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Abstract — This  paper focuses  on the pos i tive 
relationships  between education (i .e. an animation 
course), susta inabi l i ty and craft. A review of the l i terature 
impl ies  a  need to develop a  teaching/learning s trategy 
that helps  reinforce the principl es  of susta inabi l i ty and the 
pos i tive contributions  of craft. An animation course in the 
higher education is  uti l i zed as  a  platform for research a nd 
development and for ra is ing awareness  of the s igni ficance 
of craft and susta inable development. Main questi ons  are 
addressed. How can the learning of craft and susta inabi l i ty 
principles  be incorporated in an educational  course of 
animation? What craft activi ties  are attractive to the  
learners? The survey was  carried out with 67 respondents , 
resulting in the ana lys is  of the interest of young people in 
learning craft. And the schedule of one -day excurs ion for 
learning craft i s  presented. This  i s  fol lowed by three 
di fferent approaches  to the management of craft activi ties  
in making animation. This  paper concludes  with a  des ign 
brief for group-work to incorporate craft in  making 
animation about fos tering susta inable behavior.  

 
Index Terms — Active learning and classroom 

management, co-des ign, craft and des ign for susta inabi l i ty, 
animation, education and research  

I. THE LITERATURE REVIEW 

A. The relationship between sustainability, education and 
animation in the global perspective 

 “Sustainability” and “sustainable development” are 
relatively the global vision that requires responsible 
action and collaboration between many countries and 
people in ways that enhance the lives of people and the 
planet (World Commission on Environment and 
Development (WCED), 1987, p.5). The sustainable concepts 
emerged from environmental and social issues (i.e. from 
the 1960s) and economic crises  (i.e. from the 1980s) in and 
between many countries worldwide (WCED, 1987; 
Elkington, 1997; Walker, 2006). The United Nations (UN) 
attempts to enable the implementation of sustainable 
development initiatives in many countries around the 
world. The efforts of the UN and its partners include, for 
example, the Agenda 21 – an action plan that provides 
guidelines and long-term strategies for implementing 
sustainable development initiatives in the 1990s and the 
21st century (United Nations Conference on Environment 
and Development (UNCED), 1992). The core groups for 
developing technological expertise and social systems that 
could enable sustainable development were identified, 
including craftspeople, technicians, middle-level 
managers, scientists, engineers and educators (UNCED, 
1992, p.306). The UN and its partners afford to implement 
the sustainable world through various development 

programmes, such as the Millennium Development Goals 
(MDGs) that included a series of eight development goals 
for action between 2000 and 2015 (United Nations, 2017b). 
Based on the MDGs, the UN has recently declared for the 
Sustainable Development Goals (SDGs) as a series of 17 
goals to transform the world between 2015 and 2030 (UN, 
2017a). The 8 MDGs and the 17 SDGs are summarized as  
follows.  

 
Table I The 8 MDGs and the 17 SDGs 

The Millennium 
Development Goals 

The Sustainable 
Development Goals 

1. Eradicate extreme 
poverty and hunger 

2. Achieve universal 
primary education 

3. Promote gender equality 
and empower women 

4. Reduce child morality 
5. Improve maternal health 
6. Combat HIV/AIDS, 

malaria and other 
diseases 

7. Ensure environmental 
sustainability 

8. Global partnership for 
development 

1. No poverty 
2. Zero hunger 
3. Good health and 

well-being 
4. Quality education 
5. Gender quality 
6. Clean water and 

sanitation 
7. Affordable and clean 

energy 
8. Decent work and 

economic growth 
9. Industry, innovation and 

infrastructure 
10. Reduced inequalities  
11. Sustainable cities and 

communities 
12. Responsible 

consumption and 
production 

13. Climate action 
14. Life below water 
15. Life on land 
16. Peace, justice and 

strong institutions 
17. Partnerships for the 

goals 
 
In the global perspective, education has a significant 

role in shaping the sustainable world as it has been 
identified in the MDGs and SDGs. However, a common 
challenge that l ies ahead is a general understanding of 
local people, for example in Thailand. Many people 
conceive of sustainability/sustainable development as 
“sustaining”, “remaining the same”, “doing things as 
usual”, “continuous development” or “lasting forever” 
(Chudasri , 2015, pp.138–139). They do not truly 
understand the interconnections and context of the 
Quadruple Bottom Line of Sustainability, comprising 
Practical Meaning (util ity plus the environmental effects), 
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Social Meaning (justice and equity), Personal Meaning 
(conscience, inner values and spiri tual wellbeing) and 
Economic  Means (financial viability of human endeavors 
as a way of ensuring the other three) (Walker, 2013).  

 
Fig.1 The Walker’s Quadruple Bottom Line of Sustainability  

(Walker, 2016) 
 

Dorothy Mackenzie (2015) emphasized that using design 
skil ls in ways that engage with people can help create 
sustainable vision and identify sustainability challenges 
for innovation opportunities . For example, animated 
movies are created with the particular concepts for the 
business consultants to use i n executive meetings to 
enabling the discussion of sustainable development 
initiatives (Mackenzie, 2015).  

“… The true magic of the animation lies in its innate 
capability to take us to previously unseen, often 
unimaginable worlds where we cannot normally go. ...” 
(White, 2006, p.23). 
“Animation has the capacity to: entertain, exaggerate, 
simplify, abstract, reveal complex processes, clarify 
difficult-to-understand concepts, visualise data, be a 
vehicle for humorous writing, sell product, be an art form, 
create slapstick sight gags, be a vehicle for insightful social 
comment, portray the human condition, and tackle difficult 
and uncomfortable subject manner.” (Centre for animation 
& interactive media, ca.2017a) 
 
Animation is about creating ideas “to l ife”. Animation is 

a process of making a series of images that are slightly 
different from one after another in order to visualize ideas 
or tell  stories about something (KhanAcademy, 2017; 
Centre for Animation & Interactive Media, ca.2017b). The 
sequential images are played back at a constant speed that 
is fast enough for people to see the images as a l iving story 
(Chudasri , 2016). Animation techniques are broadly 
classified as traditional animation, two-dimensional (2D) 
computer animation, three-dimensional (3D) computer 
animation, and stop-motion animation. Animation is 
applicable to various areas including entertainment, 
research, education, business communication, personal 
communication, such as movies, biological research, 
medical visualization, e-books, online advertisements on 

websites and mobile applications (Technology, Education 
and Design Conferences (TED), ca.2007; Soffe, 2014; 
Chudasri , 2016). 

B. Raising awareness of sustainable behavior through an 
animation course in higher education in Thailand 

The Chiang Mai University does encourage teaching that 
enables “active learning” and “innovative skil ls”, i .e. the 
4Cs (creativity, critical thinking and problem solving, 
communication, and collaboration) according to the P21’s 
Framework for the 21st Century Learning (P21, 2007). Since 
2015, the author has been assigned to teach an elective 
course of the General Education (GE), namely the Modern 
Life and Animation (ANI100). This course opens to learners 
from various programs, such as software engineering, 
mechanical  engineering, nursing, medicine, economics, 
humanities and social sciences . The ANI100 course runs 
every semester for 15 weeks plus two weeks of 
examinations. Each class is scheduled for 1.5 hours and 
run twice a week, equally to 3 hours per week. According to 
the course syllabus, in the first-half of a semester (Week 1 
and 7), the learners will  learn basic information about 
animation history and its development, animation 
techniques, fi lm genres, art components and design, a 
pipeline of animation production. In the second-half of a 
semester (Week 8 and 15), the learners will  learn to make 
animation and apply it to daily l ife. Learning activities 
involve, for example, searching information, group 
discussions, articulating ideas and the areas of interest, 
storytell ing, storyboarding, drawing pictures, taking 
photographs, making models, using computer programs to 
make animated fi les.  

The author determined that animation and education 
have potential to enable a number of people to be aware, 
or to have a better understanding and imagination of 
sustainable development. Therefore, one assignment was 
focused on learning sustainability (Chudasri , 2016). A 
teaching strategy involved an assignment that required the 
learners to work in a group of 3–4 learners to make 
animation about “fostering sustainable behavior” 
(Chudasri , 2016). This teaching strategy takes place every 
semester. 30 animation fi les were submitted from the total 
of 104 undergraduates  who studied in the ANI100 course 
that run between August–December 2015 and 
January–April  2016. It was clear that the process of making 
animation broadened the learners’ perspective and also 
raised their awareness of sustainable behavior (Chudasri , 
2016). The learners had a hope for enhancing the better 
world through change in human behavior to act in a more 
responsible ways of l iving (Chudasri , 2016). A review of the 
30 animated fi les identified nine thematic issues of 
sustainable development, and informed inspirations or 
situations that could motivation change (Chudasri , 2016). 
The nine themes are natural consumption and harmful 
effects; food consumption and food waste; overuse of 
water and energy (i.e. electricity and petrol); carelessness 
for animals; business activities for profit; choices of 
transportation; social media and negative effects; plastic 
waste; building construction and infrastructure. The 
author finds that the nine themes conform to the SDGs.  
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C. An opportunity to develop a teaching/learning strategy 
of the animation course to enable learning craft and 
sustainability principles 

A number of the learners chose stop motion as the main 
technique in making animation (Chudasri , 2016). Other 
groups used hand-drawing and 2D computer programs. 
Only a few groups worked on the 3D computer programs. 
Stop motion is an animation technique that involves the 
manipulation of physical objects such as cutout papers, 
toys, small figures, household appliances or human to 
appear with incremental movements (Chudasri , 2016). 
Every movement is photographed frame by frame in 
sequence, resulting in a series of images that are 
composited in a computer program and exported as an 
animation fi le (Chudasri , 2016). Whereas, some groups of 
the learners used objects that already existed such as toys, 
other groups preferred to design and make the characters 
and the background scenes by themselves. For example, a 
group of the four learners used clay/Plasticine, papers, 
string, glue and tools to make the original artwork of an 
island, comprising a couple and other l iving creatures. 

 
Fig.2 The original design and handmade objects created for 

making stop-motion animation  
 

Craft was util ized as skil ls or objects, or both for making 
animation. However, the role of craft as a mechanism to 
foster the implementation of sustainable development was 
undermined. The nine themes that emerged from a review 
of the 30 animated fi les were evidence of this observation. 
In fact, craft production has several qualities that resonate 
with sustainability principles, i .e. the four components in 
the Walker’s Quadruple Bottom Line of Sustainability 
(Chudasri , 2015). For example, the production of 
handmade textiles and garments  can reinforce the cultural 
significance of Thailand as well as foster socio-economic 
development of local communities (Chudasri , 2015). 
Unfortunately, handmade textile production is in steep 
decline with a few number of young people are getting 
involved (Chudasri , 2015). This issue implies an 
opportunity for educators to develop a teaching/learning 
strategy that can reinforce positive contributions of craft. 
With curiosity whether animation could make a positive 
contribute to such issue, therefore, the author explored 
further during the semester of January–April  2017.  

II. METHODOLOGY FOR  
DEVELOPING A TEACHING/LEARNING STRATEGY 

The author aims to develop a teaching/learning strategy 

of the ANI100 course to enable the learners to understand 
more about the positive relationships between craft and 
sustainable principles. Main questions are addressed as a 
guideline for the research and development.  

 How can the learning of craft and sustainability 
principles be incorporated in an educational course 
of animation?  

 What craft activities are attractive to the learners?  

A. The learning of craft and sustainability principles through 
a group-project assignment in the animation course 

A group-project assignment is the focus of this initiative. 
In the second-half of every semester (8 weeks), the learners 
are required to work in-group. Each group comprises 3–5 
people, who have to create a story and produce a short 
animation. “Fostering sustainable behavior” is an 
overarching theme that is recurrent for two semesters 
(August–December 2015, January–April  2016). These 
conditions were carried on in the semester of 
January–April  2017, but what is more? The International 
College and Digital Innovation of the CMU granted funding 
to enable active learning and the 4Cs skil ls  of the 
international students. The author proposed to incorporate 
craft activities in making animation about sustainable 
behavior and discussed this idea with the 67 l earners. The 
classroom#1 comprised 35 students from the program of 
Medicine. The classroom#2 comprised 32 students from 
various programs, including Humanities (14), Economics 
(7), Software Engineering (7) and Social Sciences (4). Only 
the learners of the classroom#2 are studying in the 
international programs. 

B. The introduction to craft and sustainability principles  

The author introduced sustainability principles using a 
conceptual framework of the Walker’s Quadruple Bottom 
Line of Sustainability. This was followed by the 
relationship of craft in relation to sustainability 
principles, using an example of the locally-made textile 
enterprise, namely the Cotton Farm who focuses on the 
sustainable development of weaving communities and 
local artisans. Additionally, the author presented the 
website of Cotton Farm to the learners 
(www.cottonfchiangmai.com, developed by Chudasri  and 
Saksrisathaporn, 2017). The section of Learning Craft was 
emphasized with explanation that l inked to stop-motion 
animation, such as the animated pictures in GIF format 
and the VDOs of tie-dye activities.  

C. The survey on the learners’ interest in craft activities 

The survey was aimed to explore the interest of young 
people to learning craft in relation to sustainable 
behavior. Besides, it was aimed to assess the feasibil ity of 
classroom management. The learners/respondents  were 
clarified that this task would not affect the score and any 
suggestion would be welcome. And the 67 respondents 
were asked the questions.  

 Do you want to learn making tie-dyed fabrics? If not, 
what are craft activities that you want to do?  

 Would you be available for 1 day on Saturday or 
Sunday for learning craft? 

The respondents were given 15 minutes for discussion 
and answering the questions. The respondents were 
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required to write the answers in their handbooks. The 
author experiences that individual writing on personal 
handbooks enables the learners to freely speak out their 
mind. This technique is useful for addressing the learners 
who are quiet and shy. After all, the handbooks were 
collected and a mixed-method approach was used in the 
analysis of the information collected.  

 

 
Fig.3 The lecture slide that introduced the Cotton Farm and 

triggered off the survey about learning craft 

D. Discussion with the craft enterprises for the management 
of craft activities  

The survey result shows that a majority of the learners 
of both classes wanted to do craft activities. The 
respondents accepted to learn making tie-dyed fabrics and 
they also proposed a variety of craft activities  of interest. 
The survey result is discussed further in Section III 
(Results). The author contacted three local craft 
enterprises for discussions about the management of craft 
activities in one day for the group of approximately 50 
people. The Cotton Farm was able to fulfi l l  the 
requirements, including travel distance, workspace, 
budget, timing and a variety of craft activities. The Cotton 
Farm proposed four craft activities, including making 
tie-dyed fabrics, stitch work, making paper art (Origami) 
and cooking Thai food. Consequently, the schedule of 
one-day excursion for learning craft was initiated. Three 
dates were identified as the alternatives for the learners to 
confirm their availability. 

E. Discussion with the learners for confirmation on the 
one-day excursion for learning craft 

The 67 learners were informed about the schedule of 
one-day excursion for learning craft in the home-garden 
space in Maejo district, Chiang Mai  (see Section III: Results 
for more details). The learners were requested to choose 
the date for the excursion and confirm their availability for 
participation. Also, the learners had to choose one craft 
activity from the four alternatives, which they wanted to 
learn. The learners were informed that they had to take 
photographs of such activity as stock photos for making 
stop-motion animation. So, the learners discussed with 
their group members and came up with a decision. The 
overall  decision of each classroom was different. The 
classroom#1 wanted to do craft, but did not want the 
excursion, whereas the classroom#2 wanted the excursion 
for learning craft. This situation led to the agreement on 
the three plausible approaches to the management of craft 
activities. This is discussed further in Section III: Results .  

 

 
Fig.4 The lecture slides that informed the schedule of 

one-day excursion for learning craft   

III. RESULTS 

The results from the development of a teaching/learning 
strategy in the ANI100 course are:  

 The analysis of the learners’ interest in craft; 

 The schedule of one-day excursion for learning 
craft; 

 Three different approaches to the management of 
craft activities in making animation; 

A. The analysis of the learners’ interest in craft 

The 67 respondents answered the question, “do you want 
to learn making tie-dye fabrics? If not, what are craft 
activities that you want to do?” The responses can be 
classified into two groups – yes and no. The 62 
respondents (classroom#1, n=31; classroom#2, n=31) 
would like to learn craft and had ideas for incorporating 
craft in making animation about sustainable behavior. The 
respondents informed reasons for will ing to learn craft as 
follows. The respondents wanted to change the learning 
environment to learn “outside the classroom”. Making 
crafts is challenging. It could make the learners to feel 
relax and fun. Learning craft could enhance various 
abilities of a person such as hand-skil ls, creativity, 
patience, concentration, working with friends, getting to 
know friends better and nurturing a good friendship. These 
abilities are important in daily l ife.  

Within the group of learning craft, 41 respondents 
(classroom#1, n=15; classroom#2, n=26) would like to 
learn tie-dyed fabrics. They were interested and wanted to 
learn about traditional craft before it might disappear in 
the future. They thought that stop-motion animation could 
help inspire people to be interested in learning traditional 
craft. They were keened to make environmentally friendly 
products from local materials  and wanted to know the 
process of natural dyed fabrics. They wanted to make gifts 
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or new patterns and had an idea for bringing old T-shirts 
or bags for making tie-dyes. 

The 21 respondents (classroom#1, n=16; classroom#2, 
n=5) accepted if they had to learn tie-dyed fabrics. 
However, ideally, they would prefer to learn other crafts. 
Some respondents commented on that they used to learn 
tie-dyed fabrics in high schools  or they thought that 
making tie-dyed fabrics would be boring. The respondents 
suggested other craft activities such as making pottery or 
painting on ceramic wear (n=3), cooking food, dessert or 
new menus (n=13), or learning any craft outside the 
classroom (n=5). The respondents identified “cooking food” 
as “craft”. The author finds that cooking food is a recurrent 
theme addressed by the learners of each semester (based 
on the previous research, Chudasri , 2016).  

5 respondents (classroom#1, n=4; classroom#2, n=1) did 
not want to learn craft and commented on as follows. They 
were not gifted for making crafts. Making crafts is boring 
and it is a waste of time. Craft activities are not relevant to 
animation. If they learnt craft, but did not usually do it, 
they would eventually forget about it. Within this group, 
the 3 respondents wanted to learn something “outside the 
classroom” such as visiting an animation studio (n=1) or 
learning photography for making stop-motion animation 
(n=1). Whereas, the other two respondents wanted to “be in 
the classroom” doing other activities such as  watching 
animated movies or games, followed by discussion.  

 

Table II The analysis of the learners’ interest in craft 

 

B. The schedule of one-day excursion for learning craft 

The Cotton Farm is responsible for the management of 
craft activities that take place in the home-garden space in 
Maejo district, Chiang Mai. One-way journey would take 
around 30 minutes by car from CAMT.  

 
Table III The schedule of one-day excursion  

for learning craft 

Time Activities 

8.00 hrs. To meet at CAMT (at the fountain area) 

8.30 hrs. To depart from CAMT to the home-garden 
space in Mae Jo district 

9.00 hrs. To arrive at the home-garden space  
Welcome and introduction to craft 
activities 

9.30–12.30 
hrs. 

To do craft activities 

 The Base#1: Cooking food  (i .e. “Khao 
Tom Mud”, sticky rice in banana leaves ) 

 The Base#2: Making tie-dyed fabrics 

 The Base#3: Doing stitch work 

 The Base#4: Making paper art (Origami) 

12.30–13.3
0 hrs. 

Lunch 
 

13.30–14.3
0 hrs. 

To finishing off and collect the craft works 
To take photographs together 

14.30–15.0
0 hrs. 

To arrive at CAMT – the excursion ends! 

C. Three different approaches to the management of craft 
activities in making animation  

The three different approaches emerged as a result of the 
question, “would you be available for one day on Saturday 
or Sunday for learning craft?” Every student from the 
classroom#2 (n=32) and six respondents of the 
classroom#1 would join the one-day excursion and do the 
craft activities according to the schedule. Whereas, the 29 
respondents of the classroom#1 requested for managing 
craft activities by themselves. The respondents provided 
reasons that their schedules were very tight with medical 
studies and other things. They could not afford much time 
for the excursion. Weekends would be spent for 
self-studying, reading books, resting or being with families. 
However, the respondents informed that if the excursion 
took less than 3 hours (including time for learning craft), 
they might rethink. And they requested if they could 
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manage time by themselves and do craft activities with the 
group members. Therefore, the author identified three 
different approaches to the management of craft activities 
in making animation. The three different approaches are 
described as follows: 

 Approach#1: Collaborative management between the 
teacher and a local craft enterprise to run a one-day 
excursion for the learners to make crafts ; 

 Approach#2: Collaborative management within each 
group of the learners in ways that l ink to a local craft 
enterprise for the support of craft production; 

 Approach#3: Collaborative management within each 
group of the learners for making crafts by themselves . 

IV. CONCLUSION 

In conclusion, a design brief for making animation is 
proposed. In the second-half of the semester (8 weeks), the 
learners are required to work in-group. Each group 
comprises 3–5 people, who have to create a story and 
produce a short animation. The overarching theme of the 
animation project is about fostering sustainable behavior. 
And the learners have to incorporate craft in making the 
animation. There are many ways to view craft, for example 
as storytell ing, practice, skil ls, materials or art objects 
that are relevant to the animation project. The learners can 
employ any of the three different approaches to the 
management of craft activities  in making animation.  

 Approach#1: The learners will  join the one-day 
excursion for learning craft in the home-garden 
space. The learners have to choose one of the four 
craft alternatives (cooking Thai food, making tie-dyed 
fabrics, doing stitch work and making paper art).  

 Approach#2: The learners will  collaborate with their 
group member and a local craft enterprise for the 
management of craft production. 

 Approach#3: The learners will  collaborate with their 
group members and make crafts by themselves.  

 
Fig.5 The overarching theme of the animation project 

 
The project timeline and activities are outlined as 

follows. 

 Week 1: Project brief 

 Week 2: Ideation and a project proposal  (3 pages)  
o A project proposal  shall  include thematic ideas, 

a plot, storylines, storyboards, logo design of 
the group, production techniques, skil ls needed 
(computer skil ls or hand skil ls), tools and 
materials needed, workplan and examples of 
existing products/animated fi les. 

o A Saturday is reserved for the one-day excursion 

for learning craft in a home-garden space.  

 Week 3: To submit a project proposal , including 
discussion and feedback 

 Week 4–6: Animation production (from storyboards to 
digital animation) 

 Week 7: To submit the project outputs  

 Week 7–8: Project presentation 

 Week 8: To provide the overall  feedback and the 
awards for the animation with popular vote 

The outcome from the development of a 
teaching/learning strategy in the ANI100 course 
contributes to stimulate the interest of the learners in 
learning craft. It also enables the learners to think about 
the positive relationships between craft and sustainable 
development. Moreover, the approach#1 and 2 to the 
management of craft activities in making animation, have 
potential to l ink young learners with local craft 
communities. Although the approach#3 may not l ink young 
learners with craftspeople, it can enable craft ability of the 
learners, including the thinking of craft in relation to 
sustainable behavior. Lastly, the author hopes that for the 
next step, the process of making animation will  enable 
active learning and the 21st Century Skil ls  (i .e. creativity, 
critical thinking, collaboration and communication, P21, 
2007) between the learners.  
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