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I¢s 1976 in San Francisco. Ever since his mother was found murdered, &
fifteen-year-old Rafer Thorne has been tormented by nightmares and
left with a gaping hole in his memory. He has no clue to his true identity
mﬁlagoldemeyedghlwi&pokuedmcﬁmbshtohisbodrwmm%
mvea]sm}imﬂmheispmofagtmwnﬂjczﬂ\athasbeﬁn‘aging
through the cosmos for more than six thousand years.
00
00i$ In another world, trumpets sound the alarm as
a Fire Dragon flies across a blood red moon,
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CbARACTER DEVELOPMHEDT




COMICS ADD FIELD GAIDES




TRANSMEODIA PROJECTS

eCard Game
e [nteractive eBook
e Animated Book Trailer

*Fantasy Website
* Audio Book






FADTASY WEBSITE




AdDIO BOOK







ThESIS PROJECT

- 1. Qualitative Research Paper.

* 2. A project plan that can be used as a model for

similar cooperative projects in the future.

* 3. Completed Manuscript for the main story line.



RESEARCD PAPER

*Research (Questions

e[iterature Review

*(Case Study
*Subject Selection, IRB Approval



RESEARCDH QUESTIODS:

* (1) What is the new educational practice of cooperative project based
learning applied to a transmedia venue?

* (2) How are students who participate in cooperative projects with
peers and professionals effected in forming their identities and career
goals as well as the acquiring of professional skills, both practical and
interpersonal?

* (3) For these students, family and professionals who work together on
the project, what are the engaging and appealing aspects that might
inform instructional and working practice to create a useful model for
similar projects?



SIMPLIFIED

* What does a cooperative transmedia project

look like?
* How are the students and peers effected?

* How do we apply the research in creating a

model for future projects?



CAS€E STADY

* Using OECD Innovative Learning Environments project
case studies as a Model.

e (bservations. Arecord to use as a working model
o Analysis. Applying research to practice.

e Conclusion. Toinform future projects.

(ECD, Center for Educational Research and Innovation. “Innovative Learning
Environments, Educational Research and Innovation”” OECD Publishing. Paris.
(2013): 520 PEEale



LITERATURE REVIEW

* Tubin, Dorit, “Makor Chaim Yeshiva High School: Kibbutz Kfar Elzion,
Israel” Case Study. OEBCDInnovative Learning Environments, educational
research and Innovation. QBCDPublishing. Paris. (2012): 5-20. PDF File.

* Schrittesser, Ilse and Sabine Gerhartz, “New Secondary School
Buropaschule Linz, Austria?” OECD Innovative Learning Environments,

educational research and Innovation OBCDPublishing. Paris. (2012): 7.
pag. PDF Hile.

* Ramseir, Frik and Anne Von Ganten. “Beatenberg Institute, Bern,
Switzerland?” Case Study. OECD [nnovative Learning Environments,

educational research and Innovation OECDPublishing. Paris. (2013): 7.
Dag. PEEEilox



CASE STADIES oo

Arizamendi, Anselmo. Center for Studies on Design at Monterey. Nuevo
Leon, Mexico’Case Study. CECD Publishing. Paris. (2013): 5-23. PDF File.

Sweeney, Christopher. “The synthetics project: a High School Studio
Lesson” SchoolArts: Journal. 6 Cetober (2013): 30-31. Print.

Kelso, Elizabeth and Lauren Kaushansky. ““Ihe Living Book Project: A
Portrait of Collaboration” English Journal 103.3 (2008): 56-63. Print.

Fisher, Paige. “Community of Learners Network, British Columbia,
(Canada” Case Study. CECDPublishing.Paris. (2013): 2-36. PDF File.



IRB APPROVAL AND SUBJECT
SELECTION

» Subjects selection: The participants in this project will be students
in creative arts from elementary age, to college seniors, their
parents and professional volunteers in the community. Part of the
challenge will be how to integrate into a working model this
diverse group.

* IRB Approval and permissions. This project has passed IRB
approval at SOU. Approved consent and assent forms for
participants have been signed. This includes parental consent for
minors and assent from minors both verbal, and in writing.

 Written consent for audio recordings have also been given.
Deborah d’Este Hofer IMIIVI. Institutional Review Board

Grants Administration Hofex@sou.edu



Th€ MASTER PLAD

e [ xtailed Master Qutline.

e Working Model.



Master Outline

I. Manuscript
A. Main Story Line {Lena}
B. Colette Side Story {Gary}
C.Archibald Side Story {Claire}
D. Netherbugs backstory (Zack}
E. Heros and Villans (April)
F. Monsters {Max, Gary}
II. Card Game
A. Design (Jordan}
1.[Example]
2.[Example]
B. Art {Clair, Lena, Gary}
1. [Example]
2.[Example]
C.Kickstarter {Zack}
1.[Example]
2.[Example]
III. Art
A. Manga {Emma}
1.[Example]
2..[Example]
B. Illustrations {Lena, Gary, April,Claire}
C. Map. (Lena ,Claire, April)




A WORRIDG (MODEL

* Communication Gaidelines.
* Rubrics
* Ground rules for ownership of intellectual property.
* Templets for Collaborative Communication

* Iegal Contracts

* Time Management.
e Schedules
e [eadlines



EXAMPLES



RUBRIC: KYDMAbDDAA RPG PLAYIDG CARDS.

Source Material: HEDGES, WARREN “HOW TO CREATE A RUBRIC’ SOUTHERN OREGON UNIVERSITY, ASHLAND. 18 NOV

2015. LECTURE.

Boring or clashing color palate.
sloppy and standard
uninteresting illustrations that
have no unique elements

They do not accurately depict the
character in the novel.

No attention to costume design.

Type does not reinforce the

overall design of the
composition.

The composition is too busy
without negative space.

Writing on the cards is either too
detailed, or unclear.

It is not sufficient for game play.
The description of the game is
not clear, and either too detailed,
Or confusing. And not consistent
with the story world.

The rules are unclear and
inconsistent.

Color palate is sufficient, but not
interesting or too colorful.
However it does not clash.
Illustrations are well drawn, but
not in an unique or interesting
style.

Character depiction is standard
but does not depict unique or
interesting aspects.

Only rudimentary attention to
Costume.

Uses visual hierarchy, negative
space, scale differences, and/or
type as a visual element, but not
entirely successfully.

Not overly busy, and shows
information in a usable format.
Each Card is design is successful
as independent piece, but does
not follow an overall “look” for
the game as a whole.

The information on the cards is
readable and understandable.
The description of the game is
clear and consistent with the
story world.

The rules are concise and
understandable.

Colorful. (The trick is vivid color
without clash, by limiting a bright
palate)

Interesting illustrations, above
and beyond content.

Clear depiction of the characters
consistent with the novel.

A unique style.

Costume design fitting the role
of the character and their culture
in the novel

Uses all of these elements in a
way that is, in itself, visually
interesting and unique.

Each cad design is consistent
with each other, and with the
overall look of the game.

The writing contains all this, but
is also fascinating, creative and
extends the story world into new
vistas. It is fun, entertaining and
humorous.




COLLABORATIVE COMMADICATIOD

CGONCEPT ART DOCUMENTI: CHARACTER DESIGN

SHARH THE DRAGON QUEEN

1, FULLYD 0 ! AGON QUEEN VISUALL

Do a pen and ink line drawing af her from the
Use the pencil drawing from the sketehbook and Claire’

Take het ko Phetashep and at leost begin colorng her

for her in Dragon tonge
1 Write cut some Dragon tongue lttering forher name.

ormation to a page for the fleld guide.

3. DESIGN A WEA
e
_ ——— ———
(] Write her back story.
[ Makeup of weapons and powers.

Design the staff of plague in more detail and wiite

T Organize the info it into another field guide page

4, DESIGN NETHERBUGS, HER ROYAL GUARD

_——————————
draw bigger pictures of the bugs and design their personalites.
[ Wite back stories and information aboit the bugs.

eld guide pages for the bugs.







COLLABORATIVE: MADASCRIPT
FOR RAFER THORDE I

* Completed first draft of the Manuscript for the main story

line.

e Collaborative effort, between the main author and student

authors merging their writing talents.

* 'The story 1s a continuation of the first novel, where the
Halfling Heroes continue their adventures in the fairy world

of Kynmahnduu.

* Sketches of artwork and where it 1s placed in the manuscript

will also be included.



WHAT WILL MY COMPLETED
(DASTER ThESIS BE?

*Research Paper
e Master Plan

* Manuscript



FIDAL
PRESEDTATIOD



CREATIVE ARTS ShOW




Th€ FATARE



CREATIVE ARTS SAMMER CAMP




ML UL






	The Rafer Thorne �Publishing Project
	Slide Number 2
	Publishing
	Rafer Thorn II
	Backstory
	Illustration
	Slide Number 7
	Character Development
	Comics and Field Guides
	Transmedia Projects
	Card Game
	Fantasy website
	Audio book
	eBook
	Thesis Project
	Research Paper
	Research Questions:�
	Simplified
	 Case study
	Literature Review�
	Case studies con.
	Irb Approval and Subject Selection 
	The Master Plan
	Slide Number 24
	A Working Model
	Examples
	RUBRIC: KYNMAHNDUU RPG PLAYING CARDS:�Source Material: Hedges, Warren. “How to create a Rubric” Southern Oregon University, Ashland. 18 Nov 2015. Lecture.��� 
	Collaborative  Communication�concept art document: character design�Inada, Miles. “Concept Art” Southern Oregon University, Ashland. 2 Dec 2015.�
	Sharh Drahguul
	Collaborative Manuscript �for Rafer Thorne II
	What will My completed Master Thesis Be?
	Final �Presentation
	Creative Arts Show
	The Future
	Creative Arts Summer camp
	Slide Number 36
	Slide Number 37

