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Animoto 
 
Digital learners prefer processing pictures, sounds, colours and video as opposed to working with 
static text.  Animoto is a Web 2.0 tool which facilitates this.  It can be used to improve subject 
vocabulary, understanding of complex topics, link concepts and develop greater understanding for 
students.  Animoto allows users to create visually appealing and memorable videos which can be 
created in minutes once the subject material is available.   
 
Students can search Google Images to match words and concepts that they need for their 
video.  This process challenges students' understanding of key words and concepts, as finding the 
right picture to represent a word requires understanding and higher order thinking.  Completed 
videos can be a good way to start a class, to stimulate interest or to recap or revise a topic.  Creating 
their own video is an excellent way for students to consolidate their learning.   
 
Animoto and Key Skills 
“Learners need a wide range of 
skills to help them face the many 
challenges presented to them in 
today’s world.  They develop 
specific skills in their subjects and 
other courses.  But there is also a 
more general set of skills that are 
needed to support learners in 
their personal, social and work 
lives.  We refer to these as the 
key skills of junior cycle.  As 
learners develop each of the key 
skills in an integrated way they 
will also become better learners.”  
NCCA, Key Skills of Junior Cycle, 
2013   
 
The key skills for the Junior Cycle 
that students will develop using 
this resource to create subject-
specific videos are: 
 

Skill Element Learning Outcomes 
Students can… 

Managing Myself Making considered decisions  Choose between different courses of 
action and explain my choice 

 Being able to reflect on my 
learning 

 Receive and make use of feedback on my 
learning 

 Assess my own learning and suggest ways 
that it can be improved 

 Using digital technology to 
manage myself and my 
learning 

 Use different technologies to plan, 
manage and engage in my learning 

 Express, share and present opinions 
through the use of digital technology 
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Skill Element Learning Outcomes 
Students can… 

Staying Well Being positive about learning  Find enjoyment and fun in learning 

 Stick with things and work them through 
until I succeed  

Communicating Performing and presenting  Express my ideas and emotions through 
performance and presentation such as 
visual art, music, drama, design and 
graphics 

 Make choices about how I can present my 
ideas to others, taking account of my 
audience 

 Using digital technology to 
communicate 

 Use digital technology creatively to 
present, interact with and share ideas for 
different audiences 

Being Creative Imagining   Use different ways of learning to help 
develop my imagination 

 Express my feelings, thoughts and ideas 
through movement, writing, music, art, 
storytelling, drama and imaginative 
modes of expression 

 Exploring options and 
alternatives 

 Think through a problem step-by-step 

 Try out different approaches when 
working on a task and evaluate what 
works best 

 Seek out different viewpoints and 
perspectives and consider them carefully 

 Take risks and learn from my mistakes 
and failures 

 Repeat the whole exercise if necessary 

 Implementing ideas and taking 
action 

 Test out ideas 

 Evaluate different ideas and actions 

 See things through to completion 

 Learning creatively  Participate in learning in creative ways 

 Suggest creative ways that help me to 
learn 

 Use a variety of learning tools that help 
me to be creative 

 Stimulating creativity using 
digital technology 

 Be innovative and creative in using digital 
technology to learn, think and express 
myself 

 Explore the possibilities of mixing 
different technologies and digital media 
to help me reflect, problem solve and 
present ideas 

 Create digital media objects which 
demonstrate creativity and imagination to 
present learning 
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Skill Element Learning Outcomes 
Students can… 

Working With 
Others 

Learning with others  Work in pairs and larger groups to help 
each other when we are learning 

 Help other students to understand and 
solve problems 

 Working with others through 
digital technology 

 Demonstrate collaborative learning using 
digital technology 

 use digital technology to participate in 
collaborative learning and communication 
spaces 

Managing 
Information and 
Thinking 

Gathering, recording, 
organising and evaluating 
information and data 

 Prepare and organise information and 
data so that it makes sense to me and 
others 

 Using ICT and digital media to 
access, manage and share 
content 

 Source, share and evaluate information 
that I find in different technologies and 
digital media formats 

 Use digital tools to expand my thinking 
and source information 

 
 
 
Animoto and School Self Evaluation 
 

“School Self Evaluation (SSE) empowers a school community 
to affirm good practice, to identify areas that merit 
improvement and to decide upon actions that should be 
taken to bring about improvements in these areas….  SSE 
enriches the learning and teaching experience for the benefit 
of all concerned.”  School Self Evaluation Guidelines for Post-
Primary Schools, 2012.  The evaluation themes and sub-
themes to which they relate are set out on the left.  
 

The guidelines set out sample evaluation criteria related to each evaluation theme and sub-theme to 
help schools develop their school self-evaluation process.  The relevant evaluation criteria to the use 
of Animoto as a teaching and learning resource are listed below for each of the three themes: 
 
 

Theme Sub-theme Evaluation 
Criteria 

Quality Statement(s) 

Learner 
Outcomes 

Attainment of 
subject and 
programme 
objectives 

Knowledge, 
understanding and 
skills 

The students have the appropriate 
knowledge and understanding of the 
subject or programme 

  Attitude and 
dispositions 

Students enjoy their learning of the 
subject and are motivated to learn 

Learner 
Experiences 

Learning 
environment 

Resources 
(including ICT) 

Individual students and groups of 
students have access to ICT to support 
their learning and to enable them to 
become active learners 
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Theme Sub-theme Evaluation 
Criteria 

Quality Statement(s) 

Learner 
Experiences 

Students’ 
engagement in 
learning 

Active learning The students are enabled to engage 
actively in their learning 

  Other learning 
experiences  

Students are provided with a wide range 
of non-classroom based activities 

  Attitudes Students enjoy their learning and are 
motivated to learn 

 Learning to learn ICT skills in 
learning 

Students are taught across a range of 
subjects and programmes, including 
literacy and numeracy to use ICT to 
present and illustrate their work, 
organise and produce information, 
express ideas, develop, support and 
extend their learning 

Teachers’ 
practice 

Preparation for 
teaching 

Resources Necessary and relevant resources, 
materials and equipment are identified 
and sourced in advance of lessons 

 Teaching 
approaches 

Focus of learning Attention is given to the consolidation of 
student learning during and at the end of 
the lesson, and to the development and 
application of knowledge and skills 

  Approaches Subject-appropriate teaching and 
learning methodologies with a focus on 
active learning are used 
Lessons are well structured 
(introduction, development, 
conclusion/review) 
A range of subject-appropriate 
approaches is used, including higher-
order thinking and problem solving, 
encouragement of the student’s 
personal and creative response to the 
subject 

  Resources Students are enabled to use relevant and 
necessary resources (including ICT) to 
support their learning 

 Management of 
students 

Expectations Teachers have high and realistic 
expectations of students in relation to 
their behaviour and their learning 

  Organisation of 
activities 

There is order and structure in the way 
activities are organised 
Opportunities are provided for active 
learning followed by reflection and 
discussion, independent learning and 
collaborative learning 
Active learning activities are 
complemented by co-curricular and non-
classroom based activities 
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Theme Sub-theme Evaluation 
Criteria 

Quality Statement(s) 

Teachers’ 
practice 

Assessment Assessment in 
practice 

A range of assessment approaches 
including assessment for learning (AfL) 
and assessment of learning (AoL) is used 
to evaluate students’ understanding and 
progress and achievement of expected 
learning outcomes in each subject area 
Students are involved in the assessment 
of their work and progress through self-
assessment and/or peer assessment 
Students’ work, including non-written 
and written work, is regularly monitored 
and corrected 

 
 
A selection of student and teacher generated videos created for the Irish curriculum is available at 
https://tinyurl.com/animotos  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

https://tinyurl.com/animotos


   

7 
 

Using Animoto 
The free version of Animoto limits users to 30 second video clips.  However, teachers can apply for a 
free Animoto Plus account for use in the classroom which allows longer videos to be created.  Firstly 
you will have to create a basic account. 
 
Go to http://animoto.com/ and click “Sign Up”. 
 

 
 
Enter your details in the spaces provided, or if you prefer, sign up with your facebook account.  
 

 
 
Make sure you select “Education” in this drop down menu.   
 
You will be brought to the following screen.  Click “Create One” to make your first video. 
 

 
 
 

http://animoto.com/
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The first thing you have to do is to pick a style.  This will influence the appearance of your video.  By 
placing your mouse over the different styles you will see a brief sequence of what a video in that 
style will look like.   
 

 
 
You will notice that when you click on a style the following will appear.  Don’t click “purchase video”.   
 

 
 
If you wish to create a video that is longer than 30 seconds, you should now apply for an Educators 
account.  Go to http://animoto.com/education/classroom and click “Apply Now”. 
 

 
 
 
 
 

http://animoto.com/education/classroom
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You will be brought to this screen, where you should enter your details and click “Sign Up”.   
 

 
 
 
If you don’t have a class website/blog, simply enter your school website URL in the space provided.  
Although it states that applications may take several weeks to get processed, usually you will be 
instantly approved and will be then brought to the screen overleaf. 
 

 
 
Copy and paste your unique code which will be displayed in the space where the box is above.  Then 
click “Get started”.  Next, go to your email which you used to sign up and open the message from 
Animoto.  Within this message there is a link to your “account page” which should open to confirm 
and validate your account.  This will bring you to a similar page to the one displayed below.  Enter 
the promo code which you copied earlier into the box below and then click “Submit Code”.  The 
promo code will also be available in the email that has been sent to you to confirm your Animoto 
account.   

Your unique code will be displayed here 
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You are now ready to begin creating your first account.  Click “Create” to start. 
Choose a style for your video, e.g. Carousel. 

 
Click “Create Video”. 
 

 
You will be prompted to upload some images. 
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If you already have the images you wish to upload saved in a folder, click “Upload”.  Select the 
images you wish to upload and then click “open”.   

 
 
If you haven’t already saved the images you wish to upload in a folder, click “Skip this step”.  You can 
add images at a later stage. 
 

 
 
At this stage, if you haven’t done so already, go to Google Images http://www.google.com/imghp 
and begin searching for suitable photos, cartoons, clipart, etc. 
 

 
When you find images that you wish to include in your video, save them in a folder that you create 
for that purpose.  In the example used below, images have been saved in a folder called 
“Enterprise”.  This is an introductory video for the topic and will include some images of 
entrepreneurs that students may recognise, along with relevant images to convey the qualities, (e.g. 
confidence, energy, flexibility, etc.) and skills of entrepreneurs (e.g. time management, goal setting, 
planning, etc.). 

http://www.google.com/imghp
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Click “Add pics & vids”, select the folder where you have saved your images and then click open.   
Alternatively, click the + to add photos and text.   
Images can be uploaded one by one, or all at once.  Click on the first image, then hold the shift key 
on the keyboard and click on the last image and select “open” to upload all photos from a folder. 
 
When the images have uploaded, they are unlikely to be in the correct order.  Decide on a suitable 
order, then rearrange the images by selecting one and moving it to the place you want it to appear 
in the video.   

 
 
Text can be added by clicking the “Add text” option.  There is a low character limit for title, so if you 
have a long piece of text you may need to split it between the title and subtitle sections, or indeed 
over two or three text boxes.  When you are happy with the text, click “Save”. 
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Move the text boxes as you did when you reordered the images, until you are happy with the order 
in which images and text will appear in the video. 
 

 
 
Create a caption for a photo/image by hovering your mouse over the image until the word “Caption” 
appears and then clicking.  Enter the caption of your choice and then click save. 
 

 
When you have finished entering all the text, images and captions and are happy with the order in 
which they appear, click “Preview Video”.   

 
 
Depending on the speed of your broadband connection, it may take a few seconds to a few minutes 
for a low resolution preview to be generated.   
 
Don’t forget to give the video a title and a description. 
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If you are happy with the preview, click produce.  Otherwise, click “Or continue editing” to make 
further changes. 

 
 

If you wish to make any further changes to the video, you can do so now.  For example, if you don’t 
like the music that plays in the background, you can change it by clicking here. 
 

 
You will then have to click “Preview Video” again.  Then click “Produce”.  
 

 
 



   

15 
 

When you click “Produce”, it may take a few minutes for the video to be finalised, depending on 
how many images have been included and how long the video lasts.  When it has been completed, 
the following screen will appear. 
 

 
 
 
The completed video can be shared with your students through email or social media.  If you click 
the “More” button, the URL of the video can be copied and shared with students and the embed 
code will appear if you wish to embed the video on your class website or blog.   

        
 
Suggested Strategies 
Completed videos could be played at the beginning of a class to capture student attention or at the 
beginning of a topic to give an overview of what students will learn during the topic.   
 
Videos could also be shown at the end of a class/topic to revise the material learned. 
 
Alternatively, students could create their own Animoto videos as a homework or project assignment 
to show what they have learned during a course of study.  Completed videos will become teaching 
resources for the class teacher and can be shared throughout a subject department using 
hyperlinked subject plans. 

 
A selection of student and teacher generated videos created for the Irish curriculum is available at 
https://tinyurl.com/animotos  

https://tinyurl.com/animotos
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Setting up Animoto accounts for your students 
You will create student accounts like you would any other account by registering the student from 
the signup page at https://animoto.com/sign_up.  Please note that each Animoto account needs an 
email address.  You may not, and must be sure the student does not, provide any student’s 
personally identifiable information to Animoto at any time, including when establishing student 
accounts.  Please remember that you are responsible for supervising the use of your students’ 
accounts in the classroom, and ensuring it complies with the Animoto for Education Terms of Use. 
 
With that in mind, we recommend setting up your students' accounts using the following steps: 
 
Step 1: Register a Gmail account 
First set up a "master gmail" account for yourself with gmail.  This actual gmail email account is 
important because you will receive emails here on behalf of your student accounts. This is the only 
"link" you have with your students’ accounts.  Your Animoto account is not actually linked to your 
students’ Animoto accounts in anyway, however you can receive emails on behalf of their accounts: 
notifications when videos are complete, password reset notifications, etc. and in that way you can 
see what videos they've completed and essentially keep an eye on their activity.  This is only possible 
if the accounts are set up as derivatives of your master email address. 
 
All email addresses with emailaddress+(number)@gmail.com - are routed to the original "master" 
gmail address.  Gmail ignores any letters and numbers you add after a + sign and sends all emails to 
the one account while our system thinks each is a unique email.  You can read more about the 
+gmail.com concept in this article http://ole.michelsen.dk/blog/gmail-plus-your-email-to-filter-
maillists-and-catch-spam/  
 
Step 2: Register your students with Animoto accounts 
Just as you set up an account for yourself with Animoto, you will similarly set up accounts for your 
students.  Students will have a legitimate Animoto account registered to a derivative (email address 
+number@gmail.com) of your "master" gmail address. 
For example, if you registered emailaddress@gmail.com at Gmail, you'd register the following e-mail 
addresses at Animoto: 
Student 1: emailaddress+1@gmail.com 
Student 2: emailaddress+2@gmail.com 
Student 3: emailaddress+3@gmail.com 
 
After you register the student accounts (one at a time) you will also want to enter your educator 
promo code in the promo code box on the Account Profile page.  This promo code gives the student 
6 months of Plus use. Enter the promo code in each of the students accounts.  Without the promo 
code entered in the students account, the account will remain at a Lite subscription status, i.e. the 
maximum length of video they can create will be 30 seconds. 

 

https://animoto.com/sign_up
http://ole.michelsen.dk/blog/gmail-plus-your-email-to-filter-maillists-and-catch-spam/
http://ole.michelsen.dk/blog/gmail-plus-your-email-to-filter-maillists-and-catch-spam/
mailto:+number@gmail.com
mailto:emailaddress@gmail.com
mailto:emailaddress+1@gmail.com
mailto:emailaddress+2@gmail.com
mailto:emailaddress+3@gmail.com
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A few notes about dummy email addresses: 
1. The plus sign in the email address is necessary. emailaddress+1@gmail.com will redirect to 

emailaddress@gmail.com, but emailaddress1@gmail.com will not redirect to 
emailaddress@gmail.com. 

 
2. Do not actually register emailaddress@gmail.com—that's just an example. Create your own 

unique email address on Gmail, such as Classroom4B@gmail.com, or 
MrsOrrBusiness@gmail.com. 

 
3. All activity at our website under these accounts will be sent to your original, derivative e-

mail (i.e. emailaddress@gmail.com). This way, you'll be able to give each student a unique 
Animoto account, while also being able to monitor their account's activity. 

 
 

mailto:emailaddress+1@gmail.com
mailto:emailaddress@gmail.com
mailto:emailaddress1@gmail.com
mailto:emailaddress@gmail.com
mailto:emailaddress@gmail.com
mailto:Classroom4B@gmail.com
mailto:MrsOrrBusiness@gmail.com
mailto:emailaddress@gmail.com

