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CAPE Animation and Game Design 
 
Animation and Game Design is a course of study that focuses on the process of creating motion and 
shape change illusion as well as the art of applying design and aesthetics for animation and game 
development.  It facilitates the creative and deliberate use of traditional and new media to represent 

thoughts, issues, and messages to various audiences.  
 
Animation and Game Design will provide opportunities for students not only to develop their aesthetic 
and technical competence, but to express creativity and conceptualise projects that integrate 
technology, arts and media to address local and international issues while creating a source of 
education, entertainment and employment. This syllabus will also empower students for further 
studies or immediate entry into the job market whether through waged or entrepreneurial (self) 

employment, by providing goods or services on any feasible scale.  
 

Given the current importance and dynamism of the field of Animation and Gaming both at the regional 
and international levels, the syllabus will help to increase the cadre of culturally aware practitioners 
such as content creators, animators, graphic artists, sound engineers/technicians and actors trained in 
the use of industry-specific skills to solve design and communication problems. This will result in the 
region being poised to secure and utilise the skillsets and knowledge base that are essential to 

building and sustaining the digital economy in the Caribbean.  
The CAPE Animation and Game Design syllabus is organised in two Units; each unit comprises three 
Modules of 50 hours each.  The total time for each Unit, is therefore, expected to be 150 hours with at 
least 60 per cent of the time dedicated to practical work. Given the nature of the discipline, teamwork 
is mandatory for students.  
 

UNIT 1:  Fundamentals of Animation and Game Design 
 
Module 1 - Understanding Animation and Game Design 
Module 2 - Drawing and Layout 

Module 3 - Story and Character Development 
 
UNIT 2: Interactive Design and Game Development 

 
Module 1 - Introduction to Interactive Design  
Module 2 - Game Design and Development 
Module 3 - Animation for Games 
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       Introduction 
 
 

 

he Caribbean Advanced Proficiency Examination® (CAPE®) is designed to provide certification of 
the academic, vocational and technical achievement of students in the Caribbean who, having 
completed a minimum of five years of secondary education, wish to further their studies. The 

examinations address the skills and knowledge acquired by students under a flexible and articulated 
system where subjects are organised in 1-Unit or 2-Unit courses with each Unit containing three 
Modules. Subjects examined under CAPE® may be studied concurrently or singly. 
 
The Caribbean Examinations Council offers three types of certification at the CAPE® level. The first is 
the award of a certificate showing each CAPE® Unit completed. The second is the CAPE® Diploma, 
awarded to candidates who have satisfactorily completed at least six Units, including Caribbean 
Studies. The third is the CXC Associate Degree, awarded for the satisfactory completion of a prescribed 
cluster of eight CAPE® Units including Caribbean Studies, Communication Studies and Integrated 
Mathematics. Integrated Mathematics is not a requirement for the CXC Associate Degree in 
Mathematics. The complete list of Associate Degrees may be found in the CXC Associate Degree 
Handbook. 
 
For the CAPE® Diploma and the CXC Associate Degree, candidates must complete the cluster of 
required Units within a maximum period of five years. To be eligible for a CXC Associate Degree, the 
educational institution presenting the candidates for the award, must select the Associate Degree of 
choice at the time of registration at the sitting (year) the candidates are expected to qualify for the 
award. Candidates will not be awarded an Associate Degree for which they were not registered. 
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Animation and Game Design 
Syllabus 

 
 

 RATIONALE 
 
Animation and Game Design is a course of study that focuses on the process of creating motion and 
shape change illusion as well as the art of applying design and aesthetics for animation and game 
development.  It facilitates the creative and deliberate use of traditional and new media to represent 
thoughts, issues, and messages to various audiences. Through a collaborative, highly practical and 
industry-driven approach, Animation and Game Design will provide opportunities for students not 
only to develop their aesthetic and technical competence, but to express creativity and conceptualise 
projects that integrate technology, arts and media to address local and international issues while 
creating a source of education, entertainment and employment. This syllabus will also empower 
students for further studies or immediate entry into the job market whether through waged or 
entrepreneurial (self) employment, by providing goods or services on any feasible scale.  

 
The study of the Animation and Game Design Syllabus will facilitate the achievement of core Twenty- 
first century student outcomes which include the mastery of information, media and technology skills, 
life and career skills, and learning and innovation skills. Given the current importance and dynamism 
of the field of Animation and Gaming both at the regional and international levels, the syllabus will 
help to increase the cadre of culturally aware practitioners such as content creators, animators, 
graphic artists, sound engineers/technicians and actors trained in the use of industry-specific skills to 
solve design and communication problems. This will result in the region being poised to secure and 
utilise the skillsets and knowledge base that are essential to building and sustaining the digital 
economy in the Caribbean.  
 
Ultimately, this course of study in CAPE® Animation and Game Design will develop the Ideal Caribbean 
Person who,  as articulated by CARICOM Heads of Government at their 18th Summit, is emotionally 
secure with a high level of self-confidence and self-esteem; sees ethnic, religious and other diversity 
as a source of potential strength and richness; has an informed respect for our cultural heritage; 
demonstrates multiple literacies, independent and critical thinking, questions the practices of past 
and present and brings this to bear on the innovative application of science and technology to problem 
solving; demonstrates a positive work ethic; and values and displays the creative imagination in its 
various manifestations and nurtures its development in economic and entrepreneurial spheres in all 
other areas of life. This course of study will also help candidates to meet the criteria of the UNESCO 
Pillar of Learning, which are, Learning to know, Learning to do and Learning to live together, and 
Learning to transform themselves and society.  

 

 

 

 
 

 

 




