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I. DESCRIPTION and PURPOSE OF COURSE 
 

A. Purpose and Rationale 
 
This one-year long course covers the basic concepts and methods of animation as used in 
traditional and digitally animated films and interactive media. It is designed to explore the 
elements of art and principles of design, with emphasis on the drawing skills needed for 
storyboards and for animated films. In the process of learning design and art principles 
and the techniques and principles of animation, students will be able to capture the 
essence of human and animal forms, facial expressions and movement and incorporate it 
into various cartoon characters. Students will learn about the historical development of 
animation and how animations are used in the media. Students will realize that English, 
math, history, writing, and technology skills are vital when creating animated films.  
 
The goal of the class is to provide students with an understanding of the processes and 
strategies used in solving art and design problems through lectures, demonstrations, 
samples, readings, critiques, and assignments. Students’ imagination and creative abilities 
will be challenged through hands-on projects utilizing animation in both traditional and 
digital format. Original artwork will be incorporated into the final productions. Topics 
will include the fundamentals of art, design, and communication, historical and 
contemporary animated artwork, digital imaging, multimedia projects, careers in art, and 
portfolio development. To reach this goal, students will complete a series of assignments 
and independent projects. Students will create a digital portfolio for future endeavors, 
advanced studies or career purposes. 

 
 B.  Grade Placement of the Course:  Grades 9, 10, 11, & 12  
 

C. Prerequisite: None  
Suggested prior coursework and pathway recommendations:  

Art, Drawing, Art and Multimedia 
Other recommended courses: Drama, Art of Video, Dance, Music 

 
D.   Credits: 10 

 
II. OBJECTIVES  

As aligned to: The California Dept. of Education Visual and Performing Art Standards, 
and University of California UC (a-f) Requirements 

A. Introduction to traditional drawn animation and interactive media arts 
Students will demonstrate proficiency by: 
1. Developing art and design principles, color theories, drawing and painting techniques 

that are used in animation and digital media 
2. Working with a variety of techniques and media to demonstrate understanding of the 

principles and elements of art design 
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3. Observing, analyzing, and discussing animated art using the principles of visual 
perception  

4. Analyzing how the creative environment is an integral part of animation, art, and 
technology  

5. Understanding the animation process, production strategies, and how media 
animation studios creative teams operate  

 
B.  Standard 1 - Artistic Perception:  

Processing, analyzing, and responding to sensory information through the language and skills unique to the visual arts. 
Visual arts descriptor: Students learn how to perceive the world in an artistic way by refining their sensory perceptions of 
works of art, objects in nature, events, and the environment. They identify visual elements and principles of design using the 
language of the visual arts. 

Students will demonstrate proficiency by: 
1. Understanding the perceptions of color  
2. Analyzing factors of successful vs. unsuccessful animated works and interactive 

media designs (design, color, and style)  
3. Observing, analyzing, and discussing animated art using the elements of art and the 

principles of design 
4. Identifying how art terms are applied to animation terminology  
5. Comparing and contrasting personal interactive media and animation with the work 

of their peers and professionals  
 
C.  Standard 2 - Creative Expression:  

Creating, performing, and participating in the visual arts. Visual arts descriptor: Students develop knowledge of and the 
artistic skills in a variety of visual arts media and technical processes. They apply the knowledge and skills and demonstrate 
the processes in creating original artworks based on personal experiences. 

Students will demonstrate proficiency by: 
1. Applying problem solving skills when expressing an idea in animation 
2. Utilizing the elements of art and the principles of design when creating effective visual 

animated images  
3. Creating original artwork in animated media art projects 
4. Developing a personal digital portfolio that demonstrates competence in animation and 

interactive media techniques and processes 
 
D.  Standard 3 - Historical and Cultural Context:  

Understanding historical and cultural dimensions of the arts. Visual arts descriptor: Students explore the role of the visual 
arts in human history and culture. They investigate universal themes and concepts in historical and contemporary periods 
and styles in cultures throughout the world. 

Students will demonstrate proficiency by: 
1. Analyzing the historical development of a “moving drawing”, flip booklets, basic 

cartooning, traditional filming techniques to the development of technology that is 
used in the creation of today’s animated works as used in today’s interactive media 

2. Comparing and contrasting historical and cultural milestones 
3. Researching the evolution of traditional art terms and its relationship to animated 

computer terminology 
4. Developing a historical perspective of animation’s impact on society 
5. Understanding how world affairs influence animation designs 
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E.  Standard 4 - Aesthetic Valuing:  
Responding to, analyzing, and making judgments about artworks. Visual arts descriptor: Students analyze, interpret, and 
derive meaning from works of visual art. They make critical judgments about and determine the quality of visual artworks 
and art experiences in accord with learned elements and principles of art. 

Students will demonstrate proficiency by: 
1. Evaluating and making critical assessments of various animated art projects, web sites, 

films, CDs, games, and videos 
2. Discussing the effect that colors and design principles have on audiences 
3. Responding to and evaluating historical and contemporary animation and interactive 

media design 
4. Analyzing personal work through self-reflection, group discussions and peer critiques 
5. Critiquing personal animated artworks and that of others based on the elements of art 

and the principles of design 
6. Developing an aesthetically pleasing portfolio by choosing their best work based on 

various methods of assessments  
 

F.  Standard 5 - Connections, Relations, and Application:  
Connecting and applying what is learned in each art form to learning in other art forms, subject areas, and careers. Visual arts 
descriptor: Students apply what they learn in visual arts to learning across disciplines. They develop competencies in problem 
solving, communications skills, management of time and resources, all of which contribute to lifelong learning and career skills 

Students will demonstrate proficiency by: 
1. Demonstrating writing and oral communication skills for animation storytelling  
2. Utilizing the vast array of tools and visual effects available in traditional and computer 

generated animation  
3. Researching career opportunities in animation and interactive media 
4. Identifying emerging trends in interactive media animation industry  
5. Developing a plan for post-secondary and higher education 
6. Reinforcing literacy and technology skills by utilizing a variety of resources to conduct 

research and convey information 
7. Creating effective multimedia and digital media presentations which integrate text, 

graphics, video, animation, and sound  
8. Understanding how superior animated work can be created when working in 

collaboration with other students 
  
III. TOPICS OF THE COURSE 
 
Introduction and History of Animation and Interactive Digital Media 

Students will demonstrate proficiency by: 
1. Understanding the development of animation and its present day usage in TV 

advertisements, web sites, DVDs, videos and films 
2. Researching the development of animation from the traditional hand-drawn 

sequences of still images, stop-motion, performance animation, to computer 
animation including character animation and computer-generated effects 

3. Demonstrating hand-drawn animation (cel animation), pencil test (preview of motion, 
flip-books) clean-up, ink and paint, foreground and background animated projects 

4. Understanding the psychological effects of animation and audience involvement  
5. Demonstrating the knowledge of basic animation process and principles in film, 

video, games, advertisements and web sites 
6. Understanding the impact interactive media has had on society 
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Creating the Story and Storyboard 

Students will demonstrate proficiency by:  
1. Creating a storyboard that can be used for animated work  
2. Developing specified scenes and shots of a screenplay by sketching a series of panels 

that tell the story in visual form  
3. Understanding that through collaboration, when creating and executing a joint project, 

will produce a more interesting and complete project 
4. Understand the legal issues when adapting an existing story to the animated 

interactive media productions 
5. Understanding copyright laws and the ramifications of plagiarism 
6. Analyzing how animations tell stories and communicate emotions 

 
Cartoon Character Development 
 Students will demonstrate proficiency by: 

1. Understanding the basic concepts of drawings and applying it to animation 
2. Drawing the human body for animated figures 
3. Utilizing various animated facial expressions to convey emotions 
4. Demonstrating the movements of inanimate anthropomorphic objects, two-legged and 

four-legged figures 
5. Understanding how shapes reflect traits, voice, accessories, clothing, and color in the 

development of character personalities  
6. Demonstrating cartoon animation by the construction, stretch and squash of the head, 

facial expressions, and line of actions 
7. Understanding the use of stop-motion animation of a jointed model 

 
The Elements of Art (Color, line, shape, form, value, texture, space)   
The Principles of Design (Balance movement, rhythm, contrast, emphasis, pattern, and unity) 

Students will demonstrate proficiency by: 
1. Using primary and secondary colors; warm, cool, monochromatic, neutral, and 

complimentary colors; color value, hue, saturation, and intensity within animated art 
2. Understanding how a color defines mood  
3. Understanding the difference of hand-drawn, bitmap and vector artwork 
4. Applying value to create the effect of lighting and shadows on form 
5. Creating the illusion of shape and space by using traditional tools, pencils, pen, 

scissors, glue, and paper and digital technology when combining two or more 
different images into one image (collage) 

6. Properly applying one-point and two-point perspective in animated artwork 
7. Using layers to produce the illusion of depth and movement 
8. Utilizing value contrast, color intensity, texture, shape, warm and cool color 

combinations, and repetitive patterns 
9. Designing symmetrical and asymmetrical patterns through planned or random 

repetitions of colors, lines, values, and textures 
10. Creating various surface textures by painting with digital and traditional materials 
11. Identifying color dominance, focal areas and visual emphasis through the use of shapes 
12. Applying the principle of contrast, unity, opposition and juxtaposition of differing 

elements in a composition 
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13. Understanding the use of movement, rhythm, contrast, emphasis, pattern and unity as 
used in animation (rain, wind, fire) 

14. Demonstrating transitional effects such as, cross-dissolve and fade-in and fade-out 
 

Twelve Principles of Animation  
(Squash and stretch, anticipation, staging, straight ahead and pose to pose, follow through and over-lapping action, 
slow-in and slow-out, arcs, secondary action, timing, exaggeration, solid drawing, and appeal) 

Students will demonstrate proficiency by: 
1. Demonstrating proper and appropriate squash and stretch weight and volume changes 

when objects and characters move 
2. Understanding how anticipation prepares the audience for an upcoming action 
3. Utilizing staging to clearly communicate the mood of the scene through drawn and 

effective use of long, medium, and close up camera shots 
4.  Sketching the proper sequence either by using straight ahead or pose to pose, gesture 

style of drawings of various objects 
5. Demonstrating follow-through action such as a cape continues to move after the 

character stops moving 
6. Understanding how to apply slow-in and slow-out by drawing the proper number of 

sketches needed for slow and fast moving items and to demonstrate the effect of 
gravity for falling and bouncing objects 

7. Understanding that animated actions uses arcs to create a more natural movement 
8. Demonstrating secondary action, such as how hair bouncing up and down when a 

person is running 
9. Utilizing proper timing to establish action and interest to the movement 
10. Understanding that exaggeration is used to enhance and emphasize expressions, poses 

and actions 
11. Creating solid drawings that demonstrate form, weight, volume and the illusion of 

three dimension 
12. Understanding that clear drawing and design is vital in creating a appealing character, 

be it cute, heroic, comic, or villainous.  
 

Traditional and Contemporary Applications, Critique and Assessment  
Students will demonstrate proficiency by: 
1. Applying the “Twelve Principles of Animations” to personal work. 
2. Comparing and contrasting various artistic mediums and techniques used in 

animation and digital media design 
3. Designing projects that combine traditional and digital techniques 
4. Utilizing design elements in animation and digital media projects 
5. Demonstrating artistic quality, craftsmanship, and originality 
6. Discussing the elements of art and the principles of design as related to animation and 

interactive media animated art 
7. Comparing, evaluating and making critical assessments of professional animated 

projects and critiquing personal work 
8. Evaluating historical and contemporary animated work, utilizing basic artistic 

compositional skills as a basis of assessment 
9. Discussing and assessing the effect that colors and design principles have on audience 

perception of animation 
10. Using rubrics and portfolios for assessment 
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Visual Composition 

Students will demonstrate proficiency by: 
1. Developing both traditional and digital backdrops for digital media projects based on 

the elements of art and principles of design  
2. Designing background scenery with design considerations, style, level of detail, 

conveying mood with color and with lighting 
3. Creating artwork and digital designs by using simple visuals for maximum impact 
 

Animation Design Processes and Sound 
Students will demonstrate proficiency by: 
1. Understanding animation timelines, layers, frames, motion-tweening, morphing, 

animated masks and buttons 
2. Artistically structuring navigational buttons with beveling, embossing, drop shadows, 

rollovers, morphing and animation 
3. Analyzing animation style considerations when choosing realism or exaggeration, 

simplicity or complexity, full or limited animation  
4. Incorporating sound to augment and enhance actions, moods, and storyline 
5. Choosing appropriate voice, recording and digitalizing sound effects, music and smart 

sounds for animated interactive media 
 

Career Opportunities in Animation  
Students will demonstrate proficiency by: 
1. Exploring opportunities of careers related to animation such as: creative director, 

animation supervisor, computer graphics painter, modeling artist, post production 
technician, storyboard artist, story writer and background artist 

2. Identifying careers that incorporate animation in interactive media 
3. Researching related educational and training programs 
4. Producing a portfolio, including work samples to demonstrate important creative 

skills and academic knowledge 
5. Developing short and long term goals for furthering academic and artistic education 
6. Researching computer animators, animation studios, and artists 
 

Portfolio Presentation Portfolios are designed to measure student’s knowledge and skills, as well as to promote 
learning and enhance instruction. More than just a variety of work samples, the portfolio is a purposeful collection of student 
work that demonstrates important technical skills and academic knowledge.  

Students will demonstrate proficiency by: 
1. Exploring digital portfolios and interactive media art galleries on the Internet 
2. Selecting, organizing and storing a selection of animation and interactive media 

projects, writing samples, career goals, awards or recognitions 
3. Presenting their portfolios for self- assessment, peer review, college application, 

scholarship consideration, or for job opportunities 
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