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Teacher Resource 9.1
Answer Key: Image Quality Analysis
Use this resource to lead the image analysis discussion. There may be other ideas that you and your students come up with for these images.
	Image
	What good qualities does this image have?
	What potential problems does this image have?
	What are possible solutions for the problems?

	Image A: Beach
	High resolution
Good lighting and contrast
Good sense of place
Has a dynamic sense of motion
	Image ratio is not ideal for video (not bad though)
Subjects are squinting a lot
Hair is blowing in girl’s face
Both subjects’ hair blends into the dark trees in the background
	Find a better image
Crop out the girl
Crop to video resolution
Adjust tree tone to differentiate from subjects’ hair (would be difficult)

	Image B: Peace
	Clean lines
Good contrast 
Engaging color palette
	Portrait view doesn’t fit well in video frame
Needs a label or a title for context
	Crop to landscape orientation (in video resolution) or place over same background color on video
Add a label or a title

	Image C: Mountains
	High resolution
	Portrait view doesn’t fit well in video frame
Nothing in foreground or middle ground
Shadow creates dark patch
Bland composition
	Find a better image
Crop to landscape orientation (in video resolution)
Zoom in and pan across peaks
Boost color tones



Teacher Resource 9.2
Answer Key: Collecting and Using
Existing Media Assets Notes
Use these answers as a guide for the discussion about Student Resource 9.3, Note Taking: Collecting and Using Existing Media Assets.
1. Summarize the key considerations for “resolution” and “orientation” when collecting existing images to use in a video.
Still image resolution considerations include the following:
Image resolution is the physical size of the image and the number of dots per inch (dpi). It is measured in pixels, a measurement that takes into account the physical size of the image and the dpi. The bigger the image, the more pixels it has and the larger the file size. 
The resolution of the existing asset should be checked before using it in a video. 
If the resolution is lower than that of the video project, the still may appear small and hard to see on video or will need to be sized up to fill the screen, causing the image to look blurry or “pixelated.” In many cases, still images with low resolutions may need to be discarded and not used in the video.
If the resolution is higher than that of the video project, the still will need to be resized but will still look good. This offers an opportunity to crop or zoom in to the still for greater effect.  
In general, the higher the still resolution, the better it will appear on video—although if the file is quite large, it may need to be resized. Placing large files on the timeline can sometimes overload the editing system and cause technical issues. 

Still image orientation considerations include the following:
Landscape orientation is when an image is wider than it is tall (portrait orientation, by contrast, is when the image is taller than it is wide).
Landscape orientation is a better match for video because videos are wider than they are tall. However, with wide-screen (16:9 aspect ratio), two portrait-oriented images can be positioned side by side to effectively fill the viewing space.
Stills with portrait orientation may be used in video if they have high enough resolution and are cropped (to landscape orientation) or placed on a video background.

2. Summarize the challenges involved with using existing video and audio clips from the Internet in a video project.
Challenges of using video or audio clips from the Internet include the following:
Video files are often small (i.e., low video resolution); using a smaller size means scaling the asset up (resulting in a very blurry video) or using it as a small portion of a larger frame (picture in picture).
Internet files are often heavily compressed, which means the sound or picture will be distorted, or appear pixelated, or show digital artifacting once it is used in the new project and then compressed again.
File formats often need to be converted, which can be difficult and/or result in a reduction in quality.
3. 
Define the meaning of copyright and of fair use, and give an example of each.
Copyright is the protection of ownership of an original creative work. All original assets we create for our projects are owned by the student creator or team of student creators. We do not own copyrights to any assets that we download from websites, such as photos, video clips, or graphics. If everything in our project is original and the project does not use copyrighted material, then the student creator or team of student creators will also own the project itself.
Fair use allows students and teachers to use any copyrighted materials in the classroom for educational purposes. For our class video projects, students can use other people’s copyrighted audio, video, stills, and other assets as long as we don’t publish them ourselves or take money to let people view our work.
Creative Commons is a system that many artists use when sharing their work on the web. It allows people to use the artist’s work in a variety of different contexts, such as in exchange for credit or when limited to noncommercial purposes.
Teacher Resource 9.3
Quiz: Existing Digital Media Assets
Student Name:_______________________________________________ Date:___________
Directions: Answer each of the following questions in one or two complete sentences.
1. What is the difference between existing assets and original assets?






2. List at least four ways to improve the quality of an image.








3. How can you tell if a still image has the right resolution for a video production?






4. Why is a still image with landscape orientation better for a video production? How can stills with portrait orientation be adjusted for a video?





5. What does fair use refer to in terms of copyright law?




6. Name one or two good sources for downloading images from the Internet.


Teacher Resource 9.4
Answer Key: Existing Digital Media Assets Quiz
1. What is the difference between existing assets and original assets?
Digital assets collected from the web or other archives are existing assets. Other digital assets you create from scratch are original assets.
1. List at least four ways to improve the quality of an image.
Possible answers include: adjust color tones, crop to video resolution, zoom in, crop to landscape orientation, place image within background.
1. How can you tell if a still image has the right resolution for a video production?
In general, the higher the still resolution, the better it will appear on video. Resolution is measured in dpi, and if the still has fewer dpi than the video project, it may appear small and hard to see on video. If it is sized up to fill the screen, the image may look blurry. In many cases, still images with low resolutions may need to be discarded and not used in the video.
If the resolution is higher than that of the video project, the still will need to be resized. This offers an opportunity to crop or zoom in to the still for greater effect.  
1. Why is a still image with landscape orientation better for a video production? How can stills with portrait orientation be adjusted for a video?
Landscape orientation is a better match for video because videos are wider than they are tall. Stills with portrait orientation can be cropped or placed on a video background.
1. What does fair use refer to in terms of copyright law?
Fair use means that copyrighted materials can be used in the classroom for educational or other noncommercial purposes, as long as the people using them do not publish them or take money to let people view them. 
1. Name one or two good sources for downloading images from the Internet.
Any sites that have images can be cited here. Students should be familiar with Google Images, among other sites. 

Teacher Resource 9.5
Key Vocabulary: 
Collecting Existing Digital Media Assets
	Term
	Definition

	assets
	Multimedia materials used in a production, including photos, video clips, graphics, and audio clips.

	composition
	The consideration of the placement of all elements in a frame, such as camera angle, subject/background relationship, framing, and lighting.

	copyright
	The protection of ownership of an original creative work.

	fair use
	A legal idea that allows students and teachers to use any copyrighted materials in the classroom for educational purposes.

	format type 
	The structure in which a file is saved on a computer. Images can be saved in formats such as JPEG, GIF, TIFF, BMP, AI, PSD, PNG, or PDF. Audio files can be saved as MP3, AIFF, or WAV. Video file formats include MOV, FLV, and WMV.

	intellectual property
	Ideas or other products of the mind protected by copyrights, patents, and trademarks, in the form of music, video, writing, voice, images, logos, etc.

	orientation 
	The way an image is arranged on a page or a screen. Landscape view is horizontal, like a movie screen, and portrait view is vertical, like a door.

	piracy
	The act of stealing media, such as music or film, by copying and distributing it outside of authorized sales channels.

	thumbnail
	A small view of an image that makes it easy to look at lots of images quickly and identify the ones you want to use.
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