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COURSE:  

Advanced Graphic Design
UNIT 11: 

Product Development
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Annotation: 
In this unit, students will develop a game product by creating the gameboard, package, rules and game pieces.

Grade(s):  

	X
	9th

	X
	10th

	X
	11th

	X
	12th


Time:  
Seven 50 minute periods

Author: 
Cheryl Rees

Students with Disabilities:

For students with disabilities, the instructor should refer to the student's IEP to be sure that the accommodations specified are being provided. Instructors should also familiarize themselves with the provisions of Behavior Intervention Plans that may be part of a student's IEP. Frequent consultation with a student's special education instructor will be beneficial in providing appropriate differentiation.
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GPS Focus Standards: 
ACCT-AGD-4: 
Students will understand the importance of developing a project

from concept thru completion.

a) 
Formulate strategies for brainstorming and organizing content.

b) 
Explore different target audiences and the most effective media selection


or mix.

c) 
Evaluate the performance of existing marketing strategies.

d) 
Employ terminology in the field of graphic design.

e) 
Apply creative thinking skills to artistic problems, such as rhetoric.
ACCT-AGD-5: 
Students will explore the process of project production.

a) 
Design a self-marketing logo and collateral (business card, letterhead).

b) 
Design self-promoting product (brochure, website, podcast).

c) 
Prepare a time line and budget for selected project.

d) 
List steps and resources needed for project completion.

e) 
Create a CD package design.

f) 
Identify a client and design a promotional poster on their behalf.

g) 
Design and produce a product and corresponding packaging.
h) 
Design an information site for the web.

i) 
Design identity and promotional products for a non-profit organization.

j) 
Research, layout, and produce a booklet in the style of a well-known



graphic designer.

GPS Academic Standards:
ELA10W2: 
The students demonstrates competence in a variety of genres.

ELA10W3: 
The students uses research and technology to support writing.

ELA 10Rl2: 
The student identifies, analyzes, and applies knowledge of theme in literary works and provides evidence from the works to support understanding.
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Enduring Understandings: 
Students will:

•
Comprehend the importance of developing a project from concept thru completion.

•
Understand the process of project production.
Essential Questions: 
•
What must be considered when marketing a new product?

•
What steps are necessary when planning a project?

•
In what ways is design linked to marketing, and how can a particular design simultaneously help sales with some while hurting sales with others? Is there a way to balance this?

Knowledge from this Unit:  
•
The student will develop a gameboard and package from concept through completion.
Skills from this Unit:  
•
The student will design and print a game board, rules, a package and game pieces from concept through completion.
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Assessment Method Type: 
	
	Pre-test

	
	Objective assessment - multiple-choice, true- false, etc.

	
	__ Quizzes/Tests

__ Unit test

	X
	Group project

	
	Individual project

	X
	Self-assessment - May include practice quizzes, games, simulations, checklists, etc.

	
	_X_ Self-check rubrics   

__ Self-check during writing/planning process

__ Journal reflections on concepts, personal experiences and impact on one’s life

__ Reflect on evaluations of work from teachers, business partners, and competition judges

__ Academic prompts

__ Practice quizzes/tests

	
	Subjective assessment/Informal observations

	
	__ Essay tests

__ Observe students working with partners

__ Observe students role playing

	
	Peer-assessment  

	
	__ Peer editing & commentary of products/projects/presentations using rubrics

__ Peer editing and/or critiquing

	
	Dialogue and Discussion

	
	__ Student/teacher conferences

__ Partner and small group discussions

__ Whole group discussions

__ Interaction with/feedback from community members/speakers and business partners

	
	Constructed Responses

	
	__ Chart good reading/writing/listening/speaking habits

__ Application of skills to real-life situations/scenarios

	
	Post-test


Assessment Attachments and / or Directions: 
Design a Game
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•
LESSON 1:  DESIGN A GAME

1.
Identify the standards. Standards should be posted in the classroom.


ACCT-AGD-4: 
Students will understand the importance of developing a project

from concept thru completion.

a) 
Formulate strategies for brainstorming and organizing content.

b) 
Explore different target audiences and the most effective media selection


or mix.

c) 
Evaluate the performance of existing marketing strategies.

d) 
Employ terminology in the field of graphic design.

e) 
Apply creative thinking skills to artistic problems, such as rhetoric.
ACCT-AGD-5: 
Students will explore the process of project production.

a) 
Design a self-marketing logo and collateral (business card, letterhead).

b) 
Design self-promoting product (brochure, website, podcast).

c) 
Prepare a time line and budget for selected project.

d) 
List steps and resources needed for project completion.

e) 
Create a CD package design.

f) 
Identify a client and design a promotional poster on their behalf.

g) 
Design and produce a product and corresponding packaging.
h) 
Design an information site for the web.

i) 
Design identity and promotional products for a non-profit organization.

j) 
Research, layout, and produce a booklet in the style of a well-known



graphic designer.

2.
Review Essential Question(s). Post Essential Questions in the classroom. 

•
What items must be considered when marketing a new product?

•
What steps are necessary when planning a project?

•
In what ways is design linked to marketing, and how can a particular design simultaneously help sales with some while hurting sales with others? Is there a way to balance this?

3.
Interest approach – Mental set


Select a new product that has been developed. Research how this product was marketed on the internet. Discuss and answer the E.Q.’s in discussion. Take notes on the discussion. 

4.
Print the attachment Design a Game.  Review the procedures for the Design-A-Game.  You may choose to assign partners or allow your students to pick their partner.  Use the rubric in the attachment to evaluate the projects. 

5.
If time permits, have the students develop marketing pieces such as a poster, brochure, video commercial to market their game.



Accommodations/Adaptations:

Working on this project as a group will allow students to contribute collectively and each in their own areas of expertise. There will be periodic submissions of progress due for evaluation by the instructor to ensure that students are on the right track. In class discussion time, real world examples of games, their marketing plans and advertising campaigns should be given.

•
ATTACHMENTS FOR LESSON PLANS


Design a Game
•
NOTES & REFLECTION: 

You can expand this unit as much as you would like by having students design marketing pieces for their games.  This would also be a great project to work with your Marketing Education class if you have access to one.
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Culminating Unit Performance Task Title: 

The student will design and print a game board, rules, a package and game pieces from concept thru completion.
Culminating Unit Performance Task Description/Directions/Differentiated Instruction: 

· Provide quick reference step by step instruction guides for multi-step tasks

· Identify key words associated with each process to help student identify the correct procedure to utilize in each project

· Provide visuals with vocabulary word.

· Utilize flexible grouping to pair special education students with general education students that can provide peer instruction or review for learning deficit areas

· Frequent checks for understanding or on task behavior
· Discuss how game board will be packaged and marketed.
Attachments for Culminating Performance Task: 

Design a Game
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Web Resources:
http://www.essortment.com/all/boardgamedesig_rxcu.htm
http://www.wikihow.com/Make-Your-Own-Board-Game
Materials & Equipment: 
Computer Lab with Adobe Creative Suite

Paper

Matboard

Boxes
21st Century Technology Used: 
	
	Slide Show Software
	
	Graphing Software
	
	Audio File(s)

	
	Interactive Whiteboard
	
	Calculator
	
	Graphic Organizer

	
	Student Response System
	X
	Desktop Publishing 
	
	Image File(s)

	
	Web Design Software
	
	Blog
	
	Video

	
	Animation Software
	
	Wiki
	
	Electronic Game or Puzzle Maker

	
	Email
	X
	Website
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