Graphic Summary: Video Game or Movie Case

Active Watching:

Watch the film selected for class. Make notes on the following elements (perhaps fold your paper into four quadrants):

Plot.


TIP: key events, structure, make and label a plot diagram

Central Conflict.
TIP: the main conflict; use person vs. 

 structure and explain the conflict, and who was involved

Setting. 

TIP: include location, time, and atmosphere (as well as techniques used to create that atmosphere)

Characters.

TIP: names and traits for each. Identify who the protagonist, antagonist, and supporting characters are by placing “P,” “A,” or “SC” beside character names.

Media Creation:
Using these notes on the film and on elements of design, you will design and create video game or movie case that illustrates and summarizes the pivotal scenes and moments in the film. This component should:

 Include a minimum of four sections illustrating the most engaging scenes
 Include appropriate images of characters, events, and settings 

 Include dialogue boxes / bubbles and captions 

 Accurately portray the characters, atmosphere, key events, and central conflicts of the film

 Have an overall summary of the movie 
 Employ appropriate colours and “camera angles” (switch it up!)
 Employ creative layout and stylistic features that work together to make your case appealing to your target audience
 Be free of mechanical errors 

 Be done by hand (no downloading of images)
Game / DVD Case Dimensions:

Length: 27.2cm (13cm front + 1.2cm spine + 13cm back)
Height: 18.3cm

Please DO NOT glorify gruesomeness; this is an assignment that asks you to intelligently approach and reflect the content and issues in the film.

Layout Ideas: Be sure to section your page and make use of the space.
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Stylistic Features:

Rough Work: 

 You should complete at least two rough drawings, experimenting with various layouts and stylistic features.

 Rough copies should have very simple, stick-figure drawings to show various camera angles

 Try different camera angles to add characterization to your images (ie. a low-angle shot makes the subject look powerful)
Evaluation:





Text: 


/20

Visual:

/20


	
	Criteria
	R
	Level 1
	Level 2
	Level 3
	Level 4

	Text
	Summary
	
	· Attempts to summarize key events

· Portrays characters, conflicts & settings with little accuracy

· Inaccurate atmosphere
	· Somewhat accurately summarizes key events

· Portrays characters, conflicts & settings fairly well

· Develops some atmosphere
	· Accurately summarizes key events

· Portrays characters, conflicts & settings well

· Captures atmosphere
	· Effectively summarizes key events

· Portrays characters, conflicts & settings very well

· Captures atmosphere effectively

	
	Mechanics
	
	· Poor mechanics & tone

(5+ errors)
	· Fair mechanics & tone

(3-4 errors)
	· Good mechanics 

(1-2 errors)
	· Great mechanics  & tone

(0 errors)

	
	Textual Features
	
	· Poor use of various stylistic features

· Limited use of narrative and dialogue boxes
	· Fair use of various stylistic features

· Fair use of narrative and dialogue boxes
	· Good use of various stylistic features

· Good use of narrative and dialogue boxes
	· Great use of various stylistic features

· Great use of narrative and dialogue boxes

	· 

	Visual
	Elements of Design
	
	· Poorly developed theme created through colour and textures

· Unidentifiable or poor choice of target audience
	· Fair theme created through colour and textures

· Somewhat appeals to the target audience
	· Well-developed theme created through colour and textures

· Designed to appeal to a specific target audience
	· Effective theme created through colour and textures

· Effectively appeals to a specific target audience

	
	Camera Techniques
	
	· Little use of angles / framing / etc.
	· Fair use of angles / framing / etc.
	· Good use of angles / framing / etc.
	· Great use of angles / framing / etc.

	
	Attention to Detail
	
	· Little attention to detail

· Bland layout
	· Some attention to detail

· Fairly engaging layout
	· Good attention to detail

· Interesting layout
	· Strong attention to detail

· Engaging layout

	
	Rough Work
	
	· Incomplete or late submission
	· Incomplete rough work
	· All components submitted on time
	· All components thoughtfully completed


