/Video/
Cinema;
20%

Visual/Graphic Communication; 2%
Animation / Game Art; 2%
Architecture / Architecture and Art; 2%

Business; 1

% \ocational Training; 1%

Art and Design; 3%
Media Art/ Design; 5%




Number of instructors teaching 3D CG/Animation

Full Time Part-Time

Student Numbers (total on average each year)

Change in the Number
of Students Majoring
in 3D CG / 3D Animation
in Last 5 Years

0

1-9
10-24
25-49
50 - 99

100 - 199

200 or more

| |
0% 5% 10% 15% 20% 25% 30% 35%
H Students taking 3D CG / 3D Animation courses

M Students majoring, or doing their senior projects,
in 3D CG / 3D Animation




Industry job in Animation/Film

Industry job in Games

Contents creation positions in other companies
Independent artists

Working as graphic or web designers in companies
Freelance designers

Researchers or instructors in higher education
Enjoying 3D CG/Animation as a hobby

K-12 teachers

Other: Transfer/Continue to higher degrees
Other: Visualization Researcher

Other: Industry Job in Broadcast

Others

No specific career goals

0

Expected careers after graduation

Response Count (Total = 88)

10 20 30 40 50 60 70 80

Application requirements for students who want to
study 3D Computer Graphics /3D Animation

exam of basic academics, I

such as writing and basic math

exam of advanced mathematics, |
such as algebra

exam with drawing assignments [l
exam with graphic design assignments i
essay N
portfolio review | NG
interview [N
high school diploma | IINIEINGGGS
There are no specific requirements | NGz

Other (please specify) [ NEGINBcG
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Response Count (Total = 86)

At what point do students
need to meet the requirements
of the previous question?

When they
decide their
major; 18%




Curriculum outline

There is wide range of knowledge related to 3D CG/ Animation.
How does your curriculum deal with this issue?

No core Information science /

curriculum; engineering;
1% 3%

[l We allow students to select and focus on
the area they are interested in; 12%

[l Our core courses focus on information
science/engineering; 3%

. Our core courses focus on visual art; 13%

[l Our core courses focus on visual and
communication design; 10%

[] Our core courses focus on animation
and film; 28%

[] Our courses encompass most of the areas
mentioned above in the core curriculum to
cover a wide range of knowledge; 26%

[[] We do not have a specific core curriculum; 1%
[[] Other; 6%

When do students start

3D CG/Animation courses?

Senior / 4th year or beyond: 1% Average length of the time students study

and/or create works in 3D CG/3D Animation.

One semester (or half year,
2 quarters) or less - 11%

[l About 1 year (2 semesters,
3 quarters) - 10%

[] About 2 years (4 semes-
ters, 6 quarters) - 42%

[l 3 years (6 semesters, 9
quarters) or more - 37%




Do you feel the students in your program have enough time
to study/work on 3D CG/3D Animation projects?

Yes, they have enough time

No, | wish they had more time to...
...work on projects
...study fundamental courses in art

...study 3DCG fundamentals

...study related fields* in which
they can apply their CG skills

...learn software packages 4%

...study specialzed topics 2%

All or more than one of the "no" answers 8%
Other 2% | | |
I I I I I
* such as design, architecture, contemporary art 0% 10% 20% 30% 40%

Fundamental Courses

“Required courses” include the required courses for your program and/or strongly recommended
courses, which majorities of students in your program actually take.

Required fundamental courses for 3D CG/Animation major students

Studio Art Foundation

Graphic Design

Color Theory

Art History, Art Theory

Film Studies, History of Film

Digital Imaging

Anatomy

Cognitive Science

Mathematics / Science

Acting / Theater

Computer Programming / Scripting Language
Management for Small Business / Freelance
Others

| I
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Advanced Courses

Required fundamental topics
for 3D CG/Animation majors

Graphics programming,
such as Open GL

3D Modeling

using software packages

Digital Lighting

3D Computer Animation

Rendering
using software packages

Real-time Graphics

Other

I I I I

I
0 15 30 45 60 75 90

Response Count (Total = 85)

Required advanced topics
for 3D CG/Animation majors

Motion Capture
3D scanning

CAD

Procedural Animation
Character Animation
Digital Compositing, VFX
3D Stereo Graphics

Dynamics Simulation

Advanced rendering techniques
such as SSS, Gl, IBL

Other

T

I
0 10 20 30 40 50 60 70
Response Count (Total =

79)

Required courses/topics in related fields
for 3D CG/Animation majors

2D Animation, Traditional
Stopmotion, Claymation
Web Design

Game Development
Desktop Publishing

Sound

Digital video/movie editing
Interactive Animation,
such as Flash projects
Copyright /

Intellectual Property issues

Internship

Other

10 20 30 40 50 60
Response Count (Total = 81)

Programming/scripting languages

C
C++
Java
Java Script
Python
Flash
PHP
MEL
Processing
Other

—
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Required pre-production activities

Creative Writing
Script writing
Story boarding
Animatics

Character Design

Planning for games and
other interactive projects

Other
f 1 1
0 20 40 60 80
Response Count (Total = 77)

Which subjects listed above seem most useful
for pursuing careers in 3DCG/Animation field?

Character Animation /I
Lighting
Texturing
Compositing
Rendering Image Creation

Modeling

Rigging 3D Animation
3D Animation Techinques

Mocap
Visual Effects
Scripting
Dynamics Symulation
Procedural Animation Advanced Animation
Foundation Art I
Animation* I
Storyboarding I
Graphics Programming I
Software Training
Digital Imaging N
Creative Writing I
Game Design Il
Composition

0 5 10 15 20
Response Count (Total = 63)

* History, Principles, Basics, Software Independent




Professional development activities that instructors
teaching 3D CG/3D animation spend time outside
of teaching, research and/or creative activities.

Mastering new software versions

Learning how to use new
hardware systems and tools

Learning new academic trends
and developments in the field

Learning new trends in the industry

Acquiring knowledge in related fields
outside of own specialty

Acquiring knowledge in order to teach
the subjects outside of own specialty

They have no time for
professional development activities

Other

T

0% 20% 40% 60% 80%

Professional development activities listed above
that are hosted or financially supported by the school

Software training programs
offered by software companies

Own faculty training programs

Study groups organized
by faculty members

Seminars in collaboration -
with other schools

Seminars hosted by R —
organizations in the field

The school pays faculty members I
to attend courses in conferences

There are no such activities 4_
supported, it's up to the instructors

| wish there was such supports, |
butit hasn’t happened yet.

Faculty members can apply for
internal grant (Others)
Other

I I

0% 10% 20% 30% 40% 50%




In the current curriculum, what kind
of subjects you feel necessary to be
added or increased, in order to help
students to create higher quality
works?

Nothing

Creating Animations

Project Time Create

o
=
~

Group Projects

Story Development /
Script Writing

Traditional Art
Motion Capture
Character Animation
Gaming Topics
General Animation
3D Courses
Scripting

Design

Mastering Software

Acting (for Animators)

More Depth and Variety
Rendering,Compositing N
Internships |1

o

2 4 6 8
Response Count (Total = 63)

Do You Feel the Current
Curriculum Needs to Be
Changed in the Next 5 Years?
Other; 1%

[ There is a plan to change the
curriculum

[ We just changed our curriculum

[] 1| feel the curriculum needs to be
changed

. | don’t fee the curriculum has to
be changed, but the courses
needs to be updated

[ | don't feel that we need to change
the current curriculum or course
courses soon

[ We update curriculum all the time

[] other




Fundamental Aspects of the Curriculum
That Will Be Unchanged 20 Years from Now.

Nothing

Do not Know

Design / Fine Art Basics
Color Theory

Art & Design History
(Figure) Drawing

Principles / Basics of Animation
Storytelling

Core Technology Concepts
3D Graphics Fundamentals
3D Modeling

Writing

Storyboarding

(Digital) Cinematography

Total Foundation

[

[

e

]

e

e

e

e
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Sustainability of curriculum

Major Items Being a Financial Burden on the Program Budget

Maintaining and updating
labs and classrooms

Purchasing, maintaining, upgrading
software licenses

Maintaining systems such as

motion capture, 3D scanner, VR
Replacing equipment like

video and digital still cameras

Lab staff salary

| don’t know

No financial issues
Other: Faculty Position

Other

-

0% 10% 20% 30% 40% 50% 60% 70% 80%

Methods to Reduce These Financial Burdens

Using Freeware and Shareware

|

|

Avoiding frequent software upgrades

|

Using computer hardware
for an extended period of time

Sharing labs and classroom facilities
with other departments and/or schools

Planning multiple year budget
for lab maintenance

|

Collaborating with companies and businesses

|

Having students purchase
software and/or hardware

|

No specific methods

|

Other

I I
0% 10% 20% 30% 40% 50%




