
BOSSLEY PARK HIGH SCHOOL


Industrial Technology: Multimedia technologies
Teaching and learning program


Stage 6

Year 12 HSC Course

	Stage 6 Industrial Technology Multimedia Technologies Focus Area HSC course

	During the HSC program, approximately 2/3 of the time is allocated to the Major Project. This is predominantly student directed learning with mentoring by the teacher. Students develop their time and action plans early, a separate production time plan which is their guide for the majority of terms 2 and 3. Planning is expected to be finished by the start of Term 1 of Year 12. Materials to construct the multimedia product should also be understood and selected at this time. Term 1 of Year 12 is the development of these resources and the development of the structure of the multimedia product from start to finish. 1/3 of the time, 2 of 6 (40 minute) periods per week should be allocated to ‘associated theory’ but this should always be delivered in the context of the industry and of the project.


	Project context
	Outcomes
	Overview of content/Teaching strategy and resources

	Phase1: Major Project

Duration: 4 weeks
Year 11 Term 4 to Year 12 Term 3
Statement

Students finalise statement of intent, establish reasons, quality criteria and overall planning.  View HSC year calendar.  Syllabus, ARC at OBOS,  www.hsc.csu.edu.au
Software used:

Word, Excel, Gantt Project, MSProject, Publisher.

Free alternatives: Open Office, Gantt Project, Serif Page Plus. 

TASK: Oral presentation due week 8 of Term 4, Year 11.
	
	H3.1
demonstrates skills in sketching, producing and interpreting drawings

H3.2
selects and applies appropriate research and problem-solving skills 

H3.3
applies and justifies design principles effectively through the production of a Major Project

H4.2
explores the need to outsource appropriate expertise where necessary to complement personal practical skills

H4.3
critically applies knowledge and skills related to properties and characteristics of materials/components

H5.1
selects and uses communication and information processing skills

H5.2
examines and applies appropriate documentation techniques to project management

H6.1
evaluates the characteristics of quality manufactured products

H6.2
applies the principles of quality and quality control

These are the in school assessed outcomes.
	· Equipment audit.  Skills Audit.  What resources are available?  Time, Finance, Human, (outsourcing?).

· Investigate, evaluate and document at least six products of multimedia development. Conduct a PMI on these, one per portfolio page.

· Discuss surveys and their appropriateness in establishing the needs of a client or target market group.

· Discuss and demonstrate appropriate documentation methods of various aspects of a multimedia project development.

· Indicate the range of communication techniques available.  

· Complete Project management timeline as an overall plan and a specific production plan.

· Refresh the multimedia design process, functional first using placeholders for text and graphics and then add the artwork and the text. Structure first, pretty stuff later.

· Activities to develop understanding of the elements/materials that multimedia is constructed from.  Text, images/graphics, audio, video, animation,. 

· Oral presentation of research so far.  Can be videoed for marking purposes as a communication method.




	Week
	Students learn about
	Students learn to 
	Teaching strategy and resources

	1
2


	Phase 1: Major Project, Statement

Intellectual property and ethics

copyrights and multimedia

ethical use

ease of copying, manipulation and incorporating multimedia objects

Design, management and communication
application of design principles in the production of the Major Project:

· research

design development 

sketching and idea generation

prototyping, modelling and testing

production and working drawings

quality and ongoing evaluation


	consider legal and ethical issues in the development of multimedia presentations

use computers, associated materials and accessories safely and responsibly

· explain and justify decisions made during the designing/modifying and planning stages of the Major Project

· refine skills in interpreting and creating drawings relevant to the Major Project

· prepare all necessary sketches and working drawings required for the production of the Major Project

· author a multimedia Major Project


	Revisit ‘All my own work’ http://amow.boardofstudies.nsw.edu.au/ and students browse the websites below to document their own accurate definition of Intellectual Property, Copyright and the difference between legal, ethical and appropriate use of multimedia elements/ materials:
http://www.ipaustralia.gov.au/ 

http://www.dbcde.gov.au/home/intellectual_property 

http://www.copyright.org.au/ esp. Copyright in Australia: an introduction
Investigate the safe use of computers at, http://www.griffith.edu.au/hrm/health_and_safety/content_safe_use_computer.html  and review the posters in the Multimedia room regarding possible consequences of long term use. Become familiar with appropriate language conventions regarding the safe use of computer equipment. Especially regarding excess use, eye strain, RSI and neck and back problems.

Task presented Oral Presentation of Major Project progress due week 8. Clarification of assessment criteria and opportunity for students to ask questions.

All students commence their HSC Major Project. An A3 portfolio needs to be presented with a Statement of Intent, overall time plan, in calendar, diary, Gantt chart or PERT chart. These are drafts at this stage.

This Statement of Intent should specify design direction, a vision for what the product could be and a statement as to the motivation for the project. If students are struggling to finalise their intent, the following are suggested:
· Design for someone else, a sports club, the family, an employer.

· Design for a faculty in the school to create an educational product.

· Design for another subject, e.g. design an Art Gallery for Art, a game for history etc.

Week 2 is considered the absolute deadline. At that stage students have had 6 weeks to come to a decision and may be considered as not meeting subject requirements.



	
	selection of appropriate materials, processes and resources

development of time and finance plans


	select and competently use a range of input and output devices, printers, cameras and scanners in the production of the Major Project

investigate and use a range of multimedia components in the development and publishing of the Major Project

competently plan all processes and stages required to complete the Major Project
apply principles of design in the planning and production of the Major Project


	Teacher discusses statement of intent with each student. Students discuss and share statements with others in the group. (A for L)

Essential reminder to revisit the Multimedia design process.

Statement of Intent, Brief, Investigation, Research, Idea Creation and refinement (storyboarding), development, testing, creating the structure from start to finish and completing as much as possible the functional aspects of the product using place holders, Alpha and Beta testing, integration of media (Images, Sounds, Animations, Video and Text), Evaluations on going and final. Publication and distribution.

Sketching and annotating storyboards. Teacher feedback and discussion. 
(A for L)

Research for the development of the project including detailing time lines and production time lines.

Detailed timeline for the whole project should be finished by now. Review and feedback to students. (A for L)

Investigate the design principles used in existing projects/products.

Documented review of at least six existing solutions/products/web sites.

General discussion about the range of software that should be used in multi media, emphasis on the meaning of this term.

Discussion and clarification of expectations of an HSC major project, viewing of previous year’s portfolios. 

Discussion of presentation skills required for Oral Presentation and revisit of assessment criteria for that task.


	3


	Major Project

· appropriate software relevant to the Major Project in the areas of:

· authoring

· publishing

· sound creation/ capture/editing

· image creation/ capture/editing

· video creation/ capture/editing

· text creation/ capture/editing

animation creation/ capture/editing

· 2D/3D drawing
documentation 

online help and manuals 

user documentation 


	produce storyboards to plan presentations and the Major Project

solve problems through accessing and using online help and manuals 

produce multimedia elements, identify scope of authoring software, produce and evaluate prototypes 


	Students learn to be better Internet searchers by reading the Help at Google and Yahoo. Use of better quality search strings will produce better results. Students are encouraged to provide HELP for their major project via a web site or by creating help documentation as a link within their application.



	4


	Multimedia elements

Text

· fonts: 
serif, sans serif, decorative

· formatting: 
bold, italics, underline, alignment, indents, bullets, numbers, size, colour, stroke and fill, headings, subheadings, formatting paragraphs and documents pagination
Graphics

graphic images: vector, bitmap

resolution: image size, colour depth, binary digits (bits), eg 8-bit, 16-bit, 24-bit

file size: in relation to screen size and colour depth

file formats: TIFF, BMP, PCX/PICT, JPEG, GIF, PNG

importing images: clip art, screen capture, scanning

graphics tablet

cameras

· still

· video

image libraries

stock photographs

object layering: text, other images,
 image enhancements: 

filters, special effects, anti-aliasing, 
image manipulation: 

stretch, skew, rotate, 
colour adjustment


	investigate and competently use a range of suitable software in the creation, editing and publishing of the Major Project

apply a wide range of industry terminology, techniques and processes 

prepare documentation to support the development of the Major Project

obtain, modify and use a range of pre-existing components 

obtain, create and modify images, sound and text

compose camera shots and operate still and video cameras

utilise the features of a range of storage devices

identify requirements of memory, processing speed, storage and peripherals to complete Major Project
	Use textbook, Internet and Moodle tests to reinforce definitions and applications of the multimedia elements of text, graphics, audio.

Students create template for storyboards, A4, photocopy to A3 in multiples for each student to commence sketching.

Students produce text, graphics and audio from scratch.

Discuss basics of font design including leading and kerning. See Text.

Students create notes from Internet search.

http://graphicdesign.about.com/od/graphicdesignbasics/u/design_basics.htm 

Use Flash to reinforce concept of Vector Graphic versus Bit Mapped graphic types. Discuss appropriateness of the use of each. Introduce / refresh ethical use and copyright issues. Visit the GNU license. 

Students use an existing graphic and save it from PaintShop Pro, as TIFF, BMP, PCX/PICT, JPEG, GIF, PNG. Keep resolution and pixel sizes the same. Close and open each file and view. Make comment about quality in a word processed document, add the graphic as a reference. Use Explorer to find the folder where the graphics are saved and check the file sizes, record these in the document in a table. Include colour depth, pixel size, screen size, print size relationship in the discussion.

Teacher demonstration of graphics tablet, available for student use and borrowing. Teacher makes students aware of Adobe Copyright free image collection (stock), Clip Art libraries for personal use and copyright infringement of using internet images.

Students use and understand the use of digital video, analogue video, and still, analogue (and scan) vs digital still photography.

Students scan a magazine image at high resolution and scan a photograph from film at the same resolution, to understand the printing process. Layer the two images and apply blends and merge filters. Use Filters and Auto correct to enhance the overall image.

Layer Bitmap text onto the image as a title, zoom in and check anti aliasing to see the effect. 

Use the deformation tool to stretch, skew (perspective) parts of the image.

Adjust colour and investigate Gamma Correction. 

Students learn to back up their work with a copy on the Server in their home directory, a back up on hard drive of local machine, a back up to USB drive and a CD/DVD copy. Portable Hard drive demonstrated and priced at online computer store.

Develop a specification for a Computer for Multimedia, my ideal PC, if possible, compare to that designed in Year 11. Identify core and peripheral devices.

	5


	Audio

sound waves: analogue and digital wave patterns 

volume, frequency

mono/stereo/surround sound

converting analogue to digital sound

sampling: sample rate, sample size, 8-bit, 16-bit

relationship to file size: file compression

file formats: WAV, AIFF, MP3, WMA , MIDI

Video

video types: analogue, digital

file size considerations: frame rate, image size, colour depth

video compression: lossy, lossless

image quality

software

video players

file types: MPEG, avi, MP4

video editing: 

import/export

transitions

titles

special effects, eg: twisting, zooming, rotating, slow motion, time lapse, distorting
synchronising sound

filters: 

colour balance

brightness

contrast

blurring

morphing

	
	Investigate what sound is at www.howstuffworks.com
Use Audacity to record an analogue sound by microphone, discuss sound studios and clarity. Sketch a sound wave and explain the process of sampling and conversion to digital. Discuss 8 bit and 16 bit. Save the file in different bit rates, sample rates and sample sizes, and in different formats, compare quality and file size. WAV, AIFF, MP3, WMA.
Discuss the use of MIDI.

Use these graphics, text and sounds to create a simple publication and take it through to publication and distribution to CD. Create a CD package. Including install instructions. Add this to research portfolio.

Teacher demonstration of video editing and exporting. Students encouraged to capture video and save using different frame rates, sizes and depths. A discussion of the more common codecs should occur: Microsoft, DivX, Quicktime, RealMedia, H264.

http://en.wikipedia.org/wiki/Video_codec 

http://www.codecguide.com
Students experiment with Morphing Software. http://www.xiberpix.net/  sqirlz morphing software.

Teacher demonstration and opportunity for students to edit and produce a video for home using MovieMaker, Adobe Première. 



	6

7

8 
Term 3 
Year 11
	Animation

2D animation

cel animation (stop motion, claymation)

path animation

behaviour animation

morphing and tweening

frame rates

transitions

looping
3D animation

modelling

wire frame

rendering

morphing

warping

motion capture
virtual reality

simulators

walkthroughs 
navigable scenes
	identify and discuss animation requirements, scope of 2/3D animation software

evaluate the characteristics and features of a range of animation techniques


	Students investigate and take notes on 2D animation. 

Some history of 2D from the history of Disney. Investigate stopmotionpro software. http://www.stopmotionpro.com/
Use Flash to create a path based animation. Understand key frames and tweening.

Use Blender to create a simple Camera path animation. www.blender.org 

Teacher directed lesson regarding VR, Simulators, Game Engines, sophisticated Architectural software, and online navigable images, e.g. A380 cockpit. 

Demonstrate XPlane flight simulator. 
http://www.x-plane.com/about.html 

Finalise work for Oral presentation, opportunity for feedback from teacher.

Oral Presentation task due. (A of L)


	Project context
	Outcomes
	Overview of content

	Phase 2: Major Project

Duration: 13 weeks

Over the Xmas break and up to week 8 of Term 1, Year 12.

Planning and development &
Study of Industry

Students develop the structure of their multimedia project.  This is done on paper and finalised before a computer is used to produce the product.  Use of analogy with a piece of furniture.  Structure before content.

Students then implement the design and develop it during weeks 1 to 8.

The project needs to be well underway by week 8 of Term 1, Year 12.

Software used:

Word, Excel, GanttProject, MSProject, PowerPoint, Storyboard Pro.

Free alternative is OpenOffice.

TASK, half course examination including 60% for Major Project progress and 40% for written examination.


	H1.1
investigates industry through the study of businesses in one focus area

H1.2
identifies appropriate equipment, production and manufacturing techniques and describes the impact of new and developing technologies in industry

H1.3 
identifies important historical developments in the focus area industry

H2.1
demonstrates proficiency in the use of safe working practices and workshop equipment maintenance techniques

H3.1
demonstrates skills in sketching, producing and interpreting drawings

H3.2
selects and applies appropriate research and problem-solving skills 

H3.3
applies and justifies design principles effectively through the production of a Major Project

H4.1
demonstrates competence in a range of practical skills appropriate to the Major Project

H4.2
explores the need to outsource appropriate expertise where necessary to complement personal practical skills

H4.3
critically applies knowledge and skills related to properties and characteristics of materials/components

H5.1
selects and uses communication and information processing skills

H5.2
examines and applies appropriate documentation techniques to project management

H6.1
evaluates the characteristics of quality manufactured products

H6.2
applies the principles of quality and quality control

H7.1
explains the impact of the focus area industry on the social and physical environment

H7.2
analyses the impact of existing, new and emerging technologies of the focus industry on society and the environment 


	· Structural, technical, environmental and societal considerations.
· Sketching skills, orthographic, pictorial, obliques, isometric and perspective.

· Tutorials specific to the statement of intent, treat as research, screen dump and annotate.

· Experimentation of concepts sketched in story boards.

· Students do not use the PC without first having written, sketched and annotated their documentation.

· Six  reviews of existing solutions for folio.

· Concepts of mass production, batch processing, and efficiency.

· Design principles, use this language to annotate and evaluate sketches, ideas, concepts and screen dumps.

· Outsourcing> Skills review. Do you need someone to help you?
· Text, audio, video, detailed understanding acquired.
· Workplace OHS, culture, legislation, equity, EEO, unions.

· Industry visit and associated task, extended response examination based on notes taken at industry visit.

· Historical development of multimedia, Internet/hardware/games /the future.

· New Technologies, Web 2.0, Engadget.com  Animation, Sports analysis technology, Converting Human movement to 3D characterization, Gollum in Lord of the Rings, view How it was made DVD.  How Monsters are Made DVD. Happy Feet the movie, how made, Motion Capture in Real Time.

· Half Course Examination including Major Project progress and written examination, 60/40.

· (A for L and A of L)
These are the in school assessed outcomes.


	Week
	Students learn about:
	Students learn to:
	Teaching strategy and resources

	9


	Phase 2: Major Project planning and development
Study of Industry
Structural considerations

· organisation 

· management (roles and levels)

· marketing and advertising

· production and efficiency

· restructuring

· quality control
	· identify the organisation and structure of businesses related to the specific industry

· identify structural factors/considerations that affect production, efficiency and quality control within the business studied
	Investigate a large multimedia company and draw up a chart of roles, responsibilities and links between them.
Discuss how this company may mange restructuring due to relocation or change in demand. How this business would manage quality control. 

What is efficiency in this enterprise? How could it be improved? What is the role of marketing and advertising in improving efficiency?

http://www.hsc.csu.edu.au/ind_tech/ind_study/ 
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	Technical considerations

· mechanisation 

· specialisation/ generalisation

· mass production

· automation

· new and emerging technologies


	· describe and evaluate the significance various technical factors/ considerations have in the efficiency and viability of the business studied


	Web quest definitions of efficiency, mechanisation, automation, mass production, specialisation generalisation and multiskilling. Debate and discuss.

Speculate about the future of technological solutions in this industry. Software robots and emerging multimedia technology, see www.engadget.com 

http://graphicdesign.about.com/



	Week
	Students learn about:
	Students learn to:
	Teaching strategy and resources

	Term 1

Year 12

Week 1


	Environmental and sociological considerations

alternative resources: 

power

material

processes

limitations

· recycling and reusing

waste management and minimisation

· pollution

· sustainable development

rehabilitation of commercial sites
legislative requirements:

local, state, federal

environmental studies 
location:

land costs and availability

transportation facilities

workforce

impact on surrounding population

resource availability

geographical factors

waste management


	· describe and evaluate the approaches to the various environmental and sociological factors adopted by the industry studied
recognise and evaluate alternatives to traditional industrial practice especially in relation to power and resource management
· discuss and justify the ramifications of legislative requirements on the development and sustainability of the industry

identify and describe how factors relating to location affect the viability and organisation of industry


	


	Week
	Students learn about:
	Students learn to:
	Teaching strategy and resources

	2


	Personnel issues

· industrial relations: 

· equity/EEO 

· unions

· group negotiated contracts

individual contracts

· career and training opportunities

· specialisation and multi-skilling

· roles of industry personnel

work practices

Occupational health and safety

· government legislation

· industry requirements: 

standards

policing

prosecution

risk assessment

· safety training and human factors

· workplace culture

· OHS communication


	· describe the personnel issues that relate to industry 

· identify government legislation and policies that ensure the employees’ rights and job protection 
· discuss the importance of OHS in industry

· identify government legislation and industry requirements that ensure a safe working environment


	School based resources for EEO and Unions, sourced from www.eeo.nsw.gov.au and www.actu.asn.au/ 
www.wo.gov.au 
http://www.hsc.csu.edu.au/ind_tech/careers/2463/IT_careers.htm
www.workcover.nsw.gov.au 
Industry visit or visit by a representative of a large (if possible) multimedia enterprise. Someone from management rather than a designer. Or both if possible. Visitor presents to both Year 11 and Year 12. Associated assessment task distributed. Students take notes about the Industry Study topics and how they apply to this enterprise. These notes will be used ‘open book’ to assist in answering a written examination in week 6. Questions are encouraged.




	Week
	Students learn about:
	Students learn to:
	Teaching strategy and resources

	3

4 to 8

Term 1 Year 12

Week 8

Half Course Exam
	Historical developments

the significant developments that have occurred in the focus area industry and how they have impacted on the industry as a whole, including:

manufacturing processes

materials
work practices
	· recognise how historical developments and practices have moulded the industry both positively and negatively
	History of the Internet, history of computers, historical aspects of computing and multimedia development. Students construct timelines for typography, Internet, computers, and computer games and extrapolate a timeline of significant developments in multimedia. Some discussion over the use of media by their peer group, their parents, industry and media. Investigate the concept of cloud computing. View videos. Michael Wesch web 2.0. and http://www.ted.com/index.php/talks/david_perry_on_videogames.html 

New Technologies in Multimedia. http://express.howstuffworks.com/gollum.htm 

Dedicated time to the production of the Major Project.

Week 6, written examination task on Industry Study. Outcomes
H1.1, H1.2, H7.1, H7.2,
Prior to half course exam spend time with QA and A revision.

Half Course Examination (A for L and A of L) assesses these outcomes.


	Project context
	Outcomes
	Overview of content

	Phase 3: Major Project: Production and evaluation
Duration: 11 weeks

Term 1, Weeks 9-10 and Term 2, Weeks 1 to 7.

Students finalise the production phase of the major project.

Software used:

Word, Excel, GanttProject

Free alternative is OpenOffice.

Assessment; Trial HSC examination. Includes 60% Major Project and 40% written examination.
	
	H1.1
investigates industry through the study of businesses in one focus area

H1.2
identifies appropriate equipment, production and manufacturing techniques and describes the impact of new and developing technologies in industry

H1.3 
identifies important historical developments in the focus area industry

H2.1
demonstrates proficiency in the use of safe working practices and workshop equipment maintenance techniques

H3.1
demonstrates skills in sketching, producing and interpreting drawings

H3.2
selects and applies appropriate research and problem-solving skills 

H3.3
applies and justifies design principles effectively through the production of a Major Project

H4.1
demonstrates competence in a range of practical skills appropriate to the Major Project

H4.2
explores the need to outsource appropriate expertise where necessary to complement personal practical skills

H4.3
critically applies knowledge and skills related to properties and characteristics of materials/components

H5.1
selects and uses communication and information processing skills

H5.2
examines and applies appropriate documentation techniques to project management

H6.1
evaluates the characteristics of quality manufactured products

H6.2
applies the principles of quality and quality control

H7.1
explains the impact of the focus area industry on the social and physical environment

H7.2
analyses the impact of existing, new and emerging technologies of the focus industry on society and the environment 
	· Dedicated project development time, application of design principles of creativity, filtering, refinement, planning, implementing and evaluation.

· Constant recording of processes used, problems solved with clear annotation of what is happening.

· Constant revisiting of time planning and evaluating the progress.

· OHS issues identified and resolved.

· Outsourcing, understanding how critical this is to both small and large multimedia enterprises.  And how important it is to the student developing an HSC major project.

· Monitoring of opportunities to demonstrate a range of skills.  Teacher demonstrates a range of software that may be useful to students in the class.  If one student has a need for a piece of software it is demonstrated to all, briefly.  

· The World Wide Web, how it works and what are the limitations that need to be considered when designing multimedia products to use on it.

· Text, graphics, sound and video on the WWW.

These are the in school assessed outcomes


	Week
	Students learn about:
	Students learn to:
	Teaching strategy and resources

	9


	Phase 3: Major Project
Production and evaluation

Design, management and communication

application of design principles in the production of the Major Project:

· research

design development 

sketching and idea generation

prototyping, modelling and testing

production and working drawings

quality and ongoing evaluation

selection of appropriate materials, processes and resources

development of time and finance plans


	· explain and justify decisions made during the designing/modifying and planning stages of the Major Project

· refine skills in interpreting and creating drawings relevant to the Major Project

· prepare all necessary sketches and working drawings required for the production of the Major Project

· select and justify appropriate materials to be used in the Major Project

· apply time and finance plans when completing the Major Project
	Students get dedicated time and supervision managing their major project. Each lesson will have a focus of progressing the project along the established timeline. 
Final storyboard will be assessed by the teacher and feedback provided.

Each lesson students will bring either their whole folio (preferred) or the section of their final storyboard/plan/working drawing, that they plan to implement 

during the lesson. Students are expected to screen dump aspects of the process of production as they do it, paste this record into Word and annotate at home. This will require use of a USB storage or by emailing to themselves. The latter is preferred as a back up method.

This recording provides opportunity for the discussion, justification of selection of the materials chosen and methods used.

Frequent revisiting of the timeline, re-edit and provide evaluative comments on reasons for change. Frequent edits and annotations of storyboard, also to indicate reasons for change.


	10

Term 2

Week 1


	application of management and communication skills to produce a related folio justifying:
research 
design
analysis 
evaluation including selection of appropriate materials, components, processes and technologies
ICT 
OHS
management 
presentation
OHS

workplace procedures

safe handling of equipment

risk identification and hazard reduction strategies


	· utilise appropriate ICT in the development and production of the related folio

transform prototypes into a final product

select from a wide range of industry techniques and apply them in the production and presentation of the Major Project

identify specific OHS issues associated with the production of the Major Project


	Once the structure of the product is outlined and partly functional, a test publication should be made. Saved with current date. This version would be considered the prototype for the product. This may be used for some testing by prospective users.

Students are encouraged to demonstrate their understanding of OHS issues by identifying appropriate issues within the workplace taking a photo of them and then making a recommendation to solve the problem



	2
3
	Production 

applying knowledge and skills through the construction of a Major Project which reflects:

quality

evidence of a range of skills

degree of difficulty

links between planning and production

use of appropriate materials, components, processes and technologies

evidence of practical problem solving

· OHS and safe work practices

	outsource appropriate expertise where necessary to complement personal practical skills

· incorporate a range of presentation skills and techniques in the development and production of the related folio

combine the application design, management and communication with industry related manufacturing technology in the production of a quality Major Project 

	All students are encouraged to outsource part of their project, to other students or to external providers. This would apply to images, sounds, printing, camera work. At the very least students are expected to show written evidence that they have considered outsourcing and understand its common use in the multimedia industry.

Teachers provide feedback to students about the range of skills that they are using and suggest that student experiment with a variety of methods to produce various components of the multimedia product. These experiments should be recorded within the research section of the folio.

Safe and sensible work practices are encouraged constantly.

Discussion and analysis of the management processes, tools and equipment used at school compared to that used by the industry.



	4

5


	World Wide Web (www)

history and development

appropriate usage

targeted audience

age controls

censorship:

· violence

· sex

· language
implications of the World Wide Web on multimedia design relating to:

Text

font compatibility, font sets, font substitution

text as a graphic element

embedded text, eg: 

open type

true type

cascading style sheets (CSS)

hyperlinks

scroll bars and buttons

drop-down lists

animated text: 

scrolling

distorting

pdf files


	analyse and describe the technology associated with the World Wide Web

· increase and update knowledge of the multimedia industry

· discuss the impact of changing technology

	Project development is interrupted in the middle of Term 3 to re-visit and formalise knowledge about the World Wide Web and the technologies that are fundamental to its operation.

Teacher explanation of TCP/IP and the connection of a DET computer to a remote web site through the local, det proxies, filters to DNS and to the remote web site and return.

http://computer.howstuffworks.com/internet-infrastructure.htm 

http://www.theshulers.com/whitepapers/internet_whitepaper/index.html http://www.dynamicwebs.com.au/tutorials/how-does-the-internet-work.htm 

Explanation of bandwidth and the user experience of a web page.

Students to construct a simple three page web site and load to student section of school web server (temporarily), for others to view in three different browsers. Students are encouraged to use a range of fonts, graphics (file formats GIF, JPEG, PNG, TIFF) and sounds. Use a web page tool such as Expression Web, or Dreamweaver that can use Cascading Style Sheets.

Discussion over the impact of obscure fonts and the rendering of them in different browsers at different screen resolutions.

See 

http://desktoppub.about.com/od/typedesign/Font_Design_Techniques.htm 

http://cooltext.com/
Investigate all options of browsers.

http://en.wikipedia.org/wiki/TrueType 

http://en.wikipedia.org/wiki/OpenType 

http://en.wikipedia.org/wiki/Help:Cascading_style_sheets 

Discussion of the social impact of technological change, resulting in an extended response, 300 words from each student, emailed to the teacher.

(A for L)



	6

7 to 9

10

Term 3 Weeks 1-2

3 - 4
	Graphics

file size and compression, eg: 

GIF

JPEG

PNG

progressive loading of images: 

interlaced GIF

progressive JPEG

animated GIF

thumbnails

Sound

sound quality

file size and compression

streaming

media players

Video

video transfer:

hypertext transfer protocol (HTTP)

real-time streaming protocol (RTSP)

connection speed

web casting
buffering/streaming.
	
	Investigate TV technology, Standard Definition, High Definition, 720p, 1080i and 1080p. Apply this knowledge to graphics on a web site. Create a progressive gif and a non interlaced gif. View the impact in a browser by adding these files to the web site developed earlier.

Create an animated gif from stick figures, use Animation Shop or Stick figure animator.

Use Audacity to experiment with files appropriate for streaming. Each student to create a podcast file and add to their experimental site.

http://computer.howstuffworks.com/streaming-video-and-audio.htm 

Students create small vodcast and upload to YouTube. 

View videos at Teachertube.com and TED.com.

Understand how these files are streamed.

Finalising the production phase of the major project, including a final evaluation of the product and a reflection about whether it meets the expectations that the student/ designer/client created at the start of the process.

Teacher reviews each students work, compares to storyboard (final drawing) and provides feedback and advice about completion. Students should publish their authored work at this stage, (unfinished?) and check for errors.

Review and revision, opportunity for students to Q and A regarding trial exam, revisit assessment criteria for project and written paper. Clarify student focus for study during the break.

Affirm major project submission for trial assessment. (A for L) Discuss post Trial examination activity, which will be setting up for Board of Studies Markers and final printing of CDs/DVDs. Folios should be complete based on teacher feedback from Trial Exam marking, during the week prior to Trial, written exam period.

School Trial Examination period



	Overview of content

	Phase 4: Post Project
Revision

Duration: 4 weeks 

Term 3, Week 6​-10
Students prepare for the written examination.

Software used:

Word.

Free alternative: OpenOffice 


	
	These are in the school assessed outcomes.
H1.1
investigates industry through the study of businesses in one focus area

H1.2
identifies appropriate equipment, production and manufacturing techniques and describes the impact of new and developing technologies in industry

H1.3  
 identifies important historical developments in the focus area industry

H2.1
demonstrates proficiency in the use of safe working practices and workshop equipment maintenance techniques

H3.1
demonstrates skills in sketching, producing and interpreting drawings

H3.2
selects and applies appropriate research and problem-solving skills 

H3.3
applies and justifies design principles effectively through the production of a Major Project 
H4.1
demonstrates competence in a range of practical skills appropriate to the Major Project 
H4.2
explores the need to outsource appropriate expertise where necessary to complement personal practical skills

H4.3
critically applies knowledge and skills related to properties and characteristics of materials/components

H5.1
selects and uses communication and information processing skills

H5.2
examines and applies appropriate documentation techniques to project management

H6.1
evaluates the characteristics of quality manufactured products

H6.2
applies the principles of quality and quality control

H7.1
explains the impact of the focus area industry on the social and physical environment

H7.2
analyses the impact of existing, new and emerging technologies of the focus industry on society and the environment 
	· Use the Glossary Quiz, in school resource Hot Potatoes multichoice quiz developed featuring BOS directive terms.

· Standards Packages at http://arc.boardofstudies.nsw.edu.au 

· Revision of theoretical aspects in relation to:

A. Industry Study

B. Design, Management and Communication

C. Production

D. Industry Related Manufacturing Technology.
· Previous year’s examinations, specimen examination for new syllabus, 2009.  
· Teacher developed questions and questions from texts, completed by students and discussed.  Emphasis on exam technique and study patterns.
· Re-do the Trial Paper as a test of student improvement.




A Multimedia Design Process
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from http://ourworld.compuserve.com/homepages/Adrian_mallon_multimedia/devpert.gif  December 2008.
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