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Introduction
This programme module may be delivered as a standalone module leading to certification in a QQI minor award. It may also be delivered as part of an overall validated programme leading to a Level 5 QQI Certificate. The teacher/tutor should familiarise themselves with the information contained in Laois and Offaly ETB programme descriptor for the relevant validated programme prior to delivering this programme module. The programme module is structured as follows:
	1. Title of Programme Module

	2. QQI Component Title and Code

	3. Duration in hours

	4. Credit Value of QQI Component

	5. Status

	6. Special Requirements

	7. Aim of the Programme Module

	8. Objectives of the Programme Module

	9. Learning Outcomes

	10. Indicative Content

	11. Assessment
a. Assessment Technique(s)
b. Mapping of Learning Outcomes to Assessment Technique(s)
c. Guidelines for Assessment Activities

	12. Grading

	13. Learner Marking Sheet(s), including Assessment Criteria



Integrated Delivery and Assessment
The teacher/tutor is encouraged to integrate the delivery of content where an overlap between content of this programme module and one or more other programme modules is identified. This programme module will facilitate the learner to develop the academic and vocational language, literacy and numeracy skills relevant to the themes and content of the module. 

Likewise, the teacher/tutor is encouraged to integrate assessment where there is an opportunity to facilitate a learner to produce one piece of assessment evidence which demonstrates the learning outcomes from more than one programme module. The integration of the delivery and assessment of level 5 Communications and level 5 Mathematics modules with that of other level 5 modules is specifically encouraged, as appropriate. 

Indicative Content
The indicative content in Section 10 does not cover all teaching possibilities. The teacher/tutor is encouraged to be creative in devising and implementing other approaches, as appropriate. The use of examples is there to provide suggestions. The teacher/tutor is free to use other examples, as appropriate. The indicative content ensures all learning outcomes are addressed but it may not follow the same sequence as that in which the learning outcomes are listed in Section 9. It is the teacher’s/tutor’s responsibility to ensure that all learning outcomes are included in the delivery of this programme module.


Title of Programme Module
Animation
Component Name and Code 
Animation 5N1551
Duration in Hours
150 hours (typical learner effort, to include both directed and self-directed learning).
Credit Value
15 Credits
Status
This programme module may be compulsory or optional within the context of the validated programme. Please refer to the relevant programme descriptor, Section 9 Programme Structure.
Special Requirements
None
Aim of the Programme Module
This programme module aims to provide a Learner with the personal knowledge, skills and capacity to design, develop and produce traditional and digital two-dimensional (2D) animations working independently whilst under direction.
Objectives of the Programme Module
· To assist the learner to develop the academic and vocational language, literacy and numeracy skills related to Animation through the medium of the indicative content. 
· To enable the learner to take responsibility for his/her own learning.


Learning Outcomes of
Learners will be able to:
1. Explore the development of animation from Lumière Brothers to the present day.
2. Appreciate the role of animation in contemporary society and investigate future trends and possibilities in animation.
3. Trace the portrayal of drama and emotion through moving images.
4. Examine the terminology of animation design and storyboarding.
5. Investigate traditional animation principles and techniques.
6. Devise an elementary script and create initial figure and character concepts.
7. Present ideas and plans for a moving image sequence.
8. Create a storyboard, taking into account the characters and viewpoints needed to tell the story.
9. Plan the audio for their final conceptualised design.
10. Apply the use of key frames to show changes or extent of the action or a movement.
11. Use symbols and groups to recycle elements and to build complexity.
12. Explore techniques for creating characters and for making images.
13. Create the illusion of movement by capturing still images using a digital camera.
14. Experiment with character movement using flick books.
15. Produce a piece in a 2D digital environment.
16. Identify the components of a 2D animation environment and identify conversion implications regarding raster and vector based artwork.
17. Create, select and modify elements using appropriate tools and use layers and levels to compose elements.
18. Explore the concept of timelines in animation software and use frames to determine the duration of elements on stage.
19. Work with movie frame rates appropriate for the delivery platform.
20. Use keyframing and tweening to change the properties of elements on stage.
21. Import sounds/media elements and output files with compression settings and text credits.

Indicative Content 
This section provides suggestions for programme content but is not intended to be prescriptive. The programme module can be delivered through classroom based learning activities, group discussions, one-to-one tutorials, field trips, case studies, role play and other suitable activities, as appropriate.

Section1: Animation History, Theory and Pre-Production
The tutor/teacher will present the following:
· A history of animation from The Lumière Brothers to the present day, for example:
· Gertie the Dinosaur
· Cell Animation
· Steamboat Willie
· Stop Motion Animation
· 3D Animation
· Current trends
· Animation for Gaming
· Animation for the Web
· The importance of planning an animation, for example:
· Brainstorming for ideas
· Character development / Initial Sketches
· Script writing
· Storyboarding to take into account the characters and viewpoints needed to tell the story Camera Shots and angles.
· Planning audio
· Experiment with character movement, for example:
· Use of Flick books
· Understand the principle of persistance of vision 
· Stop motion using digital cameras

Section 2: Producing a 2D Piece of Animation
The tutor/teacher will present the following:
· Understanding the 2D environment
· Understanding Framerates
· The difference between bitmap and vector graphics
· Tweening, for example:
· Motion
· Colour effect
· Filter animation
· Orienting objects to path
· Nested Animations
· Inserting keyframes
· Use of Drawing tools, for example:
· Pen
· Line
· Pencil
· Shape tools
Timeline organisation, for example:
· Moving layers
· Naming layers
· Grouping layers
· Deleting layers
· Understanding symbols, for example:
· Movie clip symbol
· Graphic symbol
· Button Symbol
· Inserting a symbol
· Naming a symbol
· Organise symbols in the library
· Recycle symbols
· Working with sound, for example:
· Compatible sound formats
· Importing sound
· Placing sound on the timeline
· Exporting movie with different format settings, for example:
· SWF
· HTML
· Sound compression

Assessment
11a.	Assessment Techniques
Project 				40%
Portfolio/Collection of Work	60%

11b.	Mapping of Learning Outcomes to Assessment Techniques
In order to ensure that the learner is facilitated to demonstrate the achievement of all learning outcomes from the component specification; each learning outcome is mapped to an assessment technique(s). This mapping should not restrict an assessor from taking an integrated approach to assessment.

	Learning Outcome
	Assessment Technique

	1.Explore the development of animation from Lumière Brothers to the present day
	Portfolio/Collection of Work

	2. Appreciate the role of animation in contemporary society and investigate future trends and possibilities in animation
	Portfolio/Collection of Work

	3. Trace the portrayal of drama and emotion through moving images
	Portfolio/Collection of Work

	4. Examine the terminology of animation design and storyboarding
	Portfolio/Collection of Work

	5. Investigate traditional animation principle and techniques
	Portfolio/Collection of Work

	6. Devise an elementary script and create initial figure and character concepts
	Project

	7. Present ideas and plans for a moving image sequence
	Project

	8. Create a storyboard taking into account the characters and viewpoints needed to tell the story
	Project

	9. Plan the audio for their final conceptualised design
	Portfolio/Collection of Work

	10. Apply the use of key frames to show changes or extent of the action or a movement
	Project

	11. Use symbols and groups to recycle elements and to build complexity
	Portfolio/Collection of Work

	12. Explore techniques for creating characters and for making images
	Portfolio/Collection of Work

	13. Create the illusion of movement by capturing still images using a digital camera
	Portfolio/Collection of Work

	14. Experiment with character movement using flick books
	Portfolio/Collection of Work

	15. Produce a piece in a 2D digital environment
	Project

	16. Identify the components of a 2D animation environment and identify conversion implications regarding raster and vector based artwork
	Portfolio/Collection of Work

	17. Create, select and modify elements using appropriate tools and use layers and levels to compose elements
	Project


	18. Explore the concept of timelines in animation software and use frames to determine the duration of elements on stage
	Portfolio/Collection of Work

	19. Work with movie frame rates appropriate for the delivery platform
	Project

	20. Use keyframing and tweening to change the properties of elements on stage
	Project

	21. Import sounds/media elements and output files with compression settings and text credits.
	Portfolio/Collection of Work





11c.  	Guidelines for Assessment Activities
The assessor is required to devise assessment briefs and marking schemes/examination papers, marking schemes and outline solutions for the assignment and the examination. In devising the assessment briefs/examination papers, care should be taken to ensure that the learner is given the opportunity to show evidence of achievement of ALL the learning outcomes. Assessment briefs may be designed to allow the learner to make use of a wide range of media in presenting assessment evidence, as appropriate. Quality assured procedures must be in place to ensure the reliability of learner evidence.

	Project
	40%

	The project should be completed over half the duration of this programme module.

	The tutor should devise a brief for a project that allows the learner to demonstrate their knowledge of the following learning outcomes:

LO6 –  Devise an elementary script and create initial figure and character concepts.
LO7 –  Present ideas and plans for a moving image sequence.
LO8 –  Create a storyboard taking into account the characters and viewpoints needed to tell the story.
LO10 – Apply the use of key frames to show changes or extent of the action or a movement.
LO15 –  Produce a piece in a 2D digital environment.
LO17 – Create, select and modify elements using appropriate tools and use layers and levels to compose elements.
LO19 – Work with movie frame rates appropriate for the delivery platform.
LO20 – Use keyframing and tweening to change the properties of elements on stage.

Evidence for this assessment technique may take the form of written, oral, graphic, or digital evidence, or any combination of these. Any audio, video or digital evidence must be provided in a suitable format.

All instructions for the learner must be clearly outlined in an assessment brief.



	Portfolio/Collection of Work
	60%

	The collection of work may be produced throughout the duration of this programme module.

	Evidence for this assessment technique may take the form of written, oral, graphic, or digital evidence, or any combination of these. Any audio, video or digital evidence must be provided in a suitable format.

All instructions for the learner must be clearly outlined in an assessment brief.
The learner will compile a portfolio/collection of work to include evidence that demonstrates the following learning outcomes.

LO1 -  Explore the development of animation from Lumière Brothers to the present day.
LO2 -  Appreciate the role of animation in contemporary society and investigate future trends and possibilities in animation.
LO3 -  Trace the portrayal of drama and emotion through moving images.
LO4 -  Examine the terminology of animation design and storyboarding.
LO5 -  Investigate traditional animation principle and techniques.
LO9 -  Plan the audio for their final conceptualised design.
LO11 -  Use symbols and groups to recycle elements and to build complexity.
LO12 -  Explore techniques for creating characters and for making images.
LO13 -  Create the illusion of movement by capturing still images using a digital camera.
LO14 -  Experiment with character movement using flick books.
LO16 -  Identify the components of a 2D animation environment and identify conversion implications regarding raster and vector based artwork.
LO18 -  Explore the concept of timelines in animation software and use frames to determine the duration of elements on stage.
LO21 - Import sounds/media elements and output files with compression settings and text credits.




Grading

Distinction: 	80% - 100% 
Merit:		65% - 79%
Pass: 		50% - 64%
Unsuccessful:	0% - 49%

At levels 4, 5 and 6 major and minor awards will be graded. The grade achieved for the major award will be determined by the grades achieved in the minor awards.
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Animation 5N1551
	Learner Marking Sheet
Project 40%



Learner’s Name: ________________________________
	Assessment Criteria
	Maximum Mark
	Learner Mark

	LO6 – Devise an elementary script and create initial figure and character concepts.
	5
	

	LO7 – Present ideas and plans for a moving image sequence.
	5
	

	LO8 – Create a storyboard taking into account the characters and viewpoints needed to tell the story.
	5
	

	LO10 – Apply the use of key frames to show changes or extent of the action or a movement.
	5
	

	LO15 –  Produce a piece in a 2D digital environment.
	5
	

	LO17 – Create, select and modify elements using appropriate tools and use layers and levels to compose elements.
	5
	

	LO19 – Work with movie frame rates appropriate for the delivery platform.
	5
	

	LO20 – Use keyframing and tweening to change the properties of elements on stage.
	5
	

	Total Mark

	40
	



NO ROUNDING OF MARKS
The Assessor has signed the Summary Results Sheet to verify that the evidence presented in the attached portfolio is the work of the named learner and that the marks awarded here have been transcribed to the Summary Results Sheet

External Authenticator’s Signature: 	_________________________Date: ___________________


	
Animation 5N1551
	Learner Marking Sheet
Portfolio / Collection of Work 60%



Learner’s Name: ________________________________
	Assessment Criteria
	Maximum Mark
	Learner Mark

	LO1 -  Explore the development of animation from Lumière Brothers to the present day.
	5
	

	LO2 -  Appreciate the role of animation in contemporary society and investigate future trends and possibilities in animation.
	4
	

	LO3 -  Trace the portrayal of drama and emotion through moving images.
	4
	

	LO4 -  Examine the terminology of animation design and storyboarding.
	4
	

	LO5 -  Investigate traditional animation principle and techniques. 
	4
	

	LO9 -  Plan the audio for their final conceptualised design.
	5
	

	LO11 -  Use symbols and groups to recycle elements and to build complexity.
	4
	

	LO12 -  Explore techniques for creating characters and for making images.
	5
	

	LO13 -  Create the illusion of movement by capturing still images using a digital camera.
	5
	

	LO14 -  Experiment with character movement using flick books.
	5
	

	LO16 -  Identify the components of a 2D animation environment and identify conversion implications regarding raster and vector based artwork.
	5
	

	LO18 -  Explore the concept of timelines in animation software and use frames to determine the duration of elements on stage.
	5
	

	LO21 - Import sounds/media elements and output files with compression settings and text credits.
	5
	

	Total Mark
	60
	



NO ROUNDING OF MARKS
The Assessor has signed the Summary Results Sheet to verify that the evidence presented in the attached portfolio is the work of the named learner and that the marks awarded here have been transcribed to the Summary Results Sheet

External Authenticator’s Signature: 	_________________________Date: ___________________
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