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Animating Music 

Year 10

About the project
In this scheme of work, pupils explore the use of the relationship between the moving image and music. They analyse animated music videos, and animations that have a sound track. They learn how to represent ideas and values using the moving image. 

The objectives
To create an animation using a soundtrack as the stimulus.
· To work collaboratively in groups

· To develop characterisation, a script and storyboard for an animation 
· To make a set and props 
· To capture the storyline using stop-motion photography use software to edit. 
· To record all stages of the project for GCSE workjournals
· To create skilled artwork .

· To use ICT and software effectively.

Where the project fits in
This scheme of work is designed to become part of GCSE Art and Design coursework.  However it could also form part of the Photography endorsement.

It could be adapted to year 9 and become a cross curricular project involving Music and Media Studies.

This unit could be linked with citizenship, where pupils are taught to think about moral and social issues, by analysing information and its sources, including ICT-based sources.


Expectations

At the end of this project
most pupils will: explore ideas and make moving images in response to either their own music or found music.  They will have researched contemporary music videos and the history of animated film. They will be able to organise and use visual and other information in their work; manipulate media to convey their ideas; analyse and comment on their own and others’ images and relate this to what was intended; adapt their work to refine their own ideas and intentions

some pupils will not have made so much progress and will: explore ideas and make moving images to record an idea; collect visual and other information to help with their work; investigate and use the qualities of the media to communicate their ideas; comment on similarities and differences in their own and others’ work and improve their own work

some pupils will have progressed further and will: experiment with and critically assess ideas and make moving images that communicate a personal response; select ideas, organise and present information in appropriate ways; exploit the characteristics of the media and make choices about using this; analyse and comment on the context of their own and others’ work and explain how their own ideas have influenced their practice

Prior learning

It is helpful if students have:

•
developed the habit of collecting visual and other sources of information to support their work

•
used collage, model-making and mark-making techniques

•
used digital images and the internet as an integral part of their art and design work

•
compared the moving image with other forms of visual imagery and considered their varying impacts

•
developed the habit of reflecting on their own and others’ work in order to generate ideas for adapting and developing their work
Language for learning

Through the activities in this unit pupils will be able to understand and use vocabulary relating to:

•
moving image, eg composition, close-up, focus, viewpoint, viewer, kinetic, the representation of time, sound and sense of space, narrative, overlay, harmony, movement, rhythm

•
methods and processes, eg collage, montage, storyboard, cartoon, illustration

•
equipment, eg ICT, digital camera, photographic camera, film camera, video camera, optical toys, projectors, image manipulation
Future learning

Individual students will have opportunities to develop their technical control of materials and processes and develop ideas for individual work for GCSE Art examination.  Skills learnt would also transfer to ‘A’ level Art, Photography and Media Studies. 
Adapting the project
Students could:

•
Ideally the students use their own music, however it would be just as effective to use ‘found’ music. However students should be discouraged from animating anything that had either been animated before or made as a music video to ensure originality and prevent preconceived ideas. 

•   create an animation, to record aspects of the school’s life and work to present to parents and the community. They could combine their own drawings, paintings, photographs and video clips with sounds and music
Assessment
   The following pages give an indication of how assessment falls within the GCSE Art and Design matrix using the four Assessment Objectives. Each student needs to ensure that they keep a record of their own individual contribution to enable consistent moderation.

    Individual contributions could include 

· Ideas and storyboards

· Analysis of existing animations

· Artwork 

· Post-production.

Practical considerations

Resources

For practical work, ICT resources include:
•
   PC’s or laptops
•   photocopier

•
digital camera, 
•  video camera

•  tripods and lights
•
image capture and image-manipulation software

•
internet access 

Examples
Animation  
· Len Lye 
· Norman McClaren 

· Oskar Fischinger 
· Jan Svankmajer

· Caroline Leaf

· Petra Freeman

· Ruth Lingford

· Jonathan Hodgson

· Aardman animations
Music videos using animation
· Peter Gabriel

· Tom-Tom Club

· Aha

· The Gorillaz
· Monkeyhub
       See ‘Music Video History’ by Vivienne Clarke
Popular comic book imagery

Technical notes

Industry standard film animations run at 25 frames per second (fps), making movement seem ‘natural’. Persistence of vision is the phenomenon that tricks our brain into believing that a sequence of still images flashed before the eye moves, because the retina records and retains each one for a tenth of a second before processing the next.
Taking two shots of each stage will halve the number of shots required and speed up the process.

Filming
The 14 lesson plans are based on a whole class working simultaneously for the Pre-production  ( Lessons 1-9 )and (Lessons 12-14) Post-production stages. The rate of progress for filming (Lessons 10-11) will depend on individual departments access to PC’s, physical space and technical assistance. Consequently ;

· Students may need to work on other projects whilst they wait their turn for the equipment to film.

· Students should be encouraged to film a complete scene at each session as stopping filming at the end of a lesson mid-scene will effect continuity.

· Lighting will need to be consistent.

· Saving files is vital and clear instruction needs to be given as to where files are kept and how they are named. 
	 A01 Record observations experiences and ideas that are appropriate to intentions



	•
 to record and analyse first-hand observations, to select from experience and imagination and •to explore ideas for their purpose 
•to organise ideas and information into an appropriate sequence

	•
Ask the students to make a sequence of drawings based on one particular idea to show how it might be adapted and developed to convey the idea of change over time or to communicate the idea of movement. 

•
Ask them to develop their series of drawings. Encourage pupils to work on a variety of scales and seek out unusual interpretations.
	•
record and develop a sequence of images based on their selected work of art

•
develop images to demonstrate how ideas and feelings are shown effectively
	•   Students  to use digital cameras as well as 2D drawing techniques to explore ideas.



	 A02 Analyse and evaluate images objects and artifacts showing an understanding of context

	•
to discuss and question critically, and select from a range of visual and other information  
	•
Ask students to work individually to research in depth one particular animation.

•
Ask the students to make a visual analysis of one or more examples , identifying the key features and characteristics of the work. Ask them to identify the imagery that is the most effective in communicating ideas, considering the impact of composition and media.  

•
Encourage the students to discuss and develop their ideas. Recording all stages in their workjournal
	•
ask and answer questions about subject matter and image content, looking at how ideas and feeling have been communicated

•
ask and answer questions about how the soundtrack relates to the images and how mood is communicated.
	•   Students  to analyse and explore a selection of websites 


	•  that the roles and purposes of artists and film-makers continue and change over time and from place to place
	Show examples of animation through 20c. Ask the students to identify or interpret in each case:

–
the visual qualities of the work

· the way that the artist has used visual qualities and techniques
· the use of soundtrack
–
the impact on the viewer


	  •    identify the purpose of images, speculating on the intentions of the artist

•    
identify similarities and differences in the roles and functions of art from different times and places

	•  Students should make annotated drawings in their workjournal.

•
Students could be given a writing frame to support them with this work

	AO3 Develop and explore ideas using media, processes and resources, reviewing modifying and refining work as it progresses



	•
to investigate, combine and manipulate materials and images, taking account of purpose and audience 
•  consider the visual qualities of materials and processes and how these can be manipulated and matched to ideas 
	•
The students to consider who the work is for and why it will be produced 
•
The students to agree how they will develop the image, the techniques they will use, who will do what and how they will achieve the end result
	•   Pre-production planning to enable equitable tasks and encourage careful consideration.


	.


	•
to apply and extend their experience of a range of materials and processes, refining their control of tools and techniques
	 •
Ask students  to use moving image techniques and combine these with soundtracks. 
•   Students to work in groups creating simple soundtrack.

•   Students to work on artwork and props

•
Students  to work individually and in groups using digital video and editing practices.

	•
explore tools and processes, including digital manipulation software, to communicate ideas and the emotional content of an image 

•
communicate ideas and feelings by selecting and using visual qualities, materials and processes

•
contribute to a collaborative work for a specific purpose and audience
	•
Students should explore a range of techniques. 

• The soundtrack should be their own, original work.
• The artwork should be allocated to individual students to enable moderation

	•
to adapt and refine their work and develop it further, in the light of their own and others’ evaluations
	•
Ask the students to analyse how visual qualities have been used in their own and others’ work and how these reflect their intentions. 

•
Use the evaluation to make changes to their work.
	• make meaningful changes to their work by using traditional or new technologies

	•
Regular showing of work in progress to the class will enable feedback and assist modification

	A04 Present a personal response realizing intentions and making informed connections with the work of others


	•
to analyse and evaluate their own and others’ work, express opinions and make reasoned judgements 
	•
Discuss the outcomes of students’ work. Consider what impact the use 
of film, moving images and new technology has had on the work. 

•
As part of the evaluation process, ask the students to look at the saved images from the developmental work to see how far their work reflects their original intentions. 
	•
present and explain the findings of their work using specific terminology
	•
Students could hold a demonstration or presentation of their finished moving images. Soundtracks or mood lighting may be added to enhance pupils’ intentions.



