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Skillset Census Sectors

Broadcast Television
Cable and Satellite
Independent Production (TV)
Broadcast Radio
Animation 
Web and Internet
Offline Multimedia
Computer Games
Corporate Production
Commercials Production
Post Production
Special Physical Effects
Studio and Equipment Hire
Other Services for Film and TV
Cinema Exhibition
Film Distribution 
Other Distribution
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STU AITKEN
Technical Director/ VFX Supervisor AXISanimation
06/03/08
● Is there a need to maintain a stable definition of animation for industry? 
A bit open ended this one - from who's perspective? from mine no not really - animation is simply any method of making things appear to move artificially (i.e. without actually filming things moving) and can cover a myriad and indefinable list of techniques to do so animation for industry I guess would be doing so in the service of some kind of commercial need - predominantly entertainment, information and advertising as opposed for purely creative non-commercial reasons
I think commercial animation is a better term than animation for industry though - many times animation is a commercial venture in itself :)
● What do you see as the barriers to growth within the animation industry? 
Falling budgets (a direct result of more open entertainment platforms and increased diversification of delivery mediums like the internet and cable - ironically this means there are more opportunities to sell animation services but often for much lower budgets)
Trying to create an impact in a crowded market 
Lack of available talent (i.e. outside London)
● Do you see your company as a business or creative venture, can it be both?
both - I would imagine almost any creative industries company would answer the same - your doing something you perceive as having creative value but for commercial reasons as well as creative ones (i.e. to make money from doing so)
● How do you perceive relationships between companies in the animation industry sector? 
generally pretty good actually - there is a good community and despite competition companies will often work for and with each other - European funding model for animated entertainment makes this especially so on TV and film projects where studios from different countries collaborate to maximise available funding or tax breaks
● How would you define yourself/ your company in terms of the animation sector?
Please see our website blurb :)
● Who are the drivers and creators of the market? 
Yikes - bit if a big one this - for us games studios/publishers and commercials agencies - i.e. that’s where most of our commissions come from
● Who in your opinion defines policy relating to the industry? How does this effect you?
Don’t really understand what you mean by this? - what kind of policy are your referring to?
● What are your thoughts on Higher Education animation training?
in this country pretty bad, in France for example its brilliant - judged mainly from quality of graduation reels - I don't think animation as a career is properly represented at an early enough age and many course at higher education level focus too much on the individual as a creator and not enough on them as a member of a team that creates (which is almost always the case commercially)
● In your opinion what defines Excellence within the animation industry?
ummm - those who can create quality animation and have commercial success doing so - you could probably write a PhD thesis on what’s constitutes quality in itself but originality certainly helps but usually in conjunction with what I'd term 'polish' - i.e. everything is well crafted



















CHRIS CHILTON
Computer Games & Animation Manager, Skillset 
5/10/07
How does Skillset define animation for the purposes of data collection?
 
For the most part our survey’s (e.g. the employment census) are self determining – we will target companies in various directories and our own previous contacts, however they are always asked the question about which sector they see themselves as part of. Animation companies are a bit different as they span different areas (film / TV / post production) In addition we count animation as a job role – so we get figures for, for example the number of people working in games whose primary activity is animation.
 
 
Who are the major policy makers in terms of the animation industry/ who for Skillset defines policy relating to the industry?
 
Our animation forum – chaired by Marion Edwards (membership online - http://www.skillset.org/animation/about/)
 

What are the defining papers/ research that has had the most effect on the animation industry- with regard to the development, conservation and breadth of understanding?

In terms of skills – it will be the AVITG report of 2001 which recommended the formation of the forum. (exec summary - http://www.skillset.org/uploads/pdf/asset_178.pdf)
 
















MARION EDWARDS
(Chair of the Skillset Animation Forum, Member of PACTs Children’s and Animation Policy Group, Red and Blue Productions)
01/01/08

My Questions to you and the Skillset Animation Forum
 
• What are your views on how animation is currently defined particularly by/ in relation to Skillset and its data collection?

ME: The Skillset census gives a good start point for focus as it imbeds animation roles within occupational groups giving a better overview of the crossovers within the industry. However, how these results are measured and the data recorded might need further review (would need to look at results and data in detail). The census also covers a breadth of the industry and so a good cross section of various companies and individuals is measured.

• What extra input or information in relation to animation sector intelligence do you think the Animation Forum might benefit from?

ME: Better Alumni tracking. Might be worth looking at other industries and how they collect this data at the moment.

• Who are the major policy makers in terms of the animation industry in the UK/ who in your opinion and for Skillset defines policy relating to industry? (E.g. Government bodies such as DCMS, UK Trade and Investment, the UK industry, education…)

ME: Depends on which area of the industry you are looking at; Funding for production, training or education. In terms of funding for production the broadcasters and distributors drive the industry, but this needs to change. See Adam Minns and the calls for a government tax credit and Ofcoms review.

• What are the defining papers/ research that have in your opinion had the most effect on the animation industry-with regard to the development, conservation and breadth of understanding?

ME: Not many reports written by outside organisations beyond PACT and Skillset about this area. Reports also tend to be written on behalf of these organisations and tend to be written at moments of crisis.

• How are the Animation forum members selected?

ME: The forum is currently about to undergo a restructure. The forum members are however, selected to reflect a cross section of the nations and regions and across the different genres of animation.

My Questions to you as an industry practitioner

• What do you see as the barriers to growth of the animation industry?

ME: Funding for TV and film and competition from oversees.

JW: Is this competition in terms of ideas or production?

ME: In terms of crew looking for work from Europe and the states with traditional talents. UK is perceived as a vibrant industry and many of the people traveling here to look for work have very specific skills and talents.
 
• Do you think there is a good relationship in-between the animation industry sector?

ME: Yes, friendly and lots of shared best practice among companies.

• Thoughts on Animation Education?

ME: Definitely improving, there are a lot of different courses. The state of education is poised and about to change, about to turn around and get a lot better as a result of closer industry dialogue and the opportunity to hone specific skills. There are currently six skillset accredited courses and the graduates that come from these courses have gone into employment. There is definitely room for two the two types of courses that seem to be emerging auteur courses and production line style teaching but, it is important that potential students are steered towards the appropriate course for their needs. Not all animation students will become directors or producers and so better information needs to be available when making those decisions. We have come out of a period in education where everyone made their own film, it is important students understand about different areas and opportunities now.

Links: Devon- blossoming animation industry

Spider Eye (Cornwall-St Just) Erica Derby Moved company from London in 2001
Spider Eye is a UK animation company producing 2D traditional, digital and 3D animation for TV and film.

King Rollo Films (Honiton, Devon) - Leo Nelson leo@kingrollofilms.co.uk
King Rollo Films is an award winning animation studio, BAA 1999 and BAFTA 2000. We were nominated for an Emmy in 2005. 
King Rollo Films have produced programmes for BBC, ITV, Channel 4, National Geographic, Disney, Discovery Kids, Nickelodeon, Universal Pictures, Abbey Home Media, Penguin Books, Walker Books and Dorling Kindersley.

Honey Comb (Ha!) (Cheriton Fitzpaine, Crediton , Devon) Simon/ Sara Bor

Also speak to someone like Mike Milne (Framestore CFC) or Rushes- Matthew Sagar or Louise Hussey.












TAMMY ELLIS
(Curriculum leader ADS Senior lecturer Interactive Media / Animation South East Essex College)
03/04/08 

(Have you looked at employment with regard the East, where are the hot spots, do drop figures in, does it differ between men and women)

Traditional animation is changing, it’s the combination of old school techniques relating to cgi look towards the new ‘Tails of the river bank’  - New cgi skills being combined with traditional stop motion…interesting development’

I agree that most of our children’s TV is imported and industry do need to help the home-grown market)  

In one section of a top production company out of 12 workers only three were from the UK, the rest were from Europe.  The UK individuals seem to miss the basic skills and lack the mature work ethic need to sustain the long hours of concentration. ‘There were comments made to our binge drinking culture effecting studio’ 

 • Education Themes and Questions relating to the definition of animation:

● Is there a need to maintain a stable definition of animation in academia? 

The term Animation has evolved and it seems to be acting as an umbrella of all sorts of types of moving image.  It seems to be in a transitional stage, with boundaries blurring and skills crossing over within educational establishments and production houses.   As technology is becoming more accessible. 

It seems to be more open to what is being classed as animation now days.

 Animation can be integrated into a performance, moving image installation, fine art animation etc. It seems we are shifting back to creativity and experimental stages. Its still evolving 

With regard the academic framework, I do feel that some courses out there are cutting corners and forgetting to deliver the fundamental basics. Perhaps we should all go back to the basics to help define a support delivery within the academic content. I do feel some education establishment are classing editing post skills as animation I do think there is a difference, and you will start to see new types of course being developed VFX, which might help define the classification to what is regarded as animation v post moving image. 

After all a few Bafta’s were won by stop motion animations. ‘Peter and the Wolf’
Suzie Templeton……etc…..


●Do you think the definition of animation has any influence on curriculum development?

What is classed as the definition at the start can shape the type of course content, will it be of a VFX/ post content or follow a more traditional old school format  stop motion cell etc…. 

When writing a course program there are other accountabilities that do impact on the framework.  Like educational politics and academic boards, the lack of long term funding for equipment, training, government rules and guidelines can also get in the way with regard delivery. Do the academic boards understand how time consuming animation is? Each educational establishment has different restraints.  Then there is also industry, does the course content really cover what industry needs and are looking for from there future employers.

Realistically can education keep up with the technology and in some cases Skill Set?  
Do Skill Set really listen to the feller’s right at the top of the game in industry……
 
There are those in industry at the top end of film that don’t always agree with Skill Set, and that have offered support…… but that’s another argument for another time.’’’’’


●How much do technical developments effect the definition of animation and the breadth of the curriculum?

Animation is a progressive area due to the developments of technology, new technology is shaping and classifying what is now being accepted as animation.
The technology not only shapes the viewing markets, but also defines studio production houses, and also shapes the way learners work no matter what the background or skill level required.  

Individuals and educational establishments seem to have access to all types of equipment defined by a fixed consumer budget. It’s the funding that helps
Shape the kind of studio methods and teaching practices used. Also it’s the trained and talented staff that can play a key role in shaping a program.  ‘It’s a balance’  

 In some educational universities and college research development plays an important part. Educational establishments do find it hard to keep up with the high end of industry developments due to lack of funding for equipment and space. 

Granted that computer technology has brought the viewer some revolutionary animation and post production special effects over the years, and more accessibility has meant anyone can create a moving image sequence. 

However technology can not hide the lack of skill and talent, and should not be used as a poor excuse or a quick fix, remember the computer is just a tool. It all starts with the basics, a good story line, creativity, the eye, talent, understanding and perfecting techniques etc… . It’s all in the planning. Even the TD’s will tell you that. 
 

Students do tend to want to jump on to the computers and create stunning visual effects, before they even grasp the basics. Students can be blinded by the technology and think that animation is all about the click of the button, so it is important to keep the traditional methods a live as they help to sustain discipline and concentration.  It’s this under pinning that helps form the long term developments of an individual, and helps shapes long term skill based learning. You never stop learning, where moving image is concerned.  It’s always under a state of flux.

For example (It still comes down to the basic foundation elements)

On the low level courses (i.e. Btec’s the fundamental basics need to be addressed as it’s the fundamental basics that underpin the learning program long term. Courses should cover the basic principle the arcs the extremes and in-betweens, supported by life drawing, stop motion, cell basic editing, storyboarding etc as the studio methods used ‘The nuts and bolts, the Toolset’ As learners progress through on to higher levels then the integration of more sophisticated technology can be integrated into a learning program, as there is a foundation to build on. 



●What influence do vocational Partnerships have on the structure and definition of the curriculum?

That’s an interesting one, as there are new media course being put together, they are being mapped out with industry in mind, with the idea placement and training on the job. I would love more industry to get involved. But industry always comes form the side  

‘What’s in it for them?’  We can invest in the training on the job, but they will not learn it all, also we can spend the time training and then they go else where…etc….’’

Also industry & education academic boards don’t always agree where the frameworks concerned.   Saying that if you have the right team of academics who are sensitive to the progressive and pervasive needs and industry working in balance could help. You might even see private training schools running in the format of Europe schools.

Ask the question why do the Europe schools do it better? 

●In your opinion what defines excellence within the animation industry?

Arrrrh ,,,,,,,Define Excellence, are we looking for technique, visual impact, the whole thing. ????
.
For me its beauty, beauty of a well crafted production something that will make me stop and think for a moment. It tends not to matter what form it comes in, 
It has to grab my attention, be it stop motion or moving image. Etc   

In fact I have been known to turn the sound off when watch things, just to study the craft and flow of the production content.      




















DAMIAN GASCOIGNE
(Animation Lecturer Kingston University/ Picasso Pictures)
05/03/08

● Is there a need to maintain a stable definition of animation in academia? 

I feel strongly that Animation education in the UK is in danger of losing touch with the changing reality of the Industry and the effect that technology has had on animation production. We still cling to the idea of the solo film maker auteur, which runs contrary to the new forms of team needed to produce animation. Specifically technical skills such as modeling, rigging, skinning, technical directing, lighting and rendering are way beyond the abilities and expertise of one individual. So, we either have to go the way of the French Schools at Supinfocom and Gobelins, and instruct students to work in groups of three to six on their films, or we have to forget all about making films using the digital technology and get them to work solely on character design, animation skills, or storyboarding. 

●Do you think the definition of animation has any influence on curriculum development?

Of course. We need to keep an open view in which anything that is broken down into frames can be animation, and that we should be seeking to invent and experiment with possibilities for movement language but at the same time recognise the need to also develop a better team working culture in our courses

●How much do technical developments effect the definition of animation and the breadth of the curriculum?
See above. We now encourage collaboration between students so that they can manage the complexity of the technology. We are also looking at ways to create teams to work on the best projects following a pitching process, in which the best ideas get made by a group of four students.

●What influence do vocational Partnerships have on the structure and definition of the curriculum?
Sorry? I don’t understand. What are vocational Partnerships?

●In your opinion what defines excellence within the animation industry?

There are so many branches to the Industry, which areas do you want me to comment on?

“Ratatouille” by Pixar is excellent in that it is a well researched, and embedded in its subject matter.
“Sony Bravia” advert is excellent in that it uses technology sparingly and allows for an element of accident.
“ Kamiyas Correspondence” by Sumito Sakakibara is excellent because it is so lovingly crafted and poignant.
“The Pearce Sisters” by Luis Cook is excellent because it brings illustration and 3D animation closer than anything else before it.
 






HEDLEY GRIFFIN
Hedley Griffin Films
05/03/08

● Is there a need to maintain a stable definition of animation for industry? 

Why should this be needed? Animation is like any form of creativity. It is and should be boundless. The more diverse it is the better. It should be expressed in as many different ways as possible to explore the realms of creativity.

● What do you see as the barriers to growth within the animation industry? 

The main barrier to growth is the lack of TV space and lack of support from TV stations in England, which buy in from abroad because, very simply, it is cheaper to do so. This has also affected animation budgets, which has dropped a great deal, particularly with competition from animation studios abroad. The growth of animation has been directed more towards the games industry with its bias towards 3D, therefore creating even less opportunities for conventional drawn animation. The industry is healthy and developing in schools and colleges as the cost of educational software packages has offered greater availability. Many different simpler forms of software are now free to download online, increasing the opportunities for Sunday Animation. There is a growing culture of home videos and short cartoons that are entered in festivals and MySpace, U-Tube, etc. All very healthy for a broader horizon of creativity.

● Do you see your company as a business or creative venture, can it be both?

It is very difficult to be both a business person and creative, but it is essential if you are to succeed. You have to learn to be firm and manage people as well, otherwise you may fail. Although I love my work, I would not do if I was not paid for it.

● How do you perceive relationships between companies in the animation industry sector? 

When I was in London, the competition was and always will be hot, but given the opportunity to meet fellow animators I found this a great experience, very often to share the woes and gossip within the trade. I found most, if not all, willing to share, a most gratifying experience.

● How would you define yourself/ your company in terms of the animation sector?

I have never felt a part of anything. It was always a case of finding the next piece of work, getting it done on time and then getting paid on time, then thinking about where the next job would come from, etc, etc. The whole industry works in this fashion. The last twelve years of my career spent working for schools television was blissful, plenty of work, nice people and I earned a good income, but I never felt a part of anything.

● Who are the drivers and creators of the market? 

They used to be TV stations, but the industry has changed.

● Who in your opinion defines policy relating to the industry? How does this effect you?

The BBC has cut back enormously on their spending for schools television and Channel 4 no longer supports it.

● What are your thoughts on Higher Education animation training?
There will always be a need for creativity, the same as painting, sculpture, etc. The Art of painting came from an industry that required drawers and painters. The same is happening as the industrial need declines the art of animation will flourish.

● In your opinion what defines Excellence within the animation industry?

Individuals and people’s endless creative need to innovate and surprise.




































[bookmark: OLE_LINK3][bookmark: OLE_LINK4]STEVEN KIRBY
(Freelance Motion Graphic Designer, Norwich/ London)
02/04/08

● Is there a need to maintain a stable definition of animation for industry? 
For the purposes of statistics and data collection I can see why one might wish to define animation, but I see no urgent reason why the industry itself would require such a definition.  It would probably be useless within 10 years anyway… all the arts thrive on breaking boundaries and if one defines a set of criteria for inclusion in a theoretical category, sooner or later it will come down to a question of semantics whether a certain work is included or not.  Then you are just back to square one except you have to define ‘movement’ instead or another fairly abstract word.  Also, since one cannot very well make the word animation a trademark, any definition is only likely to be recognised by those whom it suits.  ‘The animation industry’ is essentially everyone who calls what they do ‘animation’.  If industry or government bodies decide to not recognise a proportion of this industry as animation, they run the risk of slipping behind common usage and thus being useless.  I know the question you’ve asked is about need and I’ve harped on about impossibility, but I think the two are bound together – ‘industry’ knows how much of a grey area ‘animation’ is and I think it would be extremely skeptical of any definition.

● What do you see as the barriers to growth within the animation industry? 
Not sure if you mean internationally or just in the UK.  I don’t see any barriers to international growth, apart from general economic downturns which affect all industries in some way.  I don’t really see any barriers as such actually… Challenges yes, but I would imagine animation to have a great future in the next 10 or 20 years.  Doubtless markets, platforms and production and distribution networks will shift, but apart from WWIII / global environmental disaster / etc I can’t see any barriers.  Anyone can make virtually any kind of animation these days with a laptop and a scanner or whatever.  All you need is a good idea and lots of time, both of which can result eventually from dedication.

● Do you see your company as a business or creative venture, can it be both?
I don’t have a company, but as a freelancer I see my work as both a business and a creative venture.  Most business people I know view their business as a creative venture.  Not always vice versa.

● How do you perceive relationships between companies in the animation industry sector?
I’m afraid I don’t know enough experience to have an accurate perception.

● How would you define yourself/ your company in terms of the animation sector?
I am currently using the words ‘design + motion + direction” which is a shorthand for Graphic Design, Motion Graphic Design and Art Direction.  I don’t consider myself a part of the ‘animation sector’ so much as a part of the ‘design sector’ although what I do does sometimes require animation and animation related skills.

● Who are the drivers and creators of the market?
Drivers: People who watch television, major broadcasters and their market research companies/departments, commissioning editors. Creators: Animation production companies and their staff.

● Who in your opinion defines policy relating to the industry? How does this effect you?
Do you mean government policy? Presumably government and their think tanks and other policy makers… Sorry I don’t really know anything about this.  As far as I am aware (not much) it doesn’t affect me at all.

● What are your thoughts on Higher Education Animation training?
In an increasingly global, cross-platform, exploitation-hungry market, perhaps we ought to be training more Art Directors and Production Designers and Producers than animators.  But further education is an industry with its own rules of supply and demand which don’t necessarily reflect those of the same name industry/market itself.  Given that students are entering a highly competitive industry perhaps they should be encouraged and educated to specialise and be able to concentrate on one chosen area such as character design, production, script writing, compositing etc rather than all students actually practicing animation itself.  I don’t want to suggest that the employment market should dictate course syllabus, but I wonder if the present system isn’t producing a lot of all-rounders with more-or-less undifferentiated skillsets.  Bear in mind I don’t know that much about Animation HE in fact…

I also think there is a huge benefit in students undergoing some kind of apprenticeship where they have a one-to-one, unique relationship with an industry practitioner.  The practicalities of this may seem unfeasible at first but similar schemes have been very successful at Goldsmiths for example.


● In your opinion what defines Excellence within the animation industry?
Originality of vision, good storytelling / sequentially… this is a really difficult question… Appropriate use of technology to befit the concept and style (assuming a good concept), a good sense of what animation can do that no other medium can…



































ROBIN LYONS
Managing Director, Calon
05/03/08

Industry Themes and Questions relating to the definition of animation:
● Is there a need to maintain a stable definition of animation for industry? 

Need to recognise what is being supported but how much value is in it beyond Rights and IP for Children’s TV?

Should animation be defined as different from other media? Quite different concerns with types of animation.

Focus of PACT has shifted to include Children’s with animation- speak to Adam Minns about this decision.

Broadcasters pay much less in terms of budget, animation is instantly defined as different from other media. It has quite different concerns and is a special case in relation to agreements and buy out.

It is also important to consider whether you are talking about the definition of animation as content or application.

● What do you see as the barriers to growth within the animation industry? 

Animation is not competing on a level playing field with other international companies. Government do not recognise animation and the intricacies of production because it is not a vote winner. The animation industry is too small in this country and does not show up on the government radar. 

Could this not be because it is not recognised properly?

No, because thinking about areas like the Special Effects Industry and digital post animation it is a service industry and there is not as much value associated with this area as there is with IP value in children’s film and series production.

Because animation has a commercial IP value outside of TV it is impossible to get broadcasters to fully finance a production.

With live action children’s production broadcasters will fully finance production because it is quicker to produce.

● Do you see your company as a business or creative venture, can it be both?

Viewed creatively.

● How do you perceive relationships between companies in the animation industry sector? 

In Wales there is a much better co-productions situation- Wales creative IP fund commercial investment scheme is tremendously supportive and recognises the necessity to keep IP and rights in Wales in terms of sustainable investment. S4C is also growing its children’s output at a time when most other channels are decreasing theirs. (See Feb/March issue of Imagine Magazine)

The Welsh Animation Group (WAG) has brought companies together; there is a definite sense of community and communication in order to get things done. This is not quite the same in the UK, esp. London where there is a real sense of competition and suspicion.

● How would you define yourself/ your company in terms of the animation sector?

Children’s production company working on a local level.

● Who are the drivers and creators of the market? 

Bigger public companies, the animation industry is dominated by exporters and rights companies) such as HIT, Entertainment Rights Plc, Corrine? Target- they have access to funding and so therefore it is pretty certain that it will get made. With Broadcasters there is a limited choice in terms of breadth and finance.

Better to hand it over to an exporter or rights company to manage then? But what are the negative points?

Loss of rights and IP along with long term revenue.

● Who in your opinion defines policy relating to the industry? How does this effect you?

Skillset, PACT Children’s and Animation Policy, Adam Minns, Government lack of knowledge of the industry.

● What are your thoughts on Higher Education Animation training?

Pretty useless! Too many students, a poor selection process, unable to or haven’t learned the basics, no inspiring teachers. This applies to both schools of thought on education- the vocational, training style and the autonomous craft based discipline.
● In your opinion what defines Excellence within the animation industry?




















SUZIE HANNA 
(Subject Leader Animation and MA Pathway Leader Animation and Sound Design, Norwich School of Art and Design)
03/03/08

● Is there a need to maintain a stable definition of animation in academia? 

All courses that I am familiar with take a slightly different approach, and they aim at varying ‘markets’ for graduate talent. I think the most important thing is to maintain debate about the definition of animation but also to recognise its shifting and growing place in media production. If all animation courses provided the same set of skills it would diminish the breadth of graduate opportunity overall, and I think there is a danger in the narrowness of the existing definitions. The terms for Skillset course approval, for instance, are very much centered on some quite outdated ideas about what animation may be. 

●Do you think the definition of animation has any influence on curriculum development?

Yes, a narrow definition will create a narrow curriculum. I have observed a lot of ‘team’ work at undergraduate level which is supposed to reflect animation ‘studio’ practice, but often the students are too young and inexperienced to really benefit properly, a real animation studio would contain a number of people with varying amounts of experience, and some would have senior roles in the production process. There are inherent problems in trying to recreate this situation without that varied mix of talent and experience in the actual group.
 Also in Creative Higher Education ideas should be at the basis of all student work, and I have seen an awful lot of ‘exercises’ set to train students in drawing skills for instance, when this should be linked more to self-expression rather than just pure imitation perhaps. This comes from the ‘studio’ model, e.g. first years clean up, second years in-between, some third years get to direct but many work on other aspects e.g. painting backgrounds. 

This is a very different curriculum to the one at NSAD where we set live projects to train individual students for real deadlines, and encourage students to take on a host of transferable skills particularly in the analogue/digital translation areas, and we foster a more directorial style including such matters as sound design, copyright, directing actors, so students take a lot of individual responsibility for the whole process. 

A graduate in the early nineties (who has done extremely well and worked as a traditional animator and series director ever since) told me that after leaving NSAD he added a lot of purely imitative animation to his reel to show his flexibility as an animator as the ‘industry’ then was more interested in whose work you could copy then in any ideas of your own. This shows the dilemma quite well, the ‘industry’ wanting Higher Education to basically TRAIN students to imitate what was or is already out there rather than challenging it and being innovative. But on the other hand, who are making commercials and pop videos now?  The innovators…..

●How much do technical developments affect the definition of animation and the breadth of the curriculum?

If a student is studying Games Design there is an assumption they will be using CGI as their main tool and the curriculum would have to put a lot of hours into that area of training as it is a huge software platform. All course leaders have to think very carefully about the emphasis on analogue and digital skills, and how to timetable the learning pattern in the right order. My tactic is to always teach software in relation to an academic project. I do know that some courses teach the digital elements quite separately in their own right, but I think that to embed knowledge it must have a creative function for the student in the first place. Does this affect definitions? Well, I suppose a lot of compositing techniques have become quite prominent in animation, and a traditional view of that may be seeing it as a poor relation, i.e. not REALLY animated, just moving images. (And I agree in many cases!) Also what used to be called Special Effects is now often referred to as Animated Effects as the frame by frame technology has become so sophisticated and the special box set DVDs show the animators on the job.

Technical developments have affected the curriculum hugely over time, and I could spend many happy hours describing how, but the expectations of student production values have rocketed in recent years as access to more sophisticated software and higher resolution imagery and sound is made more affordable. Animation students are expected to take on a massive amount of new knowledge as well as having a lot of traditional grounding, so a pretty stressful subject to study!

●What influence do vocational Partnerships have on the structure and definition of the curriculum?

In my experience (BBC live project for instance and going back some years one we used to do with Anglia TV) the partnership has a challenging influence on student’s graphic solutions and forces a ‘real’ deadline, genuine external output for a real platform for the public to view and criticise. It also makes the students feel ‘grown up’, not just a young person in college under the teacher’s supervision but a professional producer giving time to their ideas as if they are a real client. This is not a certified partnership but a regular project, and has led to other things, e.g. NSAD students and staff working on the BBC Blast workshops, all very good experience both at a local community level and in a broader professional sense.

In the past Televirtual gave paid work placements to students when they needed extra people there and several graduates worked there, some for quite a few years at a time. Recently they have lent us some resources and Tim offered to mentor some MA graduates who were setting up their own company.

●In your opinion what defines excellence within the animation industry?
 
This is a big question (and I actually need a year to answer it) …. at one end the answer is….

GREAT feature films, these are usually the product of several countries working together as very little is made now with huge budgets unless there is international co-operation across the board. So an example could be Belleville Rendezvous, combining traditional and new digital skills but based on great caricature and a surprising story. As with most films the DIRECTOR’s vision is absolute, his control of the whole process and picking the right animators for the characters has actually allowed quite a lot of personal interpretation from those artists (look at the difference between the way the dog is drawn and the triplets for instance) but within his guidelines. This is an example of a studio system that Skillset may applaud quite rightly as showing the best of traditional animation practice.

Staying with the feature films, animated special effects such as those produced by WETA for the Lord of the Rings cycle, innovation on a grand scale, the creation of Gollum the virtual/real character, FANTASTIC, small creative teams working closely with the uncompromising director to test and develop a whole new artform.

Smaller films, the animated short, often used to bring in commissions for commercials for animation companies. A recent example would be ‘The Pearce Sisters’ sponsored by Aardman, an unconventional story and an innovative visual technique created especially for the film. But there are many I could cite…. 


The half hour TV  special film commission, e.g. Peter and the Wolf, by Suzie Templeton, where a talented animator is given a chance to develop and make an extended short film, in this case creating an intelligent, lyrical and modern take on a traditional story using traditional stop motion puppetry. 

Commercials are often at the sharp end of new animation, Sony Bravia play-doh for instance, but they can also celebrate traditional animaton skills such as Olay ‘Lines’ where the beauty of the drawn line is mesmerising.

Music Videos… I hardly know where to start there are SO many and they are SO varied, this is possibly the richest area for innovative practice, maybe because the animator is not tied to traditional narratives that can constrict image-making boundaries. 

TV Promotions, from the beauty of animated logos (current BBC and Channel 4 in particular) to programme trailers, we expect a very high aesthetic across the board and get it.

Innovative comedy, Monkey Dust, 2D TV, (can’t remember the title of the one about laboratory animals “I am not an animal’ ??) but all satirical, great scripts and characters, and In the case of Monkey Dust, 6 small companies taking on separate sketches with the cityscape as the link, a mix of styles but held together by the soundscape/musical environment as well as the narrative structures. 

Children’s TV, Charlie and Lola, Shaun the Sheep, Zoo Lane….. and many more. Inventive, quintessentially British Animation, not patronising or overtly moralising to children, involves an acceptable level of teaching and learning for the very young, entertaining and beautifully crafted. Smashing! Studio system again and some outputting to overseas (cheaper) skill input. (I was never a fan of Bob the Builder so the movement of this from UK stop frame to Indian CGI doesn’t worry me except for the employment of the UK animators being terminated….)

I don’t really play computer games (but I used to) so can’t comment on this area with any current expertise, but I am totally impressed by the responsive technology and the level of visual detail and fluid movement across the board. I learned a lot about the Sony team style for games creation (from Lloyd) and this seems very inclusive, good creative practice allowing all members to discuss their approaches to the project on a regular basis but with ambitious deadlines all along the way.


To the other end…

The tiniest little animations on the web, e.g.  www.eatpes.com

He may have started by turning some old buttons into fireworks through primitive stop motion techniques, but ends up doing commercials for Orange. I know this is America not in the UK but that is the web, doesn’t matter where you live, the world wants good ideas and the web gives everyone a chance to show them. 

So what defines animation excellence…. The convincing communication of  great ideas to a targeted audience through the medium of an appropriate sequential or interactive aesthetic, often combining ‘traditional’ and ‘new’ animation skills in search of the perfect communication vehicle for the intended narrative, emotional or musical message.

Hmmmm, much chin stroking to be done!!!















































STEVE HUNT
(Senior Lecturer in Digital Animation, University of Hertfordshire)
03/03/08

We are a CG course with lots of industry experience among teaching staff.

● Is there a need to maintain a stable definition of animation in academia? 

No! why? We are providing a service to the industry; we are producing graduates who have consolidated a degree skillset 
Much wider than their subject skillset i.e. degree skills including analysing, synthesizing, contextualizing, creativity, group working etc, for many a coming of age and a life experience, but the possibility of employment within the sector is very important and something to hang all the rest on. If a stable definition damages the above then why have one?

●Do you think the definition of animation has any influence on curriculum development?

 No, we are working in the real world and have feedback from both students and industry as to needs. I worked within the industry for many years and am used to constant remapping of criteria, its part of the sector. Curriculum is constantly re-evaluated.


●How much do technical developments effect the definition of animation and the breadth of the curriculum?

Absolutely, symbiotic relationship between ways of thinking and tool used both creatively and within craft mentality. In 3D (my area, within 3 years z-brush has revolutionised the creative pipeline. No longer is modeling in CG an arduous activity dependant on edge loops but now is freely sculpted like clay – new skill set needed i.e. similar to clay sculpture. The quality bar especially in games has upped. But the development of z-brush came from a demand, and the possibility within computing developments. That is just one example of many.

●What influence do vocational Partnerships have on the structure and definition of the curriculum?

Do you mean links to industry? Yes, partnerships seems to imply an equal relationship. Useful, important but education is a strange beast, and little wary of easy solutions proposed by industry. Educating a 19yr old is a strange business. Industry wants to maximise profits, we are educating for the long term. But there is a very important link.

●In your opinion what defines excellence within the animation industry?

Creativity, client satisfaction, sensibility and design sense, aesthetics, intelligence. Adding something to the world that enhances people’s lives.








ADAM MINNS
(Head of Policy; Children and Animation Policy, PACT)
01/04/08
My Questions to PACT

• What are PACT’s views on how animation is currently defined in relation to data collection? (I am aware of PACT’s definition of animation in Mouse or Superhero, 2002, p.7)

AM: Can’t define animation.

JW: Yes, I understand that but there does need to be some parameters in order that animation doesn’t become too narrow or too broad either when defining policy. PACT have made clear what they mean by animation but, how does this fit with other data collection models for comparison when using data or evidence to back-up findings?

See next question

• Children’s and Animation policy is now placed together, does this include all areas of animation? 

AM: Yes, for PACT it includes broadcast, film and some online content; this for both adult and children

• What extra input or information in relation to animation sector intelligence do you think the Animation industry development might benefit from?

AM: More information by subsector, how animation inputs to film or broadcast, as it is part of many other sectors what proportion of those sectors does it make up- inputs and outputs detailed.

• Who are the major policy makers in terms of the animation industry in the UK/ who for PACT defines policy relating to industry? (E.g. Government bodies such as DCMS, UK Trade and Investment, the UK industry, education…)

AM: List of Government bodies, particularly OFCOM for PACT, as well as DCMS, Department for Innovation Universities and Skills (DIUS) and BERR the Department for Business, Enterprise and Regulatory Reform and the treasury.

JW: Talked about the issues associated with the definitions that these bodies have

• What are the defining papers/ research that for PACT have had the most effect on the animation industry-with regard to the development, conservation and breadth of understanding?

AM: OFCOMS paper- Public Service Broadcasting for Children. This is what is effecting most of PACTs members at the moment. Intervention by the government in the service and range of children’s television available on public service broadcast programming:

14. The production sector has already suffered this 80% drop in investment. Crucially, this meant that other than the relatively small number of commissions from cable and satellite broadcasters, the BBC was left with a monopoly on commissioning programmes outside the pre-school genre.

15. The children’s production sector includes some of the biggest businesses in the independent sector, but the vast majority are small, specialist companies. A striking finding of Pact’s 2007 Independent Production Census was that more than 20% of all companies with turnovers of under £1m specialised in children’s programming. Unusually for the main television genres, very few larger companies registered any children’s production activity.12 This may be due to the specialist nature of children’s and animation production, which by definition entails making programmes for a particular audience. 
12 2007 Independent Production Census, Pact, chart: production activity by turnover band, page 32.
(PACT, Dec 2007, p.9)

10. However, we regard UK-made animation as at risk alongside drama and
factual, and our concerns are supported by Ofcom’s data in the children’s
review. According to the regulator, investment in UK-made animation has
dropped by more than 60% since 2001, the most steeply out of all the
genres.21

11. Animation for older children has been amongst the genres hardest hit by ITV’s withdrawal has also damaged the
range of high quality UK animation for older children, such as Grizzly Tales
for Gruesome Kids, Aardman Animations’ Planet Sketch and King Arthur’s
Disasters, which offered a popular indigenous alternative to imported
animation and regularly recorded an audience share of more than 20%.

12. It is true that animation is able to raise financing for production costs from
overseas sources, but UK animators must still be able to bring a certain
level of the budget to the financing package in order to be in a position to
piece the rest of the funding together. Without a broadcast licence in a
show’s home market, few potential overseas co-producers are willing to
take a risk of investing in a production. In terms of animation for older
children outside pre-school, it is usually impossible to raise financing
through any merchandising sales, regardless of whether a programme has
a broadcast licence in its domestic market.

13. In Ofcom’s consumer research, we understand that parents were
concerned that there are “too many cartoons” on television. We assume
however that parents are referring to imports and repeats, not much-loved
UK-made animation such as Shaun The Sheep, The Snowman or Angelina
Ballerina. While there may be a high level of imported animation on UK
television screens, the level of UK-made shows is far lower. Cartoons
make up 67% of all children’s programming on commercial channels, but they represent just 27% of children’s shows on PSB channels, the main
source of UK programming.

14. We would also point out parents responding to Ofcom’s research did value
animation. The report states that parents considered that: “Animation
provided valuable relaxation and light hearted viewing that fuelled
children’s imagination.”
22 The Future of Children’s Television Programming: Research Report, Ofcom, page 130.

21 Investment in 2001 in first-run animation was £18m, compared to £7m in 2006 – The Future of
Children’s Television Programming: Research Report, Ofcom, page 62, figure 47.

Tax based credits for childrens TV will this solve the problem of the shortfall of animation industry and  production in the UK?

Is this just one aspect of the animation industry?

As quoted above most companies are small and specialised, with only a few larger companies registering any children’s productions and from the list of members below this seems to be one of many genres produced by these companies.

• How are the PACT Members of Children's and Animation Policy Group  selected?

AM: Our policy is developed with input from a wide cross section of companies through different policy groups comprising of members. The policy groups work strategically across a wide range of issues, spanning Nations & regions, film, TV, exports, diversity, and digital media. They all feed into Pact’s elected council of member representatives, to ensure that our policy is coordinated while reflecting the diversity of our members.

Policy Groups:
TV
Children’s and Animation
Diversity
Exports
Film
Interactive
Nations and Regions

One elected council member who has the power to hire and fire the sub group which is made up of PACT members tend to be voluntary. Non intentional but have a good mix of nations and regions and centers of excellence representation.

● Mike Watts (Chair) (Novel Entertainment), Oxford C
● Anne Brogan (Kendle)  
● Miles Bullough (Aardman Animation), Bristol
● Kate Canning (Canning Factory), London C
● Mario Cavalli (Colony Media), London MM
● Tony Collingwood (Crownstreet), (Collingwood O’Hare) London C
● Marion Edwards (Red and Blue Productions), London (All genres)
● Mick Foley (Sumo-Dojo),  London one-stop provider of digital media production and animation services across all platforms.
● Iain Harvey (Illuminated Films), London, C and other genres
● Amelia Johnson (Prism), London, TV and digital content provider specialising in kids, youth and young adult.
● Richard Langridge (Rialto Films), 
● Robin Lyons (Calon), Cardiff Wales C
● Lee Marriott (Cosgrove Hall), Manchester C
● Nahrein Mirza (Little Bird) London F and TV (Children’s silent comedy series)
● Billy MacQueen (Darrall MacQueen), London, specialise in producing entertainment brands for children and teens that integrate across TV, Web, Mobile and eTV
● Jonathan Peel (Millimages UK)  London, C
● Nigel Pickard (RDF Media), London, C genre content distributor +
● Christopher Pilkington (Initial), Children’s and teen content creator and producer +
● Julian Scott (Coolabi), London specialises in the ownership, development, creative management and exploitation of high quality children's and family intellectual property assets.















































PETER PARR
(Course Leader BA (Hons) Animation, Arts Institute Bournemouth)
02/03/08

● Is there a need to maintain a stable definition of animation in academia? 

There is for the purposes of governmental classification a need to identify a stable definition. Ask how is Fine Art classified? What is it that identifies the diversities of this term that allows it to be more acceptable to government than the equally diverse discipline of animation? There should be no need to change the term animation as the word describes our art and industry perfectly. There is a need however, to educate and broaden the vision of our clerks.
 

●Do you think the definition of animation has any influence on curriculum development?

 The definition of animation in curriculum development is important. It is the design of the course content and the vision of the teaching team that will define the breadth of the curriculum. This gives an applicant a wider choice. Universities should be clear in their definitions given out in prospectus data to inform this choice with clarity. However, some universities continue to deceive applicants in order to make themselves more fashionably attractive and appealing by including animation as an additional option i.e. illustration/animation or graphics/animation. In some case it might as well be dog walking /animation! Those institutions blur and confuse any definition. What are they really offering? Applicants beware. Do your research.

 
●How much do technical developments effect the definition of animation and the breadth of the curriculum?

If providers have a clear vision of their own definition then there is no problem. Advances in technology have a profound impact on the breadth of a course but this should be fused into the existing offer. The offer can be expanded but it would be foolhardy to change the definition to suit the new furniture. Universities offering animation should celebrate their differences and support each other in their offers allowing the applicants the benefit of choice. 

 ●What influence do vocational Partnerships have on the structure and definition of the curriculum?

 This depends on the mission of the course team. Partnerships are very important to some courses and less so to others. A balance has to be struck between the pragmatism of industry needs and the all too precious student experience where creative freedom and development must come before industry demands. Vocational Partnerships should have no influence on the definition of the curriculum. Industry should not be allowed to dictate the terms under which students are awarded their degrees.

 ●In your opinion what defines excellence within the animation industry?

 Excellence within the animation industry should be defined as being innovative, reliable, honest, and respectful and having a strong commitment to a high quality outcome.




SAINT JOHN WALKER
(Computer Games and Visual Effects Senior Lecturer, Anglia Ruskin University, Cambridge)
18/03/08

Education Themes and Questions relating to the definition of animation:

● Is there a need to maintain a stable definition of animation in academia? 

Absolutely not. There is no ‘stable definition’ of any art form! Ossification is the result. I think you are alluding to whether a ‘consensual’ definition is needed (or, currently lacking) in order to promote animation further. I don’t see how it would help anyone, and think it’s a reductionist tactic, mistakenly to appease those who wish to ‘measure’ animation in it’s totality.


●Do you think the definition of animation has any influence on curriculum development?

Different institutions see Animation from different perspectives; through different prisms. No-one tries to encompass an inclusive definition. Can you imagine the RCA insisting on students creating dynamic web banners or procedural AI? Or Teeside insisting students do Sand and Ink abstracts?
Animation is an abstracted element like Composition. As such one might imagine some courses teaching euclidean geometry, others teaching cubist representations, and yet all named ‘Composition’.

●How much do technical developments effect the definition of animation and the breadth of the curriculum?

They are implicitly linked, but the same goes for any creative form. Keyframing and 3D are becoming dominant modes of representation purely because of the ubiquitous technologies we use. But remember, before Fleischer ‘straight-ahead’ animation was the dominant form. It wasn’t JUST technology that changed that- it was the need for division of labour in the capitalist structure that brought in drawn keyframes! I think there’s a more subtle relationship at work.

●What influence do vocational Partnerships have on the structure and definition of the curriculum?

Do you mean the curricula I’m involved in, or generally? And do you mean ANY Industry/Education partnership? I feel at least 4 answers appropriate here, depending on your question….

●In your opinion what defines excellence within the animation industry?

Since I think there is no such industry, this makes no sense. 
If you are in Games, CGI, Advertising, Visualisation, Simulation, TV, Film, you would have different criteria and benchmarks.
One can be general, and mention that a main driver of animation is Novelty. But that goes for many visual arts. 
 

























