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OVERVIEW OF MULTI-MEDIA COURSE DOCUMENT

Purpose of Course

Student Behaviour – Goals

Assessment, Reporting, Feedback to students/Parents, Closure, Sense of Achievement

Evolution of Course

Skills:

· Hardware

· Software

· Intellectual

· Creative

· Procedural

· Security Knowledge

How to Most Effectively Manage the Course - Tasks, Projects, Challenges set for students.

PURPOSE OF COURSE

To stimulate creativity & enjoyment. 

To provide tools, awareness and possibilities.

To understand various media: static & moving graphics, sound, patterns, colours, textures, 2&3 dimensional, and how all of these can be used to create alternate realities.

To appreciate the creative works of others and to create products that are uniquely our own.

To express various emotions through a variety of media both alone and in combination.

To communicate a message independent of language.

To gain skill in using various technologies, both h/w & s/w.

To de-construct, analyse, then re-construct deductively.

To appreciate audience empathy and the reality for an audience of perception and conception.

STUDENT BEHAVIOUR – GOALS

Emotions – excitement, pleasure, interest, enthusiasm, curiosity, willingness to experiment, suspense of judgement, persistence, courage, purposefulness, self-discipline, self-motivation.

Transference of skills.

Courtesy, honesty, helpfulness, respect for others.

Continuity, consistency across sessions, ownership of equipment & outcomes.

Music while you work is ok, email etc is not ok.

ASSESSMENT, REPORTING, FEEDBACK TO STUDENTS/PARENTS, CLOSURE, SENSE OF ACHIEVEMENT

Provide a clear set of tasks – some specific & some creative, some quick & some long-term, some closed & some open.

Students have each week two periods in class. They need to accumulate an additional 40 minutes in own time using school equipment or at home, and to keep a record of that.

EVOLUTION OF THE COURSE.

Have a few definite themes, but be prepared to follow what seems to interest the students.

Allow students to make special requests and attempt to incorporate the better ones into the course.

Do a few things really well rather than many things shallowly.

HARDWARE SKILLS.

Scanner

Camera – still & video

Techniques for taking good photographs

CDROM burner

Firewire, VCR, Digital Projector, TV

Microphone

Removable HDD

Printers

SOFTWARE SKILLS

Irfan View

Paint

PSP

Animator

Draw

Wave Editor

Video Factory

Sonic Foundry

Nero/InCD

Win Explorer

Windows

File Types – strengths & weaknesses of each

INTELLECTUAL SKILLS

Technology Cycle

Problem Solving

CREATIVE SKILLS

Structure, Templates, Layout

Shape & Line

Brightness, Contrast

Shadow & Perspective

Colour & B/W & Greyscale

Apparent Movement

Juxaposition

Drama (intro, body, resolution)

PROCEDURAL SKILLS

Planning & Testing

Frequent saving

Backups

Output-based planning

Networking procedures & limitations

Folder Tree Creation & Use

File-Naming.

SECURITY SKILLS & KNOWLEDGE

Risk assessment

Disaster prevention

Viruses

Failures in H/W or S/W

HOW TO MOST EFFECTIVELY MANAGE THE COURSE -

TASKS, PROJECTS, CHALLENGES SET FOR STUDENTS.

· Set students tasks that will capture their interest and challenge their imaginations. 

· The tasks should demand skills not yet possessed by the students but create in them a need for these skills so that they will acquire them purposefully: “pull-learning rather than push-learning’.

· The final major project should involve Video Production and provide a natural culmination of the many various skills & techniques acquired by the students. It should have a set time duration of 3 minutes exactly, and include video, still photography, drawing, sound effects, emotion, non-verbal communication, drama, image manipulation etc.

· The course should end with a Presentation Evening to which the student’s parents are invited and involve the screening of all major projects (one per student).
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