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2-D animation project -
[bookmark: _Int_OQ6a9AJx]For my project, I’m planning to create an animation of a character from an existing cartoon show Fairy Tail. The reason I chose this project and in relation to the challenge that game design students face today would be due to the improvement and learning of techniques and methods of a certain area. In my case animation, so far, we’ve done software projects mostly 3-d using maya, unlike 2d animation which is what I’ve wanted to pursue and work on for a while and mostly because one of my major inspirations when it comes to animation is Hiro Mashima creator of Fairy Tail. 
The software I am implementing into my project is Clip Studio Paint, an application specifically used by many various artists that I look up to such as Jak Jeon myeong and Hiro Mashima for their web based comic work. The reason clip studio paint is suitable for my chosen project is because the software excels at creating art, making comics, or making 2D animations etc. I believe this project is worth doing because I can produce and create something new which can help be enhance my current skillset and allow me to learn and develop new techniques within the software increasing my overall knowledge and understanding in relation to game design, and ultimately help me improve and understand the application software for clip studio paint and its various features and nuances.  Learning and improving on the concepts, principles and practices of the application can give me a better understanding of the project that I am doing.
 
For my smart objectives in relation to my project:
Specific:
I want to accomplish the creation of my project while tackling the project problem / challenge of learning and improvement that games design students face today.
I will need to learn the features of the software clip studio paint in order to produce a viable 2-D animation that showcases all that I have learnt from the software.
Measurable: 
In terms of meeting objectives and tracking time taken for tasks I will record dates I have started said tasks and objectives while also recording dates I have completed them.
Attainable: 
This goal will be attainable as I have the resources available at home and university labs using the computers and software present, however at home I will increase my chances of attaining my goal as I have recently acquired a tablet specialized for the sole purpose of 2-D drawing and animation.
Relevant: 
I will be keeping track of any methods, techniques and features that I have learned and this will help me to keep up to date with my project over time as I learn more and add more to my animation project so that we I can increase my learning, knowledge and experience at the same time.
Time-bound: 
Each time I complete a task or objective I will take not of any skills or techniques I have learned from the software I’m using for the creation of my project.
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This is one of the sites that I will be using as reference and how it relates to my project as I am currently undertaking and learning a new software / tool in order to carry out the completion of tasks and objectives via my 2-D animation project and this piece of literature is relevant in the fact that it demonstrates a clear cause and effect of using 2-D animation on teaching and learning through a quantitative test and in this case students and their performance in academics similar to the background of my project.

In relation to this reference and its relevance to my 2-D animation project the effect of 2-D animation techniques can have a large impact on student motivation and how it affects their engagement during teaching. [13] This states that 2d animation is the art of creating movement in a 2 dimensional space and the fact it is a readily available type of software can benefit the learning of students as it is not only just an art form but a method of learning, stating an increase in overall motivation of the student in a learning environment which can be used by students, teachers and distributed and shared by educational institutions. In this case not only is it for students like me who use it for completion of projects in a game design environment but also for economics students [14] there is a reference to the provision of computer devices to facilitate graphical learning, in this day and age computer graphics has advanced to the point that 2d animation would be more of a aid than a hindrance for effective teaching and learning, in relation to the reference teaching and learning of quantitative economics, a completely different degree from game design, despite the difference still offering the same benefits as 2D animations are versatile when used as a pedagogical tool.
 
In relation to relevance of my work and work identified in the literature review, I have stated that I will be consistently & regularly gathering key details of my progression over time through the smart goals which will help build up my project across a specified timeline that I have chosen to be for every objective or task I have achieved while also learning and keeping note of skills, techniques or methods I have achieved or learned within that specified timeline.
And in terms of references used from existing papers of 2-D animation/ creating assets and their effects and relevancy to my project, I have found that 2-D animation can not only benefit in terms of teaching, learning and motivation from various tests and quantitative data gathering techniques but overall performance. These references are very relevant to my project as the challenge is about learning and improvement and in this case for those references I’ve used, 2-D animation was to be used as a pedagogical tool for showing the results in those benefits as well as the cause and effect of 2-D animation in a pure learning environment.
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