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COURSE DESCRIPTION:  Multimedia II is a one-year course that furthers students understanding of the computer as a tool for art. Students practice art/design principles and arts/media/entertainment career skills while using new media (computers, digital cameras, tablets, scanners, etc.) to produce their own original art projects. In this hands-on studio class, students learn to manipulate various technologies to create intermediate level graphics, photographs, design, film and audio. Students will: begin to manipulate light to take photography; continue to manipulate photography and other raster graphics; continue to shoot and edit film projects; begin to edit and add film effects; plan, create and produce intermediate digital audio projects; continue to create illustrations; design, stylize and manipulate text for print, digital distribution and the web. Throughout the course, students develop as graphic designers, filmmakers, artistic collaborators and visual storytellers.  

COURSE PURPOSE: Multimedia II is an intermediate level course for students wishing to explore technology as an art medium. The purpose of the course is to prepare students to become pragmatic and analytical 21st century artists – as such the curriculum is tied very closely to real world applications and career options in art related technology. Throughout the course students are asked to consider and manipulate the fundamentals of art such as design principles (unity, balance, rhythm, emphasis, etc.) and art elements (texture, space, line, shape, form, etc.) using various technology. Moreover, students will be asked to create digital art in response to real and complex problems through project based learning. Students will also be expected to grow as artist-collaborators. Students will consistently participate in critiques, group projects and otherwise support one another. Upon completion of Multimedia II, students will demonstrate proficiency in manipulating graphics, graphic design, photography, film production, illustration and animation. Moreover, students will also demonstrate proficiency in analyzing the use of the elements of art and the principles of design as they relate to meaning in video, film or electronic media. Students will also have many opportunities to analyze artwork for their formal qualities as well as identifying the cultural and historical context of artwork. Thus students who take this course are beginning to explore art technology career pathways such as graphic design, photography, film production and illustration. As students gain confidence and ability they will begin to create work responding to personally defined artistic problems.
COURSE OUTLINE: Multimedia II
· Unit 1: Beginning Digital Photography
Students work to gain a working understanding of basic photography. Students will learn how to use point and shoot cameras and then gradually learn the basics of digital single-lens reflex (DSLR) cameras. In this introduction to photography, students learn to consider the art elements (primarily balance, hierarchy and harmony) in capturing shots and creating the most effective compositions. Students will also develop a digital photographer’s eye and habit. That is, students will be taught to be very mobile active artists who take many photos to choose from and constantly try different angles. While students will be encouraged to take advantage of spontaneous photography they will also be tasked with crafting carefully planned photography. This planning process will help students in telling visual stories.
· “f” Art Academic Topics
· Students will develop visual arts and perceptual skills. This unit focuses on developing student attention to composition in terms of balance, hierarchy and harmony. Students must be able to create original works of art that demonstrate these elements of art while solving a variety of problems. Students will also be asked to develop their ability to plan their artwork before they execute it. 
· CTE- Art, Media & Entertainment Topics
· Use of the software and equipment in this unit will prepare students for work in the media careers such as: commercial artist, photojournalist, arts photographer, portrait photographer, and forensic photographer. By the end of the unit students will know and use the relevant professional skills and vocabulary of the art form. Students will also be exposed to many of the policies, procedures and norms as expected in the art form.

· Unit 2: Digital Imaging Review: Post processing 
In this unit students will learn how to use a photo manipulation software (like Photoshop) to manipulate and enhance their own photos. Students will use computer software (like Photoshop) as an art creation/enhancement tool. This unit will also serve as a review of Multimedia I’s digital imaging unit. Students will work to manipulate raster-based images. Students will combine, modify, correct, enhance, alter, reshape and otherwise refine their artwork to enhance the original intention of their photo.
· “f” Art Academic Topics
· Students will use software to enhance their photos, paying particular attention to color contrast and color balance. Students will develop as persistent artists who capable of revising their artwork. That is, students will develop their creative problem solving skills in the revision stages. Students will also need to identify how different revisions change the meaning of the original artwork.
· CTE- Art, Media & Entertainment Topics
· Use of the software and equipment in this unit will prepare students for work in the media careers such as: graphic designer, media and design art technician, fine artists and effects coordinator. By the end of the unit students will know and use the relevant professional skills and vocabulary of the art form. Students will also be exposed to many of the policies, procedures and norms as expected in the art form.
 
· Unit 3: Photography & Culture
Students will learn about the history of photography through a series of case studies. Students will examine the photography of Eadweard Muybridge, the Countess de Castiglione, Dorothea Lange, Eddie Adams and Autumn de Wilde. This series of case studies will present students with the some of the many faces of photography: objective documentation, portraiture, journalism and commercial art. Students will specifically analyze the purported objectivity of photography.
· “f” Art Academic Topics
· Students will discuss, analyze, consider and respond to historical and contemporary photography. Students must identify the purpose and meaning of photography throughout history. The purpose of this unit is to give students a context to place their own photography. That is, students’ photography will gain meaning and purpose as they learn to respond and consider historical artwork. Students will develop as art historians and art appreciators who are capable of describing the visual experience as it pertains to historical photography and their own work.
· CTE- Art, Media & Entertainment Topics
· Use of the software and equipment in this unit will prepare students for work in the media careers such as: commercial artist, photojournalist, arts photographer, portrait photographer, forensic photographer, curator and art historian. By the end of the unit students will know and use the relevant professional skills and vocabulary.

· Unit 4: Lighting
Students will learn to use artificial and natural lighting to achieve various aesthetic and practical effects for both their photography and films. Students will learn to use various lighting equipment to enhance their art. Students will learn how to implement and achieve the effects of classic lighting, three-point lighting, low key lighting, high key lighting and noir lighting. Student work in this unit will be entirely in black and white so students can really understand the relationship between light and shadow. Students will reevaluate work considered in the photography and culture unit to consider the different lighting those photographers use. Students will also watch excerpts from films to analyze the effects of different lighting choices. Moreover, as this unit prefaces a unit on film, students will study various cinematographers and their work by watching various excerpts (Jordan Cronenweth’s Blade Runner, Robert Burk’s Vertigo, Roger Deakins’ Skyfall, John Alton An American in Paris, Asakazu Nakai’s Seven Samurai, Emmanuel Lubezki’s Children of Men and Tree of Life). 
· “f” Art Academic Topics
· Students will learn how to achieve different effects in their photography and filming by manipulating lighting. Students will learn to pay special attention to creating depth, environment and tone with their lighting. Students will need to learn to look at their subject and think about what effect they want to achieve on their flat final product (screen or photo). Moreover students will also discuss, analyze, consider and respond to examples of professional lighting. 
· CTE- Art, Media & Entertainment Topics
· Use of the software and equipment in this unit will prepare students for work in the media careers such as: gaffer, lighting technician, film producers, cinematographer, photographer and art historian. By the end of the unit students will know and use the relevant professional skills and vocabulary of the art form. Students will also be exposed to many of the policies, procedures and norms as expected in the art form.

· Unit 5: Intermediate Film Production
This unit furthers student understanding of film production. Students will review film excerpts (Vertigo, Skyfall, Children of Men) and study how the relationships between scripts, cameras, lighting, sets, sound, acting, props, directing and production lead to successful and impactful visual stories. Students will be expected to integrate their lighting knowledge from the previous unit into their work. However, the real focus of film production at this level is scripting, storyboarding and producing. That is, a student learns that most of the work of a film happens before the cameras even come out. Students must also demonstrate an understanding of filming techniques like, the 180 degree rule and the 30 degree rule. Indeed, students must learn to view filmmaking as a language that both audience and filmmakers have been conditioned by media to understand. Students must learn to use the language, vocabulary and norms of filmmaking to tell a focused story that hides the work of the filmmaking process. Students must learn to collaborate to write scripts, to storyboard and to plan effective production schedules that take the various aspects of filming into account.
· “f” Art Academic Topics
· Students will create a variety of short movies that consider trends in film history and visual arts. Students will complete a series of very short films (one minute or less) whose only purpose is to create different moods. Students will also create a series of short films in order to practice their storyboarding skills. That is, emphasis will be placed on shot composition and utilizing a variety of shots for different effects (crane shot, establishing shot, insert, master shot, point of view shot, shot reverse shot...etc.). As with the photography unit, this unit is meant to build preplanning and revision skills into students’ understanding of film production. 
· CTE- Art, Media & Entertainment Topics
· Use of the software and equipment in this unit will prepare students for work in the media careers such as: lighting directors, film loaders, video editors, producers, videographers and camera operators. By the end of the unit students will know and use the relevant professional skills and vocabulary of the art form. Students will also be exposed to many of the policies, procedures and norms as expected in the art form.

· Unit 6: Typography
Students will briefly learn about the history of typography. Students will use computer software (like Photoshop and InDesign) and typography-manipulation as an art creation tool. Students will watch the documentary, Helvetica, a documentary that highlights the history of the typeface featuring interviews with graphic designers. The film and unit is used to demonstrate the personalities and tone behind typefaces. Students will need to manipulate type and space to communicate different meanings and personalities. Students will learn to take advantage of type as both a signifier and for its abstract shape. While all design principles and art elements should be considered, students will focus on solving problems involving visual hierarchy and juxtaposition. 
· “f” Art Academic Topics
· Students will complete a series of assignments that ask them to use typography to solve different visual problems. Students must demonstrate their ability to manipulate the art elements and design principles through the use of typography. Students will learn to distinguish between legibility and readability. Students will work to create typographic design that complements the meaning of the text it represents.
· CTE- Art, Media & Entertainment Topics
· Use of the software and equipment in this unit will prepare students for work in the media careers such as: graphic designer, media and design art technician, fine artists and art producer. By the end of the unit students will know and use the relevant professional skills and vocabulary of the art form. Students will also be exposed to many of the policies, procedures and norms as expected in the art form.

· Unit 7: Intermediate Illustration
Students will further their command of illustrating characters, objects and scenery. Whereas beginning illustration taught in Multimedia I focused on illustrations built on shapes, the intermediate level emphasizes creating original work from scratch. From the sketch process to the development of finished images, students are exposed to a variety of working methods. Through assignments, discussions and lectures students acquire a working knowledge of various aspects of digital illustration. Students will also be taught to mimic other mediums (paint, ink and graphite) using digital software. Students will be encouraged to explore illustrations in entirely different ways unavailable in traditional media. This unit will focus on using illustrative techniques to tell a story. Students will use illustration to create an allegorical comic book and will use their skills to sharpen their storyboarding technique.
· “f” Art Academic Topics
· Students will identify, discuss and demonstrate creative problem solving skills in response to various illustrative problems. Students will need to show an intermediate mastery of line, shape, space and color to a variety of effects. Students will need to consider how different techniques create different tone, character and quality. 
· CTE- Art, Media & Entertainment Topics
· Use of the software and equipment in this unit will prepare students for work in the media careers such as: illustrators, storyboard engineers, animators and graphic designers. By the end of the unit students will know and use the relevant professional skills and vocabulary of the art form. Students will also be exposed to many of the policies, procedures and norms as expected in the art form.

· Unit 8: 2D Animation
This unit introduces students to the principles of animation through basic techniques. Students will learn to use computer software (like Flash) as an art creation tool. Students explore the art of creating compelling animation and movement through effective timing, spacing and drawing. Students will watch and analyze the works of master animators (like Hayao Miyazaki’s Spirited Away, Walt Disney’s The Jungle Book, and Sylvain Chomet’s The Triplets of Belleville) frame-by-frame to illustrate animation principles. The goal of this unit is for students to breathe life into their illustrations. The unit asks students to continue their work on illustration but adds the problem of creating believable and appropriate motion to their animations.
· “f” Art Academic Topics
· Students will be challenged to use their illustration and animation to tell stories that are character driven. That is students will be pushed to show more than just the technical skill required to create animation. Students will have to use illustration and animation techniques to bring their characters to life and create a strong bond between audience and artwork. Through study of professional animation students will need to zero in on what makes animation so magical and so capable of connection with the audience.
· CTE- Art, Media & Entertainment Topics
· Use of the software and equipment in this unit will prepare students for work in the media careers such as: illustrators, storyboard engineers, animators and graphic designers. By the end of the unit students will know and use the relevant professional skills and vocabulary of the art form. Students will also be exposed to many of the policies, procedures and norms as expected in the art form.

· Unit 9: Intermediate Graphic Design
Students work to further their practice of graphic design. Students will use computer software (like InDesign and Photoshop) as an art creation tool. Students will need to use space, type and image to visually communicate in interesting ways. This unit provides an expanded understanding of how to see, evaluate and interpret information through projects such as posters, book jacket covers, magazine spreads, package design and flyers. Students will learn more advanced techniques to create their designs. The emphasis of this unit will be on creating consistent, focused visual style that utilizes visual hierarchy in an interesting and readable way. Students will be pushed to communicate the meaning of the text using space, type and image.
· “f” Art Academic Topics
· Students will continue to develop intermediate visual arts and perceptual skills. This unit focuses on using space, type and image in accordance with design principles and art elements to find the best way to communicate. Students will be pushed to develop their own style of graphic design while always paying special attention to visual hierarchy and balance. 
· CTE- Art, Media & Entertainment Topics
· Use of the software and equipment in this unit will prepare students for work in the media careers such as: graphic designer, media and design art technician, fine artists, and art producer. By the end of the unit students will know and use the relevant professional skills and vocabulary of the art form. Students will also be exposed to many of the policies, procedures and norms as expected in the art form.

· Unit 10: Community Internship
In groups, students will complete professional multimedia work for community clients. Before the project starts, the teacher will reach out to community organizations, non-profits and businesses that may be in need to multimedia services. Students will complete a variety of tasks for these clients: logo-design, brochure-design, graphic creation, photography, public service announcement and other marketing materials. Students will meet with their clients in class several times during the internship. Students will be required to take responsibility for completing work and staying in contact with their client. Students will also need to learn to behave professional in terms of both attitude and language. Professional modes of operation form the structure of this unit. We will address practical concerns, such as schedules, design philosophy, creative briefs and design strategy. This unit will include sessions with our community clients, for presentations, questions and ultimately feedback, as well as sessions conducted without the client for class discussion, work periods and critiques.
· “f” Art Academic Topics
· Students will create art works for a variety of purposes and clients. Students will need to find a way to solve visual problems while also meeting the needs of a client. Throughout this last unit students will encounter a variety of real life visual arts problems. Students will have to use the principles of design and elements of art to find an aesthetically pleasing and appropriate way to communicate for their clients.
· CTE- Art, Media & Entertainment Topics
· Students will learn to find solutions to visual problems that are both aesthetically pleasing and that satisfy their clients. Students will learn to interact and communicate with business professionals. Students will create visual communication tools in a business environment. 
· Students will gain important strategies necessary for job hunting like resume building, interviewing skills and portfolio preparation. 
· Use of the software and equipment in this unit will prepare students for work in the media careers covered in all previous units. The focus of the unit is on being able to work with a variety of media disciplines to find the best results. By the end of the unit students will know and use the relevant professional skills and vocabulary. Students will also be exposed to many of the policies, procedures and norms.
KEY ASSIGNMENTS:  Unit 1: Beginning Digital Photography
· Creating Depth–A Portrait: Students will practice their mastery of depth of field by taking a portrait of a friend or family member. Students will need to compose the shot and use the camera in such a way as to create depth.
· Leading Lines–A Corridor: Students will practice their mastery of emphasis and lines. Students must take a photo of a corridor or hallway taking advantage of the leading lines and vanishing point to emphasize their subject. 
· Rule of Thirds– Transportation: Students will practice their mastery of creating a balanced but interesting composition. Students must demonstrate how an off-centered composition can create an interesting photo that tells an interesting narrative. Students must practice this golden ratio rule while taking photos of modes of transportation.
· Shape: Negative and Positive: Students will take a series of photographs of objects that have interesting negative and positive shapes. Students must compose and/or find objects that show an interesting and complex relationship between positive and negative (bicycles, sculptures, flowers, rafters, landscape and so on). Students will focus on emphasize the interesting shapes by creating a composition that is hyper-aware of the final flat product.
· Shape: Organic vs Geometric: Students will take photographs of their neighborhood paying particular attention to natural and constructed shapes. Students will need to create diptychs that juxtapose these shapes in interesting ways and that reveal a complex multifaceted neighborhood.
· Framing: Context: Students will take photographs that use framing as a compositional tool. This assignment focuses on building student ability to use photos as a storytelling tool. Students must find an interesting framing device (a window, an archway, a location and so on) and plan/execute a significant narrative moment within the frame. Students must demonstrate how contextualizing a narrative moment can heighten the drama using both emphasis and hierarchy.

Unit 2: Digital Imaging Review: Post-processing 
· Contrast Change / Brightening: Students will use computer software (like Photoshop) to correct the color balance of their photos. Students will turn in original photographs and a range of corrected photos. Of the range of corrected photos students must indicate which photo is correctly balanced and write a short write up explaining their process and reasoning. 
· Remove Unwanted Element: Students must improve the balance and remove any distractions to their photos by removing unwanted elements from a series of photos. Students must skilfully correct the photo after removing the element. Students will be graded on how effectively they remove and correct the photo. Students will also be graded on how removing the element benefited the composition of the photo. Students will also be expected to use any editing skills they have learned before this assignment (contrast change).
· Selective Color: Students must manipulate color of the photo. Students will turn all but one element of the photo into black and white. Students must correctly balance the contrast of black and white while also making the color element pop out of the photo. Students must use selective color editing to emphasize a particularly important object in the photo. Students will then write a short narrative to go along with the photo in which they must explain the importance of the object. Students must use the text to complement the photo rather than repeating the message of the photo. Students will also be expected to use any editing skills they have learned before this assignment that will benefit their photo (contrast change and removing unwanted elements).
· Cropping and Mergers: Students will crop their photos to create better balance. Students will take a photo that was not correctly balanced using the rule of thirds and will correct that imbalance by re-cropping the photo in post-processing. Students will also be expected to use any editing skills they have learned before this assignment that will benefit their photo (contrast change, removing unwanted elements and selective color).
· Sharpening and Softening: Students will choose a series of photos that could benefit from sharpening or blurring. Students must use sharpening to both flatten the image and correct any unintentional blur. Students must use blur to create depth and soften any unintentional sharp images. Students will also be expected to use any editing skills they have learned before this assignment that will benefit their photo (contrast change, removing unwanted elements, selective color and cropping).
· Photo Portfolio: Students will print out a series of photos that show their capacity to perform each of the editing tasks in the previous assignments. The portfolio must include captions for each image, explaining the purpose and process of each skill. Students will present their portfolios and participate in a gallery walk of their photos.

Unit 3: Photography & Culture
· Formal Analysis: For each photography students study they will also complete a 3-4 paragraph formal analysis. Students must analyze the painting based entirely on their observation of the composition, lighting and other visual evidence. Students must treat the photographs as visual text and will be expected to write an analysis of the artwork just like they would write an analysis of a novel. Students must use visual evidence to support any and all claims they make about the photograph's mood, tone, intent and meaning. 
· Compare and Contrast Essay: After building their formal analysis skills in several smaller writing assignments students will complete a longer compare and contrast essay. Students will pick two of the photographer’s studied in the unit to compare and contrast. The essay will be based entirely on formal analysis. Students will be required to practice prewriting skills and will complete an outline and first draft before submitting a final draft. Students will be graded on their use of visual evidence, their creation of a cohesive thesis and the organization of their paper.
· Recreating a Photo: Students will choose a series of photographs by photographers studied in the unit to recreate. However, a student’s recreation of the photo may not be literal. Students will have to identify the meaning of the photograph and intent (while emulating the original’s composition) and change the subject to something more relevant to their own style.

Unit 4: Lighting
· Photo Series: Students will have to demonstrate their ability to implement classic lighting, three-point lighting, low key lighting, high key lighting and noir lighting. While seeking inspiration from films that utilize this lighting, students must plan their own subjects. That is, students should plan every element of their photo rather than shooting spontaneous photos. The subject of their photos should be appropriate to the tone created by the lighting. Students will be graded on their ability to use lighting to create depth, tone and other aesthetic effects. These photos will be in black and white so students can see the obvious differences in light and shadow.
· Shape: Silhouette: Students will use lighting to create a scene characterized by their own shadows. Students will take photographic portrait using their silhouette. Students will need to complete this assignment using both artificial and natural light. These photos will be in black and white so students can see the obvious differences in light and shadow.
· News Studio Short: Students will create and film a news broadcast using the flat lighting standard to news stations. Students will complete a video editorial (opinion piece on an issue affecting the school or community) that has a lead-in, explanation of an issue, a timely news angle, opinions from both sides of the issue, a concise conclusion. Students will be graded not only on the quality of lighting used in each scene but also on the strength of their editorial scripting.
Unit 5: Intermediate Film Production
· Finishing A Script & Acting: Student’s first scripting assignment will be to finish a script characterized by an extended metaphor. Students will all work on the same script but will come up with different endings. Students will need to discuss and identify the extended metaphor of the script and find a way for their ending to incorporate that metaphor. Four to six scripts will be chosen for other students to act out in front of the class. Students will then participate in a critique of the script and acting.
· Two-Three Minute Projects: Students will complete a series of mini film projects to practice scripting and working in groups to complete a film. Students will: make a commercial for a fictitious product, make a public service announcement about an issue affecting teens; make a music video that tells a story to complement the song. This series of projects will let students experiment in non-committal projects while also letting them gain footing in film production. Because film production is such a labor intensive process that also requires high levels of tenacious commitment it is important to build student stamina with smaller projects like this.
· Documentary-Interview: Students will film and edit an interview as a primary historical source. The teacher will contact various organizations, like Veteran organizations, and ask for volunteers who would be willing to have students interview them and create a short (10 minute) documentary based on the interview. Students must use three-point lighting in the interview. Students will need to collect and use paraphernalia to use in their documentary. The documentary should contain the interview but should be framed by a narrative voice over. Students will be graded on their use of lighting, editing, production quality and their ability to tell an objective story.
· Extended Metaphor Script: Students will have to write a short script (ten minutes) that uses an extended metaphor. The script must take place at a high school and have a variety of lighting scenes (indoors, outdoors, night, colors, etc.). While the scripts can be of any genre (comedy, romance, drama, etc.) they must be based on a centralized message. 
· Storyboard: Student will then complete a storyboard of their script. The storyboard must plan their short movie shot by shot. Students must use a wide variety of shots (wide, mid, close-up, cut-away, cut-in, over the shoulder, etc.) to tell their story effectively. The storyboards will be due in parts and will have at least two drafts used. Students will be graded not only on variety but also on creativity and the relevance of shots planned. Students should consistently be encouraged to use their compositional skills learned from the photography unit in staging their scripts. 
· Ten Minute Short: Students will present their storyboards to the class. The class will vote for four-six scripts to be made. Students will be placed into mixed groups. Students will take on the role of director, producer and cinematographer. All students must act. Students will be graded based on their use of a three-act structure, production quality, audio quality, editing and cohesion. Special attention will be placed on shot composition and lighting quality. 
Unit 6: Typography
· Helvetica Write Up: After watching Helvetica, a documentary on the modern titular font, students will complete a short essay in which they complete a formal analysis explaining how the characteristics of Helvetica are representative of the era in which it was created. Students will be graded on their use of thesis, essay structure and use of formal evidence.
· Problem: Scale: Using only letterforms, students must create a typographic design showing their understanding of scale. Students must create the essence of each design using only a designated font (like Caslon Bold). Students must use a minimum of two letterforms and as many colors as their solution dictates. The primary intention is to explore font’s many possibilities as communication signifiers. Students will primarily focus on utilizing the design principle of contrast. By experimenting with type students can develop basic skills into personal expressive tools.
· Problem: Negative/Positive Space: Using only letterforms, students must create a typographic design showing their understanding of negative and positive space. Students must create the essence of each design using only a designated font (like Clarendon Bold). Students must use a minimum of two letterforms and as many colors as their solution dictates. The primary intention is to explore font’s many possibilities as communication signifiers. Students will primarily focus on utilizing the design principle of contrast. By experimenting with type students can develop basic skills into personal expressive tools.
· Problem: Pattern: Using only letterforms, students must create a typographic design demonstrating an interesting use of pattern. Students must create the essence of each design using only a designated font (like Bodoni Bold). Students must use a minimum of two letterforms and as many colors as their solution dictates. The primary intention is to explore font’s many possibilities as communication signifiers. Students will primarily be exploring the design principle of contrast. By experimenting with type students can develop basic skills into personal expressive tools.
· Problem: Congestion: Using only letterforms, students must create a typographic design that portrays congestion. Students must create the essence of each design using only a designated font (like Helvetica Extra Bold Condensed). Students must use a minimum of two letterforms and as many colors as their solution dictates. The primary intention is to explore font’s many possibilities as communication signifiers. Students will primarily be exploring the design principle of contrast. By experimenting with type students can develop basic skills into personal expressive tools.
· Problem: Tension: Using only letterforms, students must create a tense typographic design. Students must create the essence of each design using only a designated font (like Futura Black). Students must use a minimum of two letterforms and as many colors as their solution dictates. The primary intention is to explore font’s many possibilities as communication signifiers. Students will primarily be exploring the design principle of contrast. By experimenting with type students can develop basic skills into personal expressive tools.
· Problem: Playful: Using only letterforms, students must create a playful typographic design. Students must create the essence of each design using only a designated font (like Ultra Bodoni). Students must use a minimum of two letterforms and as many colors as their solution dictates. The primary intention is to explore font’s many possibilities as communication signifiers. Students will primarily be exploring the design principle of contrast. By experimenting with type students can develop basic skills into personal expressive tools.
· Typographic Portraits: Students will be given six personality phrases to fill out and design into business cards (My name is _________ and I have the hiccups). Students will complete all six cards using their own name. Students must choose an appropriate typeface that best expresses the characteristics of each individual; then, students will render their name considering the typeface style and letter-spacing. Students must go beyond literal problem solving and find a more conceptual solution. 
Unit 7: Intermediate Illustration
· Self-portrait: Students will complete an illustrated self-portrait. Students will first take a photograph of themselves to use as a reference point. Students must demonstrate a capability of taking a pre-existing image (like their photograph) and turning it into an illustration. Students will be graded on their use of line, use of color, shading and ability to convey their own personality in an illustration.
· Scenery illustration: Students will take photos of scenery (natural and geometrical) and will use it as a reference for an illustration. Students must demonstrate their ability to render a variety of inanimate objects. Students must create imagery that could be used as background for an illustrated story and must also create imagery that could also stand in as a pivotal part of a story.
· Character creation & Storybook: Students must create a character to be used throughout this unit and the animation unit. Students will pick an animal that they must anthropomorphize into a cartoon character. Students will need to design an entire backstory for their character. Students will plan, write, storyboard and complete a ten page storybook around their character. Students will be graded on the individuality, life-like quality and illustration quality of their character. Students will also be graded on their created story arc-- specifically whether their story incorporates a three act structure based on character motivation.
· Allegorical Comic Book: Students must use their character and scenery created to use in an allegorical comic book. Students must draw inspiration from history to create a comic book that on the surface level is about their character but is actually an allegory for some historical/political issue. Students must complete a write up explaining their allegory/story to be approved before they even start their comic. Students must then complete first and final drafts. Students will be graded on the accuracy/relevance of their allegory, the strength of their story, the skill of their comic paneling and the quality of illustrations.
Unit 8: 2D Animation
· Animate a pillow: Students will practice adding life through animation using a pillow. Students must animate the pillow walking and breathing. Students will be graded on their ability to add a sense of weight and personality to a pillow.
· Animate a character: Students will take what they learned in the pillow animation and apply that to anthropomorphic animation. Students will record their own walk, taking note of gait and pace and try to bring those characteristics to their own character. Student animations need to have a sense of weight and personality. 
· Animated Fable: Students will use the internet to research fables. Students will pick a fable to appropriate. Students will insert their anthropomorphic character into one of the stories. Students must write a script for their story and complete voice over work. Students will not only be graded on animation quality but on their application of the fable’s story and meaning.
Unit 9: Intermediate Graphic Design
· Newspaper: Students will pick a period in history and write news articles that could have existed at the time. Articles must be historically accurate but also have a measure of creative fiction. Students will be graded on their use of article structure (lead-in, quotes, evidence, inverted pyramid, etc.).  After going through a process of outline, first draft and final draft students will then take their articles and design a newspaper appropriate to the time period. Student newspapers will be graded on relevant style, consistency, hierarchy and use of space.
· Marketing & Package Design: Students will choose a fictional product (time machine, hover board, etc.) to market. Students will be given a shoebox to design as the product packaging. Students will (1) design a logo; (2) use space, type and image to create relevant packaging and (3) create magazine advertisements for their fictional product.
· Photo Essay: Students will take photographs to be used in a personal essay. Student essays will be focused on the theme of historical, traditional and cultural identity. Students must identify a story that comes out of their historical, traditional or cultural identity. For example, one student might identify food as being an important part of their cultural identity and take photographs representing their story as a cook. Another student might choose to do an essay about a family member. The story students identify should have a beginning, middle and end. Moreover, the story must include a narrative of change that should be visually represented in the photos. Students will write a narrative to go along with their identity photo essay. The narrative should complement the photos rather than repeat their meaning. Lastly, students will take their photographs (a minimum of ten) and design them into a magazine spread. Students will be required to demonstrate their photography skills (attention to lighting, color contrast, composition) and their graphic design skills (attention to space, hierarchy and balance).
· Resume: Students will use their graphic design abilities to design a professional resume. Students are encouraged to use a traditional template for the content of their resume but are also expected to design their resume in an eye-catching way.
Unit 10: Community Internship
· Internship Project: In groups students will be paired with a community organization, non-profit or business for which they will complete multimedia work. Before officially starting work, students will interview with their clients as practice for the real world. Each project is required to include a photography and graphic design component. Otherwise the projects will be client-driven. Projects should have frequent deadlines and check-ins with both clients and teacher. Some clients may require logos, brochure, filming or animation. Students will complete the work required by the client. Students will also be required to put together a portfolio of all the work they completed for their client. The project will end with a student presentation of the work completed. Students will receive a grade from both their teacher and client on this project. Students will be graded on the quality of work completed, their demonstration of all the skills learned throughout the year and their practice of professional demeanor.
INSTRUCTIONS METHODS and/or STRATEGIES: 
· Guided Practice & Modeling: Students follow steps illustrated by teacher on projector. The teacher and students will always have nearly identical views of the computer. 

· Cooperative Learning: Students will always be grouped in groups of mixed abilities. Even during regular instruction time students will be consistently encouraged to help one another. When students ask questions, the teacher will encourage their assigned partner or group to help them come up with a solution. 

· Supervised Individual Application: After periods of initial guided practice students will have time to practice the skills on their own terms. The teacher will circulate the room helping students achieve individual goals and/or coaching any students in need of more extensive lessons. 

· Self- Discovery: When new tools or information are presented to the class, the teacher will strive to go beyond merely delivering the information. That is the teacher will always lead students to the correct methods by asking questions, probing and encouraging students to explore. 

· Structured Discussion: During and after any period of instruction, students will always be encouraged to ask and answer questions. This is especially important after any viewing of artwork. Students will always be placed into class and group discussion for information and analysis. For example, Unit 7 (History of Graphic Design) will regularly ask students to get into groups and have discussions about the discovery each student makes in their research. Many discussions will have students act within a specific role (time keeper, recorder, skeptic, prober, etc.).

· Student-Centered Critiques: After key assignments students will engage in a respectful but honest discussion on the quality of work turned in. Most of these critiques will be done verbally as a class.  Each student’s work will have a turn to be critiqued. The teacher will encourage a discussion of both the strengths and weaknesses of any given piece. Ideally, the teacher will facilitate the critiques but not necessarily be a principal participant. Critiques may also have a written component.

· Project Based Learning: A student and group-based approach that focuses on creative problem solving. The course consistently asks students to think of solutions to real world problems. As an instructional method, project based learning encourages students to take ownership of their learning in authentic situations. That is, when students are asked to directly engage with relevant problems in a meaningful way they are more likely to become independent 21st century thinkers.
ASSESSMENTS INCLUDING METHODS and/or TOOLS:
· Participation: Each day students are expected to participate during instruction. Students are encouraged to follow along in guided practice and to ask/answer question. Keeping track of participation holds students accountable for learning on a day to day basis and makes contribution a part of the classroom environment.

· Presentations: Students present their research findings, inspiration or artwork to the rest of the class for peer feedback and teacher feedback. This occurs at least once per unit-- usually as the culmination of their learning. Students are graded with a rubric based on communication skills: public speaking, visual presentation and depth of understanding of the topic. This method holds students accountable for both individual and group work and forces students to take ownership of their work in front of their peers. Larger projects (Histories of Our Families and Legacy of Imperialism) provide higher stakes: these presentations are made to a mixture of family, community members and professional judges. 

· Written Assignments: Students are consistently asked to demonstrate their understanding in written format. These range from small daily assignments (warm ups, exit cards) to more involved assignments (research essays, written critiques, written self-evaluations). Students are graded with a rubric based on their ability to meet the goal of the assignment, which range from persuasion, objective criticism, informed analysis and reflection.

· Individual Assignments: Throughout the course students are given daily or weekly individual assignments to demonstrate their understanding of a particular art skill. Many of the assignments happen in class but some require work outside of class. Students are graded with a rubric based on their ability to meet the goal of the assignment. These assessments enable students to explore the mediums on their own and sharpen their creative problem solving skills. In other words, these assignments allow students to discover learning and problem solving on their own.

· Group Assignments: These are assignments and projects that students work on in teams of 4. Each member will be expected to take on a specific role that complements their strengths. These projects enable students to demonstrate teamwork, communication, leadership and many other CTE goals.

· Art Portfolios: Many units end with a collection of their artwork into a portfolio which they must design and label in an interesting and unique way. These assignments serve as an end of unit review. Portfolio assignments are usually accompanied by a critique that requires students to have discussions explaining and analyzing their artistic problem solving techniques. The creation of art portfolios is a necessary skill for any multimedia college or career pathway. Moreover, these portfolios help reinforce student learning about the arts.

· Project Based Learning: A student and group-based approach that focuses on creative problem solving. The course consistently asks students to think of solutions to real world problems. As an assessment method, project based learning tests students in their capacity to take on real world roles in this CTE field. That is, these assessments measure not only student talent but also their capacity to take on collaborative career roles. Can students become effective leaders? Can they push themselves to work with others? Can they complete difficult work under competitive pressure?

For VAPA Courses Only:

ARTISTIC PERCEPTION: Multimedia II provides many opportunities for students to view, process, analyze and respond to artwork. Examples of ways the course develops a student’s Artistic Perception include all student critiques, studying photography history, studying examples of cinematography, studying examples of films and studying examples of animation. In each of these instances students participate in an analytical study of artwork. Throughout the course, students consider the meaning and technique of artwork in structured group discussions. Moreover students are routinely asked to respond to artwork in more experiential ways. In Unit 3, students will respond to the a select history of photography by studying case studies by Eadweard Muybridge, the Countess de Castiglione, Dorothea Lange, Eddie Adams and Autumn de Wilde. Students will discuss, analyze and respond to these case studies. Students will choose one of the case studies to recreate, appropriate and emulate to demonstrate their artistic perception. In Unit 4 students will respond to a selection of cinematographer’s like Roger Deakins, Jordan Cronenweth, Asakazu Nakai and others. Students will study the way these cinematographers use lighting for different effects. Students will discuss the differences in atmosphere and ways they can use these lighting techniques in their own work. Students will then complete a series of photographs emulating the lighting in these films. In Unit 4 students will study key examples of film and discuss how successful films build a strong relationship between the many components of film making. In Unit 8 students will study select animations frame by frame to study the way different animators breathe life into their illustrations through motion. Moreover, many units require students to participate in self-driven critiques of their artwork as a part of the process of self-improvement. These critiques ask students to discuss student artwork.
CREATIVE EXPRESSION: Multimedia II is built of a series of opportunities for studies to creatively express themselves. The course is set up as a studio computer lab. While any new skills and tools are presented in a Guided Practice, students are expected to practice those skills on self-defined projects throughout the course. The students must demonstrate their ability to visually communicate through many computer mediums such as: photography, post processing, illustration, film, animation and design. While the course frequently asks students to consider professional work, the focus is always on creating entirely new and self-defined meaning. In Unit 1 students complete a variety of photography assignments to demonstrate their mastery of composition and storytelling components. In Unit 2 students will enhance the meaning created in their photography using post processing techniques. In Units 4 and 5 students will complete a series of photography and film assignments in which they will create different mood, atmosphere and tone (appropriate to some story) using lighting and composition. In Unit 6 students complete an entire series of typographic design assignments that require students to find aesthetic value and meaning in different typefaces. In Unit 7 and 8 students complete a series of illustration and animation assignments in which they create a character and story. Students will create a historical allegory in one assignment and will reimagine a classic fable. In Unit 9 students will complete a photography assignment that requires them to use both their photography skills and their design sensibility to tell a story about their cultural identity. Lastly, Unit 10 requires students to find a way to express their own individual aesthetic while working on a professional project.  

HISTORICAL and CULTURAL CONTEXT: Multimedia II consistently asks students to deepen the quality of their artwork by understanding the historical contributions and cultural dimensions of the multimedia arts. Throughout the course students are required to study current or historical work and be able to discuss the way culture and context impacts art. In Unit 3 students study specific case studies from the history of photography. Each artist that is examined will be examined within the cultural context. While students will first complete a formal analysis of the work, students will then be asked to discuss and write about the ways the photography is a product of its time era. In Unit 4 students study a brief history of stage lighting. Students will study, discuss and analyze few case studies of modern films (from 1950 onward). However students will also read excerpts from Motion Picture and Video Lighting and have structured discussion about the growth of modern film lighting in a historical context. In Unit 6 students will watch a documentary on the modern font Helvetica. Students will discuss and complete a written assignment explaining Helvetica’s relationship with modern day society.
ASTHETIC VALUING:  Multimedia II provides many opportunities for students to make critical assessments about various forms of artwork. Throughout the course, students use rubrics and structured group discussions about artwork. In their art portfolios students will keep reflections of their artistic observations and realizations. Students also perform aesthetic valuing whenever there is a critique held– which occur at least once per unit. Additionally, much of the course boosts art vocabulary and student capacity to objectively judge aesthetic value. In Unit 1 students are consistently demonstrating and discussing composition strategies for their photography. In Units 3, 4 and 5 students discuss the different effects created by artists’ (photographer’s and cinematographer’s) varying artistic choices. Students will then discuss the value behind these artistic choices and identify any differences in purpose.
CONNECTIONS, RELATIONSHIPS, and APPLICATIONS:  Multimedia II is a course focused on building Career Technical Education skills in students. Students are immersed in the world of a contemporary artist and must consistently use modern technology to create their art. As such Multimedia II creates a foundation for students to build a media career. Students are prepared for careers in areas like graphic design, illustration, photography, film production and marketing. Unit 10 even gives student the opportunity to take on these careers as internships for local organizations. As the course is designed to work within an academy students are also consistently asked to bring in their understanding of English and History topics. Many assignments are built to work with those content areas. For example, Unit 5’s assignments on script writing could easily be reinforced in an English class. Unit 7’s allegorical comic book and Unit 8’s fable retelling are other examples of points in the class that are meant to support cross-curricular learning.
INSTRUCTIONAL MATERIALS:
Graphic Design Material:
Title:  The Elements of Graphic Design
Edition: First

Publication Date: 2002

Publisher: Allworth Press
Author(s): Alexander W. White

URL Resource(s):    
 
Usage: Reference
Title:  A Century of Posters
Edition: First

Publication Date: 2002

Publisher: Lund Humphries
Author(s): Martijn F. Le Coultre, Alston W. Purvis

URL Resource(s):    
 
Usage: Reference
Title:  Graphic Design Solutions
Edition: First

Publication Date: 1996
Publisher: Delmar
Author(s): Robin Landa

URL Resource(s):    
 
Usage: Reference
Title: Color Index
Edition: First

Publication Date: 2002

Publisher: HOW Design Books
Author(s): Jim Krause

URL Resource(s):    
 
Usage: Reference
Title: Idea Inex
Edition: First

Publication Date: 2000

Publisher: North Light Books
Author(s): Jim Krause

URL Resource(s):    
 
Usage: Reference
Title: Layout Index
Edition: First

Publication Date: 2001
Publisher: North Lights Books
Author(s): Jim Krause

URL Resource(s):    
 
Usage: Reference
Title: 1000 Record Covers
Edition: Second

Publication Date: 2005

Publisher: TASCHEN
Author(s): Michael Ochs
URL Resource(s):    
 
Usage: Reference
Typography Unit
Title:  Visual Literacy
Edition: Second (Paperback)
Publication Date: 2000
Publisher: Watson-Guptill Publications
Author(s): Judith Wilde & Richard Wilde
URL Resource(s):    
 
Usage: Reference & Excerpt (p. 84-85, 92-93,150-151)
Title: Helvetica
DVD Release Date: 2010

Studio: Plexifilm
Director: Gary Hustwit
Format: DVD  
Usage: Entire film 

Animation
Title: Spirited Away
DVD Release Date: 2003

Studio: Disney
Director: Hayao Miyazaki
Format: DVD  
Usage: Excerpts
Title: The Jungle Book
DVD Release Date: 2014

Studio: Disney
Director: Wolfgang Reitherman
Format: DVD  
Usage: Excerpts
Title: The Triplets of Belleville
DVD Release Date: 2004

Studio: Sony
Director: Sylvain Chomet
Format: DVD  
Usage: Excerpts

Lighting & Film Units
Title:  Motion Picture and Video Lighting
Edition: Second (Paperback)
Publication Date: 2007
Publisher: Focal Press
Author(s): Blain Brown
URL Resource(s):    
 
Usage: Reference 
Title: Blade Runner
DVD Release Date: 2010

Studio: Warner Home Video
Cinematographer: Jordan Cronenweth
Format: DVD  
Usage: Excerpts
Title: Vertigo
DVD Release Date: 2012

Studio: Universal
Cinematographer: Robert Burk
Format: DVD  
Usage: Excerpts
Title: Skyfall
DVD Release Date: 2013

Studio: MGM
Cinematographer: Roger Deakins
Format: DVD  
Usage: Excerpts
Title: An American in Paris
DVD Release Date: 2010

Studio: Warner Home Video
Cinematographer: John Alton
Format: DVD  
Usage: Excerpts
Title: Seven Samurai
DVD Release Date: 2006

Studio: Criterion
Cinematographer: Asakazu Nakai
Format: DVD  
Usage: Excerpts
Title: Children of Men
DVD Release Date: 2007

Studio: Universal Studios
Cinematographer: Emmanuel Lubezki
Format: DVD  
Usage: Excerpts
Title: Tree of Life
DVD Release Date: 2011

Studio: Fox Searchlight
Cinematographer: Emmanuel Lubezki
Format: DVD  
Usage: Excerpts
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