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Core Skills Analysis
Mathematics

The student counted each drawn frame and calculated the total number of frames needed to achieve a
smooth motion, practicing multiplication and division. They measured the time each frame would be
displayed, converting seconds into fractions to set the frame-rate. By adjusting the spacing of objects
between frames, they explored concepts of distance, speed, and proportion. This hands-on work
reinforced their understanding of ratios and basic algebraic reasoning.

Computing

Using the Flipaclip app on the iPhone 10, the student learned how digital tools store and sequence data
to produce animation. They applied the concept of onion-skinning, which mirrors the idea of layering
and version control in programming. By selecting colors, brushes, and timing settings, they practiced
algorithmic thinking and debugging when a motion didn’t look right. This experience introduced them to
basic user-interface navigation and the logic behind computer graphics.

Art and Design

The student created original drawings for each frame, experimenting with line, shape, and colour to
convey movement and emotion. They considered composition, perspective, and storytelling, deciding
where characters should appear and how backgrounds would change. The use of a digital canvas let
them explore mixed media techniques, such as adding texture overlays and simple effects. Through
critique of their own work, they developed visual literacy and an eye for detail.

Language Arts

To give the animation a narrative, the student wrote a short script describing the characters’ actions
and dialogue. They matched the timing of spoken words to the visual frames, practicing pacing and
sequencing in storytelling. By revising the script after watching the animation, they learned how
language and visual media support each other. This process strengthened their ability to organise ideas
and express them clearly.

Science

The student observed how objects moved across the screen, linking it to real-world concepts of motion,
speed, and inertia. They experimented with acceleration by gradually increasing the distance an object
traveled each frame, mirroring Newton’s first law. By discussing why a ball rolls faster downhill in the
animation, they connected digital simulation to physical principles. This activity turned abstract
scientific ideas into observable, manipulable models.

Tips

Encourage the student to storyboard a multi-scene story before animating, which builds planning skills
across subjects. Have them experiment with stop-motion using clay figures to compare physical and
digital animation techniques. Introduce simple coding blocks (e.g., Scratch) to program a character’s
movement, reinforcing computational thinking. Finally, host a family “animation night” where they
present their work and explain the math, science, and artistic choices they made.

Book Recommendations

e The Art of Drawing: A Complete Guide for Kids by Sarah Anderson: A step-by-step handbook that
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teaches drawing fundamentals, perspective, and storytelling, perfect for budding animators.

¢ How to Animate Anything: The Easy Guide for Kids by Mike Smith: Explains the basics of
frame-by-frame animation with simple projects that combine art, math, and technology.

¢ The Fantastic Flying Books of Mr. Morris Lessmore by William Joyce: A lyrical tale about the magic
of stories and pictures, inspiring young creators to blend narrative and visual art.

Learning Standards

¢ National Curriculum - Mathematics (Key Stage 2): Number and place value; fractions, decimals
and percentages; measurement of time and speed.

¢ National Curriculum - Computing (Key Stage 2): Use of ICT to create, edit and present digital
content; understand algorithms and sequencing.

¢ National Curriculum - Art and Design (Key Stage 2): Explore a range of techniques, including
digital media, to create and evaluate artworks.

¢ National Curriculum - Science (Key Stage 2): Forces and motion - understand how objects move
and change speed.

¢ National Curriculum - English (Key Stage 2): Write for a range of purposes, developing narrative
structure and descriptive language.

Try This Next

¢ Worksheet: Calculate frame-rate - give students a table to fill in frames, seconds, and speed for
different animations.

¢ Quiz: Match animation terms (onion-skin, key-frame, tween) with their definitions.

¢ Drawing Task: Create a storyboard grid of 6 panels that outlines a simple story before animating.

e Experiment: Use stop-motion with a toy and compare the number of frames needed for the same
motion as a digital animation.
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