MT. DIABLO UNIFIED SCHOOL DISTRICT
COURSE OF STUDY

COURSE TITLE:
Multimedia I



COURSE NUMBER: 9122


CBEDS NUMBER:
5730


DEPARTMENT: Career Tech and Visual and Performing Arts




LENGTH OF COURSE: Year long


CREDITS PER SEMESTER:  5 credits
GRADE LEVEL(S):
10th


REQUIRED OR ELECTIVE: Elective

PREREQUISITES:

Required - None
Recommended - None


BOARD OF EDUCATION ADOPTION: 
COURSE DESCRIPTION:  Multimedia I is a one-year course that introduces 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 beginning level graphics, design, film and audio. Students will: begin to manipulate photography and other raster graphics; model basic objects in three-dimensions; shoot and edit basic film projects; plan, create and produce beginning digital audio projects; begin to create illustrations; design, stylize and manipulate text for print or digital distribution. Throughout the course, students develop as graphic designers, filmmakers, artistic collaborators and visual storytellers.  

COURSE PURPOSE: Multimedia I is a beginner 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 I, students will demonstrate proficiency in manipulating graphics, graphic design, three-dimensional modeling, film production, and audio production. Thus students who take this course are beginning to explore art technology career pathways such as graphic design, audio production, 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 I
· Unit 1: Digital Imaging, Graphic Manipulation & Appropriation
Students work to be able to manipulate raster-based images in various ways. Students will use computer software (like Photoshop) as an art creation tool. Students will combine, modify, correct, enhance, alter, reshape and otherwise refine raster-based images to create new meaning. Towards the end of the unit students will begin to add effects to images from scratch (only using Photoshop tools and without bringing in a second image). They will also learn how to manipulate and use typography to achieve different effects. While the bulk of beginning Photoshop skills is in manipulating pre-existing images -- the focus is on appropriating and re-imagining those images to produce entirely new pieces of art. As such students will examine artists (Andy Warhol and Banksy) who use appropriation as the defining force of their artwork. Additionally students will watch Exit Through The Gift Shop and be asked to consider how repurposing modern day iconography can create politically charged artwork. 

· “f” Art Academic Topics

· Students will develop visual arts and perceptual skills. This unit focuses on building creative problem skills using design principles (unity, balance, rhythm, emphasis, etc.) and art elements (texture, space, line, shape, form, etc.). 

· 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 2: 3-D Modeling: Form and Function
Students work to develop an understanding of how form and shape work together in three-dimensions. Students will use computer software (like SketchUp, 3D Canvas or Maya) as an art creation tool. In this unit the class will compare and contrast computer modeling to art sculpture. Students will discuss the purpose of functional and non-functional sculpture. Students will then practice 3D modeling by re-creating sculptures by artists like Constantin Brancusi, Henry Moore and Alexander Calder. Students will then work to recreate traditional (Arts & Crafts, Victorian, Italian Renaissance, etc.) and contemporary (Frank Gehry, Frank Lloyd Wright, Charles & Ray Eames, etc.) architectural style. This course will finish up with a written and verbal consideration of the basic differences between analogue and digital media. 

· “f” Art Academic Topics

· Students will analyze the art elements, design principles and impact of media. This unit focuses on furthering student use of creative problem skills by responding to historical, traditional and contemporary art styles. As such this unit is meant to contextualize electronic media and to understand new technology as another stylistic tool.

· 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: animators, rendering designer, special effects coordinator, development artists, fine artists and effects coordinator. By the end of the unit students will know and use the relevant professional skills (geometrical and technical understanding of shape and form, compression, textures, positive and negative formations) and vocabulary (chamfer, coincident, collinear, concentric, constraint, fillet, horizontal, isometric, mockup, model, polygon, specification, perspective, plane) 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: Audio Production: Creating Tone & Mood with Audio
Students work to develop audio for the purpose of supporting and augmenting visual art. Students will use computer software (like GarageBand or Logic) as an art creation tool. In this unit students will critically watch, discuss and write about short films in which sound is a crucial storytelling tool (Paperman, Cufew and Henry). The focus of the unit is on understanding aural input/output as another tool of perception that can be used in the production of art. As art historian William Hellerman said, “hearing is another form of seeing.” Sound, after all, has the capacity to create meaning and art just as much as any other medium. In this unit, students will learn how to use computer software and equipment (microphones, audio interfaces, keyboard controllers and other audio accessories) to record emotive song loops and voice overs that will focus on aural compositional harmony. Students must specifically understand the way dominance and subordination work in sounds. To fully tie this unit to visual arts learning, students will complete digital artwork to visualize each audio-work that they create.

· “f” Art Academic Topics

· Students will create a song composition informed by art elements and design principles. More specifically, they will focus on creating an expressive composition that focuses on dominance and subordination.

· 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: sound technicians, audio effects coordinators, audio artists, and audio engineering. 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 4: Film Production: Telling a Video Story
Students work to plan, shoot and produce film projects. Students will use computer software (like iMovie or Final Cut) as an art creation tool. In this unit students will focus on creating short and simple video projects that tell a story. Students will watch a movie (The Incredibles and/or 3:10 To Yuma) to discuss film’s capacity to convey meaning. Students will learn how to write a three-act movie, storyboard, plan production, film and edit. By the end of this unit students will have completed a ten minute short film that has a three act structure.

· “f” Art Academic Topics

· Students will create an expressive short movie that considers trends in film history and visual arts. Students will consider art elements and design principles in the way they set up shots, lighting and other production decisions.

· 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 (filming, editing, producing) and vocabulary (A-roll, B-roll, codec, render, skimmer, timecode, playhead, workflow, contiguous, snapping) 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: Integrating Multiple Branches of Multimedia
Students work to use the skills learned in units 1-4 in a video project in which students will tell the story of their families’ history. Throughout the unit students work to plan, execute and produce a short film utilizing all skills acquired throughout the course. The focus of this unit will be on how multimedia skills can be combined to produce professional quality artwork. 

· “f” Art Academic Topics

· Students will create individualized digital stories in order to convey the way cultural influence has impacted their own story. Students will focus on telling an expressive story that visually conveys information, emotion and events. To accomplish these visually expressive stories students will need to take advantage of composition, repetition, hierarchy, subordination, and other video/audio effects.

· CTE- Art, Media & Entertainment Topics

· Use of the software and equipment in this unit will prepare students for work in the media careers covered in units 1-5. 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 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: Beginning Illustration: Conveying Meaning Simply
Students work to learn basic vector-based illustrations. Students will use computer software (like Adobe Illustrator) as an art creation tool. In this unit student’s work to build objects out of basic shapes, manipulate shapes, and draw using technology. More to the point, students must utilize the art elements and design principles to craft illustrations that are simultaneously simple, aesthetically pleasing and packed with meaning. 

· “f” Art Academic Topics

· Students will solve visual arts problem using simple lines and shapes and must show progress in their understanding of the elements of art and principles of design. Students will prepare a portfolio of their illustrations to reflect the refinement of their artistic problem solving skills. 

· 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 7: History of Graphic Design
Students are asked to begin their exploration of using space, type and image. In this unit students use reference materials and online materials to research, emulate and imitate various stages in the history of graphic design. Throughout the unit students are asked to consider the ways space, type and image can produce different tones, mood, value, and meaning. Students are asked to discuss and write about how different periods in graphic design have affected readability, legibility and meaning of visual communication.

· “f” Art Academic Topics

· Students will take on the role of an art critic and historian so that art history can better inform their own art. Students will study various time periods of graphic design to better articulate how social, economic and political context can influence art production and history. Students will also begin working on their formal analysis skills. Students will take on the role of art critics to discuss the visual qualities of both professional work and other student work.

· CTE- Art, Media & Entertainment Topics

· This unit will prepare students for work in the media careers such as: art historians, curators, illustrators and graphic designers. By the end of the unit students will know and use the relevant professional skills and vocabulary.

· Unit 8: Beginning Graphic Design
Students work to learn and practice basic graphic design and to communicate the meaning of text through the use of space, type and image. Students will use computer software (like InDesign and Photoshop) as an art creation tool. This unit provides a beginning understanding of how to see, evaluate and interpret information through projects such as posters, book jacket covers, magazine spreads, package design and flyers. The students will respond to, analyze and make judgments about form, content, technique and purpose in works of art as evidence by the creation and evaluation of portfolios.

· “f” Art Academic Topics

· Students will continue to develop 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 appropriate messages. These visual messages correlate to the meaning of the text that they communicate. Students are encouraged to explore formal possibilities while developing work that communicates an intended message, resulting in work that is meaningful and engaging. 

· 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 9: Legacy of Imperialism
In this unit, students will complete graphic design, film production and photo manipulation in the service of a business plan (completed in their English and History classes). The business plan profiles an African country and proposes a project to improve living conditions in that country. Students will design the entire plan, film a public service announcement, create a poster of their country and create promotional material.

· “f” Art Academic Topics

· Students will create works of art that communicate cross-cultural themes inspired by historical events.  Moreover student art work will constantly be informed by historical and cultural art from their designated country. 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. Moreover, students must also create a public service announcement that persuades viewers to get involved.

· CTE- Art, Media & Entertainment Topics

· Students will create visual communication tools in a business environment. 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 of the art form. Students will also be exposed to many of the policies, procedures and norms as expected in the art form.
KEY ASSIGNMENTS:  Unit 1: Digital Imaging, Graphic Manipulation & Appropriation

· Visual Oxymorons: Students combine photographs to create a visual representation of an oxymoron. Students will be graded primarily on the effective composition created by their final product. Students will also be graded on appropriate use of Photoshop tools and their attention to detail in combining images.

· Using Juxtaposition to Tell A Story: Students will work to demonstrate their understanding of effective use of “contrast” as a principle of art. Not only should students create an intriguing visual disparity but their work should also tell a story. Students will be encouraged to use well known stories (Aesop’s Fables, Fairy Tales, etc.) for inspiration.

· Correcting and Enhancing Digital Photographs: In this series of assignments students will be given a variety of photographs to manipulate/appropriate. Students will be tasked with changing the meaning of the photograph by correcting or enhancing the subject matter. When crafting a new artwork out of previous work, students must demonstrate their understanding of a principle of design or element of art. For example, students might change the location of an object to emphasize the proportions of change the balance of the composition.

· Adding Effects From Scratch: In this assignment students must take a photograph and change the meaning by adding an effect (lighting, fire, water, reflection etc.) from scratch. That is, students must create the effects using only Photoshop, without manipulating a pre-existing photo. Students will be graded on the believability of their effect, their attention to detail and whether they successfully managed to change the meaning of the photograph.

· Exit Through The Gift Shop Essay: Students will watch Banksy’s self-referential documentary and will respond both visually and verbally. Students will first complete a short essay in which they pick one of Banksy’s artwork and discuss the way his appropriation repurposes meaning in a socially powerful way. Students must consider the way Banksy’s art takes advantage of modern iconography. Students will then be asked to design their own ‘Banksy’ artwork by using existing imagery to make a statement.

Unit 2: 3-D Modeling: Form and Function

· Model Abstract Non-Functional Sculpture: After studying abstract sculpture students will model their own abstract shapes on the computer. Students will also need to complete a written report explaining their artistic decisions about composition and balance. Students will then complete the assignment with a peer critique session.

· Model Functional Traditional Architecture: After studying an array of traditional architecture, students must complete a model of one of their historical case studies. Students will need to make decisions about how to put shapes together and how to best signify the original materials.

· Model A Meaningful Place: Students must use the skills learned in the unit to model a place that has meaning to them. Students will take photographs of a building or site that has some meaning to them and will model it. Students will demonstrate their capacity to mimic reality and use modeling software to express themselves.

Unit 3: Audio Production: Creating Tone & Mood with Audio 

· Creating Song Loops: Students will use stock, public domain instrumentals to compose songs as background music for video art. The emphasis will be on achieving a unified emotion in the song that will eventually complement a visual artwork.

· Create 2-3 Minute Song: Students will use various tools, instruments and microphones to record a song that focuses on subordination and dominance. The song must include a chorus, bridge and hook. Like the previous assignment, the focus is on achieving a harmonious emotional resonance that will eventually serve as the backdrop to a visual story.

· Audio Artwork: For each of the above assignments, students will also need to complete a corresponding or interdependent piece of visual artwork. Students will need to find a way to visually represent the composition of their sound-artwork. For example, when students focus on subordination and dominance in their 2-3 minute song they must represent that subordination and dominance in their artwork.

Unit 4: Film Production: Telling a Video Story

· One Minute Story: Students will be given a quote, a piece of music and the goal of making a one minute video that fits it all together. Students must work to achieve a sense of unity and a clear harmonious concept. This assignment is meant to give students a chance to try their hand at film editing for the first time. Students must demonstrate their ability to use film as a form of self-expression even when the tools at their disposal are not their own making.

· Ten Minute Film: Students will write and storyboard a ten minute movie. These movies must include the songs they made during Unit 3. Students will be graded based on their use of a three-act structure, production quality, audio quality, editing and cohesion. At the end of the assignment students will participate in a critique in which the class watches the films and then discusses the strengths and weaknesses. 

Unit 5: Integrating Multiple Branches of Multimedia

· Histories of Our Families: Students will research their own history to be the basis of a short film. Students will conduct and record interviews with family and friends. Students will collect photographs and other historical documents for their aesthetic value and artistic resonance. Students will have to use skills from units 1-4 and find a way to best tie together the many artifacts they collect into a cohesive short film. 

Unit 6: Beginning Illustration: Conveying Meaning Simply

· Creating a basic animal: Students will use basic shapes to create a cartoon-style animal of their choice (examples include: bear, cat, monkey … etc.). Students must demonstrate their capacity to create a stylized representation of something very recognizable. Students are encouraged to find ways to represent simply-- that is, students must find a balance between detail and simplicity.

· Illustration and Coloring: Students will create an illustration without black lines and only using planes of color to represent shape and form. Students must demonstrate their understanding of color theory and the way various combinations of color have various effects.

· Logo Design: Students complete written assignments profiling logos they think are effective. Students must characterize what makes an effective logo before they can attempt their own. Then students will complete a logo in an pre-assigned style for a fictitious company and client. Students must demonstrate a working knowledge of how to manipulate the elements of art and principles of design to convey meaning simply.

Unit 7: History of Graphic Design

· Research Paper: Students conduct research using reference books and online sources to identify the cultural and historical context of a chosen graphic design era. Students must demonstrate an understanding and appreciation for the way context defines art.

· Historical Design: Students emulate their chosen graphic design era by choosing modern subject matter. Students may design materials like a poster, a book cover, a postcard in their chosen style. 


Unit 8: Practicing Design

· Book Jacket: Students use space, type and image to redesign the book jacket of a book they have read. Students must demonstrate an understanding of the principles of design-- especially balance and white space. Students will be graded on their ability to visually convey the message of the book in an interesting, eye-catching and balanced way.

· Fliers: Students practice creating visual advertisements by creating a flier for a school event. Students must use space, type and image in such a way as to demand attention and entice the viewer’s interest. Students must demonstrate an understanding of the principles of design-- with particular attention to the way emphasis and rhythm can attract attention.

· Magazine Spread: Students must use space, type and image to create the layout of a magazine spread for an article on any subject they choose. Students must demonstrate an understanding of leading, kerning and typography basics that improve readability.

Unit 9: Legacy of Imperialism

· Business Plan: In this assignment student-groups must design a booklet to support a proposal to improve living conditions in a country negatively impacted by imperialism. After writing the components of the plan in their English and History courses, students will design a booklet inspired by their assigned African country’s culture and history. Students must study appropriate artwork and cultural heritage. Students must use space, type and image in a readable and interesting way to make their proposal interesting.

· Marketing Material: Student-groups must use photographs, typography and space to design a marketing plan for their proposed organization. Students will also incorporate a commercial or public service announcement. Students must demonstrate a capacity to integrate all skills learned in the course in an authentic problem solving environment.
· Presentation: The project culminates in a presentation before a panel of professional judges. Student-groups must design a presentation that best represents their business plan. Students must demonstrate confidence in public speaking and must be able to present their findings without the help of cue-cards. Students will receive their final grade based on their score on the business plan and the judges’ scores. The top three teams will be considered “funded.” In short, this culminating assignment is an opportunity for students to practice their creative problem skills in a competitive and professional environment
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 I 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 Banksy, studying graphic design history and analyzing logos. 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 1 students will watch Exit Through The Gift Shop and be asked to respond to Banksy’s artistic appropriation in their own way. In the Unit 2 students are asked to study nonfunctional and functional sculpture. In one assignment they must find inspiration from their case study. In another assignment they must strive to duplicate the work in another medium. In Unit 9 students must research historical artwork from an assigned African country. They must define what makes the artwork culturally significant and impactful and find inspiration to use in their own design. In short, students are consistently expected to express their perception of artwork in various ways.
CREATIVE EXPRESSION:  Multimedia I 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 manipulation, illustration, audio, film, 3-D modeling and design. While some of these mediums inherently use others work, the emphasis of the course is on using existing material to create entirely new and self-defined meaning. In Unit 1 students must create new meaning by juxtaposing and manipulating pre-existing photographs. In Unit 3 and 4 students must use film, audio and screenwriting together to create a coherent single message. In Unit 6 students will be tasked to find a way to express their individuality by using a cartoon-style. Lastly in Units 7-9 students must find ways of communicating the message of text and imagery using design.
HISTORICAL and CULTURAL CONTEXT: Multimedia I consistently asks students to deepen the quality of their artwork by understanding the historical contributions and cultural dimensions of the graphic 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 2 students study functional and nonfunctional sculpture and must find a way to visualize their response. In Unit 7 students study the history of graphic design: each student will pick an artist or era to study. Students will have to analyze how the artistic choices of their chosen era were influenced by the context in which it was created. In Unit 9 students will create layouts and promotional material for the Legacy of Imperialism-- all influenced by the historical artwork of their assigned country.
ASTHETIC VALUING:  Multimedia I provides many opportunities for students to make critical assessments about various forms of artwork. Throughout the course, students have structured group discussions about artwork. In Unit 1 students will consider artwork by Andy Warhol and Banksy. In Unit 4 students will analyze and respond to the short and long films shown (Curfew, Henry, Paperman, The Incredibles & 3:10 To Yuma). In Unit 6 students will gather illustration styles that they admire and will discuss the strengths and weaknesses of each style. In Unit 7 students will have ample opportunity to scrutinize the history of graphic design and discuss why artistic decisions were made. Moreover, students will also participate in regular student critiques of their own work. In these class discussions students will point out both strengths and weaknesses and try to pinpoint the root of artistic decisions. The purpose of any opportunity for aesthetic valuing is for students to analyze artistic choices to refine their own aesthetic judgment.
CONNECTIONS, RELATIONSHIPS, and APPLICATIONS:  Multimedia I 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 I creates a foundation for students to build a media career. Students are prepared for careers in areas like graphic design, illustration, audio production, film production and marketing. As the course is designed to work within an academy, students are consistently asked to bring in their understanding of English and History topics. This is especially evident in the course’s biggest projects. In Histories of Our Families, students must find a way to craft their history into a written story and then create a film around the story. In Legacy of Imperialism, students must use their knowledge of historical colonization and its modern effects to create a project proposal, for which they must then complete graphic design and filming.
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 & Excerpt (p. 13-47)

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

Film & Sound
Title: Exit Through The Gift Shop

DVD Release Date: 2010

Studio: Oscilloscope Laboratories

Director: Banksy

Format: DVD  
Usage: Entire film 
 


Title: Paperman

Release Date: 2012

Studio: Disney

Director: John Kahrs

Format: iTunes download

URL Resource(s): https://itunes.apple.com/us/movie/paperman/id601669104    
Usage: Entire film 
 


Title: The Oscar Nominated Live Action Short Films 2013

Release Date: 2013

Studio: Shorts International

Director: Bryan Buckley, Shawn Christensen, Yan England, Sam French, Tom Van Avermaet

URL Resource(s): https://itunes.apple.com/us/movie/oscar-nominated-live-action/id599310733

Usage: Henry & Curfew


Title: The Incredibles

DVD Release Date: 2005

Studio: Disney

Director: Brad Bird

Format: DVD  
Usage: Entire film 


Title: 3:10 To Yuma

DVD Release Date: 2007

Studio: Lionsgate

Director: James Mangold

Format: DVD  
Usage: Entire film 


Histories of Our Family Project
Title: Trek Earth

Copyright Date: 2012

Publisher: Trek Earth

Author(s): Various

URL Resource(s): http://www.trekearth.com/ 
Usage: Reference

Title: Google Images

Copyright Date: 2012

Publisher: Google

Author(s): Various

URL Resource(s): http://images.google.com/ 
Usage: Reference

Title: Digital History

Copyright Date: 2014

Publisher: Digital History

Author(s): Michael Ray

URL Resource(s): http://www.digitalhistory.uh.edu/multimedia/digital_stories.cfm
Usage: Reference

Committee Members:

1. Liane Cismowski, Principal, Mt. Diablo High School
2. Katalina Gallo, Digital Safari Academy Teacher

3. Heather Fontanilla , Digital Safari Academy Lead Teacher & History Teacher

4. Josie Kirkland,  Digital Safari Academy & Interactive Design Teacher
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