Arts and Communications Career Pathway

Animation Concentration Standards


	Standard
	Concept
	Benchmarks / Performance Indicators

	ANA 1.0

Evaluate the dynamic relationship between animation and society to adapt to changes in the field of animated media.


	Society
	ANA 1.1

Assess the evolution of animation and its dynamic relationship with society.

· Correlate how artists from various fields are advancing or have advanced the depiction of motion and the field of animation.

· Relate cartoon and print media to the field of animation through the work of artists such as Winsor McCay or Osamu Tezuka.

· Analyze how the perception of motion has changed due to advances in photography and motion pictures.

· Relate sequential imagery to motion pictures through examples such as the photography of Eadweard Muybridge.

· Research the process involved in variable-speed effects such as “Bullet time” and time-lapse photography.

· Research changes in animation production due to advances in technology.

· Recognize how celluloid has advanced the field of animation.

· Analyze the impact of 3D computer graphics on the creation of animation.

· Examine the significance of motion and performance capture technology.

· Examine the impact companies such as Pixar have had on the animation industry.

· Relate unique animation styles and techniques to various cultural preferences.

· Analyze the distinctive characteristics that define the look of modern anime.

· Identify uses of stop motion and clay animation in film and broadcast media.

· Examine the significance of the Walt Disney Studio to feature length animation.

· Analyze the impact of Flash based animation on both artists and audiences.

· Compare and contrast the manner in which animated media communicates messages or interacts with society.

· Evaluate how animation affects society through direct or indirect influence.

· Identify underlying or subtle messages being conveyed through animation.

· Analyze the effectiveness of animation as an educational tool.

· Assess the use of animation as promotional material for products or services.

· Appraise the iconic status and commercial significance of animated characters.

· Examine animated characters that represent companies or studios.

· Analyze animated characters that promote or represent products and services.

· Correlate cultural and subconscious imprinting between animation and society.

· Identify how culture influences the visual style of animation produced within it.

· Recognize sub-cultures based on and affected by trends in animation.



	ANA 2.0

Evaluate methods by which visual theory is applied in a virtual medium to simulate realistic motion and physics.


	Animation
	ANA 2.1

Assess how visual perception is manipulated to communicate both objective reality and illusionary concepts.

· Contrast how perception differs from objective reality in illusionary imagery.

· Recognize how physiological illusions supplement visual information as viewers adapt to visual stimuli.

· Examine how cognitive illusions derive additional visual information from unconscious inferences based on prior audience knowledge or experience.

· Review how aspects of gestalt psychology are applied to the process of animation.

· Analyze how the process of animation simulates real world motion or physics.

· Review conceptual foundations on which the twelve principles of animation are based.

· Squash and Stretch

· Anticipation

· Staging

· Straight Ahead and Pose to Pose Animation

· Follow Through and overlapping action

· Slow out and slow in

· Arcs

· Secondary Animation

· Timing

· Exaggeration

· Solid Drawing

· Appeal



	
	
	ANA 2.2

Compare and contrast art techniques and concepts from other visual media to enhance the impact of animated media.

· Assess methods of producing animation through still image technology.

· Analyze the results of time-lapse and high speed photography.

· Examine how animation principles apply to stop-motion and claymation.

· Correlate applications of cinematic theory and traditional film making to animation.

· Examine uses and the perceptual results of speed ramping.

· Research aesthetic theories of camera staging and movement.

· Review methods of editing and compositing scene footage.

· Compare the use of lighting techniques within photography, cinema, and animation.



	ANA 3.0

Synthesize concepts and techniques to create animated media that targets a specific audience.
	Production
	ANA 3.1

Develop a message, idea, or narrative concept that communicates to a specific audience.

· Examine design choices that target a specific audience or perspective.

· Identify an audience or perspective to target project designs.

· Research preferences and aversions of the target perspective.

· Manage assets and potential risks associated with various design choices.

· Assess legal, ethical, and market based risks to project goals.

· Determine appropriate production responses to project concerns or risks.

· Refine project designs from a review of existing criteria.



	
	
	ANA 3.2

Create assets for the pre-production of animated media that targets a specific audience.

· Outline design concepts that target a specific audience or perspective.

· Identify an audience or perspective to base designs on.

· Research preferences and aversions of the target perspective.

· Conceptualize design choices using pre-visualization techniques.

· Examine the scope of animation work through the use of storyboards.

· Review the appearance of characters by the use of model sheets.

· Visualize a final product through draft quality animation.

· Prioritize the stages of animation development to create an appropriate time line.

· Break down the production design for an animation into a series of milestones.

· Review and refine design concepts.

· Organize available resources to address project criteria.

· Examine the process of integrating non-animated assets.

· Identify the scope, time, and budget required to address project goals.

· Correlate appropriate animation methods to project criteria.



	
	
	ANA 3.3

Construct animated media that communicates to a specific audience.

· Distinguish the significance of storyboards to animation production.

· Apply blocking and key frames to breakdown an animation.

· Apply the use of reference materials such as model sheets and rotoscoping.

· Apply techniques and significant concepts used during the creation of animation.



	
	
	ANA 3.4

Critique and revise animated media to improve content quality.

· Correlate an animated product with established goals and criteria.

· Apply changes to animated media that enhances its message or adherence to project criteria.

· Examine aspects of the post-production process.



	ANA 4.0

Integrate the work of multiple individuals to optimize the production of animated media.


	Collaboration
	ANA 4.1

Apply appropriate interpersonal skills to establish positive and sustained relationships involved in the production of animated media.

· Implement professional behavior that builds and sustains positive relationships.

· Responsiveness – respond quickly to inquiries, anticipate and communicate needs

· Accountability – meet deadlines, follow through on agreements.

· Consistent dialogue – regular meetings

· Responsibility – identify opportunities, rectify problem situations.

· Review the interaction between distinct production roles during the animation process.

· Examine dependencies between different production roles used to create animation.

· Evaluate the influence of team dynamics on addressing project goals.



	
	
	ANA 4.2

Integrate assets and resources from multiple individuals to optimize the production of animated media.

· Break down the development process to expedite a division of labor.

· Distribute the various roles required to address project goals.

· Fulfill a productive team role to achieve project deadlines and goals.

· Propose or implement design improvements through a peer review process.



	ANA 5.0 

Apply ergonomic work practices during the animation process to enhance personal safety and productivity.
	Safety
	ANA 5.1

Anticipate potential concerns to personal health and wellness which can occur during the animation production process.

· Examine the impact personal health and well being have on productivity.

· Recognize common heath risks associated with computing environments.

· Review the heath effects of a sedentary lifestyle.

· Identify work habits that can lead to repetitive stress injuries.

· Examine behaviors which can lead to chronic medical conditions.

· Assess ergonomic solutions to health and wellness concerns.

· Locate the proper application of breaks and rest periods.

· Subdivide work habits which lead to repetitive stress injuries.

· Use visual rest techniques to reduce eye strain.
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