The Ohio State University, Department of Art

Digital Imaging: Art 350  

Course Description:

Introduction to creating and manipulating graphic images using Photoshop; includes input/output of digital work as it applies to artists. 5 cr hours. Au, Wi, Sp Qtrs. 2 3-hr cl/lab. Not open to students with credit for 450. Prerequisites, none
Course Objectives and Procedures:

· To create art using digital imaging tools.

· To gain an understanding of the context of computer imaging as it relates to contemporary art practice. Through readings, lectures, discussions, critiques, writing and artmaking we will explore what makes the computer and digital media unique in the expression of artistic ideas. While this is a studio course in which we will learn software and techniques, there will be also be a strong focus on the content of the digital art works created in class.

· To achieve a level of comfort with the tools and techniques needed to create digital artwork. We will utilize Macintosh computers, flat bed scanners, slide scanners, printers, CD burners and the imaging software Photoshop. There will be demos on technique as well as assignments to be completed in-class and out-of-class. Time spent working on assignments outside of class will be absolutely necessary; plan for about 9 out-of-class hours per week. Making good art always takes longer than you think!

· To experiment with new ways to connect digital technology to your own art making practice. There are numerous ways to use digital technology in conjunction with traditional art making techniques, such as, bookmaking, collage, assemblage, light boxes, projection environments, etc… And certainly many more ways yet to be discovered.

· To professionally mount and exhibit digitally-created artworks in the end of the quarter Art & Tech Exhibition.

Critiques
Class critiques are very important and will be held at the beginning of class on the due date of each project. If your assignment is not complete for the critique your grade on that assignment will be lowered by one full letter for each class day it is late. You are required to attend critiques even if your work is not complete. Critiques are not for my benefit; instead, they are most likely your best method to learn about artmaking - from your fellow artmakers.

Grading: will be broken down as follows:

48 points – Assigned digital art projects. (16 points possible on each of the 3 projects)

15 points – Written statements, response papers and/or artist research papers

12 points – Active participation in class activities and discussions, as well as general class citizenship.

25 points – Final project completed and submitted to the juried exhibition in Haskett Hall Gallery

To receive a letter grade of "C" you must maintain regular attendance, complete all assignments and participate in class discussions and critiques. An "A" in this course will require that you far exceed the minimum expectations for both quality and concept. Your work should show a highly developed understanding of the concepts and techniques of digital image manipulation, as well as an innovative incorporation of this medium into your own developed aesthetic. Your contribution to class discussions and class critiques is vital for an "A". 

Grading Scale:

93 -100% A

90 - 92% A-

87 - 89% B+

83 - 86% B

80 - 82% B-

77 - 79% C+

73 - 76% C

70 - 72% C-

67 - 69% D+

63 - 66% D

  0 - 62% E
EACH ASSIGNMENT WILL BE EVALUATED BASED ON THE FOLLOWING CRITERIA:
CONCEPT - idea, intention and meaning. Does the artwork clearly communicate something to other viewers? 25%

CREATIVITY - originality of thought and expression. Does the artwork show innovation and uniqueness? Did the artist solve the given assignment problem in an expected or unexpected way? 25%

COMPOSITION - arrangement and organization of elements. Has the artist carefully considered elements such as balance, proportion, texture, color, shape, and positive/negative space? 25%

CRAFTSMANSHIP - attention to detail. Does the artist skillfully manipulate the images? Are all details carefully finished and/or intentional-looking? 25%
Turning in your work

Your work is due at the beginning of class and is considered late if turned in later. Your project is late if ALL portions are not turned in on time. Therefore, your project files must already be uploaded to the appropriate CARMEN dropbox by the start of class on the project's due date. Due to frequent file glitches, you must also be prepared with a backup of your final project files on CD or on a USB drive. Your project grade will be reduced by one full letter for each class day it is late, regardless of whether or not you were absent.

Attendance policy
Don't miss class. Don't arrive late or leave early. You are expected to come to class on time, ready to work and with all necessary supplies and materials. Your final grade will be lowered by one full letter upon your third absence - and again for each additional absence. 3 late arrivals or early departures = 1 absence. Excused absences are: family emergencies, established religious holidays and illness with an official doctor's note indicating that you could not attend class on that particular day. You are responsible to find out what you missed and complete any missed work. Hey, there are only 20 days of this class, do not miss them!

Policy on student conduct
Students are expected to abide by the Ohio State University's Code of Student Conduct. (online: http://studentaffairs.osu.edu/resource_csc.asp) Any violations will be reported to the Committee on Academic Misconduct.

A few examples of violations you should avoid

• Turning in work as your own that was created in some part by someone else.

• Turning in work that violates copyright law.

• Turning in work for this class that has already been turned in for another class.

• Dishonesty concerning absences.

Disability policy
Any student who feels he/she may need an accommodation based on the impact of a disability should contact me privately, as soon as possible, to discuss specific needs. Students need to also be working with the Office for Disability Services (on campus at 150 Pomerene Hall, ph. 614-292-3307) so that we may coordinate reasonable accommodations.

Supplies

- REQUIRED BOOK - Adobe PhotoShop CS2 Studio Techniques, by Ben Willmore.

- Digital Storage - You will need a USB thumb drive to store image files and easily transport them to different computers. Get one that holds at least 256 Megabytes (will cost about $20), but get a larger capacity drive (1 gig or more) if you plan to archive all of your work in this class on this one device. You will be alloted 1 Gig of storage space on the server for your work during this quarter, however, in order to follow good digital practices, you must always back up your work, because hard-drive crashes do happen - and they are not an excuse for late projects.

- Digital output - you will be required to get your artwork out of the computer for one or two of the assignments. This means purchasing output media to print on such as, photo quality ink-jet paper, gloss paper, inkjet canvas, transparencies, iron-on transfer sheets, back-light film (Duratrans). In addition, the final project, which will be submitted to the final Art and Technology exhibition at the Haskett Gallery, needs to be a finished piece ready to install in a gallery setting. Depending on what you decide to create for your final piece, you should plan accordingly with supply purchases. For example, if your artwork is a series of ink-jet prints, you will need to purchase frames or frame-making supplies.

- Notebook - taking notes will be necessary in this information-intensive course.

Labs, Equipment and Facilities    Class Website: http://artandtech.osu.edu/350/350amy/ 
You do not need to own your own computer to succeed in this class. The Art Department has 2 computer labs available to students in the art department and to those taking art and technology classes. The Fergus Gilmore Computer Studio, in Hopkins Hall Annex, room 184 (link to lab monitor hours) and the New Media Lab in Haskett Hall, room 308 (link to lab monitor hours). Be aware that classes also meet in these labs (current schedule here). Depending on computer availability, it might be possible to work quietly while a class is in session. In both these labs you will be able to use the same login information there to access your own user space.

You can also use computers in the many public computing centers on campus, such as the one in Hopkins Hall room 354, or the Baker systems lab, which is open 24/7 during each quarter. For information about what equipment and software is available at each student computer center, visit this website or call: 292-8400

Classroom services equipment checkout:

The place to borrow equipment for this class is Classroom Services, (located at 025 Central Classroom Bldg, ph: 292-3131). You need to fill out and sign a permission form (that your instructor will also need to sign) and turn it in the first time you reserve or borrow equipment. After that, you will be able to check out digital cameras, digital camcorders, audio recorders, projectors, laptops, DVD players and TVs for class related projects. The best part is that it's FREE as long as you do not break it, or return it late. *Make sure to plan ahead and reserve items early because supplies are limited.

Reading and Writing
In addition to the required book, I will be giving you required readings related to digital art and ideas that you will be expected discuss in class. There will also be short writing assignments on relevant artists and artist lectures as well as written project proposals required for each art project.

I also recommend the following books, as they have been infinitely useful to me in learning the technical aspects of Photoshop:

Photoshop CS2 for Windows & Macintosh: Visual Quickstart Guide - by Weinmann and Lourekas, one in the excellent Visual Quickstart Guide Series. These are good visual reference guide books.

Photoshop Bible, Deke McClelland — This one has everything in it; a great reference book for your desk at home, but too big to carry around with you at school.

Other inspirational reading on digital art:

Digital Art, (Thames & Hudson) by Christiane Paul

The Language of New Media, (MIT Press) Lev Manovich

Snap to Grid, (MIT Press) Peter Lunenfeld

Electronic culture: technology and visual representation, Editor, Timothy Druckrey.

New Media in Late 20th-Century Art, (Thames & Hudson) Michael Rush

The New Media Reader, edited by, Noah Wardrip-Fruin and Nick Montfort

Leonardo, (MIT Press) is the leading international journal for readers interested in the application of contemporary science and technology to the arts and music.

Assigned Art Projects: 

#1. Media/Social Critique: Because digital imaging is used in the production of media and advertising, it is particularly well suited for artistic critiques, parody or satire of these arenas. We will look at artists who are using digital tools to turn the tables on advertising, hype, consumer culture and the authority of the media. You will then create your series of 3 artworks, which function as a commentary or critique of the media - or related societal issue. An early precedent for working in this manner would be the German artist John Heartfield, who collaged photographs and magazines together (photomontage) to create anti-fascist artwork/propaganda during the 1930's. He was re-using media in order to create a new message; one which was not the dominant message of the time.
#2. Technoscape: Construct a series of 3 images inspired by the concept of Technology Expanding the Horizon. Technology affects every aspect of our lives - how we exist and perceive our physical surroundings and notions of the landscape, real and virtual. With ubiquitous Google Maps, the World Wide Web, digital photography, and nanotechnology, the landscape, a physical place, has been evolving into the landscape as a virtual place. As an artist, you are a meaning-maker, contributing to the important dialogue about how technology impacts and changes our perception of the landscape.
#3. Artistic Mapping: Conduct research on a topic of personal interest and present it in the form of a map. Mapping is a convenient way to represent space, information, and/or concepts into a condensed document. While it is generally considered the domain of cartographers and scientific researchers, there are many artists who consider their artmaking process to be closely related to the process of mapping. As an artist, your choices of "what to map" are unrestricted. You may choose to map an idea, yourself, a political or historical issue, a material, a space, or even a fictional topic of your own devices. Consider such possibilities as mapping every scar on your body (as was done by one student-artist) and then consider interesting ways to organize your map so that it will function as an artistic conveyance of information to others. Remember, the purpose is to create art.

#4. Final Project: Working from your own personal artistic interests, you will be expected to create a significant digital artwork, or series of works that are presented outside of the computer. The concept of your work should inform the way it is presented. It could be printed out using the ink-jet printers, printed by a company (such as Ezprints.com, Photographic Creations or Kinkos), made into a book, made into slides and projected, ironed onto fabric, incorporated into a web artwork, a QuickTime movie, etc. You will need to turn in a written proposal for this project. I will meet with each of you to help determine a directed program of study and techniques necessary for you to realize a significant work of digital art. Your work must be shown in its completed form on the class critique date. That includes finished framing. 

Course Schedule
• Week 1

Day 1 : introduction to the class, the computer lab and each other. Also, saving and storing files in the lab and using the Carmen online course system to access files and drop off assignments. Introduction to Photoshop basics, such as navigation, tools, options, palettes and the marvels of undo-ing. Homework: read Notes on Scanning, Resolution and Digital Fluff. We will discuss it next class meeting. For next class, bring one object to scan.

• Week 2

Day 2 : Project #1 presented with a lecture on artists who use media techniques to critique the media. Technique demos: Making selections - repositioning, transforming, cropping, experimenting with various selection tools and adding and subtracting from selections. Deciphering image resolution and using the flat bed scanners. Homework: write a project proposal. Also read: Postmodernism and PhotoShop - by Lev Manovich and the article on Copyright & Art, by next class period (download it from the content section of our Carmen course).

Day 3 : Project 1 Proposals due. Discuss the readings, Copyrights & Art and Postmodernism & Photoshop. Technique demos: on working with layers; adding, organizing, hiding, copying, moving, linking, merging, duplicating, flattening, opacity changes and blending modes. Homework: work on project 1.

• Week 3

Day 4 : More on layers: locking, organizing, adding effects and blending modes. Also, text layers: adding, editing, manipulating, and rendering and working with fonts. Discussion of raster vs. vector graphics. Burning CDs on a Mac.  Homework: work on project 1

Day 5 : Critique of project 1. Homework: reserve still digital camera from Lord Hall and bring to class on Thursday - with double A batteries. Or bring your own camera.

• Week 4

Day 6 : Project #2 presented. Viewing and discussing related artwork. Technique demos: Digital painting tools - tool option pallets, painting modes, color palettes, gradients, editing brush shapes, and creating, saving and loading custom-made brushes. (pages 29 - 40 in the Adobe PS CS2 Studio Techniques book). Demo on using the digital cameras available at Classroom services. Homework: write a project proposal and begin work on project 2

Day 7 : Project 2 proposal due. Technique demo: Color manipulation and remapping - using hue and saturation, replacing colors, adjustment layers, levels and histograms. Homework: work on project 2.

• Week 5

Day 8 : Technique demo: retouching and repairing images using the patch tool, cloning stamp, healing brush, sponge tool and the dodge and burn tools. There will be time to work on projects after the demo. Homework: work on project 2.

 Day 9 : Critique of project 2

• Week 6

Day 10 : Project #3 presented with a lecture on related artists. Technique demos: Advanced Selection and masking techniques - blending sliders, layer masks, using the pen tool to make very accurate selections and/or custom shapes. Homework: write a project proposal and begin research on project 3.

Day 11 : Project 3 proposal due. Individual meetings and Mid-term grades given. Work on projects in class. Homework: read - Variable Media, by Jon Ippolito - OR - Slides and Prejudice, by Linda Yablonsky. Work on project 3

• Week 7

Day 12 : Discuss Variable Media article. Technique demos: Color management - understanding how color works on the monitor as opposed to a printed page, calibrating your monitor, working with color spaces and ICC profile tags. Homework: work on project 3

Day 13 : Discuss final assignment, the exhibition and successful student projects from the past. Technique demos: Collage techniques - clipping masks, vector mask and gradient masks. Homework: write a project proposal

• Week 8

Day 14 : Critique of Project #3 Final project proposals due

Day 15 : Individually discuss proposals for final projects. Work in class on the sharpening lessons in chapter 12. Homework: Write a one, to one-and-a-half page paper on an artist's work that relates to your final project.

• Week 9

Day 16 : Artist research paper due. Technique demos: Automating tedious tasks - automatic contact sheets, web galleries and customized actions. In class work: make your own action and show off in to others in class. Homework: work on your final project.

Day 17 : Mid-project critique to show your progress on final project. Be prepared to speak about what you are doing and to show your work in progress to your peers. Homework: work on your final project and read the "Resolution Solutions" chapter in the Photoshop CS2 Studio Techniques book.

• Week 10

Day 18: Technique demos: Customizing text, creating patterns and filter effects. Homework: work on your final project.

Day 19 : In class work day

• Week 11

Day 20: Class critique of completed final projects.

Day 21 : Exhibition set up day. Drop off artwork between 12:30 and 2:30pm in the Haskett Hall Gallery. The faculty committee will decide which works will be hung the exhibition. At 3:30 show installation will begin. Unselected work must be picked up between 3:30 and 6:30pm. If hanging your work involves more than a typical screw in the wall, you must return to hang your own work, between 3:30 pm and 5:30pm. Your work must be professionally presented - framed, on a pedestal or installed in a way that makes sense for your art work. You will be responsible for bringing what you will need for the installation of your work. You must also remove the work from the show on Friday, between 4 and 5pm. Expect to help out with the production of the exhibition in some way: clean-up, gallery sitting, the snack organizing or the installation set-up. This show is a group effort.

Day 23 - Exhibition Opening Celebration from 4 - 8pm . Invite your friends/family! Exhibition has open hours from 11:30am to 4pm as well. Show take-down is from 8 - 9pm. All leftover work will be discarded






