¥ @TE -
b Technology and the Skilled Trades
Grade 10/TAS20 or TGJ20
. 2024
. . Students will design and create a vector portrait
image using a Cubist-inspired style of geometric

. pop art known as WPAP




Table of Contents

Table of Contents
Introduction
BBT(s) covered in the activity
How to use this document
Project outline
Student activities
Activity 1 - Bitmap (Raster) vs Vector Images
Activity 2 - Learning the Software
Activity 3 - Colour Theory
Activity 4 - Typography
Activity 5 - Create a WPAP image
Planning notes
Activity 1 - Bitmap (Raster) vs Vector Images
Activity 2 - Learning the Software
Activity 3 - Colour Theory
Activity 4 - Typography
Activity 5 - Creating a WPAP Image
Tools/Equipment (optional)
Software
Overall expectations covered
Skilled trades and apprenticeship opportunities
Engineering design process
Fundamental technological concepts
Universal design for learning
Indigenous ways of knowing, doing and learning
Potential for community partnership
Innovations and emerging technologies
Career opportunities
Assessment and evaluation
Experiential learning
Reflection of learning
Health and safety considerations
Appendix
Appendix A: TAS10 - Vector Images

Appendix B: TAS10 - Bitmap (Raster) VS Vector Task
Appendix C: TAS10 - Vector vs Bitmap (Raster) - lllustrator
Appendix D: TAS10 - Vector vs Bitmap (Raster) - Vector
Appendix E: TAS10 - Vector Portrait Sticker Production Project

© © 00O NO OO o oo 0 B BB OOWLWWWWWDN

N N N U N U G i G
W W W WWPMNDMNDNN- -~ OO O o



Introduction

This hands-on course enables students to further explore the engineering design process.

In this assignment, students will design and create a vector portrait image using a
Cubist-inspired geometric pop art style known as WPAP.

Technology and the Skilled Trades (gov.on.ca) Grade 10

BBT(s) covered in the activity

This activity strictly focuses on Communications Technology as the Broad Based Technology.

How to use this document

This document has been designed to be used in a synchronous (in-class) or asynchronous
(online) setting and has been rewritten to meet the new technology curriculum. It has been
created so that educators may use and adapt the content depending on their
classroom/learners needs. Treat it as a guide not the rule. Feel free to adapt to best suit your
needs.

Project outline

This project will provide the learner with an opportunity to understand the role of a graphic
designer and assume this role in the creation of an original product.

The learner will analyse concepts and terms associated with colour theory, graphic design, and
vector images. In addition, the learner will demonstrate their knowledge by creating an original
portrait design that can be printed out as a poster.

Timeline: 10 - 12 classes (75 min each)

Student activities

Activity 1 - Bitmap (Raster) vs Vector Images

Students will learn the difference between a vector and bitmap image as well as the basics of
how to create shapes using the pen/bezier tool.

e Students watch either Vector VS Bitmap or What are Vector and Raster Graphics

e Investigate using Vector vs Bitmap (Raster).ai or Vector vs Bitmap (Raster).svg

e Complete Vector vs Bitmap (Raster) Worksheet



https://www.dcp.edu.gov.on.ca/en/curriculum/technological-education/courses/tas2o
https://www.youtube.com/watch?v=fy9Pby0Gzsc&authuser=0
https://www.youtube.com/watch?v=-Fs2t6P5AjY&authuser=0

Activity 2 - Learning the Software

Students will learn the basics shapes and colour tools of their vector design software.
Activity 3 - Colour Theory

Students will investigate and learn about colour theory and how it applies to design
Activity 4 - Typography

Students will investigate and learn about basic typography and how it applies to design
Activity 5 - Create a WPAP image

Students will design and create a vector image using the WPAP style

Planning notes

It is estimated that the combination of lessons, activities, and assignments will take learners
approximately ten to twelve 75-minute periods to complete. Accommodation of extra time may
be required for some learners.

These lessons, activities, and the final assignment are structured to allow for an in-depth
exploration of graphic design in Grade 9, whether the school offers a TGJ10 program or utilises
a tech rotation model.

Teachers should:

e Create a digital space for each learner to submit and receive the material (e.g., Microsoft
One Drive, Google Classroom/Drive, Dropbox, VLE, etc.)

e Provide each learner with the included worksheets. The teacher may convert to a format
most familiar to their learners (e.g., convert from .docx to Google Doc)

e Post or provide the learners with the materials at timed intervals or all at once.

e Provide timely feedback to learners; the work has been scaffolded in order to
accommodate for this.

e Review all links prior to the start of this project.

e Teachers may choose to limit the options available for Vector image creation; please
review carefully beforehand. Additional options can be located through the Best Graphic
Design Software or by a simple internet search.



https://www.creativebloq.com/graphic-design/free-graphic-design-software-8134039
https://www.creativebloq.com/graphic-design/free-graphic-design-software-8134039

Note: Should the teacher be working in an online or disrupted learning environment, it may be
best to allow learners the opportunity to choose the vector creation tool that best suits their
needs (eg. mobile app, installed software, online application).

Files:
Lesson

e Communications - Vector Images

Activity 1 - Bitmap (Raster) vs Vector Images

e \ector vs Bitmap (Raster) - lllustrator.ai and Vector vs Bitmap (Raster) - Vector.svg
TAS - Bitmap (Raster) VS Vector Task
NOTE: Vector images used provided by vecteezy.com

Activity 2 - Learning the Software
e Links to tutorials and task are included in the lesson slideshow

Activity 3 - Colour Theory
YouTube video Color Theory for Noobs | Beginners Guide

Canva Color Wheel and Color Theory
Adobe Color
Task is included in the lesson slideshow

Activity 4 - Typography

e YouTuve video The 4 types of fonts and how to use them
e Digital Brand Building: A Helpful Guide To The 4 Major Font Types

e Task is included in the lesson slideshow

Activity 5 - Creating a WPAP Image
e Vector Portrait (WPAP) Assignment
Tools/Equipment (optional)

Mobile Device
Laptop
Desktop
Chromebook
Tablet


https://docs.google.com/presentation/d/1_Mya2LaB2wFcc1RZf4xbHSC0_K-KjpMoGOwAbgy9zi0/edit?usp=drive_link
https://drive.google.com/file/d/10AfxeTqAjOpfsRG3OYWk5PhLRkaMaUQ8/view?usp=drive_link
https://drive.google.com/file/d/1-lv95fNKuqaY6F9UFGIiRwk47Z9ZHiOX/view?usp=drive_link
https://docs.google.com/document/d/1GXtoBwj9zeN9cmS_4cIwpXRS1B521hDKuVnmqIsgebM/edit?usp=drive_link
http://vecteezy.com
https://docs.google.com/presentation/d/1_Mya2LaB2wFcc1RZf4xbHSC0_K-KjpMoGOwAbgy9zi0/edit?usp=drive_link
https://www.youtube.com/watch?v=AvgCkHrcj90
https://www.canva.com/colors/color-wheel/
https://color.adobe.com/
https://docs.google.com/presentation/d/1_Mya2LaB2wFcc1RZf4xbHSC0_K-KjpMoGOwAbgy9zi0/edit?usp=drive_link
https://www.youtube.com/watch?v=wiuZaw5Ebhk
https://www.mo.agency/blog/digital-brand-building-a-helpful-guide-to-the-4-major-font-types
https://docs.google.com/presentation/d/1_Mya2LaB2wFcc1RZf4xbHSC0_K-KjpMoGOwAbgy9zi0/edit?usp=drive_link
https://docs.google.com/document/d/12zqhBA1-zUvu9jGL6O1lDisz8QeyeWMBqx51zgZWCLY/edit?usp=sharing

Software

Adobe lllustrator
Vectr

Inkscape

Corel Vector
Alternative To

Overall expectations covered

A1. Initiating and Planning: demonstrate an understanding of fundamental technological concepts and
related skills by initiating and planning projects.

e Assignment Connection
Students will be required to analyse design needs by selecting a notable quote and
creating a WPAP image using the principles of typography and colour theory.

Students will be required to create a calendar, demonstrating their ability to plan and
manage their project effectively.

A2. Designing and Performing: develop projects that involve creating products and/or services, using a
variety of resources and techniques, and record the development of their projects.

e Assignment Connection
Students will be required to follow a design process, including ideation, choosing
images and fonts/typefaces, creating a calendar, and developing the final design.
Students apply the design process by creating shapes, selecting colours, and refining
their work based on feedback.

Students will use vector graphics software to create their WPAP design.

A3. Analyzing and Refining: evaluate and refine processes, products, and/or services.

e Assignment Connection
Students are required to evaluate their design throughout the project. They reflect on
their choices of fonts, colours, and shapes, and make adjustments based on teacher
feedback.

B2. Impacts of Technology: analyze impacts of various technologies on individuals, society, the
economy, and the environment.

e Assignment Connection
Students will be required to solve technical challenges related to image creation, such
as selecting appropriate fonts, choosing colours, and creating a visually effective
design.


https://www.adobe.com/products/illustrator.html
https://vectr.com/
https://inkscape.org/
https://app.corelvector.com/
https://alternativeto.net/

Skilled trades and apprenticeship opportunities

While this project does not lead to apprenticeship opportunities, students are encouraged to
research potential internships that may arise in their respective areas.

Be sure to check the skilledtradesontario.ca website for the most current information.

Engineering design process

The engineering design process will allow students to demonstrate their learning through a
design process connected to the broad based technology classes.

This engineering design process has been modified from the Ministry of Educations model and
as part of the expectations this step-by-step guide was developed to help the educator meet
those expectations This engineering design process is to use as the basis of the activity below.

Students will go throught the process of Initiating and Planning, Designing and Performing, and
Analysing and Refing a project based on a real world problem.

Any engineering design process can be used. Connect with your board to implement the
engineering design process that is currently being used in your district.

In this project, students will apply the engineering design process by:

1. Define the Problem: Determine the subject, quote, and the target audience. Clearly
articulate the design challenge.

2. Research and Gather Information: Investigate existing WPAP designs, design principles,
and trends. Gather necessary tools, software, and materials.

3. Brainstorm and Generate Ideas: Encourage creativity and generate a variety of design
ideas. Create initial concepts for the design.

4. Develop and Plan: Choose the most promising design idea based on criteria and
constraints. Plan the design process, including the steps, tools, and techniques to be
used.

5. Create a Prototype: Use graphic design software to create a digital black and white
prototype of the design. Develop multiple iterations to refine the design.

6. Test and Evaluate: Obtain feedback from peers, instructors, or potential users. Assess
the design based on functionality, aesthetics, and user feedback.

7. Improve and Refine: Incorporate feedback and make necessary improvements to the
design. Enhance the design for better performance and visual appeal.

8. Implement and Produce: Finalise the design in colour, ensuring all adjustments are
complete. Prepare the design for production, considering aspects like printing and
material selection.

9. Communicate and Share: Present the final design to the class or stakeholders,
explaining the design process and decisions. Document the entire design process,
including sketches, prototypes, and final design.


http://skilledtradesontario.ca
https://docs.google.com/presentation/d/19j329SMPSpm5hOhWZwHpgWodQps8fHubQVlrTVePAIQ/copy?usp=sharing
https://www.dcp.edu.gov.on.ca/en/curriculum/technological-education/courses/tas1o/g9-10-program#edp
https://docs.google.com/presentation/d/19j329SMPSpm5hOhWZwHpgWodQps8fHubQVlrTVePAIQ/copy?usp=sharing

Fundamental technological concepts

The fundamental technological concepts covered in this assignment include, but are not limited
to:

The Design Process

Graphic Design Principles

Colour Theory

Typography

Vector Graphics

Copyright and Fair Use

Universal design for learning

The WPAP design project aligns with the Universal Design for Learning (UDL) framework by
offering multiple means of engagement, representation, and action and expression. Students
choose their designs, ensuring relevance and motivation, while collaborating and receiving peer
feedback. This project provides diverse resources in various formats, supporting different
learning preferences. Key concepts are explained through multiple representations to aid
understanding. Students demonstrate their knowledge through varied methods, with scaffolded
support and progressive skill development. Additionally, the project ensures accessibility and
encourages cultural inclusivity, making it suitable for all students.

Teachers are encouraged to visit https://udiguidelines.cast.org/ for more information.

Indigenous ways of knowing, doing and learning
The author has suggested an activity that honours the place from where it was written.

Please consult your school boards First Nation, Metis and Inuit curriculum and / or cultural
support team to inform content or activities relevant to communities in your area.

Indigenous ways of knowing, doing and learning

This project lends itself to Indigenous ways of knowing, doing, and learning by embracing holistic,
experiential, and community-centred approaches. By encouraging students to draw inspiration from
their cultural backgrounds and personal experiences, the project honours the storytelling and artistic
traditions inherent in many Indigenous cultures. The collaborative nature of the project, including
potential partnerships with community organizations, reflects the importance of community and
interconnectedness in Indigenous worldviews. Additionally, the hands-on, process-oriented focus
aligns with Indigenous experiential learning methods, allowing students to learn by doing, reflecting,
and sharing their creations with others. This project provides a platform for students to explore and
express their identities while respecting and integrating diverse cultural perspectives into their designs.

Teachers are encouraged to contact their school/board liaison or representation of Indigenous
teachings in their region.


https://udlguidelines.cast.org/

Potential for community partnership

e Students could create WPAP images of notable figures associated with local non-profits
or community leaders. This collaboration could help raise awareness for these
organisations and provide students with meaningful, real-world applications for their
designs.

e Partnering with organisations that focus on cultural or historical figures can provide
students with a deeper understanding of the subjects they are representing. This can
add educational value and enrich the students' project experiences.

e Partnering with local artists or graphic designers could provide students with real-world
insights and feedback on their WPAP projects. These professionals can offer guidance
on design techniques, colour theory, and software use, enhancing students' learning
experiences.

Innovations and emerging technologies

This project leverages innovations and emerging technologies by incorporating advanced
graphic design software and digital tools to create portrait images. Students utilise
industry-standard vector graphics programs, such as Adobe lllustrator or CorelDRAW, to
develop their designs, gaining hands-on experience with cutting-edge technology used by
professionals. The project also encourages the exploration of online resources and tutorials,
enhancing digital literacy and proficiency in navigating modern design platforms. By engaging
with these technologies, students not only enhance their technical skills but also stay current
with trends in digital design, preparing them for future careers in a technology-driven world.

Career opportunities

For additional skilled trade, apprenticeship, and career opportunity resources visit the Ontario
Council for Technology Education website or contact your schools guidance department.


https://octe.ca/
https://octe.ca/

Assessment and evaluation

LEVEL 1 LEVEL 2 LEVEL 3 LEVEL 4
CRITERA (50 - 59%) 60 - 69% 70 - 79% 80 - 100%
Creativity and |  Artwork shows Artwork shows Artwork shows | Artwork shows a
Originalit S o S considerable high degree of
ginality limited originality | some originality o 2L
- L originality and originality and
and creativity and creativity L7 7,
creativity creativity
Technical Limited use of |Some use of vector|Good use of vector E)\(/Ze!,lgpi:;:d
Proficiency vector tools; many | tools; several tools; few errors '

errors present

errors present

present

minimal to no
errors present

Attention to

Limited precision in

Some precision in

Good precision in

Excellent precision

Detail shapes and shapes and shape's and in shap.es.and
! colours; somewhat| colours; mostly colours; highly
colours; very rough . )
rough refined refined
Application of Limited Some Good Excellent

Colour Theory

understanding of
colour theory; poor
choices

understanding of
colour theory;
decent choices

understanding of
colour theory;
appropriate
choices

understanding of
colour theory;
highly effective
choices

Planning and
Organization

Limited planning;
many aspects
missing

Some planning;
several aspects
missing

Good planning;
most aspects
covered

Excellent planning;
all aspects
thoroughly covered

Project
Management

Did not follow
timeline; project

Followed timeline
partially; project

Followed timeline
mostly; project

Followed timeline
completely; project
thoroughly

incomplete incomplete complete complete
Effective Use L|m|ted , Somewhat .. | Highly effective;
of Software effectiveness; o Mostly effective;
effective; several all relevant tools
many tools not most tools used .
used tools not used used proficiently

Experiential learning

See Potential for community partnership
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Reflection of learning

Upon the conclusion of these lessons, activities, and assignment, the teacher is encouraged to
reflect with their learners about:

What went well?

What area’s need to be improved?

At what stage were you most engaged?

How could these lessons, activities, and assignments be improved?

What advice would you give to someone before starting this work?

Provide one example of something that you learned.

Health and safety considerations

Please refer to the OCTE SAFEdoc: Communications Technology for any safety-related
materials.

Appendix

Appendix A: TAS20 - Vector Images
Appendix B: TAS20 - Bitmap (Raster) VS Vector Task
Appendix C: TAS20 - Vector vs Bitmap (Raster) - lllustrator

Appendix D: TAS20 - Vector vs Bitmap (Raster) - Vector
Appendix E: TAS20 - Vector Portrait Sticker Production Project
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https://www.octe.ca/application/files/5515/3796/3096/SAFEdoc_COM.pdf
https://docs.google.com/presentation/d/1_Mya2LaB2wFcc1RZf4xbHSC0_K-KjpMoGOwAbgy9zi0/edit?usp=drive_link
https://docs.google.com/document/d/1VLqES2mqRjtyfRqQbRwwsTOR_dF5qaVST31u3UZFpHc/edit?usp=drive_link
https://drive.google.com/file/d/1jZRvnZtHqndIw4KRgaJvnPIW_uZbnIJB/view?usp=drive_link
https://drive.google.com/file/d/1K8if8KDWa6ylkUb0m7eHHg60qSyX1EdJ/view?usp=drive_link
https://docs.google.com/document/d/1cnDlgg6jhiDYu9XsRFkASGiSnxIVlGWxM7HDZLoWe_E/edit?usp=drive_link

