




COMMITTEE PAGE

VOICE OF ACADEMIA
Academic Series of Universiti Teknologi MARA Kedah

Chief Editor

Junaida Ismail
Faculty of Administrative Science and Policy Studies,

Universiti Teknologi MARA Cawangan Kedah, Malaysia

Editorial Team

Aishah Musa
Academy of Language Studies,

Universiti Teknologi MARA Cawangan Kedah, Malaysia

Syahrini Shawalludin
Faculty of Art and Design,

Universiti Teknologi MARA Cawangan Kedah, Malaysia

Khairul Wanis Ahmad
Facility Management & ICT Division,

Universiti Teknologi MARA Cawangan Kedah, Malaysia

Siti Natasha Mohd Yatim
Research And Industrial Linkages Division,

Universiti Teknologi MARA Cawangan Kedah, Malaysia

Azida Hashim
Research And Industrial Linkages Division,

Universiti Teknologi MARA Cawangan Kedah, Malaysia



Editorial Board

Professor Dr M. Nauman Farooqi
Faculty of Business & Social Sciences, 

Mount Allison University, New Brunswick, Canada

Professor Dr Kiymet Tunca Caliyurt
Faculty of Accountancy, 

Trakya University, Edirne, Turkey

Professor Dr Diana Kopeva
University of National and World Economy, 

Sofia, Bulgaria

Associate Professor Dr Roshima Said
Faculty of Accountancy, 

Universiti Teknologi MARA Cawangan Kedah, Malaysia

Associate Professor Dr Zaherawati Zakaria
Faculty of Administrative Science and Policy Studies, 

Universiti Teknologi MARA Cawangan Kedah, Malaysia

Dr Kamarudin Othman
Department of Economics, Faculty of Business Management, 

Universiti Teknologi MARA Cawangan Kedah, Malaysia

Dr Kardina Kamaruddin
Department of Management, Faculty of Business Management, 

Universiti Teknologi MARA Cawangan Kedah, Malaysia

Dr Azlyn Ahmad Zawawi
Faculty of Administrative Science and Policy Studies, 

Universiti Teknologi MARA Cawangan Kedah, Malaysia

Content Reviewer 

Dr. Abdul Aziz bin Zalay @ Zali
Universiti Pendidikan Sultan Idris  

Dr Siti Rasidah Md. Sakip
Universiti Teknologi MARA 

Dr Muhammad Jameel Bin Mohamed Kamil
Universiti Sains Malaysia 

Dr Mohd Najib Abdullah Sani
Universiti Sains Malaysia



Dr. Janelee I-Chen Li 
Chung Yuan University (CYCULA) Taiwan

Harold John Culala
Far Eastern University 

Dr. Mohd Syuhaidi Abu Bakar
Universiti Teknologi MARA

Dr. Mohd Asyiek Mat Desa
Universiti Sains Malaysia

Anelise Zimmerman
University of the State of Santa Catarina

Noraziah Mohd Razali
Universiti Teknologi MARA

 Dr Neesa Ameera Salim 
Universiti Teknologi MARA 

Wan Juliana Emeih Wahed
Universiti Teknologi MARA 

Dr Wan Samiati Andriana Wan Mohamad Daud
Universiti Teknologi MARA 

Patricia P. Pitil 
Universiti Teknologi MARA

Ellyana binti Mohd Muslim Tan
Universiti Teknologi MARA

Dr Shafilla Subri
Universiti Teknologi MARA 

Dr Azyyati Anuar 
Universiti Teknologi MARA 

Daing Maruak Sadek
Universiti Teknologi MARA 

Dr Hasnul Azwan Azizan
Universiti Teknologi MARA 



Language Reviewer 

Phaveena Primsuwan
Universiti Teknologi MARA   

Shafinah Md Salleh
Universiti Teknologi MARA 

Rosliana Roslan
Universiti Teknologi MARA  

Rafidah Amat
Universiti Teknologi MARA 

e-ISSN: 2682-7840

Copyright © 2020 by the Universiti Teknologi MARA, Kedah 

All rights reserved. No part of this publication may be reproduced, stored in a retrieval system, or 
transmitted in any form or any means, electronic, mechanical, photocopying, recording or 

otherwise, without prior permission, in writing, from the publisher. 

© Voice of Academia is jointly published by the Universiti Teknologi MARA Caawangan Kedah, 
Malaysia and Penerbit UiTM (UiTM Press), Universiti Teknologi MARA Malaysia, 

Shah Alam, Selangor. 

The views, opinions and technical recommendations expressed by the contributors and authors 
are entirely their own and do not necessarily reflect the views of the editors, the Faculty 

or the University.



TABLE 
CONTENTSof

DESIGNING MOTIVATOR STATIC FORMS TO PREVENT RISK DISEASE: CONSIDERATION FOR 
GRAPHIC DESIGNERS
Muhammad Nur Firdaus Nasir1, Ruslan Abd Rahim2, Azahar Harun3, Musaddiq Mohamad Khalil4

TRADITIONAL CULTURAL HERITAGE ARTEFACTS IN THE SULTANATE PALACE OF MELAKA: 
THE BENEFITS OF SUSTAINING CULTURAL VALUES THROUGH THE FURNITURE
DESIGN AND DEVELOPMENT PROCESS IN RELATED FIELDS IN MALAYSIA
Siti Nurmasturah Harun1, Haszlin Shaharudin2, Mohammad Azroll Ahmad3, Elivio Bonollo4, 
Wan Noor Faaizah Wan Omar5

A DEVELOPMENT OF CONCEPTUAL MODEL FOR DEFINING USERS’ QUALITY PERCEPTION 
IN PRODUCT DESIGN
Nur Shahidatul Aina Muhammad Firdaus1, Haszlin Shaharudin2, Mohammad Azroll Ahmad3, Elivio Bonollo4,
Wan Noor Faaizah Wan Omar5 and Zakiyah Hasan6

LOST SPACE IN CHOW KIT
Noor Syarafina Sallehudin

STOP MOTION AS A MEDIUM TO TEACH AND LEARN EXPERIMENTAL ANIMATION
Siti Hajar Aznam1 and Hafizah Rosli2

MALAYSIAN PERCEPTIONS ON RAYANI AIR’S ISLAMIC CORPORATE IMAGE AND ITS IMPACT 
ON THE FUTURE ISLAMIC AIRLINES
Nadia Mohd Nazri1, Nor Azura Adzharuddin2, Abdul Rauf Ridzuan3

A STUDY OF STUDIO ENVIRONMENT ON STUDENTS’ PROJECT OUTCOME
Akma Suhaila Md Noor1, Haszlin Shaharudin2, Mohamad Azroll Ahmad3, Ellivio Bonollo4, and 
Wan Noor Faaizah Wan Omar5

PEMODELAN REGRESI LOGISTIK BINARI BAGI MASALAH RUMAH TANGGA DI KALANGAN 
PASANGAN SUAMI ISTERI DI SUATU KAWASAN BANDAR, NEGERI KEDAH
Siti Nor Ain Zainon1, Zalila Ali2

A STUDY OF THE EFFECTIVENESS OF LEARNING AIDS FOR THE DEVELOPMENT OF 
CONCEPTUAL FRAMEWORK
Muhd Fitri Safwan Bin Ghazali1, Wan Noor Faaizah Wan Omar 2, Hasnul Azwan Azizan 3,
Haszlin Shaharudin4, and Mohammad Azroll Ahmad5

IMPLEMENTING ANIMATION PRODUCTION PROCESS: CASE STUDY OF DESKTOP 
APPLICATION LEARNING SYSTEM (MILO) FOR FRONT OFFICE MANAGEMENT
Hafizah Rosli1, Pak Yuan Woo2, Aslinda Mohd Shahril3, Ezwani Azmi4 and Irina Mohd Akhir5

DEVELOPMENT OF CONCEPTUAL FRAMEWORK FOR DYSLEXIA LEARNING AIDS
Siti Nur Solehah1, Wan Noor Faaaizah2, Hasnul Azwan Azizan3, Haszlin Shaharudin4, and Azrool Ahmad5

1 -14

15 -25

26 - 35

36 - 41

42 - 49

50- 56

57 - 65

66 - 89

90 - 107

108 - 117

118 - 125





Voice of Academia 16(1) 2020,
e-ISSN: 2682-7840 Available online at http://voa.uitm.edu.my

Voice of 
Academia

42

STOP MOTION AS A MEDIUM TO TEACH AND LEARN 
EXPERIMENTAL ANIMATION

Siti Hajar Aznam1 and Hafizah Rosli2

1,2Faculty of Film, Theatre & Animation, Universiti Teknologi MARA (UiTM), Malaysia

  ARTICLE INFO 		  ABSTRACT
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1.  INTRODUCTION

	 In an academic world, teaching and learning can be crossing beyond the techniques, medium 
and approaches as a result of a millennial impact towards education. Animation can be created using 
so many techniques and is like magic and full of trick. Stop-motion is part of this tricky and magical 
creation. The tools and techniques used to create stop-motion are endless. According to Melvyn Ternan 
from his book “with stop motion, we can control and move the world around us or create our own 
special world from whatever materials we please” (Melvyn, 2010). It was believed that George Melies 
is the inventor of stop motion animation. He has invented it by accident. According to Will Gladstone, 
it was only until George Melies was looking back at the footage, he noticed that an omnibus suddenly 
turns into a hearse because of the two (2) takes from the breakdown of the camera. It was this what 
gave him the idea of stopping the film and then replacing a character with something else. He called 

Fourth Industrial Revolution has made an impact on 
teaching and learning activities in the millennial era. The 
animation is no exception. In this context, the stop-motion 
techniques have been chosen to explore as part of 
enhancing teaching and learning experimental animation. Its 
required basic instrument but the outcome will be beyond the 
imagination. Stop-motion is one of animation technique that 
engages a basic technique in creating animation. This paper 
aims to identify the use of stop-motion in teaching and learning 
experimental animation in order to discover the new invention, 
avant-garde idea and techniques through stop motion. In this 
research qualitative methodology had been used. The 
observation process had been done with animation student within 
their one-semester class. The main focus on the observation was 
the developments of experimental animation through the stop-
motion technique in three (3) stages, which is pre-production, 
production, and post-production. As a result of this study, the 
students have explored the new discoveries on the idea and 
techniques that they never used it before in the process of creating 
experimental animation. The outcome of this research will be a 
guideline for others who keen to learn experimental animation in 
the future.
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this the ‘Illusion of Magic’. This then worked to Melies advantage when no one had come up with this 
technique before and made magic trick videos.

	 The accidental discovery of stop-motion animation has led us to use this technique for 
experimenting with a new way of teaching and learning experimental animation. We believed that to 
understand how the experimental animation works, one has to explore and experiment with techniques 
and material. “How something moves in animation is extremely important. As humans, we have been 
observing the world since we were born, so we have a good idea of how things are supposed to look and 
move” (Melvyn, 2010). This statement has shown that in many types of animation how the movement 
was created is very important, including the stop-motion. Besides that, he suggested the five relevant 
principles (out of twelve principles formed by Frank Thomas and Ollie Johnston) in his book in order 
to create a series of movement for stop-motion. Base on previous experience it’s quite challenging to 
teach students about experimental animation. The term experimental animation itself is complex. This 
research has been conducted to explore the best practice to teach and learn experimental animation 
through stop motion.

	 As educators, this research will help us to learn an innovative way to teach. “Most 
educators in the 21st century was trained in the 20th century, the greatest challenge for them now is to stay 
relevant and effective to their millennial students” (Wan & Faizah, 2017). According to Toolkits for 
21st Century Teaching Practical Implications for the 4th Industry Skill Development, complex problem 
solving, critical thinking, creativity, coordinating with others, judgment and decision making are part 
of super skill for the 21st century. It’s vital for an educator to equip themselves with the best practice 
in teaching and learning that parallel with the current trend and needs. This study, stop-motion as a 
medium to teach and learn experimental animation has adopted the ten super skills suggested by Wan 
and Faizah in the three stages of creating experimental animation, from pre-production to production 
to post- production.

2. METHOD

	 In this study, a qualitative method had been used to collect the data. Observation approach 
used to compile the finding through three (3) stages of the animation process, which is the pre-
production, production, and post-production (refer Figure 1).

 
Figure 1: The Stages of Creating Experimental Animation

	 The focal point of this research is the analysis through the stop-motion techniques applies 
and the observation process on the new invention and overall process in the making of experimen-
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tal animation. In order to get a data collection on the related area mentioned, we have produced an 
experimental animation during Experimental Animation class with the students in one-semester (14 
weeks) durations. This is when teaching and learning experimental animation through stop-motion 
happened. Students will explore the stop-motion technique guided by the lecturer to understand the 
function and concept of selective stop motion. A lecturer will teach the students different type of 
stop-motion technique and concept behind it. The student will learn the process of stop-motion 
while producing an experimental animation. These students will learn thing backwards, it’s much 
simpler than doing it forwards. According to De Bono (pg17, 1999), “When you learn backwards, 
you learn D first and then C and then B and finally A. In this way you are always moving forward 
in an area you already know. Over the ages, choirmaster has often used this method. It is much 
more effective - but rarely used in education as educators do not always use the best method of teaching. 
At first learning things backwards may seem more complex but in practice, it turns out to be easier and 
simpler.” This method helps students to an achieved level of understanding of the process better. The 
experimental animation project, interview and festival feedback on the project will be used to measure the 
effectiveness of stop-motion as a medium to learn experimental animation. The secondary sources will 
be the reference from the books, journals, articles and online sources. This research approach is novel 
and base on our own experience and background knowledge in the related area.

3. RESULTS AND DISCUSSION

3.1 Observation Process

3.1.1 Pre-Production

	 The processes begin with establishing thematic ideas and deliver them into the concept board. 
Next, the student will develop the idea into a script. Once the script is ready it’ll be transformed into 
a full storyboard. This storyboard will be the main guideline for the whole team to work on the next 
process during production. As stated by Barry in Basic Animation: Stop Motion book, “the objectives 
of all this is to keep everyone understands the key elements required for finishing a film. The purpose 
of all this is to ensure that everyone involved has clear, share the understanding of the key elements 
required for the finished film”

Figure 2: The Storyboard

Aznam et al. /  42 - 49 
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	 At this phase, besides storyboard, the students have started the creative part of the proses, 
which is designing the character, set and background for the animation. Designing the character for 
stop motion is very tricky as the scale must be precise before the set, props and background were 
building. This is where the students will explore the texture and usage of different materials. Through 
experimenting with a different kind of material, usually, students will get the chance to create a new 
idea, invention, innovation and techniques. Once the character has been model accordingly, the set 
building will take part.

Figure 3: Model Scaling On Set

	 Building the set require more attention to details. As stated by Barry, any set has to accommo-
date lots of important requirement. For example, they must allow access for the animator as well as the 
camera and lights. They must also be sufficiently stable to withstand animators stretching in and lean-
ing on the surfaces during every frame; not allowing anything to wobble or sag or bend during the shot. 
It’s part of the set designer to make sure the flat table top base will look impressive and convincing 
enough following the theme. Students will choose their set using the best material that suits for shoot-
ing requirement and not fragile. According to Melvyn Ternan, Plywood is one of the best materials for 
building animation sets that are going to be used a lot. It is made of layered sheets of wood that are 
glued together for extra strength. The background design development will be proceeding according to 
the set and theme. It’s should resemblance the environment of the set. This background design should 
complement the set design. Storyboard is one of the best references for building the set and background 
design too. The set can’t be too clean or flat it should have some texture to make it more lively and 
interesting. This is the part that the students need to think creatively and explore the space and material 
to make it more attractive.

Figure 4: Props Making
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	 Attention to details on the props is important as well. These props are made to scale. The 
reference of size can be taken from the actual size of the character or set. Usually, the props such as 
house and tree can be bought at the model shop. However, sometimes the size available in the market 
didn’t fit your project and it can be expensive too. For the students, it is better for them to construct it 
themselves. Through experimenting with the skill of making props they will understand the process 
of creating experimental animation better. “There is no way to creatively problem-solve something as 
creativity is ‘non-process’ in nature” (Wan & Faizah, 2017). Mainly, there is two type of props which 
is found props and crafted props. The students will choose the best approach to do the props according 
to their expertise and limitation. Certain subject required the students to do costume design. They will 
design according to the characteristic of the model and sew it by themselves.

	 In stop-motion, it is a must to have a camera lock in front of the set. It has to be animated 
frame by frame on every single shot. There are so many things to be considered before shooting such as 
the drop shadow from the standing character or the set & props, the lighting should be set accordingly, 
the space on the set that can be reached by the animator to move the character and whether the space on 
the set is enough for the tracking shot if needed. However, according to Barry Purves, as is so often the 
case with stop-motion, developing inventive solutions to these problems is so incredibly satisfying. In 
shooting stop-motion, the students can choose from varies type of camera but not all digital camera are 
suited for their project. The students can choose from the wide range of camera that is equipped with 
the requirement of their project base on the lenses type, resolutions, connection and software support. 
Students can refer to their storyboard to determine the shot that they needed and check with camera 
equipment that they choose whether it’s compatible with their project.

Figure 5: Setting The Camera

	 The main objective of having the light is to make sure people will see what is on set. The 
audience will see what the director want them to see by highlighting a certain part of the set or 
character. Different types of light give a different colour and mood to the scene. It’s contributing an 
aesthetic look towards the setting. However, by using a camera, it is important to know which types 
of light give a result to which type of colour so that you can adjust the camera accordingly (Melvyn, 
2013). One of the main challenges is the flickering due to the changes in lighting during shooting. This 
can be seen during the playback of the project. The students need to lock the lighting accordingly to 
avoid the flickering. Sometimes the mixture of outdoor and indoor lighting can cause this issue but 
due to a limitation of the source of lighting the mixture is the good solution to set the light. During this 
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process, the student will use colour gels or colour filter to get the colour of their scene or using it as 
colour correction. For certain students, it’s hard for them to find the right colour for their scene; this 
will take the extra time to explore the colours scheme needed. The students can choose any type of 
lamp that suitable for their set, from a fluorescent desk lamp to clip light with an eco-bulb or halogen 
lamp. They need to use their creativity in here to come out with good lighting for their project.

Figure 6: Lighting Test On Set

3.1.2	 Production

	 Stop-motion animation or experimental animation wouldn’t happen without the process 
of animating on the set. After all the pre-production completed, it’s about time to shoot the stop- 
motion. The animators will start animate according to the storyboard. They will choose which scene 
to shoot first. Normally, students will choose to animate from the easiest to the difficult part of 
the scene. It is vital for the students to make themselves comfortable on the set before animating. 
Beside to ensure that the set is suitable for all the movement and access needed during the animating part, 
safety issue also comes first during this process. Any troubleshooting should be resolve during the 
production. But certain part such as facial expression or effect can be fixed or added later during the 
post-production. Shooting time will take hours; with the ample crew working on set will help shorten
 the time. Animating on the set can be tense sometimes due to the movement needed on the 
character seem didn’t turn out accordingly. At this point, the rigging process also is very important 
to make the character stand and move smoothly. The form of animation allowed cheating on a 
certain part of the movement. It can be copied or replaced. Some characters can be given 
replacement limbs when they are needed for particular shots, but this can break the integrity of the 
puppet’s physicality. Using, overcoming, and playing with this physicality is part of stop-motion’s 
appeal (Barry, 2010).

Figure 7: Rigging During Production
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 	 In an animation is extremely important to determine how something is moving. An 
observation needed to identify or get an idea of how things are supposed to look and move. The 
twelve principles of animation have been used over the years in making an animation movement look 
lively. However, as suggested by Melvyn only five of them are particularly relevant to stop-motion 
animation. The five relevant principles are easing in and out, anticipation, staging, timing and arcing. These 
principles help the students to enhance the movement of the character and make it appear more 
attractive.

3.1.3 Post Production

	 In post-production is where the narrative flow will be edited. Stop-motion shoot frame by 
frame over a thousand frame for one project and can be tricky sometimes. The editor will discuss with 
the director to get the right direction on compiling every frame according to the sequences base on the 
storyboard. The editor will do the compositing and visual effect if needed. Some project requires a 
cleanup artist to do the clean up before the editor starts the editing. At this point, the sound including 
the sound effect, dialogue and background music will be sync to the visual. This is where the director 
and editor will look at the final stage of making an experimental animation project completed.

4. CONCLUSION

	 In making the experimental animation through explorations of the stop-motion process has 
proven that the student has undergone the equivalent mechanism that represents an experimental 
animation concept and idea. The hands-on process has given the student ample space and a chance 
to create a new technique and idea. Invention and innovation have been developed through the 
process too. Some new techniques have been established by accident or mistake that turns out to be a 
successful discovery. The group of students under the experimental animation course has created 
an Experimental Animation through the stop- motion techniques recently and the outcome is quite 
remarkable. The experimental animation title Dysphoria has won several awards such as Best CGI 
& VFX at Malaysian Digital Awards (2017), Best Animation and Best Experimental Film at 
KaryaOne Awards, FiTA UiTM (2017), Consolation Prize at Vision Petron Student Art Competition 
(2017). Dysphoria has been selected for screening session at International Asian Women’s Film 
Festival New Delhi, India (IAWRT 2017) and also has been final nominees under Southeast Asian 
Animation at CRAFT International Animation Festival Yogyakarta, Indonesia (2017). This 
recognition can be considered as a measurement of success of learning and teaching experimental 
animation through stop motion techniques.

5. FUTURE SUGGESTION

	 Teaching and learning is a never-ending journey. Every day we discover a new thing and learn 
about it again and again. We expand our knowledge and share it with others. We hope the students and 
others who love to learn about experimental animation can use this approach. In every discovery, it 
might have a certain gap and failure and we hope that the students and others who are interested in 
this area can continue this research. In the experimental animation process, the possibility of creating 
a new thing is always open, it’s up for the next taker to take the challenge and come out with the new 
techniques and approach.
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