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The ‘Elements of Design Review’ Jeopardy Game is an interactive pedagogical tool that is designed to be an entertaining and engaging diagnostic assessment device of the coverage of the previous year’s material. The game allows for insight into students’ current level of understanding while preparing them to use these concepts in their Grade 10 – Design unit. The game is played in similar fashion to the real Jeopardy game show except students are grouped into teams. Each of the seven categories are designated to one of the seven elements of design, and some questions include visual elements that allow students to understand the question in “visual” terms. Using Bloom’s taxonomy, the questions are divided by points into simple lower order questions focusing primarily on knowledge and comprehension of terminology (10-20 points), to high order questions, encouraging students to identify and critically think about the elements of design and concepts developed over last year’s course (30-40 points). 
The ‘Social Justice Poster’ assignment aims to provide a direct link to the reviewed elements of design with a practical application in a broader and more relevant context. This project is largely based off the Ontario Ministry of Education (2010) Arts Curriculum, section A2.2: “apply elements and principles of design as well as art-making conventions to create art works that communicate ideas, information, or messages, and/or that convey a point of view” (p. 128).  
The “multiliterate” way of representing the elements of design can offer different meanings and contexts to the language itself. According to Cazden, Cope, Fairclough, & Gee (1996), “In some cultural contexts - in an Aboriginal community or in a multimedia environment, for instance - the visual mode of representation may be much more powerful and closely related to language than "mere literacy" would ever be able to allow” (p.64). By using visual examples of historical and contemporary posters of social justice movements, students are able to understand the use, importance and relevance of the elements of design while increasing their knowledge in other disciplines, such as History and Social Sciences.
To maximize student learning and engagement, we considered carefully the differentiated learning strategies that are administered in the pedagogical tool and “Social Justice Poster” assignment. Multimodality is an important aspect of this lesson since it creates new ways of generating information to students with different learning styles and needs. As Vacca, Vacca, & Mraz (2014) state, “Literacy has come to represent a synthesis of language, thinking, and contextual practices through which people make and communicate meaning” (p.12). This meaning is made through playing the Jeopardy game which provides meaningful and “authentic” learning for the students. “Authentic learning tasks enable students to see the connections between classroom learning and the world beyond the classroom” (Parkay et al. 2010, p. 212). 

Students are assessed by demonstrating their knowledge and understanding of the elements of design by answering correctly the questions in the game. The questions themselves are designed to be accessible through visual, auditory, reading (and even as the game intensifies), and kinesthetic learning, which gives all students an equal opportunity to demonstrate their learning. Once the students have understood the content of the lesson, they will apply their new knowledge through the creation of a poster, and by discussing the power of visual literacy or elements in a social context. The objective of this lesson is to demonstrate how the elements of the design can create and communicate more powerful meanings than simply with words.  
Finally, the game and “Social Justice Poster” assignment allow for collaboration and discussion since the exchange of ideas is required to further their knowledge to play the game and to create a meaningful poster. The flow of multimodality in apparent in both activities as natural and expected agents throughout the lesson. As Cazden, Cope, Fairclough, & Gee (1996) indicate, “In a profound sense, all meaning-making is multimodal. All written text is also visually designed” (p. 81). 
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