
Unit 10 – Create a digital animation
DELIVERY GUIDE
Version 1

Cambridge TECHNICALS LEVEL 3

DIGITAL 
MEDIA

ocr.org.uk/media

http://www.ocr.org.uk/qualifications/cambridge-technicals-digital-media-certificate-extended-certificate-foundation-diploma-diploma-05843-05846-2016-suite/


C
A

M
BRID

G
E TEC

H
N

IC
A

LS IN
 D

IG
ITA

L M
ED

IA
LEVEL 3 U

N
IT 10

2

CONTENTS

Introduction 3

Related Activities 4

Key Terms 5

Misconceptions 7

Suggested Activities: 

 Learning Outcome (LO1) 8

 Learning Outcome (LO2) 12

 Learning Outcome (LO3) 15



C
A

M
BRID

G
E TEC

H
N

IC
A

LS IN
 D

IG
ITA

L M
ED

IA
LEVEL 3 U

N
IT 10

33

INTRODUCTION
This Delivery Guide has been developed to provide practitioners with a variety of 
creative and practical ideas to support the delivery of this qualification. The Guide 
is a collection of lesson ideas with associated activities, which you may find helpful 
as you plan your lessons. 

OCR has collaborated with current practitioners to ensure that the ideas put forward in 
this Delivery Guide are practical, realistic and dynamic. The Guide is structured by learning 
outcome so you can see how each activity helps you cover the requirements of this unit. 

We appreciate that practitioners are knowledgeable in relation to what works for them 
and their learners. Therefore, the resources we have produced should not restrict or 
impact on practitioners’ creativity to deliver excellent learning opportunities. 

Whether you are an experienced practitioner or new to the sector, we hope you find 
something in this guide which will help you to deliver excellent learning opportunities. 

If you have any feedback on this Delivery Guide or suggestions for other resources you 
would like OCR to develop, please email resources.feedback@ocr.org.uk. Unit 10 Create a digital animation

LO1 Understand the types and uses of animations

LO2 Be able to plan an animation to a client brief

LO3 Be able to create a planned animation

To find out more about this qualification, go to: http://www.ocr.org.uk/qualifications/
cambridge-technicals-digital-media-certificate-extended-certificate-foundation-diploma-
diploma-05843-05846-2016-suite

Please note 
The activities suggested in this Delivery Guide MUST NOT be used for 
assessment purposes. The timings for the suggested activities in this Delivery 
Guide DO NOT relate to the Guided Learning Hours (GLHs) for each unit.

Assessment guidance can be found within the Unit document available from  
www.ocr.org.uk. The latest version of this Delivery Guide can be downloaded from 
the OCR website.

UNIT AIM
Animations are all around us in the media from those which are used in an educational 
context to animations in games, TV and cinema these have become progressively 
more advanced from early cel animations and stop motion through to present day 3D 
animations.

By completing this unit, you will explore how animations are produced and the different 
techniques that are used to produce these animations, you’ll explore different animation 
studios and characters, and how these are influenced by the culture that influence their 
production and the audiences they are aimed at. You’ll be able to plan for and produce 
a short animation, or a section of an animated production, including the risks associated 
with production, and be able to test and justify choices that you have made for your 
animation to ensure suitability for the targeted audience.

2016 Suite
•	 New suite for first teaching September 2016

•	 Externally assessed content

•	 Eligible for Key Stage 5 performance points from 2018

•	 Designed to meet the DfE technical guidance

OPPORTUNITIES FOR ENGLISH AND 
MATHS SKILLS DEVELOPMENT AND WORK 
EXPERIENCE
We believe that being able to make good progress in English and maths is essential to 
learners in both of these contexts and on a range of learning programmes. To help you 
enable your learners to progress in these subjects, we have signposted opportunities for 
English and maths skills practice within this resource. We have also identified any potential 
work experience opportunities within the activities. These suggestions are for guidance 
only. They are not designed to replace your own subject knowledge and expertise in 
deciding what is most appropriate for your learners.

 English    Maths   Work

mailto:resources.feedback%40ocr.org.uk?subject=
http://www.ocr.org.uk/qualifications/cambridge-technicals-digital-media-certificate-extended-certificate-foundation-diploma-diploma-05843-05846-2016-suite
http://www.ocr.org.uk/qualifications/cambridge-technicals-digital-media-certificate-extended-certificate-foundation-diploma-diploma-05843-05846-2016-suite
http://www.ocr.org.uk/qualifications/cambridge-technicals-digital-media-certificate-extended-certificate-foundation-diploma-diploma-05843-05846-2016-suite
http://www.ocr.org.uk
http://www.ocr.org.uk/qualifications/by-type/cambridge-technicals/cambridge-technicals-2016/
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This unit (Unit 10) Title of suggested activity Other units/LOs

LO1 Techniques of animation Unit 1 Media products and 
audiences

LO4 Understand the target audiences of media products

The nature of digital animations Unit 1 Media products and 
audiences

LO4 Understand the target audiences of media products

LO2 Hazards and risks Unit 1 Media products and 
audiences

LO6 Be able to evaluate legal, ethical and regulatory issues associated with media products

Equipment and resources for creating an animation Unit 10 Create a digital animation LO1 Understand the types and uses of animations

Planning documents – storyboard and sketching Unit 2 Pre-production and planning LO1 Understand the factors that need to be considered during the planning of a media 
product
LO3 Be able to plan the pre-production of a media product

LO3 Log/dope sheets Unit 2 Pre-production and planning LO4 Be able to create and evaluate pre-production documents for a new media product

Testing techniques Unit 4 Interactive media product LO4 Be able to test the new interactive media product

Unit 5 TV and short film production LO4 Be able to present the extract to gather and evaluate audience feedback

The Suggested Activities in this Delivery Guide listed below have also been related to other Cambridge Technicals in Digital Media units/Learning Outcomes (LOs).  This could help with 
delivery planning and enable learners to cover multiple parts of units.

RELATED ACTIVITIES
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KEY TERMS
Explanations of the key terms used within this unit, in the context of this unit

Key term Explanation

Animated movement The movement of a character often using wire armatures or for example a bone tool to give joints to a character to simulate movement.  

Anime Anime originated as a Japanese form of animation. It is the abbreviated pronunciation of ‘animation’.

Backplates This can be an animation that is used as a background for further work e.g. it could play as a background to a video shoot.

Cel animation Cel is short for celluloid. This is a transparent sheet on which objects are drawn or painted for creating traditional animations (https://www.youtube.com/
watch?v=oktGlZQgYWs). This was the technique used in early Disney animations.

Chroma key Chroma key compositing, or chroma keying, is a special effects/post-production technique for compositing two images or video streams together based on 
colour hues; for example the use of green screen techniques.

Claymation This is the manipulation of an object in small increments and each new position is photographed. When individual frames are played in sequence, it creates 
the illusion of movement; for example Wallace and Gromit and much of the Aardman Animations’ output as well as the works of Ray Harryhausen.

Colour correction Colour correction by using colour gels, or filters, is a process used in stage lighting and cinematography, the intention of which is to alter the overall colour of 
the light.

Colour optimisation Reducing the number of colours in each frame.

Compression 
optimisation

Compression optimisation, for example Lossy compression, enables animated GIFs to be rendered at smaller file sizes while still keeping a high visual quality.

Digital animation Within a digital animation the same principles of cel animation are used in that individual frames are used; however there is in the digital environment the 
use of key frames (a frame where a key movement etc happens) and ‘tweening’ this is where the user asks the computer to create a movement between two 
key frames.

Dollies A camera dolly is a specialised piece of filmmaking and television production equipment designed to create smooth camera movements. The camera is thus 
mounted on the dolly.

Log sheet Animators use log sheets to inform the camera operator how the animation should be shot in a time sequence. These sheets organise the animator’s ideas 
and indicate how things should look once shot.

Manga Manga are popular comics that are created in Japan; many of these comics have subsequently become popular animated series.

Rotoscoping Rotoscoping is an animation technique where animators trace over footage, frame by frame, for use in live action and animated films. For example:  
https://www.youtube.com/watch?v=jyjuxSMK228.

Rough edit During the rough editing phase of your project, the overarching structure of your animation begins to take shape. A rough edit is like an outline of your 
finished animation, and many details remain to be worked out. At this point, you arrange, copy, delete, and work with large parts of the animation at once.

SWOT analysis This technique is often used in business environments and looks at identifying the Strengths, Weaknesses, Opportunities and Threats to a business; this could 
also be applied to an by considering how it fulfils these areas.

Time code In video production and filmmaking, time code is used extensively for synchronisation, and for logging and identifying material in recorded media.

Visualisation A visualisation diagram is a rough plan of how the animation may look. It gives the client or other designers an idea of what you want the product to look 
like.

https://www.youtube.com/watch?v=oktGlZQgYWs
https://www.youtube.com/watch?v=oktGlZQgYWs
https://www.youtube.com/watch?v=jyjuxSMK228
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Explanations of the key terms used within this unit, in the context of this unit

Key term Explanation

Voice artists/voice-over Voice-over is a production technique where a voice – that is not part of the narrative – is used in animation; for example the voice-over would be added to 
Wallace and Gromit once the animation is completed.

Wild track Wild track, also known as wild sound and wild lines, is an audio recording intended to be synchronised with film or video but recorded separately. As with a 
voice-over, this would be added to the animation once it is completed.
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Some common misconceptions and guidance on how they could be overcome

What is the misconception? How can this be overcome? Resources which could help

Animations are quick to produce At the planning stage it is important that learners understand the 
time it takes to create an animation depending on the approach 
they use. Learners should thus try not to make the animation 
overlong in the planning stage (depending on the animation 
technique that is to be used) so that the sequence is manageable 
in the time they have available (so that the learner does not spend 
all their time on the creation of the animation to the detriment of 
other Learning Outcomes). Standard frame rate today is around 30 
frames per second although many still use 24 frames per second.

How long does my animation need 
to be?

The animation must be in line with the brief; again learners must 
avoid trying to create an animation that is overlong.

I can use copyrighted images for 
free

Any copyrighted images used must have the owner’s permission 
for use. Many companies are very protective of their brand and do 
not allow their images to be used in other animations or media.

http://schools.cla.co.uk/copyright-resources-for-schools/how-to-avoid-
infringing-copyright/sourcing-images/

MISCONCEPTIONS

http://schools.cla.co.uk/copyright-resources-for-schools/how-to-avoid-infringing-copyright/sourcing-images/
http://schools.cla.co.uk/copyright-resources-for-schools/how-to-avoid-infringing-copyright/sourcing-images/
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SUGGESTED ACTIVITIES
LO No: 1

LO Title: Understand the types and uses of animations

Title of suggested activity Suggested activities Suggested timings Also related to

Exploration of different types 
of animation

Tutors could divide learners into groups and give each of the groups a different type of digital 
animation; for example: line drawing; cel animation; hand-drawn animation; rotoscoping; live action 
animation; stop motion (e.g. claymation); 2-D/3-D animation (e.g. computer-generated images); 
character animation.

Learners could research and identify the structure and techniques used in their given animation 
type. For example how cel animations are constructed and the time it takes to put them together for 
projects such as a five-minute sequence of animation and how this is achieved.

Each group could present their findings to the rest of the group (e.g. using video clips of these 
techniques in order to show how they are constructed). The groups could then compare and contrast 
the techniques that other learners have shown.

Below are useful resources, which show the different types of animation:

http://webneel.com/different-types-of-animation-styles 

https://www.bloopanimation.com/types-of-animation/

http://www.gamedesigning.org/animation/different-types/

1 hour

http://webneel.com/different-types-of-animation-styles
https://www.bloopanimation.com/types-of-animation/
http://www.gamedesigning.org/animation/different-types/
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Title of suggested activity Suggested activities Suggested timings Also related to

Techniques of animation Using learners’ research into animation types above, tutors could lead a discussion on the pros and 
cons of each type of animation, so that learners understand the implications of using each type of 
animation including time development versus running time, i.e.: 
•	 different durations such as: advert (30 seconds); game splash screens or cut-scenes (1 or 2 minutes); 

children’s cartoon (5 or 10 minutes); animated film (90 minutes) 
•	 resources and constraints (e.g. software and hardware) that need to be considered when planning 

an animation.

The links below give some ideas of the above areas: for a full animated film then examples such as 
Pixar and Disney films could be used.

Splash screen:
http://jessefreeman.com/game-dev/game-design-splash-screen/

Advert:
https://www.youtube.com/watch?v=r_3hvReCrfk

Children’s cartoon:
https://www.youtube.com/watch?v=B3ZRuzqPfto

Tutors could lead a discussion on the different durations of animation and how these convey the 
intended message or theme to the target audience.

Learners could create an online blog showing what they have learnt from the lesson and embed 
further links to evidence their findings.

1 hour Unit 1 LO4

http://jessefreeman.com/game-dev/game-design-splash-screen/
https://www.youtube.com/watch?v=r_3hvReCrfk
https://www.youtube.com/watch?v=B3ZRuzqPfto
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Title of suggested activity Suggested activities Suggested timings Also related to

The nature of digital 
animations

Tutors could lead a discussion, with illustrated examples, on the nature of digital animations and 
take into the demographics of the target audience (age, gender, socio-economic status, culture 
etc) depending on the type of animation such as TV programme, children’s animations, film, advert, 
comedy.

Tutors could give each learner a different animation to review and discuss the target audience for that 
animation; for example is the animation:
•	 bright and colourful?
•	 featuring child-friendly characters?
•	 conveying a message or theme? If so, is that educational, entertaining, informative etc
•	 trying to sell a product or service?

Useful resources:

http://colligateanimation2.blogspot.co.uk/2011/04/target-audience.html

https://www.quora.com/Who-is-the-target-audience-for-animation-films-from-Studio-Ghibli

http://news.bbc.co.uk/1/hi/magazine/8415003.stm

1 hour Unit 1 LO4

Exploration of animation 
studios

Tutors could divide learners into groups and give each group a different animation studio such as 
Aardman, Studio Ghibli, Pixar and DreamWorks to review.

Learners could review the themes, environments and characters of each studio. It is suggested that a 
range of different animations from each studio be viewed to give an idea of the range of themes that 
an individual studio can cover; for example Studio Ghibli in:

My Neighbour Totoro:
https://www.youtube.com/watch?v=92a7Hj0ijLs

The Tale Of The Princess Kaguya:
https://www.youtube.com/watch?v=9lDrkokymLQ

Each group could report their findings to the rest of the group, using images and video to illustrate 
their points.

Useful resource:
http://www.animationcareerreview.com/articles/top-100-most-influential-animation-studios-all-
time?page=0,9

1 hour

http://colligateanimation2.blogspot.co.uk/2011/04/target-audience.html
https://www.quora.com/Who-is-the-target-audience-for-animation-films-from-Studio-Ghibli
http://news.bbc.co.uk/1/hi/magazine/8415003.stm
https://www.youtube.com/watch?v=92a7Hj0ijLs
https://www.youtube.com/watch?v=9lDrkokymLQ
http://www.animationcareerreview.com/articles/top-100-most-influential-animation-studios-all-time?page=0,9
http://www.animationcareerreview.com/articles/top-100-most-influential-animation-studios-all-time?page=0,9
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Title of suggested activity Suggested activities Suggested timings Also related to

Storyline construction Working with, for example the works of Ray Harryhausen, e.g. The Sinbad series of films, Jason and 
the Argonauts, Clash of the Titans, learners could examine how the storyline has been constructed. For 
example, is it based on a situation, a series of events or is it character driven? It may be that several of 
these scenarios drive the storyline and learners should be able to identify these in their findings and 
provide feedback to other members of the group. For example in the case of Harryhausen much of his 
later work was based on mythology as the central theme the main character having a mission to find 
something or save someone.

Useful resources:

https://blogs.voices.com/voxdaily/2013/04/storytelling_trends_in_animated_films.html 

http://www.skwigly.co.uk/come-great-story-ideas-animation/

Link to Ray Harryhausen:
http://www.harryhausen.com/
http://www.independent.co.uk/news/obituaries/ray-harryhausen-pioneer-of-special-effects-hailed-as-
the-master-of-stop-motion-animation-8608340.html
https://www.pastemagazine.com/blogs/lists/2013/05/six-essential-stop-motion-animation-films-
from-ray-harryhausen.html

1 hour

Exploring different target 
audiences for different 
animations

Learners can work in pairs to complete the following task. Tutors could ask learners to find examples 
of different types of animations, for example those for apps, for adverts, for film and television, and 
identify:
•	 the type of product
•	 the target audience
•	 where it is distributed
•	 how visuals and narratives are used to communicate the purpose and genre
•	 the length of the animation and why it is this length.

It may be possible to use some of the findings from activity two and the animations therein to form a 
basis for the animations that they are looking at but then look at audience, distribution methods and 
where it is distributed.

1 hour

https://blogs.voices.com/voxdaily/2013/04/storytelling_trends_in_animated_films.html
http://www.skwigly.co.uk/come-great-story-ideas-animation/
http://www.harryhausen.com/
http://www.independent.co.uk/news/obituaries/ray-harryhausen-pioneer-of-special-effects-hailed-as-the-master-of-stop-motion-animation-8608340.html
http://www.independent.co.uk/news/obituaries/ray-harryhausen-pioneer-of-special-effects-hailed-as-the-master-of-stop-motion-animation-8608340.html
https://www.pastemagazine.com/blogs/lists/2013/05/six-essential-stop-motion-animation-films-from-ray-harryhausen.html
https://www.pastemagazine.com/blogs/lists/2013/05/six-essential-stop-motion-animation-films-from-ray-harryhausen.html
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LO No: 2

LO Title: Be able to plan an animation to a client brief

Title of suggested activity Suggested activities Suggested timings Also related to

Planning of storylines Tutors could lead a discussion on storylines, using examples of a variety of different storylines based 
on a series of events or characters. For this activity centres could use animations from Disney (such as 
Snow White, Inside Out).

Learners could be split into groups and be given different Disney animation movies and create spider 
diagrams on their thoughts about each storyline and planning approaches that may have been used 
by the studio.

Each group could provide feedback to the rest of the group, taking into consideration the storyline 
based on situations, character, or series of events, and detailing planning requirements such as: 
storyboarding; mood boards and colour schemes (e.g. colours of characters in Inside Out to portray 
mood); development meetings and resources for the animation’s creation. 

Useful resources:
http://www.disneyanimation.com/careers/opportunities/creating-great-stories
http://www.how-to-write-a-book-now.com/plot-outline.html

1 hour

Hazards and risks Tutors could lead a discussion on the potential hazards and risks in creating an animation taking into 
account the legislation surrounding health and safety at work (for example, working with computers 
or heavy equipment). Tutors could ask learners to carry out a risk assessment for a planned animation.

A risk assessment for claymation may include working with heavy equipment like lights, risks arising 
from the malleability of the clay and the use of the sets that are often small and thus can be easily 
broken. For digital animation the Health and Safety at Work and Computer Misuse Acts need to be 
reviewed as often animators spend a lot of time on their computers.

Learners could be split into smaller groups and each given an area relating to hazards and risks and 
create a blog about it that the other groups could read.

Useful resources:
http://www.hse.gov.uk/entertainment/theatre-tv/index.htm
http://www.hse.gov.uk/pubns/indg360.pdf

1 hour Unit 1 LO6

SUGGESTED ACTIVITIES

http://www.disneyanimation.com/careers/opportunities/creating-great-stories
http://www.hse.gov.uk/entertainment/theatre-tv/index.htm
http://www.hse.gov.uk/pubns/indg360.pdf
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Title of suggested activity Suggested activities Suggested timings Also related to

Equipment and resources for 
creating an animation

Tutors could provide learners with the following mini brief:
A local road safety campaign wishes to use an animated superhero to keep young children safe on the 
roads. They have approached you to produce this short animation.

Learners could be divided into groups and asked to select a specific animation type (e.g. line drawing, 
cel animation, hand-drawn).

Based on the mini brief above learners could research and identify the equipment and resources 
that may be needed for their chosen method of digital animation. Learners could also look at the 
requirements for a crew and voice artists (depending on the type of animation chosen).

Learners could create a plan outline for their animation, which can then be shared with their peers, for 
peer review and comment on the resources selected for use.

Useful resources for animation planning include:
http://animation-studio-stuff.blogspot.co.uk/2009/05/basics.html
http://www.practicalecommerce.com/articles/3813-20-Tools-for-Animation
http://www.animationsupplies.net/

1 hour Unit 10 LO1

Planning documents – 
storyboards and sketching

Tutors could lead a discussion on how planning is undertaken when creating an animation. Tutors 
could find it useful to use DVDs that include bonus material discs which show the animation process 
including the use of storyboards, rough sketches and how the animation goes from concept to final 
finished animation.

Learners could use their outline plan and peer feedback from the activity above to work in their group 
to develop a selection of pre-production and planning documents required to create their animation. 
These could include the likes of:
•	 medium, running time, synopsis, target audience, purpose 
•	 written interpretation using an industry standard format 
•	 a series of panels or rough sketches that outline the sequence of the scenes, the action and the plot 

of the short animation or the sequence of an animation character’s development – drawings based 
on animated movement, including sound 

•	 2-D/3-D set, backplates.

Useful resources on how to storyboard:
http://www.skwigly.co.uk/storyboarding-tutorial-pt-1-the-dos-and-donts/
https://www.bloopanimation.com/how-to-storyboard/
http://pixar-animation.weebly.com/storyboard.html

2 hours Unit 2 LO1, LO3

http://animation-studio-stuff.blogspot.co.uk/2009/05/basics.html
http://www.practicalecommerce.com/articles/3813-20-Tools-for-Animation
http://www.animationsupplies.net/
http://www.skwigly.co.uk/storyboarding-tutorial-pt-1-the-dos-and-donts/
https://www.bloopanimation.com/how-to-storyboard/
http://pixar-animation.weebly.com/storyboard.html
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Title of suggested activity Suggested activities Suggested timings Also related to

Planning documents – guest 
speaker

Tutors could organise a visiting speaker, involved in the animation industry, to explain the industry 
standard ways of planning a short animation, including how characters are developed, how 
movement is portrayed and how sound is considered (for example, voice, background, soundtrack, 
special effects).

Within this forum learners could present some of their own ideas and ask questions and gain feedback 
on their own documents.

1 hour

SWOT analysis Tutors could lead a discussion outlining what is meant by a SWOT analysis and how this is used in an 
industry setting. For example: http://www.marketingteacher.com/dreamworks-swot/ – a SWOT of 
Dreamworks).

Learners, divided into groups, could then be given different animations to review and apply a SWOT 
analysis to – this may well be looking at the strengths etc within the studio or of the actual animation 
itself compared to other animations that are in the marketplace.

Each group could then present their findings to the rest of the group.

Below are some examples of SWOT analyses that have been carried out in business but give a good 
insight into the sort of areas learners may look at and adapt:
http://pestleanalysis.com/swot-analysis-examples/
http://www.businessnewsdaily.com/4245-swot-analysis.html
http://www.shell-livewire.org/swot-analysis/

1 hour

http://www.marketingteacher.com/dreamworks-swot/
http://pestleanalysis.com/swot-analysis-examples/
http://www.businessnewsdaily.com/4245-swot-analysis.html
http://www.shell-livewire.org/swot-analysis/
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SUGGESTED ACTIVITIES
LO No: 3

LO Title: Be able to create a planned animation

Title of suggested activity Suggested activities Suggested timings Also related to

Creating a digital animation Tutors could organise a visit to an animation studio to allow learners to see how an animation is 
professionally produced. Learners could, for example, consider pre-production, back plate designs, the 
use of cameras, direction of crew. If a visit is not possible, tutors could organise a guest speaker to give 
a presentation on how they produce their animations.

Learners could make notes or video and/or soundbites of their visit to use as reference notes when 
they construct their own animation.

1 hour

Log/dope sheets Tutors could lead a discussion on the use of log sheets in the process of creating an animation. Tutors 
could show actual examples of log sheets that have been used for an animation production.

Learners could use these examples to explore how they would use log sheets in their animation 
design.

Useful resources of log sheet approaches:
http://minyos.its.rmit.edu.au/aim/a_notes/dope_sheets.html 
http://www.stopmotionworks.com/mischtml/stopmolog.htm

1 hour Unit 2 LO4

http://minyos.its.rmit.edu.au/aim/a_notes/dope_sheets.html
http://www.stopmotionworks.com/mischtml/stopmolog.htm
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Title of suggested activity Suggested activities Suggested timings Also related to

Creating a claymation 
character

Learners could be provided with the following mini brief:
A local road safety campaign wishes to use an animated superhero to keep young children safe on the 
roads. They have approached you to produce this short animation.

Based on this, learners could look at creating, using their earlier planning, a short claymation 
animation. Their first task is to create the character that will form part of their animation.

Learners could think about the best ways to ensure that movement can be created and how they will 
pose the figure; this may be using a wire frame or armature structure.

The following link gives some ideas as to which armatures are available to purchase, but learners 
could attempt to create their own.
http://www.animationtoolkit.co.uk/

Making the character:
https://www.youtube.com/watch?v=Ce4QAEsA1fk
http://animation-tutorials.wonderhowto.com/how-to/make-claymation-character-for-stop-motion-
animation-241017/

3 hours

Creating the claymation Following on from the previous activity, learners could now create their own short claymations, based 
on the mini brief and using the character each has created.

Learners could work in groups, as this will allow learners to practise techniques and gain an 
understanding of the time it takes to create such an animation and also to interchange roles (all 
learners should experience each role as they will need to provide evidence that they have created 
their own animation as part of their coursework when completing their end assessment).

The following resources may be helpful:
http://www.instructables.com/id/How-to-Make-an-Awesome-Claymation/
https://www.youtube.com/watch?v=gS5Vgqb7VTc
http://www.makeuseof.com/tag/create-claymation-stopmotion-video/

3 hours

http://www.animationtoolkit.co.uk/
https://www.youtube.com/watch?v=Ce4QAEsA1fk
http://animation-tutorials.wonderhowto.com/how-to/make-claymation-character-for-stop-motion-animation-241017/
http://animation-tutorials.wonderhowto.com/how-to/make-claymation-character-for-stop-motion-animation-241017/
http://www.instructables.com/id/How-to-Make-an-Awesome-Claymation/
https://www.youtube.com/watch?v=gS5Vgqb7VTc
http://www.makeuseof.com/tag/create-claymation-stopmotion-video/
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Title of suggested activity Suggested activities Suggested timings Also related to

Creating a digital animation Using the road safety campaign mini brief from the previous activities, learners could look at creating, 
based on their earlier planning, a digital version of their animation. It may be that learners use only 
a part of their original design but this activity will allow learners to practise techniques and gain an 
understanding of the time it takes to create such an animation.

The following links can help with using some of the software that may be available in centres to create 
a digital animation:

Maya:
http://www.digitaltutors.com/software/Maya-tutorials

Poser:
http://my.smithmicro.com/poser-video-tutorials.html
http://blog.infiniteskills.com/2014/03/top-5-poser-tutorials-beginners/

Flash:
http://www.digitaltutors.com/software/Flash-tutorials
http://www.smartwebby.com/Flash/

Serif:
http://www.serif.com/appresources/dpx5/tutorials/en-gb/tutorials/intro_animation.htm

3 hours

http://www.digitaltutors.com/software/Maya-tutorials
http://my.smithmicro.com/poser-video-tutorials.html
http://blog.infiniteskills.com/2014/03/top-5-poser-tutorials-beginners/
http://www.digitaltutors.com/software/Flash-tutorials
http://www.smartwebby.com/Flash/
http://www.serif.com/appresources/dpx5/tutorials/en-gb/tutorials/intro_animation.htm
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Title of suggested activity Suggested activities Suggested timings Also related to

Visual effects and transitions Tutors could give a demonstration of how visual effects and transitions are used in existing animations 
and how these may be achieved using the centre’s software. Examples could be drawn from 
animations on DVD or YouTube videos of advertisements. Learners could be asked to find their own 
examples by watching TV adverts at home and to report back to the group their findings, talking 
about the animation and the effects and transitions.

Learners could add visual effects and transitions to the animations that they have produced and 
demonstrate how these have enhanced their animations.

The links below give some ideas for visual effects and transitions in software that may be available in 
the centre:

Visual effects and transitions in Maya:
http://www.digitaltutors.com/tutorial/819-Look-Development-for-Visual-Effects-in-Maya

Visual effects in Poser:
http://shop.poseraddicts.com/index.php?act=viewCat&catId=53

Effects in Flash:
http://www.adobe.com/devnet/flash/learning_guide/graphic_effects.html
http://www.permadi.com/tutorial/flashfade/

3 hours

http://www.digitaltutors.com/tutorial/819-Look-Development-for-Visual-Effects-in-Maya
http://shop.poseraddicts.com/index.php?act=viewCat&catId=53
http://www.adobe.com/devnet/flash/learning_guide/graphic_effects.html
http://www.permadi.com/tutorial/flashfade/
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Title of suggested activity Suggested activities Suggested timings Also related to

Audio and sound effects Tutors could give a demonstration of how audio and sound effects are used in existing animations 
and how these may be achieved using the centre’s software. Examples could be drawn from 
animations on DVD or YouTube videos of advertisements. Learners could be asked to find their own 
examples by watching TV adverts at home and to report back to the group their findings, talking 
about the animation and the effects.

Learners could add audio and sound effects to their animations using the available software. These 
edits could then be played back to the whole group for peer feedback.

The links below give some ideas for visual effects and transitions in software that may be available in 
the centre:

Flash:
https://www.youtube.com/watch?v=GIvNpzEUQ9s

Blender:
https://www.youtube.com/watch?v=tEx327rqztg

Maya:
https://www.youtube.com/watch?v=6B25v96yqJk
https://www.youtube.com/watch?v=7wF0hz9anQ0

3 hours

Optimisation Tutors could give a demonstration of how file sizes are optimised, including frame optimisation, 
colour optimisation and file compression techniques. Learners could examine how file optimisation 
affects quality (for example load times, visual quality). It would be useful for the centre to have a range 
of files that have been optimised in different ways in order that learners can see the differences and 
consider where these could be used.

Learners could use their animations for this activity, saving them into different file types for use on 
different platforms, and review the outcome for quality and size etc.

This is a useful resource which learners could use to explore different optimisation methods:
http://design.tutsplus.com/tutorials/10-ways-to-optimize-an-animated-gif-file--psd-34649

1 hour

https://www.youtube.com/watch?v=GIvNpzEUQ9s
https://www.youtube.com/watch?v=tEx327rqztg
https://www.youtube.com/watch?v=6B25v96yqJk
https://www.youtube.com/watch?v=7wF0hz9anQ0
http://design.tutsplus.com/tutorials/10-ways-to-optimize-an-animated-gif-file--psd-34649
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Title of suggested activity Suggested activities Suggested timings Also related to

Testing techniques Tutors could create an animation which has some faults embedded in it; this could be used to 
introduce learners to testing procedures and how these are carried out. 

Learners could then be given this animation so that they can research how to debug it and then carry 
out the debug, creating test plans to record their activity.

Learners could then, using a test plan, test the mini animations previously created by their peers, to 
see if any faults can be identified and suggest remedial action.

Tutors could introduce learners to user testing techniques; for example, screening an animation to a 
target audience to see if it is fit for purpose.

Useful resources for testing animations include:
https://www.safaribooksonline.com/library/view/flash-cs6-the/9781449330453/ch19.html
http://educationresources.serif.com/creating_animations/5_test_animation/part5-3.html

2 hours Unit 4 LO4
Unit 5 LO4

https://www.safaribooksonline.com/library/view/flash-cs6-the/9781449330453/ch19.html
http://educationresources.serif.com/creating_animations/5_test_animation/part5-3.html
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