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The Animates: Impact Measurement Framework

Our Purpose
To inspire and equip primary-aged children to explore the world of work creatively — connecting industry, families, and education through play, storytelling, and authentic experiences.

Our Five Core Impact Areas
	Area
	Description
	Example Outcomes

	1. Children & Education
	Helping primary-aged children understand different jobs, industries, and possibilities.
	↑ Career curiosity, ↑ confidence, ↑ awareness of the working world.

	2. Industry & Employees
	Supporting employers to engage meaningfully with young audiences.
	↑ Employee pride, ↑ industry outreach quality, ↑ connection to purpose.

	3. Creative Workforce
	Providing paid opportunities for young and freelance creative talent to co-create Animates content.
	↑ Portfolio growth, ↑ employability, ↑ diversity of voices in content creation.

	4. Policy & Evidence
	Supplying policymakers with data and insights about how early career conversations shape aspirations.
	↑ Policy recognition of early career learning, ↑ informed decision-making.

	5. Digital Engagement (Ask Bam Bam + Adventure Hub)
	Extending reach beyond workshops through games, stories, and AI-powered Q&A.
	↑ Parental engagement, ↑ sustained interest in careers, ↑ accessibility for remote learners.


 






Example Indicators by Impact Area
A. Children & Education
	Level
	Indicator

	Output
	# schools reached, # workshops run, # pupils engaged

	Outcome
	% of pupils who can name new careers or describe a skill after session

	Qualitative
	Quotes, drawings, stories showing what they learned


B. Industry & Employees
	Level
	Indicator

	Output
	# companies engaged, # employees participating

	Outcome
	% of employees who feel more connected or proud of their industry

	Qualitative
	Testimonies of personal pride or improved company culture


C. Creative Workforce
	Level
	Indicator

	Output
	# freelancers hired, # young talents supported

	Outcome
	% reporting improved skills, confidence, or income

	Qualitative
	Portfolio stories, testimonials, onward opportunities secured


D. Policy & Evidence
	Level
	Indicator

	Output
	# data reports shared with policymakers, # collaborations

	Outcome
	Use of Animates evidence in reports or strategies

	Qualitative
	Recognition or citations by education or industry bodies


E. Digital Engagement (Ask Bam Bam & Adventure Hub)
	Level
	Indicator

	Output
	# site visitors, # games played, # Bam Bam questions asked

	Outcome
	% of children reporting increased understanding of jobs via the platform

	Qualitative
	Parental feedback, examples of how families explore careers together




Data Collection Tools
	Audience
	Tools
	Frequency

	Children
	Fun emoji or picture surveys, classroom reflection activities
	After each session

	Teachers
	Short feedback forms on curriculum link & engagement
	After sessions

	Employees
	Quick pulse survey on pride, purpose, and learning
	After participation

	Freelancers
	Post-project reflection form or short interview
	Project end

	Parents / Public
	Analytics from Ask Bam Bam + Adventure Hub + feedback polls
	Continuous

	Policymakers
	Annual insight brief using combined data
	Yearly




Reporting & Communication
We will show our impact through:
· Quarterly dashboard (reach, engagement, feedback)
· Annual impact report (with visuals, stories, and data)
· Policy insight brief (highlighting evidence for decision-makers)
· Interactive digital story — e.g. “The Year of Bam Bam” showcasing AI conversations, creative outputs, and reach.
 
Continuous Learning

We will 
· Use the data to refine content and workshops
· Identify which industries or age groups need more focus
· Feed evidence back to industry partners — “Here’s how your involvement made a difference”
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