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Please note that each elective under TechPro: ICT is studied for one term. This is applicable under Grades 11 and 12.

Term

Elective Animation

The learners create character designs using hand drawing techniques. The learners create
cleaned-up drawings for traditional animation and storyboard. The learners create clean up and
in-between drawings/key extremes and breakdown using digital drawing techniques. Learners
create digital animation output and calculate animation cost based on industry standards.

Performance Standard

e The learners demonstrate understanding of the concepts and principles of creating
character design using traditional hand drawing techniques.

e The learners demonstrate understanding of the concepts and principles of creating
cleaned-up drawings in traditional animation and storyboard.

e The learners demonstrate an understanding of the concepts of creating in-between
drawings/key extremes and breakdown using digital drawing techniques.

e The learners demonstrate understanding of the principles in creating digital animation
and calculate animation cost based on industry standards.

Content Standard

Week Learning Competency Suggested Activities
1 e Discuss animation fundamentals. e Animation Through the Ages
e Use tools, equipment, and materials in o Students will examine the history,

LY Page 1of 11
DQT-'ED V Last Updated April 8, 2026
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traditional animation.
Apply traditional hand drawing techniques in
animation.

Launch Your Dream Animation Studio

o

Studio Simulation: The Traditional
Animation Desk

o

trends, and industry impact of animation
across different periods. Create and
present a creative timeline showcasing
key developments, trends, career
opportunities, and relevant laws in your
assigned animation era.

Students will apply knowledge of
animation types, principles, workflow,
and industry regulations by designing a
mock studio. Design and pitch your own
animation studio concept, including its
type, workflow process, roles, target
market, and applicable laws.

Students will demonstrate proper use,
labeling conventions, and
record-keeping procedures for
traditional animation materials, tools,
and equipment. Set up a mock
animation workstation and correctly
organize, label, and document
storyboard sheets, model sheets,
exposure sheets, and clean-up tools
following standard studio procedures.
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e Animation Production Paper Trail

o Students will apply correct labeling
symbols and record-keeping policies in
managing traditional animation drawings
and documents.

o Prepare a complete set of properly
labeled animation drawings with
corresponding timing/exposure sheets
and a simple production record log.

e Lines That Speak

o Students will apply proper line
techniques and construction drawing to
create structured and expressive
character sketches. Draw a character
using construction lines and varied line
weights to show form, depth, and
emotion.

e Perspective in Action

o Students will demonstrate
understanding of basic perspective and
construction drawing in creating spatial
scenes. Create a simple one-point or
two-point perspective background scene
using proper guidelines and construction
techniques.

2 e Create character designs for traditional e Design a Star!
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animation.

o Students will apply proper proportion
and basic anatomy principles in creating
an original character design. Create a
full-body original character showing
correct proportions and basic anatomical
structure.

Character Turnaround Challenge

o Students will demonstrate
understanding of character profile and
consistency in design. Draw a character
turnaround sheet (front, side, and back
view) maintaining consistent proportions
and anatomical accuracy.

Create traditional cleaned-up drawings.

Clean-Up Master Challenge
o Students will apply proper clean-up
techniques to produce polished and
model-consistent key animation
drawings. Create cleaned-up key
drawings of a selected action (head turn,
walk/run cycle, or expression change)
ensuring accurate modeling, smooth
lines, and consistency.
Bring It to Life: Keyframe Performance
o Students will demonstrate mastery of
modeling and clean-up techniques in
expressive character animation. How :
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Produce finalized cleaned-up key
drawings of a short animated sequence
(e.g., lip-sync dialogue, wave action, or
character turn) following animation
standards.

4to6

Discuss in-between drawing concepts.
Create in-between drawings.

Fill the Motion Gap!

o Students will apply the concept of
in-betweening using correct timing and
breakdown techniques to create smooth
motion. Complete the missing
in-between drawings between two
keyframes using proper breakdown,
timing, and pegging techniques, then
perform a simple line test.

Timing Makes the Magic

o Students will demonstrate
understanding of timing types and
direct/indirect in-between methods in
animation. Create two short in-between
sequences with different timing
(slow-in/slow-out or fast action) and
conduct a line test to compare the
motion results.

Smooth Moves Studio

o Students will apply model sheets to

create accurate in-between drawings for
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fluid character animation. Using
provided model sheets, produce
in-between drawings for a short
sequence (head turn, half-body turn, or
movement cycle) and finalize them for
the scene folder.
e In-Between Action Lab

o Students will demonstrate proper
techniques in producing finalized
in-between drawings for character
expressions, movements, and effects.
Create and organize in-between
drawings for a selected animated scene
(walk/run cycles, lip-sync, or effects)
and compile them neatly in the actual
scene folder.

e Create storyboards. e Storyboard Your Story
e Discuss animation tools and techniques. o Students will create a visual sequence
that effectively communicates timing,
pacing, and camera angles. Develop a
- 6-8 panel storyboard for a short scene
including character and setting design,
camera angles, and brief annotations.
e Director’s Cut: Review & Revise
o Students will apply feedback to refine
and enhance their storyboard for clarity
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e Animate Like a Pro

@)

e Sound & Motion Studio

o

and visual storytelling. Review your
storyboard draft, make revisions for
timing, pacing, and visual clarity, and
submit a finalized annotated storyboard.

Students will apply keyframe animation,
tweening, and movement techniques
using digital animation tools. Create a
short digital animation (3-5 seconds)
demonstrating smooth keyframe and
tweened movements for a character or
object.

Students will integrate audio and special
effects into digital animations to
enhance storytelling. Animate a short
scene including lip sync, facial
expressions, and at least one sound
effect, then mix and edit the audio
within the animation software.

S8to9

Create digital clean-ups and in-between
drawing/key extremes and breakdown.

¢ Smooth Digital Flow

o

Students will apply digital in-betweening
techniques to create fluid and accurate
character motions. Using animation
software, produce in-between drawings
for a short sequence (head turn,
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half-body turn, or movement cycle) and
finalize the digital clean-up.

e Break It Down, Animate It Up

o Students will demonstrate mastery of

key extremes, breakdowns, and wave
principles in digital animation. Animate
a short scene incorporating key
extremes and breakdowns for actions
like walk/run cycles, lip-sync dialogue,
or wave motions using proper digital
in-betweening.

10to 11

Create digital animations.
Calculate animation costs.

e Add the Magic
o Students will apply digital effects to
enhance the visual appeal of their
animations. Apply at least two visual
effects (e.g., shadows, glow, particle
effects) to a short animation sequence
and finalize the scene.
e Export Like a Pro
o Students will demonstrate proper
finalization and exporting of digital
animations for presentation or portfolio.
Complete, render, and export your
animation in the appropriate format
while maintaining quality, resolution,
and frame rate standards.
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e Price Your Pixels
o Students will calculate animation costs
using the Animation Guild price list.
Prepare a cost estimate for a short
animation project based on the
Animation Guild rates for keyframes,
in-betweens, and clean-up work.
e Value vs. Cost Challenge
o Students will apply value-based and
cost-plus pricing methods to determine
project pricing. Create a pricing
proposal for an animated scene using
both value-based and cost-plus pricing,
then compare the results.

e Individual Performance Task: From Sketch to Screen: The Animator’s Starter
Quest

o Create a simple traditional animation that demonstrates understanding of
animation fundamentals, hand-drawing techniques, and proper use of animation
tools and materials.

o Using traditional animation tools (pencil, paper, lightbox, or improvised flipbook),
design one original character, apply basic hand-drawing techniques (squash and
stretch, timing, or exaggeration), and produce a short 6-12 frame traditional
animation showing the character in motion.

e Group Performance Task: Mini Studio Challenge: Build Your First Animated
Scene

o Collaboratively produce a short traditional animation scene by applying animation

fundamentals, character design, and proper use of traditional animation tools.

Suggested
Performance Tasks
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o In groups of 3-5, assign studio roles (character designer, clean-up artist, frame
artist, materials manager), create one original character, and produce a short
traditional animation scene (10-20 frames) using hand-drawn techniques and
proper tools, then present your animation process and output to the class.

Individual Performance Task: “"From Boards to Motion: The Clean-Up Animator
Challenge

o Demonstrate understanding of storyboarding, in-between concepts, and clean-up
techniques by producing a short traditional animation sequence from planning to
refined drawings.

o Create a 4-6 panel storyboard of a simple action scene, briefly explain the
in-between drawing concept, produce key drawings and at least 3 in-between
frames, then finalize the sequence with clean, refined traditional line drawings.

Group Performance Task: Studio Pipeline Sprint: Storyboard to Smooth Motion

o Collaboratively produce a short traditional animation sequence by applying
storyboard planning, in-between drawing techniques, and clean-up processes.

o In groups of 3-5, develop a short storyboard scene, assign roles (storyboard
artist, key animator, in-between artist, clean-up artist), create key drawings and
in-between frames, finalize cleaned-up drawings, and present both your animation
output and explanation of the in-between process to the class.

Individual Performance Task: Digital Frame Builder: From Keys to Clean Motion

o Apply knowledge of animation tools and techniques by producing a short digital
animation sequence with key extremes, breakdowns, in-betweens, and clean-up
output.

o Briefly explain the digital animation tools and techniques you will use, then create
a short 1-2 second animation (e.g., bouncing ball or simple character action) by
drawing key extremes, adding breakdown and in-between frames, and producing
final clean digital line art.

Group Performance Task: Mini Digital Studio: The Key-to-Clean Production
Challenge
o Collaboratively produce a polished short digital animation sequence by applying
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animation tools, techniques, and proper workflow from key poses to clean-up.

o In groups of 3-5, assign production roles (key animator, breakdown artist,
in-between artist, clean-up artist, tools supervisor), discuss the digital tools and
techniques to be used, create a short animated scene with key extremes and
breakdowns, complete in-betweens, finalize digital clean-ups, and present both
the process and finished animation.
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