Vitruvian Theory Lesson 3	A few ideas….
Learning Objectives
Start to understand some of the mathematics behind animation. Areas of mathematics utilised include measuring, simplifying and ordering fractions, calculating fractions of an amount. 

Potential Misconceptions/Tricky bits
[image: ]Some learners might not know how to simplify fractions, particularly in the case where the numerator is a decimal  number (). When this part of the lesson is reached the teacher may wish to stop the class and provide additional explanation/questions.
Ordering fractions may be difficult for some. Fractions like 1/3 are expected to be recognised, however for fractions like  the teacher may want to suggest alternate strategies (e.g. . Again this may be another stopping point and could easily take up the rest of the lesson.
[image: ]
Differentiation/Extension
· [image: ]Extension activity to estimate proportion of features such as eyes out of  entire face (links to alternate plenary at end). 
· Change numbers in slide 6/7 to find fractions of more difficult numbers



Other Notes
[bookmark: _GoBack]The starter doesn’t have a definitive correct answer, but is instead intended to prompt debate about human proportion and how it may or may not be applied to cartoons (e.g. gru’s head is almost in proportion to his height, however his shoulders are twice as wide as expected giving the impression that his head is too small). 
The lesson could go in many different directions dependent on how the pupils respond to activities and it is unlikely that all aspects will/should be covered in one lesson. 
There is plenty of scope to have learners go away and investigate some of their own favourite cartoon characters, or design their own based on given proportions.
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