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Knowledge Organiser Computing Lower Key Stage 2

Animation
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Key Content and Vocahbulary

History of Animation - To explain how
computer sofiware has improved animation
technigques.

Stick Figure Animation - To create a series of

linked frames. KZ. T
Recording Movement of Characters - To uwse To le.arn the .bt%. Al pr inei P les
animation recording to animate the movement and techri GULE O ; /s,i.m.p. e

of a character. s )
JG.IL.LJTL;G.J:J..O'IL ,a.,n.,d. L'..O'l'l'l..p,ﬂ[ 2 A UJ[. ,a..n.,g.e

S,{:xw.,c,turz,d. Timing - To uER the time slider to ,0'; ; ree animation A ,0'; tware to
find a new place in a clip. incorporate the different
Stop-Motion Animation - To take still images techniques into their own
and import to create o stop motion animation i

animation.

EMG.J.MA.J:JJLQ Animation Techniques - To
compare and comment on poarticulor sofiware.

Vocabulary: Animate, animation, still image,
i:h,aum,a,i:,nop..e., ZORIIOpR, ZOORIANXKLALOPL,
stereocscope, flip hook, Frame, onion skinning,
loop, Jrame rate, record, stop, play, bhackdrop,
frame, stop motion, upload, image, Analyse,
evaluote, positive, negotive, effectivencss.




