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Theatre Arts 133

Art of Lighting Design

I.
Catalog Statement





Theatre Arts 133 is designed for students who have a basic knowledge of visual or performing arts.  Students learn how to use artificial light sources to create an appropriate environment for a variety of entertainment media, including animation, and theatre and dance productions.  Applying basic techniques of lighting composition, students use highlights, shadows, textures, and colors to achieve the desired effects.  Lighting designs are created using virtual lighting simulations on a computer.  These programs are used in the analysis and performance of design exercises.


Units -- 2.0








Lecture hours -- 2.0




Total Laboratory/Studio hours -- 1.0


(Faculty Lab/Studio Hours - 1.0  +    Student Lab/Studio Hours - 0 additional hours = 1.0


Total Laboratory/Studio Hours)
 








Prerequisite:
None.


Recommended Preparation:  CS/IS 206 or equivalent.

Note:  Theatre Arts 133 is designed for students who have completed at least one course in visual arts, dance, media arts, music, or theatre arts.

II.
Course Entry Expectations


 








Skills Expectations: Reading 5;  Writing 5;  Listening-Speaking 5;  Math 2

Prior to enrolling in the course, the student should be able to:

1. understand and use the vocabulary of basic artistic expression;

2. take lecture notes;

3. execute extended and fairly complex oral directions;

4. participate in class or group discussions;

5. add, subtract, multiply, and divide using whole number, fractions, and decimals.

III.
Course Exit Standards











Upon successful completion of the required course work, the student will be able to:

1. analyze scripts, music, and choreography for their lighting requirements;

2. apply basic techniques of color composition;

3. use highlights and shadows (lighting ratios and angles) to achieve the desired effect;

4. use virtual light design software;

5. evaluate the effect of different colors of light on different colors of pigment;

6. enrich an environment with the use of lighting textures;

7. create simple cueing sequences.  

IV.
Course Content





Total Contact Hours 48




A. 
Analysis of scripts, music, and choreography for lighting
12 hours

B. 
Exploration of different compositions using colored light
9 hours
            4 hours

C.
Demonstration of how different lighting ratios and angles are used to create different moods
6 hours

8 hours

D.
Presentation of software program basics
9 hours
 

E.
Demonstration of how a variety of lighting colors affect pigment colors 
3 hours

F.
Exploration of the use of lighting textures for enriched designs
3 hours

G.
Creation of different lighting looks in order to design an appropriate
6 hours


cueing sequence.


V.
Methods of Presentation




The following instructional methodologies may be used in the course:

1. Classroom lecture and demonstration of basic lighting techniques.

2. Instructor-directed lighting design exercises during class time.

3. Demonstrations of virtual lighting software programs.

4. Discussion and review of lighting concepts.

VI.
Assignments and Methods of Evaluation







1. Performance exams in which progress is measured through a demonstrations of skills 

related to the specific elements of  basic lighting techniques.

2. Class participation in instructor-directed lighting design exercises.

3. Participation in critiques of lighting design assignments.

4. Objective exams on the terminology and techniques of lighting.
VII.
Textbooks













Gillette, J. M.  Designing with Light: An Introduction to Stage Lighting, 3rd ed.


Mayflield Publishing Co., 1998.  


12th grade reading level.   ISBN: 1-55934-527-6 (paperback only)


Palmer, R.H.  The Lighting Art: The Aesthetics of Stage Lighting Design, 2nd ed.


Prentice-Hall, 1994.  


11th grade reading level.   ISBN: 0-13501-081-0

VIII. Student Learning Outcomes

1. Evaluate the effect of different colors of light on different colors of pigment.

2. Create cueing sequences for a live performance.
