LESSON PLANNING FRAMEWORK 1  -  AZUR AND ASMAR: SCHOOLTOONS PROJECT
LESSON OUTLINE

	1.  WHO – Class and interest/ability groups.
	
	3.  WHAT  -  Outcomes of lesson
	
	5.  WHERE  - Rooms, layout, resources (it may seem pedantic to think at this level – but well  managed resources contribute to successful lessons.

	KS3 pupils


	
	Students to be able to:

1. Identify aspects of FILM LANGUAGE.

2. Apply the terms to a ‘live’ example.


	
	Room to be left as usual.

Use of whiteboard, use of DVD player. 

DVD



	

	2.  WHY  -   Purpose of lesson
	
	4.  HOW  -  Key strategies/ways of achieving outcomes
	
	6.  WHEN  -  Time/day, place in scheme of work

	To explore the relationship between terms and examples.


	
	1. Questioning and drawing out prior knowledge.

2. Viewing a ‘live’ text – responding to it in groups.

3. Summary and recap on findings of application of concept to example.

.
	
	60 min teaching session

This session introduces pupils to terms of FILM LANGUAGE.


LESSON DETAIL

	Time (WHEN)
	Content/Activities (HOW)
	WHO
	WHERE
	RESOURCES
	ASSESSMENT

	0 mins – 10 mins

10 mins – 30 mins

20 -35 mins

35 - 45 mins

45 – 60 mins.  
	 Welcome the class. Health and safety. Any questions from pupils. Invite the pupils to discuss with one another their understanding of film language. What it might be used for. 

Teacher provides definitions of terms: IMAGE, SOUND, FRAMING and EDITING. Examples of each.

Screening of scene from Azur and Asmar: the opening scene. Pupils into groups: feedback re: film language terms. 

SET HOMEWORK ASSIGNMENT: Pupils to draw six frame sequence of their day at school using wide shot, mid shot, close up combination. 

View a second brief scene from the film and discuss.

Recap idea of framing and three shot sizes.
	.


	Classroom

Classroom.

Classroom

Classroom

Classroom

Classroom
	Whiteboard, marker (potentially use smartboard)

Hard copies of scripts

DVD / VHS to screen


	Summative, discussion based. 

Pupils offer verbal freedback.


LESSON PLANNING FRAMEWORK 2 -  AZUR AND ASMAR: SCHOOLTOONS PROJECT
LESSON OUTLINE

	1.  WHO – Class and interest/ability groups.
	
	3.  WHAT  -  Outcomes of lesson
	
	5.  WHERE  - Rooms, layout, resources (it may seem pedantic to think at this level – but well  managed resources contribute to successful lessons.

	KS3 pupils


	
	Students to be able to:

3. Identify aspects of FILM LANGUAGE.

4. Apply the terms to a ‘live’ example.


	
	Room to be left as usual.

Use of whiteboard, use of DVD player. 

DVD



	

	2.  WHY  -   Purpose of lesson
	
	4.  HOW  -  Key strategies/ways of achieving outcomes
	
	6.  WHEN  -  Time/day, place in scheme of work

	To identify the ways in which sound can work with image.


	
	4. Questioning and drawing out prior knowledge.

5. Viewing a ‘live’ text – responding to it in groups.

6. Summary and recap on findings of application of concept to example.

.
	
	60 min teaching session

This session introduces pupils to terms of FILM LANGUAGE.


LESSON DETAIL

	Time (WHEN)
	Content/Activities (HOW)
	WHO
	WHERE
	RESOURCES
	ASSESSMENT

	0 mins – 10 mins

10 mins – 45 mins

35-45 mins

45 mins50 mins – 50 mins
	 Welcome and recap: emphasis on image in prior lesson. This lesson is all about sound. What do pupils understand of sound ? 

In small groups, take the storyboard homework and, put sound and speech to the material: scan images in to iMovie. Write out what we hear over each image. Do this in groups that take different duties.

Recording of sound using computer / iMovie. 

Bring everyone together to watch the completed material and then discuss how they took a concept and realised it through group work.
	.


	Classroom

Classroom.

Classroom

Classroom

Classroom

Classroom
	Whiteboard, marker (potentially use smartboard)

DVD / VHS to screen


	Summative, discussion based. 




LESSON PLANNING FRAMEWORK 3 -  AZUR AND ASMAR: SCHOOLTOONS PROJECT
LESSON OUTLINE

	1.  WHO – Class and interest/ability groups.
	
	3.  WHAT  -  Outcomes of lesson
	
	5.  WHERE  - Rooms, layout, resources (it may seem pedantic to think at this level – but well  managed resources contribute to successful lessons.

	KS3 pupils


	
	Students to be able to:

5. Identify aspects of PRODUCTION AND FILM LANGUAGE.

6. Apply the terms to a ‘live’ example.


	
	Room to be left as usual.

Use of whiteboard, use of DVD player. 

DVD



	

	2.  WHY  -   Purpose of lesson
	
	4.  HOW  -  Key strategies/ways of achieving outcomes
	
	6.  WHEN  -  Time/day, place in scheme of work

	To see how animation can use very simple forms.


	
	7. Questioning and drawing out prior knowledge.

8. Viewing a ‘live’ text – responding to it in groups.

9. Summary and recap on findings of application of concept to example.

.
	
	60 min teaching session

This session introduces pupils to terms of FILM LANGUAGE.


LESSON DETAIL

	Time (WHEN)
	Content/Activities (HOW)
	WHO
	WHERE
	RESOURCES
	ASSESSMENT

	0 mins – 10 mins

10 mins – 20 mins

20-30 mins

30 mins – 50 mins 
	 Welcome and recap: emphasis on image and sound in prior lessons. This lesson is all about animation.

. 

View the silhouette scene from Azur and Asmar with Azur and Princess in the tree. Use this as basis to begin planning cut out animation and background work. 

Pre, production and post production. This work will spread over next three sessions and will engage the pupils with individual and group work.

Work through the order of the project.

Pupils work in groups to begin designing their silhouette figures and their storyline.
	.


	Classroom

Classroom.

Classroom

Classroom

Classroom

Classroom
	Whiteboard, marker (potentially use smartboard)

Hard copies of scripts

DVD / VHS to screen


	Summative, discussion based. 




LESSON PLANNING FRAMEWORK 4 -  AZUR AND ASMAR: SCHOOLTOONS PROJECT
LESSON OUTLINE

	1.  WHO – Class and interest/ability groups.
	
	3.  WHAT  -  Outcomes of lesson
	
	5.  WHERE  - Rooms, layout, resources (it may seem pedantic to think at this level – but well  managed resources contribute to successful lessons.

	KS3 pupils


	
	Students to be able to:

7. Identify aspects of film and PSHE / Citizenship

8. Apply the terms to a ‘live’ example.


	
	Room to be left as usual.

Use of whiteboard, use of DVD player. 

DVD



	

	2.  WHY  -   Purpose of lesson
	
	4.  HOW  -  Key strategies/ways of achieving outcomes
	
	6.  WHEN  -  Time/day, place in scheme of work

	To explore films in relation to society and our personal relationships.


	
	10. Questioning and drawing out prior knowledge.

11. Viewing a ‘live’ text – responding to it in groups.

12. Summary and recap on findings of application of concept to example.

.
	
	60 min teaching session

This session introduces pupils to terms of FILM LANGUAGE.


LESSON DETAIL

	Time (WHEN)
	Content/Activities (HOW)
	WHO
	WHERE
	RESOURCES
	ASSESSMENT

	0 mins – 5 mins

5mins – 25 mins

25-40 mins

45 mins – 50 mins
	Welcome and aim of lesson: to stimulate thinking about how films relate to society.

. 

Group discussion: how do films relate to society ? Establishing prior knowledge. 

Explain aim: to see how Azur and Asmar (any film) expresses issues.  Pupils to chose a film they want that is about something to do with real life.

Screen opening scene from Azur and Asmar: what does it explore in terms of family and identity ? How important close ups are in making audience relate to a character’s feeling. Pupils in groups to make list of things that the film deals with from real experience.

Pupils to feedback their observations. 
	.


	Classroom

Classroom.

Classroom

Classroom

Classroom

Classroom
	Whiteboard, marker (potentially use smartboard)

Hard copies of scripts

DVD / VHS to screen


	Summative, discussion based. 

Key skill: handwritten work.

Written notes, worked up in groups


