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[bookmark: _gjdgxs]Lesson 3: What’s the story?
[bookmark: _30j0zll]Introduction
Remind the learners of the animations that they created last lesson, and tell them that next lesson, they will use tablets to animate some of their own stories. Tell the learners that during this lesson, they will create a storyboard showing the characters, settings, and events that they would like to include in their own stop frame animations next lesson.
[bookmark: _ig497zv0vaq9]Learning objectives
To plan an animation
· I can break down a story into settings, characters, and events
· I can describe an animation that is achievable on screen
· I can create a storyboard 
[bookmark: _dba007rk0n4j]Key vocabulary
Setting, character, events, stop frame animation, onion skinning
[bookmark: _3znysh7]Preparation
Subject knowledge:
· You will need to have an understanding of what the iMotion app is capable of (see lesson 2). 
· You will need to have realistic expectations of what the learners can complete in one lesson. Animations take a long time to produce; even a short clip can take a long time. Keep this in mind when demonstrating planning to the learners. Eventful stories with multiple backgrounds and characters would be difficult to animate in one lesson, so learners should keep it simple, e.g. one background and two characters.

You will need:
· Slides (ncce.io/cm3a-3-s)
· Animation activity:
· Storyboard worksheet (ncce.io/cm3a-3-a2-wm)
· Characters (ncce.io/cm3a-3-a1-rc) printed on card (you could use the characters provided, or create your own topic-specific characters, or learners could draw characters on card/use Small World characters, etc.)
· Backgrounds (ncce.io/cm3a-3-a1-rb) (you could use the backgrounds provided, or create your own topic-specific backgrounds, or learners could draw backgrounds/use building bricks to create scenes, etc.)
· Explorer activity (ncce.io/cm3a-3-a2-hc) 
· Whiteboards/pens/rubbers 
· Sticky tack
[bookmark: _q05kqxp07xc3]Assessment opportunities

Activity 1: Learners can gain an understanding of the capabilities and restrictions of the iMotion app, and develop characters, settings, and plots with a partner.
Activity 2: Learners can demonstrate their ability to create a simple storyboard with a fixed number of characters and settings.
Plenary: Learners can demonstrate their understanding of how they will make their animations work on screen and how they will ensure that they run smoothly.
[bookmark: _l9gvqqhz6gyg]Outline plan
Please note that the slide deck labels the activities in the top right-hand corner to help you navigate the lesson. 

*Timings are rough guides
	[bookmark: _99qwg63tq2ru]Starter activity
(Slide 3)

5 mins
	Introduction

Tell the learners that during this lesson, they will be creating a storyboard in preparation for making their own stop frame animations next week. Remind the learners that they have learnt some key animation techniques so far (e.g. keeping the iPad still, moving gradually to create a smooth animation, onion skinning, etc.) and that they are going to build on this by animating movable pictures/objects.

Show the learners the stop frame animation made with iMotion on slide 3. Ask them how they think the animation was made. Allow time for the learners to think about the question, talk to a partner, and then share with the group.


	Activity 1
(Slides 4–7)

10 mins
	Gathering ideas

Show the learners the selection of resources available for making their animations. (This lesson plan assumes that the Roman characters and backgrounds provided will be used.) Make it clear to the learners how many backgrounds and characters they will choose today. 

Replay the animation created in iMotion on slide 3. Tell the learners that there are constraints to creating an animation using iMotion and figures that are printed on card: there are some things that cannot be done, and some things that the learners need to consider carefully before they make their animations.

Read the examples of animation ideas to the learners. Ask them which they think would be best to animate next lesson. Listen to their thoughts, and then discuss any issues with the plans.

Slide 4
· Plan 1:
· Characters are limited — there will not be enough for a long line
· Characters printed on card can’t turn around
· There are no props to throw (although these could be added)
· Adding a castle would mean adding another background
· Learners would need to carefully consider how running up and down the stairs would work on screen. Discuss this with the learners.
· Plan 2: This is easier. The number of characters and settings is limited, and the movements are easy to animate.

Slide 5
· Plan 1: This is easier. The number of characters and settings is limited, and the movements are easy to animate.
· Plan 2:
· It is difficult to make it look like a character is entering through a door.
· Characters are limited — there will not be enough for an army
· Characters printed on card can’t really bend down

Slide 6
· Plan 1: This is easier. The number of characters and settings is limited, and the movements are easy to animate.
· Plan 2: 
· It is difficult to add weather to an animation
· It would be tricky to add effects such as thunder/lightning
· Characters printed on card can’t really sit down

Tell the learners that they really need to think about how they are going to make the different events in their story happen on screen, and consider whether each one is possible.

Show the learners the examples of characters and settings again. Remind learners to choose the specified number of characters/settings.

Ask learners to do the ‘think, write, pair, share’ activity on slide 7. Learners should work with a partner to choose a setting and two characters, and decide on a simple story with a beginning, middle, and end. They could write their ideas on a whiteboard. Share some of the learners’ ideas. Discuss ways in which these animations might/might not work, and try to remedy some of the issues as a group. 



	Activity 2
(Slides 8–9)

20 mins
	Can you create your storyboard?

Show the learners the worksheet and demonstrate what a simple storyboard would look like. Show the learners how you have used simple stick people and that this is just a simple plan — they don’t need to spend too much time on the pictures. You could demonstrate this by storyboarding one of the learners’ story ideas on the class whiteboard, adding short annotations or arrows to show how certain things would move in the animation. Tell the learners that they can storyboard one of the ideas that they have heard so far, or create a new story of their own.

Explorer activity: You could challenge learners to make an object fly through the air in their animations. Hand out explorer activity sheets (ncce.io/cm3a-3-a2-hc) when/where appropriate.


	Activity 3
(Slide 10)

10 mins
	Prepare to bring your story to life!

Allow the learners time to prepare their resources for their animation next lesson. This might include cutting out characters, drawing characters on card, creating settings from building blocks, etc.


	Plenary
(Slide 11)

3 mins
	Discussion

Look at some examples of storyboards that have been created during the lesson. 

Ask the learners how they will make their animations come to life next week. Allow learners time to discuss this with the class to share ideas, e.g. if they want something to fly in, how will they achieve this on screen?

Verbal exit ticket: Ask learners how they will ensure that their animations run smoothly next lesson.


	Next time
(Slides 12–13)

2 mins
	Review the ‘Assessment’ and ‘Summary’ slides.









This resource is available online at ncce.io/cm3a-3-p. Resources are updated regularly — please check that you are using the latest version.

This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.
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