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PRESIDENT’S MESSAGE
I was always passionate about training youths when I was working and

living in the United States. Apart from my work on Hollywood productions,
I had the privilege to be involved in the training and development of animators

and digital artists in some of the universities and colleges there. Through
numerous interactions with students, I realized that there is an artist in everyone

– but it takes great length, hardship, perseverance, sacrifice, and most of
all believing that your dreams and fantasies are real. There is no short-cut in

this process...

Moving forward during this new era of constant change, the passion to teach and transfer
knowledge today is a daunting task. We are faced with the possibility of obsolete teaching
technologies and concepts, if the reliance is solely on third-party knowledge.                          

The hatching of ESDA under the wings of ESCP is a viable solution. Real-world scenarios,
technologies, and content exhausted through ESCP's production of feature films entails a
rich content and context for learning, training, and practice here in ESDA. This incubation
helps to bring forth hatchlings who are not only technically and conceptually competent but
who are empowered to excel and create digital content that is not only breath-taking, but
meaningful for future generations.

I am blessed to have the belief, encouragement, and support of my family and friends...and
I hereby extend that blessing to you: “Join us in this epic adventure where Small Creatures
Do Big Things”...here at Egg Story!

Nothing is impossible if you believe...

- Nickson Fong, Founder of Egg Story Creative Production & President of Egg Story Digital Arts School
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OUR PROFILE
Incorporated in January 2007, Egg Story

Digital Arts School (ESDA) is a unique blend
of local and international academics and

practitioners, who share a common vision:
To hone and to nurture tomorrow’s digital

artists, content creators, and
agents-of-change.

As an entity of Egg Story Creative
Production (ESCP) – poised to release its

first CG animated feature film in 2009 –
ESDA builds upon the technology, digital

content, and Hollywood affiliations afforded
by its parent company. Offering real-world,
cutting-edge training in the fields of Digital

Art, Animation, and Visual Effects, our
curriculum primes students to experience

the rigorous of professional studios,
while developing their abilities to the

fullest potential.

Headed by a strong body of management,
with academic and professional advisors

from Hollywood, ESDA is passionate about
transforming the animation and training

scene in Singapore and the region.

We are committed to stimulating “ordinary”
students to achieve extraordinary

accomplishments, as our goal is not to
identify talent, but to transform “ordinary”

people into extraordinary and
talented individuals.

OUR VISION
To be a creative center of excellence,
where art, technology, passion, and talent
converge with Hollywood expertise,
to nurture the world-class digital artists
of tomorrow.

OUR MISSION
To empower students to realize their fullest
potential in the fields of Digital Artistry,
Content Creation, and Creative Expression.

OUR OBJECTIVES
To deliver professional training – supported
by our mentors from Hollywood – for Digital
Artists, and to instill professional practice
via internship attachment in Egg Story
Creative Production and our network of film
studios worldwide.

• To nurture Talent in the field of
Digital Arts.

• To expose our students to cutting-edge 
Technology through our experience and
affiliations with major Hollywood studios.

• To Transform Digital Art/Animation 
training and education in Asia.
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TRINITY OF EXCELLENCE
ESCP's passion and expertise in creating
internationally acclaimed feature films,
combined with Eggfinity's infinite creative
solutions for commercial projects and
endeavour towards research and
development, and ESDA's vision and
mission to nurture the Digital Artists of
Tomorrow, lead to a Trinity of Excellence;
this trinity aspires to propel Singapore and
its talent into the international digital art and
media scene.

ABOUT EGGFINITY
Eggfinity is a revolutionary, boutique
animation and visual effects studio with a
difference.  An extension of ESCP, Eggfinity
integrates next-generation digital
technologies and solutions to redefine the
future of Animation and Visual Effects
supported by a creative and technical
development team from Hollywood and the
production team from ESCP.

Our expertise is in Outsourcing – Video
Games, Feature Films, Television Series,
Home Videos/DVDs,Television
Commercials, Architectural and Product
Visualization, Game Cinematics,
Media/Promos and Music/Corporate Videos.

Eggfinity is poised to serve as a platform
to incubate projects from script to screen,
ideas to reality, and research repository to
support ESDA's professional practice in its
curricular activities.

ABOUT EGG STORY
CREATIVE PRODUCTION (ESCP)
Egg Story Creative Production (ESCP) was
formed in 2003. Our team, comprising some
of the finest talent in the industry, has since
grown to become one of the leading digital
animation and visual effects studio in Asia,

combining Hollywood's creative and
technical capabilities with an international
workforce to create, develop, and deliver.
Our works range from full length animated
feature films and visual effects to high-end

TV commercials and TV series, with an
uncompromising pursuit for excellence.

As a leading digital animation studio in
Asia, we have developed the creative,

technical, and production capabilities to
create animated feature films and related
products. Our objective has been to create,
develop, and produce computer-animated
feature films with heartwarming stories and

memorable characters which appeals to
audiences of all ages and cultures, based
on a fine combination of both Eastern and

Western mores.

Through the creation of entertaining,
enduring, and successful films, we seek to
heighten our position as a leading global

brand in animated feature films and visual
effects. ESCP functions as the flagship to

Eggfinity and ESDA.
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ADVISORY COMMITTEE
Our advisory committee comprises a panel of illustrious professionals and experts in  varying
fields of expertise. Together, they offer invaluable insight to prime ESDA into a center of
excellence in its academic rigor and educational endeavors.

Besides their advisory roles, our distinguished members are engaged to conduct Master
Class sessions in the areas of their expertise.

INTERNATIONAL PANEL
Carter Emmart                                                                               
Director of Astrovisualization at the American Museum of Natural History (AMNH).
Carter Emmart joined AMNH in the late 1990’s as the Rose Center was constructed
to house the completely rebuilt Hayden Planetarium to be used as an immersive
display that surrounds its audiences in an accurate 3D atlas of the Universe. He
was one of the original team members at AMNH of the NASA funded Digital Galaxy
Project that helped redefine how a planetarium theater can present science to the
public through immersive data visualization. Carter directs the in-house space show
production at AMNH as well as past collaborations with the visualization teams of
the National Center for Supercomputing Applications and the San Diego
Supercomputer Center. AMNH full dome space shows are now playing in world-
wide distribution.

In May, 2006, Emart received an honorary PhD from Linkopping University in Sweden
in part for his advising of a graduate intern program hosted at AMNH for software
development of interactive and networked methods to visually explore the ever
expanding volume of  sc ient i f ic  data cont inuously across a l l  scales.

Douglas Creel                                                                                    
Douglas has over 10 year of animation experience. Prior to co-founding Egg Story,
Douglas was Technical Director at Sony Picture ImageWorks (SPI) and worked on
several blockbuster feature films including The Haunted Mansion, Bad Boys II,

The Matrix Reloaded, The Lord of The Rings:The Two Towers, Stuart Little 2, The
Chubbschubbs, Harry Potter and the Sorcerer's Stone, and Cast Away. Prior SPI,
Douglas was the Technical Director at Centropolis FX for Monkey Bone, The Watcher,
The Patriot, and Stuart Little. At Tippett Studio, Douglas was software developer
for Virus and My Favorite Martian. Douglas was also Software Developer at Boss 
Film Studios for The Parent Trap. Douglas is also accredited as both developer for
XSIMan – plugin for XSI to Renderman and co-developer for Softgirl – Softimage
to Renderman.
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Advisory Committee

Jesse Rapczak
Jesse Rapczak serves as the Vice President of Production for Exigent India and
Exigent China. Jesse was a co-founder of Artificial Studios (creators of the Reality
Engine, acquired by Epic Games in 2005). He led the creative team at Artificial
Studios for 4 years, directing the need for many of the high-end features now
contained in the product. A veteran in the film visual effects industry, Jesse has led
teams in the area of CG content for feature films such as Scooby Doo 2, Exorcist:
The Beginning, Cat Woman, as well as many national commercial and advertising
campaigns. In his role as VPP, Jesse manages the day-to-day operations of the
high-caliber talent that is the Exigent art staff, ensuring quality while overseeing
their development and training.

John Lewis
John is the Chief Technology Officer and co-founder of ESCP. John worked in many
companies in the film industry, such as Industrial Light & Magic (ILM), Centropolis
Effects, Dream Quest (which became Disney TSL), and most recently, as a Consultant
at ESC Entertainment. John’s research algorithms have been adopted by several
leading film-industry software packages including Shake, Softimage XSI, and Houdini.
Prior to co-founding ESCP, John was a Researcher and Animation Group Supervisor
at the Computer Graphics and Immersive Technology Lab, University of Southern
California, supervising Ph.D. students in their research publications on facial animation
and technologies for virtual actors.

Mike Anderson
The multi award director writer, and producer, is most famous for his extensive work
on The Simpsons. Mike is creative consultant at Egg Story working on our first
animated feature ‘Kung Fu Gecko’. As a regular featuring director Mike had directed
numerous episodes of The Simpsons. He won numerous awards for his work on The
Simpsons including The Annie Award  - Best Individual Achievement: Directing
in a TV Production in 1997, The Emmy Awards 1997, 2001, 2004 (nominated), 2005
(nominated) for outstanding animated program (for programming less than one hour),
The World Animation Celebration – Best Director for Prime Series in 1998,
among others.

Randal Kleiser                                                                          
Randal Kleiser has been an internationally known film director since the release
of his first feature, Grease, the most successful movie musical ever made. His current
projects include Red Riding Hood, distributed by 20th Century Fox Home Entertainment,
an original movie musical shot on virtual sets which debuted in the summer of 2006
at the 1st International Digital Cinema Festival in Europe, held in Lisbon, and
Lovewrecked being released bythe newly formed Weinstein home entertainment
group in March of 2007. Kleiser's directing credits include The Blue Lagoon, Summer
Lovers, Grandview U.S.A, Flight of the Navigator Big Top Pee Wee, Honey, I Blew
Up the Kid, White Fang, the critically acclaimed comedy, Getting It Right, It's
My Party and Shadow of Doubt. His television movies include The Boy in the Plastic
Bubble, the Emmy Award-winning The Gathering, and Dawn: Portrait of a Teenage
Runaway. As a writer-producer, Randal was responsible for the surfingclassic, North
Shore for Universal Pictures, directed by William Phelps.                              

Randal is fluent in cutting edge digital technologies. One of his articles, “Directing
in 3D” was published in the Director's Guild magazine based on his direction of
Honey, I Shrunk the Audience in 70mm for Michael Eisner, which has been drawing
record crowds at the Disney Theme Parks in Anaheim, Orlando, Tokyo, and Paris
for more than a decade. Kleiser’s interest in the latest technologies led him to a five
year consulting position with USC’s Institute for Creative Technologies, where he
was a coinventor of Vistarama HD, an immersive digital Cinerama process shot using
the 4K DALSA camera and ultra-wide-angle photography.                                               
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Advisory Committee

Samuel Lord Black                                                                     
Sam has been in the software business for over 20 years, primarily in the graphics
industry in one form or another. His educational background includes Bachelor's
Degrees in Electrical Engineering and Computer Engineering from the University of
Michigan, and a Masters Degree in Computer Science from the University of North
Carolina. He worked for several years in the workstation and desktop computing
industry for Apollo (which no longer exists), Stellar (which no longer exists), and
Masscomp (which no longer exists) as a pioneer in the X Window System, with an
emphasis on its applications in real-time computing. Then, in 1994, he went to work
in the video game industry (Papyrus Design Group) and worked on several projects,
with game credits including NASCAR Racing, IndyCar Racing, and Road Rash.
Following a move across the country to California, Sam then spent eight years
working on rendering software for Pixar Animation Studios, where he worked on The
Incredibles (2004), Finding Nemo (2003), Monster's Inc.(2001), Toy Story 2 (1999)
and A Bug's Life (1998), followed by a stint as the Chair for the SIGGRAPH 2005
Computer Animation Festival. He is currently working as a graphics software engineer
for Autodesk, Inc. On the side, he travels, holds Commercial Pilot and Flight Instructor
certificates, enjoys SCUBA diving, makes furniture, juries animation festivals, and
dabbles in animation voice-over with credits including George Sanderson in "Monsters,
Inc." and DynaGuy in "The Incredibles NSA".                                                                

LOCAL PANEL

Andrew Phang
Andrew's career began with the emergence of desktop publishing and prepress. He
has over a decade of experience in conceptualising, designing and art directing
above and below-the-line advertising campaigns, as well as interactive and online
media. He has worked on accounts such as The National Heritage Board, The SSO,
JTC International, The Esplanade Co, The S.League and Starwood Hotels & Resorts.
The recent years have seen him involved in strategic and branding initiatives for
Singapore Airlines, Philippine Airlines, Cisco Systems and The Discovery Channel.

As the Creative Director in his previous agency of employment, Pagesetters, he
mentored 11 art directors, designers, writers and editors. Within a year of taking the
creative helm since September 2002, he helped the firm win 4 creative awardsincluding
Final ist  at Creative Circle Awards and is instrumental in pi tching and
winning several major accounts. Since setting up his own creative consultancy
Mustard Seed Creative, in 2004, Andrew’s work has diversified to include digital
video and 3D computer graphics. He has also brought his industry experience to
students as a guest speaker in talks, as a guest assessor during term assessments,
and as a part-time lecturer.

Elim Chew
Elim Chew founded 77th Street in 1988. It was her first foray into the retail industry
and has since revolutionized the streetwear scene in Singapore. 77th Street started
its first outlet in Far East Plaza Level 3, and currently has 11 outlets island-wide and
4 joint venture outlets in Malaysia. With her sister Sulim, Elim established 77th Street
as a market leader in Singapore’s streetwear retail industry, with its trendy and
distinctive range of apparel. Elim’s accolades include being named Most Promising
Woman Entrepreneur awarded by The Association of Small and Medium Enterprises
(ASME) in 2001, Mont Blanc Businesswomen Award in 2002, Young Woman Achiever
Award awarded by Her World, and the Leadership and Mentoring Award awarded
by Research Communications International in 2003. With Elim’s sharp business
acumen, 77th Street became the first fashion retailer to win the prestigious Singapore
Promising Brand Award – Most Distinctive Brand 2004 awarded by ASME and Lianhe
Zaobao.



ESDA'S MANAGEMENT
To help realize our esteemed vision of providing the best training in digital animation and
visual effects, we have a skilled and dedicated management team working cohesively with
with the advisory committee. Our management team is an assembly of experienced academias
and professionals, some with more than 10 years of experience in academics and the film
industry. This team ensures the best possible training in these fields.                                    

Nickson Fong - President
Graduating from the Savannah College of Art and Design in 1994, Nickson first
started as a CG Animator for Future Pirates, a games developer in Tokyo, Japan.
In 1996, Nickson joined DreamWorks SKG and was one of the first few CG Animators
involved in the early pre-production for “Shrek,” which won an Academy Award for
Best Animated Feature Film in 2001. In the late 1990s, Nickson worked with several
of Hollywood’s largest and renowned visual effects companies; including Sony Picture
Imageworks, where he was the Lead Compositor for “Starship Troopers” (Academy
Award nominee for Achievement in Visual Effects in 1997). At Centropolis Effects,
where he was Lead Light/Render Technical Director for “Godzilla” and “The 13th
Floor,” Technical Supervisor for “Stuart Little” (Academy Award nominee for
Achievement in Visual Effects in 1999), Nickson also supervised a team of FX
technical directors and headed up the effects department for “The Patriot” (Academy
Award nominee for Best Cinematography, Music and Sound in 2000) and Senior
Technical Director for “8 Legged Freaks” and “The Scorpion King.” At ESC
Entertainment, Nickson was FX Technical Director for “The Matrix Reloaded” and
Shot Development Technical Director on “The Matrix Revolutions,” sequels to
“The Matrix.”

For years, Nickson carried a passionate dream to make his own animated feature,
which only continued to grow as time went on. This dream led him back to his
hometown in Singapore, where he founded Egg Story Creative Production (ESCP).
After years of dedicated hard work and difficult times, “Kungfu Gecko” was born –
an epic animated feature filled with adventure, comedy, and romance, set to be
released in 2009.

A firm believer in the importance of training and education, Nickson also founded 
a new school dedicated to animation and filmmaking – the Egg Story Digital Arts 
(ESDA).
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ESDA's Management

Elizabeth Wong - Vice President
With a BA in Design from the Curtin University of Technology in Sydney, Australia,
Elizabeth Wong started her professional career as the lead art director behind an
international magazine title.

She would spend the following 12 years in the education sector, mentoring and
inspiring students in the field of design, advertising, and multimedia. In 1997, she
was tasked to anchor Nanyang Academy of Fine Arts’ (NAFA) Multimedia Department
as a pioneer lecturer. Within 5 years, she was appointed as the Head of Department.
During this time, Elizabeth was instrumental in building close ties between the
Academy and prominent industry professionals, which formed the backbone in the
curriculum development of modules in the diploma course. Other significant
achievements included leading the department to win several awards at local and
regional digital media competitions, and spearheading the planning, design, and
project management in the building of the Creative Media Studio – a 2 million-dollar
digital media facility that has become the cornerstone of NAFA’s Multimedia studies.

At her peak in NAFA, Elizabeth made a leap of faith to pursue her life-long dream
 of making a film; she joined Nickson Fong in Egg Story Creative Production in 2005,

seizing the opportunity to grow and learn from the experts of Hollywood. As the
Senior Manager of the firm, she oversaw the production team and worked with clients
such as Nokia, The Republic of Singapore Navy, and The Discovery Channel, injecting
cutting-edge computer graphics and visual effects work into the broadcast scene.

Still with a soft spot in her heart for education, Elizabeth co-founded Egg Story Digital
Arts (ESDA) in 2007, a school passionately dedicated to nurturing the world-class
digital artists of tomorrow. Having developed the diploma courses in ESDA for
Concept Art, Character Animation, Modeling, and Visual Effects, Elizabeth continues
to inspire the next generation of creative minds in the digital media industry.
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ESDA's Management

Alan Poh - Director, Curriculum and Program Development
A recipient of a Merit Award for Excellence in Academic Studies in January 1997
and a Degree Scholarship in July 1999, Alan's academic pursuit in Arts and Design
entailed in a Diploma in Graphic Design (Distinction) from Nanyang Academy of
Fine Arts (NAFA) in June 1997 and a Bachelor in Design (Distinction) with University
of Western Sydney in July 2000. As a student, Alan was attached for a year at
Nanyang Polytechnic's Digital Media Design Center (DMDC) as a multimedia designer
and animator for their DMDC course-ware. Alan‘s work experience spans across 5
years from July 1997 to June 2001 where his portfolio was compiled as a designer
in Generator Creative, free-lancing at Leo Burnett and as Art Director and co-partner
for Lucid Design.                                                                                                            

In June 2001, Alan returned to his alma mater and fulfilled 6 years of academic
 rigor as a lecturer before being promoted as the Head of Department for the

Multimedia Program in November 2005 where he served until March 2007.
Between lecturing, curriculum development, and management, Alan also served
in advisory capacities as a working committee member for the National Research
Foundation's Interactive and Digital Media Lab and as a member of the education
council for the Student's Creative Circle Award by the 4As (Association of
Accredited Advertising Agents, Singapore). Through his stint as an academic in
NAFA, he obtained a post-graduate in higher education from Nanyang Technological
University/National Institute of Education.

In his new designation as Director for curriculum and program development with Egg
Story Digital Arts in March 2007, Alan's vision and prerogative is to hone our youth
with the knowledge and expertise to produce ‘Made-by-Singapore’ digital content
and to empower and stimulate them to become the 'agents-of-change' for tomorrow.



ESDA's Management

Chris Tan - Director, Corporate Communication & Development
Chris started his career as an interactive designer for the Institute of System Science
and later worked in Asirius Interactive, where he had served as a consultant for their
clients such as New Changi Hospital and Hard Rock Café. After obtaining a scholarship
to further his studies, he graduated from University of Western Sydney where he
obtained a distinction for excellence in his academic studies, and returned to Nanyang
Academy of Fine Arts wherehe lectured for 5 years. He was promoted to the position
of Pathway Leader for the Multimedia Department where he to steered it's progression
from a Diploma to a Degree course in partnership with the University of Huddersfield,
UK. Chris worked closely with industrial partners such as Philips Design and Motorola
(Beijing), and fostered closely-knit course content and research tie-ups for his Degree
program and the Multimedia Department at large. Chris also served in national
advisory bodies, like the IDM Game Lab headed by NRF (National Research
Foundation) and the Stamp Advisory Committee of Singapore.                                 

Being tasked in his new position in Egg Story Digital Arts as the Director for corporate
development and communications, Chris intends to envisage collaborations with
industry partners and foreign universities to extend the landscape of education,
entrepreneurial spirit, and opportunities.

Dallene Ng - Director, Sales & Marketing                                           
Dallene Ng is a cordwainer by profession having graduated from Cordwainers College
(now London College of Fashion). She has had the privilege of apprenticing under
Dato Jimmy Choo in all aspects of bespoke footwear, design and manufacture and
liaising with the royal houses and couturiers in the UK, Europe and the Middle East.

 

A graduate of New South Wales University, Sydney, she holds a Masters in Marketing
and has been involved in Strategic Sales and Marketing and Business Development
in the Asia-Pacific region with a client portfolio that includes such as Carrefour, GNC,
the Dairy Farm group and other F&B chains, Telstra, Optus and Vodafone, Ripcurl,
Billabong, Quiksilver, Puma, Adidas, Reebok, Hard Rock CafÈ, Warner Brothers
Merchandising, Sandler, Jane Debster, Formfit-Warners and  Bonds (Pacific Dunlop).

Dallene is passionate about social concerns and has worked with non profit
organizations in finding employment for the migrant long term unemployed and
training and equipping leaders from the third world.
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ESDA's Management

Lucy Petrovich - Dean of Graduate Studies
Lucy Petrovic is a new media artist, researcher and educator. She received her MFA
from the University of Illinois, Chicago in Electronic Visualization. Her focus has
been the exploration of immersive virtual-reality environments using CAVE technology.
Dealing with issues of control and societal concerns, her recent virtual-reality work
in collaboration with Johnie Horn has been exhibited internationally including ACM
Siggraph Art Gallery, ISEA, and the Tucson Museum of Art.

A recent work entitled, 'Under control / in control', has been supported by the Arizona
Commission on the Arts and premiered at the Scottsdale Museum of Contemporary
Art. Lucy's new media work includes creating experimental digital video that has
been screened at various festivals including the Arizona International Film Festival
where she won 'Best of Arizona'.

Before coming to Singapore, Lucy taught courses in the Digital Art MFA program as
an Artist in Residence and Research Fellow in the College of Fine Arts, University
of Arizona. She was instrumental in designing curriculum and teaching courses in
virtual reality programming for artists, digital arts in context, authoring, multimedia
and new media design. She curated the first online exhibition of digital art, ArtStream,
for the UA Museum of Art. As co-founder of the 'Digital Arts Symposium' she brought
distinguished international artists and theorists to present their work to the Tucson
community. Other accomplishments include organizing numerous exhibitions of
student artwork. Her previous teaching assignments included Savannah College of
Art & Design and University of Wisconsin-Madison.

Throughout the years she has contributed to ISEA, Prix ARS Electronica and
extensively to the ACM Siggraph International Computer Graphics Conference, an
annual event that attracts up to 25,000 people each year. Lucy's involvement with
Siggraph included co-chair of the Electronic Theater, chair of the Art Show, along
with membership of various jury and committees.

Currently she is Dean of Graduate Studies at Egg Story Digital Arts establishing a
degree program and teaching courses in digital video and programming for
animators.                            
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ESDA's Management

Patrick Neo - Manager, Corporate Resource
Patrick came from a marketing and management background. In his early career
days, he was with a local oil trading company. He managed his company’s regional
marketing for motor oils from Unocal 76 and Repsol and the packaging for various
third-party brands. Patrick was pivotal in the establishment of a joint-venture company
in Thailand and the appointment of principle distributors in the regional countries of
Malaysia, Indonesia and Philippines. In his capacity as marketing manager, he helped
his company established a fully-owned Malaysian subsidiary in 1995. With his
experiences in the commercial sector, Patrick joined the social sector from 2000.
Through the years, Patrick has used his experience in the commercial sector to
assist non-profits in their administration and governance. He ran a social-enterprise,
Ark Quest, from 2005 & 2007. This social-enterprise was in the business of IT and
secretariat services and the provision of IT training for the less privileged. He has
been actively involved in the promotion of recognition for the charity fundraiser since
2004. Just before he joined Egg Story, he was with the Singapore Red Cross. With
his experience in both the commercial and social sectors, Patrick hopes to contribute
to the growth of Egg Story through the entrepreneurial spirit for the transformation
of lives.
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ESDA'S FACULTY
ESDA’s teaching faculty comprises of a body of experienced academic who serve in the
faculty full-time. This faculty also comprise a body of illustrous industry practitioners, hand-
picked by ESDA’s Senior Management, for their expertise in their respective field of work.
C u r r e n t l y  E S D A  h a s  8  f u l l - t i m e  l e c t u r e r s  a n d  5  p a r t - t i m e  l e c t u r e r s .

Principal Lecturers:

Nickson Fong

Designation
1) President
2) Principal Lecturer

Biography
Graduating from the Savannah College of Art and Design in 1994, Nickson first started as a
CG Animator for Future Pirates, a games developer in Tokyo, Japan. In 1996, Nickson joined
DreamWorks SKG and was one of the first few CG Animators involved in the early preproduction
for “Shrek,” which won an Academy Award for Best Animated Feature Film in 2001. In the
late 1990s, Nickson worked with several of Hollywood’s largest and renowned visual effects
companies; including Sony Picture Imageworks, where he was the Lead Compositor for
“Starship Troopers” (Academy Award nominee for Achievement in Visual Effects in 1997).
At Centropolis Effects, where he was Lead Light/Render Technical Director for “Godzilla” and
“The 13th Floor,” Technical Supervisor for “Stuart Little” (Academy Award nominee for
Achievement in Visual Effects in 1999), Nickson also supervised a team of FX technical
directors and headed up the effects department for “The Patriot” (Academy Award nominee
for Best Cinematography, Music and Sound in 2000) and Senior Technical Director for
“8 Legged Freaks” and “The Scorpion King.” At ESC Entertainment, Nickson was FX Technical
Director for “The Matrix Reloaded” and Shot Development Technical Director on “The Matrix
Revolutions”, sequels to “The Matrix.”

For years, Nickson carried a passionate dream to make his own animated feature, which only
continued to grow as time went on. This dream led him back to his hometown in Singapore,
where he founded Egg Story Creative Production (ESCP). After years of dedicated hard work
and difficult times, “Kungfu Gecko” was born – an epic animated feature filled with adventure,
comedy and romance, set to be released in 2009.

A firm believer in the importance of training and education, Nickson also founded a new school
dedicated to animation and filmmaking – the Egg Story Digital Arts (ESDA).                         

Jerry Ching

Designation
Principal Lecturer - Character Animation

Biography
Jerry Ching has been in the animation industry for 18 years. He graduated from the Character
Animation program in CalArts and went on to work for Kurtz & Friends, Turner Animation and
Industrial Light and Magic before embarking on a 12 year career with Disney Feature Animation
as a Character Animator. His film credits include Casper the Friendly Ghost, Mulan,
The Emporor's New Groove, Tarzan, Treasure Planet, Home On The Range, Chicken Little
and Meet the Robinsons. He has always dreamed of working for an asian animation studio
working on original content. He has also always loved teaching. As such, he is elated to be
appointed Principal lecturer for Character Animation in Egg Story Digital Arts School!
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ESDA'S Faculty

Principal Lecturers:

Lucy Petrovich

Designation
1) Dean of Graduate Studies
2) Principal Lecturer

Biography
Lucy Petrovich is a new media artist, researcher and educator. Her focus has been the
exploration of human-computer interactivity and virtual reality environments. Currently she
is an Artist in Residence and Research Fellow in Digital Arts, College of Fine Arts, at the
University of Arizona. She received her MFA from the University of Illinois, Chicago, Electronic
Visualization Department in 1985. Throughout the years she has contributed to ISEA, ARS
Electronica, and extensively to the SIGGRAPH International Computer Graphics Conference,
an annual event that attracts up to 30,000 people each year. Her personal work has been
exhibited in the United States, Europe, and Japan.

Roy Wilson

Designation
Principal Lecturer - Concept Art

Biography
Roy entered the film industry over twenty-five years ago, after graduating from Art Center
College of Design with a BFA degree in illustration. For almost twenty years he had his own
company- M.J. Scooter&Co., Inc., which provided art services to the entertainment industry.
These services included storyboarding and production illustration for TV and film, design and
conceptual work for the media, theme parks, and special events. His client list includes many
of the major studios in Los Angeles. While at Disney Television, he produced and directed
the Goof Troop series, and the Bonkers series among others. Shortly after, Roy and his family
moved to Paris, France, where he staffed, set up a studio, and produced a successful 40 half
hour television series for C&D / Jet Lag Productions. While there, he trained and over saw
all storyboard artists, background painters, layout artists, and color stylists with a staff of 33.
He produced the shows in 10 months from concept to post-production, and never missed an
air date. His ability to oversee all phases of production is a unique and important asset for
any project.
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ESDA'S Faculty

Senior Lecturers:

Borko Milohanovic

Designation
Senior Lecturer

Biography
After graduating from Technical School "Nikola Tesla" Jagodina in 1996, Borko
Milohanovic joined as a Television Production "Palma Plus" where he handled 3D
Animation projects. At the same time, Borko freelanced concurrently as a 3D Artist for
TV Commercials and Music Videos. In 2006, Borko's 3D work, using Autodesk Maya
and 3D Max, was published on the Cebas website, the maker of the external Maya
rendering engine Final Render. In December of 2007. he worked at Blackmagic Design
as Lead Visual Effects Technical Director on the movie "Dance of the Dragon" and
worked on TV Commercials projects as CGI Supervisor for Levis, Vaseline, Nature
Fresh, Boro Plus, etc.

Hendra Kusuma

Designation
Senior Lecturer

Biography
Hendra Kusuma attended Academy Of Art University where he received training in Traditional
Animation and thereafter attained a Bachelor of Fine Arts degree in 2003. Specialized in
Character Animation, he joined Egg Story Creative Production in 2005 as an animator. His
works includes Kung Fu Gecko trailer, and teasers. Currently holding an important role,
Hendra relish in his appointment as Lead Animator, where his responsibility involves producing
character animation and also overseeing the junior animators in the production of Kung Fu
Gecko the movie. His passion in Animation extends into Lecturing†at Egg Story Digital Arts
Academy where his expertise and skills of his trade are shared through the Principles of
Anmation module.

Jeong Yoon Sung

Designation
Senior Lecturer

Biography
Yoon Sung graduated from Vancouver Film School specialising in 3D Animation and
Visual Effects in 2006. He had also studied in SF Film School in 2005 and acquired
knowledge in Mechanic Engineering at IN-HA University in 2001. His Short Films have
seen him garner numerous accolades: 'Don't Cry My Luna' nominated in Daegu Film
Festival 2002, 'Knit Up' nominated in Raw Stock Film Festival, Pusan International Short
Film Festival, Youth International Film Festival, Seoul-Sinchon Art Festival in 2003 and
'The Roof of Heaven' nominated in Daegu Short Film Festival and Seoul Independent
Film Festival in 2004. Currently a 3D Modeling Artist in Egg Story Creative Productions,
Yoon Sung extends into Lecturing at Egg Story Digital Arts where his expertise and
skills of his trade are shared through the 3D Modeling module.
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AN OVERVIEW

ESDA's Diploma in Animation course rides on the strong waves of opportunities for Digital
Artists in light of the exponential growth in the digital media industry. With the Government
of Singapore devoting S$1 billion to support and nurture digital media firms, the industry
outlook is set to be worth S$10 billion by 2018, creating employment of 30,000 skilled
professionals.

ESDA's primary purpose to introduce animation training to an already saturated market of
education providers in Singapore and Southeast Asia stems from the wealth of resources,
content, knowledge and technology relative to animation and digital film-making derived
from ESCP's production process. The amount of content generated, used or otherwise
archived in our database, forms a rich source of content to build a curriculum for the training
of animators.

ESDA is an unique and unconventional school that allows students to have hands-on
experience with actual production materials, and learn from many talented academics and
professionals. ESDA will challenge students to fulfill their potentials, and help transform
passionate and talented artists into inspired professionals.

Egg Story Digital Arts (ESDA) takes pride in upholding integrity in the highest order that is
translated to all our business practices, ethical behavior in all transactions, and respect for
the dignity of the individual.                                                                                                                                                     

We take pride in delivering specialized programs that places our students' interest in their
career development and providing a quality learning environment through our well trained
staff. Where “Heartware” matters most, students' welfare is taken seriously. We are committed
to providing the best possible learning environment for our students' total development in the
areas of academic, emotional, and career development.                                                     

At ESDA we recognise the unique blend of talents converging into a dynamic group with the
focus on qualitative mentoring. Because our focus is on producing Quality students rather
than having Quantity, each class size is limited to 15 students per class at a ratio of
1 lecturer : 15 students with a maximum of 3 classes per intake. Currently ESDA has 7 full-
time lecturers and 4 part-time lecturers. Each lecturer maintains their professional practice
as industry practitioner as well as trainers of their respective fields.                                   

ESDA is corporately committed to uphold and deliver our Mission, Vision, and Objectives to
the highest standards possible.

Nickson Fong
President, Egg Story Digital Arts

PRESIDENT’S DECLARATION



Realism-Immersion and Experiential-Learning
In today's effervescent world where the only constant is change, the curriculum of any
institution faces the daunting task of teaching what is already passé if the reliance is solely
on third-party knowledge: books, DVD-ROM tutorials, etc. It takes a lengthy process to
review existing curriculum with external academic and industry advisors, adopt contents,
and prepare teaching tools and tutorials. The onus is on every academic to exact  relevance
in their curriculum in the fastest and most effective way possible.

ESDAA's ability to assimilate a production environment for the students, with constant
feedback from industry practitioners and exposure to the 'correct' animation production
pipeline, forms the foundation for the learning outcome of the curriculum. This offers great
mileage in the experiential-learning process for the training of Animators and Digital Artists.

The value of Real-World course content for any animation and digital media school, not only
refers to the relevance of the transferable skills and technology, but the means to touch-
base with the most updated knowledge and adapt to changes in real- t ime.

At ESDA, we have the privilege of ESCP, our parent company, which forages in the real-
world of digital animation and feature film production. Our on-going R&D for the best
techniques or 'tips-and-tricks' and investment in the latest software and proprietary technologies
is used not only in feature film production but in the training of our students as well.

With the strategic proximity of ESCP's Production Center located directly above the school,
the transfer of knowledge, technology, course content or expertise is literally straight-down.
This discourse forms the methodology and pedagogical ethos of ESDA.              

Self Discovery via Professional Practice
One of the highlights of our course (Module: Professional Practice) requires our students
who have completed their 40 weeks of Foundation Studies to produce a 3-minute Animated
Short Film. The scripts, completed in the module 'The Art of Story Telling' will be presented
as a 'pitch' to the examination panel. The entire creative and production process will be
managed by the students themselves. The Lead Animators and Concept Artists of ESCP
and the lecturers of ESDA will serve as their mentors over this period of 3 months where
they will 'mirror' ESCP's production pipeline to function like a professional studio.

This period immerses the students in a realistic production environment where they will put
into practice their knowledge obtained during the Foundation Studies. Students gain invaluable
experience in this period where they will fulfill their respective roles in Concept Art, 3D
Modeling, Character Animation or Digital Visual Effects, and at the same time master
production scheduling, planning, coordination, accountability, management and presentation
skills. At the end of the 3 months of rigorous professional immersion, students will unravel
their latent strength, henceforth assisting in their choice of specialization in the 2nd Year
of studies majoring in either Concept Art, 3D Modeling, Character Animation or Visual Effects.

Our 'Heart-ware'
The unique quality of our academy is the belief that it takes more than prerequisites like
qualifications and certificates to qualify an applicant's potential, especially in the field of
Digital Arts. At ESDA, we are equivocal that there is an artist in everyone, and it takes a
committed teacher and school to afford the patience and platform to nurture these seemingly
“ordinary” under-achievers. The greatest 'Heart-ware' we boast is offering an opportunity
for the passionate. We are committed to hone what is typically perceived as “ordinary”,
offering an opportunity regardless of their previous academic performance, transforming
these “ordinary” students into extraordinarily skilled artists in this new digital era.
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ESDA’s DIPLOMA COURSE
TALENT. TECHNOLOGY.
TRANSFORMATION.
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ENTRY REQUIREMENTS - DIPLOMA IN ANIMATION
(with specialisation)

ESDA’s DIPLOMA COURSE
TALENT. TECHNOLOGY,
TRANSFORMATION.

Semester 1
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20 weeks 3wks
3 Months
Professional
Practice at ESCP -
Mentored by ESCP
Lead Animators

Semester 2

20 weeks

V
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n

2wks
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2wks

Semester 1

V
ac
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io

n

20 weeks 2wks

GRADUATION
SHOWCASESemester 2

20 weeks

Foundation Studies (Year 1)

Specialization Studies(Year 2)

STUDENT’S PROGRESSION MAP

PRE-REQUISITE:
ESDA Foundation Studies
TOFEL Score of 550

WHO CAN APPLY:
Under-Graduates/
Graduates of
Polytechnic or Art
Instituitions in relevant field+

+Subject to Results of Portfolio
Interview or Entrance and Aptitude
Test where necessary

YEAR 2
SPECIALIZATION STUDIES
3D Modeling (DAMODY2)
Character Animation (DACHAY2)
Concept Art (DACOAY2)
Digital Visual Effects (DADFXY2)

PRE-REQUISITE:
Entrance and Aptitude Test
TOFEL Score of 550

WHO CAN APPLY:
GCE ‘N’,’O’, ‘A’ level or
Polytechnics under-
graduates/graduates*

Anyone who has a passion
for Animation**

* Equivalent to US Middle School
Certificate or High School Diploma
respectively

**Subject to Results of Entrance and
Aptitude Test

Promotion

YEAR 1
FOUNDATION STUDIES
(DAFOSY1)
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ESDA’s DIPLOMA COURSE
TALENT. TECHNOLOGY,
TRANSFORMATION.

COURSE HIGHLIGHTS
Riding under the wings of ESCP and
Eggfinity, ESDA's Diploma in Animation
course offers unique and highly specialized
animation training with the following
unequivocal advantages:

> Real-world course content (derived
from feature film productions such
as “Kung Fu Gecko,” etc.) and 
cutting-edge technology supplied
by ESCP

> Master Class sessions led by 
Nickson Fong or members of our 
Advisory Committee and visiting CG
Artist from our network and 
affiliations with Hollywood studios

> 3 months of professional practice 
mentored by ESCP Lead Animators
after their first year of studies before
they commence their 2nd Year in 
the Diploma Course

> CG Artist workshops and talks by 
ESCP Lead Animators and Concept
Artists

> Internship attachment opportunities
through our strong ties and world-
wide network to leading CG Artists
and Animation/Film Studios

> Overseas tours to animation, games
and film studios

THE PROGRAMME
ESDA's Diploma in Animation is a 2-year

full-time course. Students will graduate with
a Diploma in Animation specializing in either
3D Modeling, Character Animation, Concept

Art, or Digital Visual Effects.

The 2-year full-time program spans 4
semesters of 20 weeks of supervised studio
sessions. Students need to fulfill a 10 week
(3 month) professional practice or internship

attachment, where they will immerse
themselves in applying their  knowledge

after their 1st Year of Studies before they
embark on their chosen specialization.
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ESDA’s DIPLOMA COURSE
TALENT. TECHNOLOGY,
TRANSFORMATION.

FOUNDATION STUDIES CURRICULUM

DIPLOMA IN ANIMATION (FOUNDATION STUDIES) - DAFOSY1   (Year 1 / 40 weeks)
The program commences with the 40-week foundation studies (2 semesters of 20 weeks
each) where students will be exposed to a multitude of knowledge and skills, both theoretical
and practical.

Aims & Objective
The ESDA Foundation Studies student is exposed to in-depth knowledge and skills in a
spectrum of subjects. The program consists of a balanced curriculum of hands-on sessions,
lab-tutorials, mass lectures, individual and group projects. The structure allows instructor-
led exercises, tips-&-tricks sharing sessions by Professional Animators (from ESCP or visiting
CG artists) and master class sessions led by Nickson Fong and members of our Advisory
Committee. Students are held accountable to their individual/group project development to
lecturers or mentors via 'Dailies' (a daily update of their work-in-progress). Students will be
graded on a daily basis in accordance with the intrinsic development process rather than
the final outcome.

Semester 1 Modules (20 weeks / 460 credit hours) Module Code Credit Hrs
3D Basics 1 FOS11DB 60
Design Fundamentals FOS11DF 60
Digital Art FOS11DA 60
Fine Art: Life Drawing 1 FOS11LD 60
Fine Art: Sculpting 1 FOS11SC 60
History of Art FOS11HA 40
Illustration: Anatomy Studies FOS11AS 60
Principles of Animation - Classical Animation FOS11PA 60

Semester 2 Modules (20 weeks / 460 credit hours) Module Code Credit Hrs
3D Basics 2 FOS12DB 60
Digital Photography & Hybrid Imaging FOS12DP 60
Fine Art: Life Drawing 2 FOS12LD 60
Fine Art: Sculpting 2 FOS12SC 60
HD Video Production, Editing & Cinematography FOS12HD 60
Illustration: Character Design FOS12CD 60
The Art of Story Telling & Storyboarding FOS12ST 40
Professional Practice* FOS12PP 60
*duration: 10 weeks -after Week 20 of Semester 2

Promotion Criteria
Students who have completed both the Foundation Studies and their Professional Practice
would have accumulated a total of 920 credits which account towards the minimum credit
points / hours required for promotion to Year 2 (Specialization Studies: 3D Modeling,
Character Animation, Concept Art or Digital Visual Effects).

Attendance Policy
Students are required to achieve a minimum of 90% attendance for each semester of his/her
studies.

Credit Points / Hours
Total credit points for Foundation Studies is 920 credits. The entire tuition hours is 920 hrs.

Year 1 Course Fees
Total Course Fees for Foundation Studies (@ SGD$14 per credit point) is SGD$13781.60
(inclusive of 7% GST). Course fees reflected herein is for the intake for Academic Year
2008/09.
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ESDA’s DIPLOMA COURSE
TALENT. TECHNOLOGY,
TRANSFORMATION.

3D MODELING SPECIALIZATION STUDIES CURRICULUM

DIPLOMA IN ANIMATION (3D MODELING) - DAMODY2 (Year 2 / 40 weeks)
After the Foundation Studies, students would proceed to Specialization Studies where they
will spend 40-weeks (2 semesters of 20 weeks each) in their chosen field.                         

Aims & Objective
Pixel-perfect Creations - 3D Modeling is a craft, which demands a meticulous eye for detail.
It requires a relentless passion to discover the most elegant and efficient methods to sculpt
polygons into digital works of art. This Specialization will equip students with the artistic and
technical skills needed by a 3D Modeler. From fine art drawing and sculpting to digital
texturing and compositing, students will acquire in-depth knowledge and techniques to create
anything from furniture to fantasy creatures.

A Successful Modeling Career - Without Dieting
The Digital Media Industry is pegged as a growth sector in the coming years. Film and
broadcast production, game creation, medical and architectural visualisation, and even print
design and advertising, will provide countless opportunities for a well-trained 3d Modeler
to build a truly unique and rewarding career.

Semester 1 Modules (20 weeks / 460 credit hours) Module Code Credit Hrs
3D Modeling (Organic & Non-Organic Modeling) MOD21MO 60
3D Texture & Unwrap (Organic & Non-Organic Modeling) MOD21TU 60
3D Lighting & Shading MOD21LS 60
Concept of Visual Effects - 2D Visual Effects DFX21VE 60
Layout & 3D Environment MOD21LE 60
Light & Mood Studies / Figure Drawing 1 COA21LM 60
Major Project MOD21MP 100

Semester 2 Modules (20 weeks / 540 credit hours) Module Code Credit Hrs
3D Game Modeling MOD22GM 60
Advanced 3D Modeling MOD22MO 60
Advanced 3D Lighting & Shading MOD22LS 60
Light & Mood Studies / Figure Drawing 2  COA22LM 60
Professional Practice MOD22PP 60
Major Project MOD22MP 240

Criteria for Graduation
Students would need to accumulate a minimum of 1920 credits (Specialization Studies 1000
credits + Foundation Studies 920 credits) to be awarded the ESDA Diploma certificate.

Attendance Policy
Students are required to achieve a minimum of 90% attendance for each semester of his/her
studies.

Credit Points / Hours
Total credit points for 3D Modeling Specialization Studies is 1000 credits. The entire tuition
hours is 1000 hrs.

Year 2 Course Fees
Total Course Fees for 3D Modeling Specialization Studies (@ SGD$14 per credit point) is
SGD$14,980 (inclusive of 7% GST). Course fees reflected herein is for the intake for
Academic Year 2008/09.
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ESDA’s DIPLOMA COURSE
TALENT. TECHNOLOGY,
TRANSFORMATION.

CHARACTER ANIMATION SPECIALIZATION STUDIES CURRICULUM

DIPLOMA IN ANIMATION (CHARACTER ANIMATION) - DACHAY2 (Year 2 / 40 weeks)
After the Foundation Studies, students would proceed to Specialization Studies where they
will spend 40-weeks (2 semesters of 20 weeks each) in their chosen field.                         

Aims & Objective
The Power To Give Life - The Character Animator is a digital puppeteer who imparts emotion
and personality to a still mesh of polygons, and is both an actor and an artist. Every pose and
posture; each subtle facial expression and emotive nuance, is set in motion to tell a story and
convey a message.

This Specialization will immerse students in the art and science of Character Animation. From
drawing, sculpting and acting, to animation, rigging and scripting–students will learn to articulate
inanimate objects and organic creatures alike.

An Illustrious Acting Career – Behind The Camera
With the projected growth of the Digital Media Industry, well-trained Character Animators are
becoming as important as Oscar-winning actors. They will continue to play prominent roles
in film and broadcast production, game creation and even print design and advertising. Character
Animators can look forward to a highly specialised and creative career.                        

Semester 1 Modules (20 weeks / 460 credit hours) Module Code Credit Hrs
3D Character Animation CHA21CA 60
Comic Art COA21CA 60
Concept of Visual Effects - 2D Visual Effects DFX21VE 60
Programming 1 DFX21PG 60
Rigging CHA21RG 60
Light & Mood Studies / Figure Drawing 1 COA21LM 60
Major Project CHA21MP 100

Semester 2 Modules (20 weeks / 540 credit hours) Module Code Credit Hrs
Advanced 3D Character Animation CHA22CA 60
Acting in Animation CHA22AA 60
Advanced Rigging with Mel Scripting CHA22RG 60
Light & Mood Studies / Figure Drawing 2  COA22LM 60
Professional Practice CHA22PP 60
Major Project CHA22MP 240

Criteria for Graduation
Students would need to accumulate a minimum of 1920 credits (Specialization Studies 1000
credits + Foundation Studies 920 credits) to be awarded the ESDA Diploma certificate.

Attendance Policy
Students are required to achieve a minimum of 90% attendance for each semester of his/her
studies.

Credit Points / Hours
Total credit points for Character Animation Specialization Studies is 1000 credits.
The entire tuition hours is 1000 hrs.      

Year 2 Course Fees
Total Course Fees for Character Animation Specialization Studies (@ SGD$14 per credit point)
is SGD$14,980 (inclusive of 7% GST). Course fees reflected herein is for the intake for
Academic Year 2008/09.
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ESDA’s DIPLOMA COURSE
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DIPLOMA IN ANIMATION (CONCEPT ART) - DACOAY2 (Year 2 / 40 weeks)
After the Foundation Studies, students would proceed to Specialization Studies where they
will spend 40-weeks (2 semesters of 20 weeks each) in their chosen field.                         

Aims & Objective
Creating brave new worlds - Concept Artists create breathtaking visuals that transport
audiences to imaginative new realms. As they establish the style and design of characters
and props, and determine the mood and atmosphere of sets and environments, Concept
Artists play an integral creative role in the production team.

This Specialisation provides comprehensive training in the traditional and digital techniques
of Concept Art. From fine art and comic art, to digital matte painting and compositing–students
will acquire creative skills and stretch the boundaries of their imagination. In addition,
students will experience the entire digital production pipeline.

A DREAM-CAREER MADE REAL                                                                            
As the Digital Media Industry blossoms, the increase in digital content production will drive
the demand for Concept Artists. Their creative visions and revolutionary designs already
inspire film and broadcast production, game creation, medical and architectural visualisation,
and even print design and advertising. Concept Artists will enjoy a creative future as limitless
as their own imagination.

Semester 1 Modules (20 weeks / 460 credit hours) Module Code Credit Hrs
Character Design COA21CD 60
Comic Art COA21CA 60
Compositing DFX21CP 60
Digital Matte Painting, Layout & Composition DFX21MP 60
Environment Design COA21ED 60
Light & Mood Studies / Figure Drawing 1 COA21LM 60
Major Project COA21MP 100

Semester 2 Modules (20 weeks / 540 credit hours) Module Code Credit Hrs
Advanced Character Design & Environment Design COA22CE 60
Advanced Compositing DFX22CP 60
Advanced Digital Matte Painting, Layout & Composition DFX22MP 60
Light & Mood Studies / Figure Drawing 2 COA22LM 60
Professional Practice COA22PP 60
Major Project COA22MP 240

Criteria for Graduation
Students would need to accumulate a minimum of 1920 credits (Specialization Studies 1000
credits + Foundation Studies 920 credits) to be awarded the ESDA Diploma certificate.

Attendance Policy
Students are required to achieve a minimum of 90% attendance for each semester of his/her
studies.

Credit Points / Hours
Total credit points for Concept Art Specialization Studies is 1000 credits. The entire tuition
hours is 1000 hrs.

Year 2 Course Fees
Total Course Fees for Concept Art Specialization Studies (@ SGD$14 per credit point) is
SGD$14,980 (inclusive of 7% GST). Course fees reflected herein is for the intake for
Academic Year 2008/09.

CONCEPT ART SPECIALIZATION STUDIES CURRICULUM
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DIPLOMA IN ANIMATION (DIGITAL VISUAL EFFECTS) - DADFXY2 (Year 2 / 40 weeks)
After the Foundation Studies, students would proceed to Specialization Studies where they
will spend 40-weeks (2 semesters of 20 weeks each) in their chosen field.                         

Aims & Objective
The Invisible Man Meets Mission Impossible - The Digital Visual Effects Artist makes the impossible
happen seamlessly and believably onscreen. Whether creating dramatic explosions or discreetly
removing wires, their work serves to enhance the story, without drawing attention to themselves.
In fact, some of their best work goes unnoticed.

This Specialisation will arm students with the techniques and technology behind Digital Visual
Effects. From chroma-keying and compositing, to particle simulation and programming–students
will harness the forces of nature and defy the laws of physics.

An Explosive Start To A Unique Career                                                                                                           
With the rapid growth of the Digital Media Industry, the skills of a proficient Digital Visual Effects
Artist are in increasing demand. Their talents are already igniting film and broadcast production,
game creation, medical and architectural visualisation, and even print design and advertising.
For the Digital Visual Effects Artist, a world of rewarding and creative possibilities awaits.

Semester 1 Modules (20 weeks / 520 credit hours) Module Code Credit Hrs
Concept of Visual Effects -2D Visual Effects DFX21VE 60
Concept of Visual Effects -3D Visual Effects DFX21DE 60
Compositing DFX21CP 60
Digital Matte Painting, Layout & Composition DFX21MP 60
Lighting & Shading DFX21LS 60
Light & Mood Studies / Figure Drawing 1 COA21LM 60
Programming 1 DFX21PG 60
Major Project DFX21MP 100

Semester 2 Modules (20 weeks / 600 credit hours) Module Code Credit Hrs
Advanced Compositing  DFX22CP 60
Advanced Digital Matte Painting, Layout & Composition DFX22MP 60
Advanced Lighting & Shading DFX22LS 60
Particles & Effects Animation DFX22PE 60
Programming 2   DFX22PG 60
Professional Practice DFX22PP 60
Major Project DFX22MP 240

Criteria for Graduation
Students would need to accumulate a minimum of 2040 credits [Specialization Studies 1120
credits (Digital Visual Effects) + Foundation Studies 920 credits] to be awarded the ESDA
Diploma certificate.

Attendance Policy
Students are required to achieve a minimum of 90% attendance for each semester of his/her
studies.

Credit Points / Hours
Total credit points for Digital Visual Effects Specialization Studies is 1120 credits. The entire
tuition hours is 1120 hrs.          

Year 2 Course Fees
Total Course Fees for Digital Visual Effects Specialization Studies (@ SGD$14 per credit
point) is SGD$16,777.6 (inclusive of 7% GST). Course fees reflected herein is for the intake
for Academic Year 2008/09.

DIGITAL VISUAL EFFECTS SPECIALIZATION STUDIES CURRICULUM



ENQUIRIES & FEEBACK

Mailing Address
45 Middle Road, Egg Story Center,

Singapore 188954

Office Telephone / fax
62388 202 / 62388 203

Website
www.esdaa.com.sg

Email: info@esdaa.com.sg
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