
Module Planning Guide

Title of Module 
A logo for The Deep


This module is designed to take four sessions plus a visit to The Deep between sessions one and two.
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VISIT TO THE DEEP  - DEEP LOGO MODULE

Objectives

· To generate ideas for a logo, using information from a number of sources

· To make sketches and notes.

Activity

When in the exhibition sketch any interesting or eye-catching exhibits, which may provide inspiration for a logo.  Don’t forget to use the guides and other members of staff as a source of information.

To prepare for factual research by reviewing what is known, what is needed, what is available and where one might search.


To identify the key features of a logo.


To generate ideas for a logo, using information from a number of sources, including ICT based sources.


To design a logo for The Deep visitor attraction.





To locate and collect relevant information.


To contribute to small group and whole class discussion.


To think creatively and apply imagination.


To develop criteria for judging the value of their own and other’s work or ideas.





Analysing key features and function of logos.


Building up a feel for the essence of The Deep visitor attraction through a variety of visual, auditory and kinaesthetic activities.


Designing a logo for The Deep visitor attraction.






































To identify the key features of a logo.


To prepare for factual research by reviewing what is known, what is needed, what is available and where one might search.


To summarise in writing the key ideas from a text.


To make notes.


To generate ideas for a logo, using information from a number of sources.





Overall aim of module – to create a logo for The Deep visitor attraction. What is a logo? 5 minutes discussion with mentors – feedback to whole group.


Look at a variety of logos including The Deep’s. What do all these logos have in common? 5 minutes discussion with mentors – feedback to whole group. What do we need to know in order to design a logo for The Deep visitor attraction? 5 minutes discussion with mentors – feedback to whole group.


Look at The Deep website and visitor leaflet with your mentor. Highlight and note down key points – feedback to whole group.


Use reference books to find out about some of fish stock at The Deep. Make brief notes/drawings of creatures you find particularly interesting/eye-catching. 





To generate ideas for a logo, using information from a number of sources.


To use language precisely and selectively to convey information.


To collect and classify adjectives, e.g. for colours, sizes, moods.


To use different ways of planning stories e.g. cartoon strips.





Images of the sea. Partner work – children describe to partner the picture in front of them. Partner must draw image without seeing it.


Looking at images of sea in front of you – what words would you use to describe the scene? 5 minutes discussion with mentor – feedback to whole group classifying adjectives according to colour, size, mood etc.


Sounds of the sea. The whale song. Close your eyes and imagine what is happening in the ocean as you listen to the sounds – create a ‘mind movie’. Tell your ‘mind movie’ to your mentor.


Create a cartoon strip story plan of your ‘mind movie’. Share work with rest of group.





Do the children understand what a logo is? (Badge of an organisation used in advertisements and on notepaper etc.)


Do the children understand the key features of a logo? (Bears name of organisation, simple, eye-catching, often includes a simple illustration that gives some indication of what the organisation is about.)


Were the children able to note the main points from the website and the visitor leaflet e.g. What is The Deep? What kind of animals will be exhibited at The Deep? What does The Deep aim to do?


Were the children able to use the reference books effectively to find further information about species of fish that will be on display at The Deep? 





Were adjectives used imaginatively to describe images of the sea?


Did children’s story plans include a beginning, middle and an end?


Did children’s story plans include a problem and a problem resolution?





Variety of logos. 


Access to The Deep website at � HYPERLINK http://www.thedeep.co.uk ��www.thedeep.co.uk� and visitor leaflet.


Dictionaries/thesauri.


Highlighter pens, pencils and paper.


Reference books about sea life/aquatic animals.


Overhead projector.


Fish stock list.








Images of the sea – photographs, paintings, prints etc.


Dictionaries/thesauri.


Paper, pens, pencils and coloured pencils.


Cartoon strip story planning frame.


Whale song.


Tape recorder.


Overhead projector.





List of adjectives collated from previous week.


Internet access.


Pencils, pens and paper.


Overhead projector.





Logo design frames.


Paper, pens, pencils and coloured pencils.


Overhead projector.





Elicit children’s ideas about what they think a logo is. Help children use a dictionary to find a definition.


Logos are simple, eye-catching, bear the name of the organisation and often include an illustration. Direct children’s attention to a variety of logos of your choice and try to elicit this information from them without giving them too many clues!


The key points from The Deep website include what will be inside the exhibition, the kind of animals to be exhibited and what The Deep aims to do. 





Help children to describe scenes accurately to their partner. Encourage careful listening.


Encourage children to use dictionaries and thesauri to find a variety of interesting adjectives.


When children are recounting their ‘mind movies’ help them to clarify their ideas by asking questions – Who? What? Why? When? Where? Remind children that even cartoon strip stories have a beginning, middle and an end, a problem and a problem resolution.





Ensure children type website addresses carefully.


Watch out for logos on the websites – draw children’s attention to these.


Nicknames derive from key feature of a person or thing e.g. sound, colour, shape, smell, taste, behaviour etc. Use these features as a prompt to come up with alternative nicknames for the sea.





Look very carefully at the information gathered so far. Encourage children to discuss what they have learned about the sea and The Deep visitor attraction.


Remind children of the key features of a logo.


Encourage children to use information already gathered as a basis for their designs e.g. shapes of fish, adjectives used to describe the sea etc.


Encourage children to explain clearly their final choice of design. 





To generate ideas for a logo, using information from a number of sources, including ICT based sources.


To make sketches and notes.





Use internet to access websites featuring aquariums in other parts of the country/world. You can also revisit The Deep website: 


� HYPERLINK "http://www.mbayaq.org/" ��www.mbayaq.org/�


� HYPERLINK "http://www.londonaquarium.co.uk" ��www.londonaquarium.co.uk�


� HYPERLINK "http://www.national-aquarium.co.uk" ��www.national-aquarium.co.uk�


� HYPERLINK "http://www.sydneyaquarium.com" ��www.sydneyaquarium.com�


Remember you are going to design a logo for The Deep – make notes and sketches of anything you find on the website that might help you to do this. (Watch out for logos and ‘fishy’ typeface.)


Create some nicknames for the sea e.g. The Deep, The Big Blue etc. – feedback to group.





Were the children able to access the websites?


Was the information gathered pertinent to the project at hand?


Did the children think about the key elements of the sea in order to come up with appropriate nicknames?





To review information gathered so far.


To develop ideas and explain them clearly, putting together a list of what they want their design to achieve.


To reflect on the progress of their work as they design and make, identifying ways they could improve their product.








What is a logo? Re-cap.


What does The Deep logo want to achieve? Discuss as a group.


With your mentor look at the information and ideas you’ve gathered so far to help with your logo design.


Generate 4 designs – don’t worry about colour yet!


Discuss with your mentor, which you think is the most effective – remember the criteria for a logo. 


Trace your chosen design onto a clean piece of paper and experiment with the colours you wish to use.


Create your final design with colour and share with the group. 





Did the children use the information already gathered to generate ideas for their designs?


Were the children able to explain their design ideas clearly?


Do the designs fulfil the criteria for a logo?










