	


	Communications Technology Brochure

	

	Name
	
	Date
	

	Mark
	/5K
	/15C
	/15A
	/Total
	Course (Circle One)
	
	2O
	3M


	Instructions


	

	Your task will be to create a Leave Behind tri-fold brochure highlighting the Communications and Broadcast Technology program at Montcalm.  Your audience will be grade 8 students from Montcalm’s feeder schools. Your brochure will provide visual and text information about the program to students, and apply the Elements and Principles of Design.  Terminology should be included for each of the five content units and career paths must also be highlighted. Consider how you will organize the information to appeal to the target audience. Consider the use of colour, graphics, typography, white space and illustrations/clip art when designing your brochure. Effective brochures successfully “sell” a product or service to potentially interested clients.  MS Publisher will be used to create your brochure.


	


	Project Rubric


	Criteria
	Level R (0-49%)
	Level 1 (50-59)
	Level 2 (60-69)
	Level 3 (70-79)
	Level 4 (80-90)
	Level 5
(100)

	

	Knowledge and Understanding

	Capitalization, punctuation and spelling
	
	
	
	
	
	

	Communication

	Communicates relevant information appropriately to the intended audience.
	
	
	
	
	
	

	Formatting, layout and organization.
	
	
	
	
	
	

	Offers a variety of career path choices.
	
	
	
	
	
	

	Application

	Uses MS Publisher effectively
	
	
	
	
	
	

	Applies the Elements of Design.
	
	
	
	
	
	

	Applies the Principles of Design.
	
	
	
	
	
	


Six Content Areas

1. Graphic Design and Production

2. Short Audio-Video Production

3. Short Animations

4. Information Displays and Environments

5. Digital Image Production and Processes

6. Careers

Content Area Text Information
Unit 1: Graphic Design and Production

The graphics industry and the technology to communicate graphically through desktop-publishing systems and print production, and specialty printing. Students continue to expand knowledge of the elements and principles of design and apply these elements and principles throughout all the stages (design, layout, and production) required to produce a graphic product. Students produce printed copies using a variety of reproduction methods. 

Graphic design is a creative process most often involving a client and a designer and usually completed in conjunction with producers of commercial displays and content, undertaken in order to convey a specific message to a targeted audience. The term "graphic design" can also refer to a number of artistic and professional disciplines that focus on visual communication and presentation.

Graphic design is a practical art which helps communicate information to people. Visual information is formed in a way that it produces a message. This can be done by placing words and pictures in ways that will get the attention of others. People who do graphic design as work are called graphic designers. In printed media, graphic design includes typography, illustration, book design, page layout, print production.  Graphic design can also be done in different media. These include; video and information displays, labels and packaging, and web sites.

Unit 2: Short Audio-Video Productions

This unit gives students the opportunity to develop an understanding of audio-video pre-production, production, and post-production. Students develop scripts, treatments, and storyboards, utilize basic shot sizes, camera movements, camera angles, and special effects to create short video projects. Students demonstrate the safe operation of all equipment used for the construction of sets, the filming, lighting and editing required to produce a final audio-video production. 

This field applies the art and technology of creating content, audio-video editing, and delivering a finished audio-video product as is the case of distributing radio and television programs for broadcast. This can include production of radio and television commercials, corporate video, event videos, wedding video and special-interest home video. An audio-video production can range in size from a family making home movies with a camcorder, to a multiple-camera setup shoot in a television studio, to a production truck requiring a whole television crew for an electronic field production (EFP) with a production company.

Unit 3: Short Animations

This unit introduces students to the fundamental principles of traditional and computer-generated animation. Students develop scripts, storyboards, and flipbooks prior to creating computer animation.  Students learn and apply composition and 2-D modelling techniques and discover how image sequences interact with audio to create animated short films. Critical evaluation and problem solving help students make decisions with an informed ethical conscience.

The Twelve Basic Principles of Animation is a set of principles of animation introduced by the Disney animators Ollie Johnston and Frank Thomas in their book The Illusion of Life: Disney Animation.  They in turn based their book on the work of the leading Disney animators from the 1930s onwards, in their effort to produce more realistic animations. The main purpose of the principles was to produce an illusion of characters adhering to the basic laws of physics, but they also dealt with more abstract issues, such as emotional timing and character appeal.

The book and its principles have become generally adopted, and have been referred to as the "Bible of the industry." Though originally intended to apply to traditional, hand-drawn animation, the principles still have great relevance for today's more prevalent computer animation.

1  Squash and stretch 

2  Anticipation 

3  Staging 

4  Straight ahead action 

5  Follow through

6  Slow in and slow out 

7  Arcs 

8  Secondary action 

9  Timing 

10  Exaggeration 

11  Solid drawing 

12  Appeal

Unit 4: Information Displays and Environments

Working in an authoring environment (i.e., multimedia or scripting software), students develop graphical displays to be used for a specific purpose. Students experiment with different compression schemes to facilitate real time playing on the Internet. Students continue to expand personal, teamwork, and management skills throughout the production of graphical displays. Students develop an understanding of how to analyse, evaluate, and utilize technology to enhance the quality of life for all members of the community.

Information Displays and Environments employ scripting and authoring software to develop graphic displays used for a special, generally commercial, purpose.  Professionals in this field utilize different compression schemes and techniques to facilitate real time playing on the Internet.  They also design two and three dimensional graphics to be displayed in a variety of venues and formats.  

Unit 5: Image Production and Processes

This unit enables students to develop a variety of techniques for capturing and manipulating still images.  Traditional black and white, 35 mm, pinhole, and colour digital photography are explored. Students learn the basic optic principles, technical terminology, lighting techniques, and production processes necessary to safely create printed images. Students are encouraged to reflect on how relationships between themselves and their community are reflected in print images.

Digital imaging is the creation of digital images, typically from a physical or computer-generated scene. The term often includes the processing, compression, storage, printing, and display of such images. The usual method is by digital photography with a digital camera but other methods are also employed.

Unit 6: Careers
Research possible careers in communications technology and include in your brochure.
Brochure Checklist

Many of the items in this list are optional. You must decide which ones are appropriate for your brochure. 
· Name of Location, Business or Organization. 

· Address. 

· Phone Number. 

· Fax Number. 

· Email Address. 

· Web Page Address. 

· Headline that creates curiosity, states a major benefit, or entices the reader to read on. 

· Headline that states the name of the Product, Project, or Service. 

· Subheads. 

· Short, easy to read blocks of text. 

· Lists, charts. 

· Key Benefits (2-3). 

· Features. 

· Instructions, steps, roles 
· Biography (of business owner, key members of organization,). 

· Mission Statement. 

· History. 

· Logo. 

· Graphic Image(s) (including purely decorative elements). 

· Photographs of product, place, people. 

· Diagram, flow chart. 

· Map. 

· Call to Action (What you want the reader to do: call, visit, fill out a form, etc.)
Suggested Reference:

Application software tutorials
CorelDraw Tutorials - video tutorials
http://www.sketchpad.net/corel.htm
http://www.grafx-design.com/coreltut.html
http://www.pixel2life.com/viewtutorial/75852/coreldraws_interactive_shapes_tutorial/
http://www.lynda.com/home/DisplayCourse.aspx?lpk2=75 

Sample brochure designs
http://www.vistaprint.ca/vp/welcome.aspx?xnav=welcomeback&rd=2 
http://www.stocklayouts.com/Templates/Tri-Fold-Brochures/Tri-Fold-Brochure-Templates-Designs.aspx 

Graphic design considerations (principles of design)
http://en.wikipedia.org/wiki/Design_principles_and_elements http://desktoppub.about.com/cs/designprinciples/a/principlesintro.htm
http://www.digital-web.com/articles/principles_of_design/
http://www.typography-1st.com/typo/prnc-des.shtml
http://desktoppub.about.com/
http://desktoppub.about.com/od/courses/ht/how_to_do_dtp.html
http://www.johnlovett.com/test.html 

Font selection; consider when serif, sans serif, decorative and script fonts should be used.
http://web.archive.org/web/20070825010629/
http://psychology.wichita.edu/surl/usabilitynews/3S/font.html 

