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Media Arts 
 

Overview of Media Arts 
 

The MEDIA ARTS Program of Studies is new to Kentucky schools and constitutes a major 
revision designed to reduce duplication of existing Career and Technical Education 
programming; alignment of content with current industry practice and the new National 
Coalition for Core Arts Standards for the Media Arts.   
 
Media arts began early in the 70’s, the growing interest and use of technology in classroom 
instruction has gained even more momentum as a wide spectrum of creative activity in media 
arts has taken the education scene by storm. While general instructional technology continues at 
all levels of public education, there are increasingly new and vigorous experiences in media arts 
that includes cinema, animation, sound imaging design, virtual design, interactive design, as well 
as multimedia and intermedia. This content may be unfamiliar to the general public, but 
practitioners are already involved in its instruction and students are already engaged by it.  
 
Career Pathways: 
 
Schools should begin to counsel students to consider a college and career pathway in the Media 
Arts during their 8th and 9th grade years; and students should declare an intention to follow a 
Media Arts pathway in their Individual Learning Plan (ILP) at this time.  
 
Students will develop a comprehensive Media Arts portfolio to show their progress through the 
pathway and will be a component of their pathway progress.  
 
Standards Based Curriculum 
Each pathway incorporates content aligned with the Kentucky Core Academic Standards 
(KCAS), http://education.ky.gov/curriculum/docs/Documents/KCAS%20-
%20June%202013.pdf, and the arts and the National Core Arts Standards (NCAS), 
http://nationalartsstandards.org/.  
 
Valid KOSSA and Industry Certification for Career Readiness 
The Valid List of KOSSA and Industry Certifications for Career Readiness can be viewed via the 
following link:  http://education.ky.gov/CTE/kossa/Pages/ValidKOSSAList.aspx.  The valid list is 
reviewed annually through the established process and publishes by June 1 for the corresponding 
academic year.   

 
Work Based Learning 
In 2017-2018, a cooperative experience, internships, shadowing and mentoring opportunities will 
provide depth and breadth of learning in the instructional program and allow students to directly 
apply concepts learned in the classroom. The Work Based Learning Manual, 
http://education.ky.gov/CTE/Documents/WorkBasedLearningManual.pdf, is available on the 
KDE website. 
 
 
Student Organizations:  Schools are required to complement their college and career pathways 
by providing students with a student organization.  In support of Perkins, SkillsUSA is the US 
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Department of Education recognized student organization.  Students may also participate in 
STLP as a secondary opportunity.  
 
The Media Arts Program of Studies is intended to replace the separate program areas of 
Multimedia, Radio/TV and Visual Communication Arts. Teachers from those programs will be 
certified for all courses in this program.  
 
The teacher certifications for the courses in this program are:  
 

767 Commercial Art  
772 Graphic Arts  
796 Radio And TV Productions  
811 Digital Media  
798 Multimedia Technologies  
946 Computer Graphics 
 
The Media Arts Committee: 
Nichelle Anthony – JCPS  
Rebecca Blessing, KDE Director, Division of Communications 
Mark Brendel, Henderson County Instructor 
David Brown – Art Director - The Group Travel Leader, Inc. 
Robert Duncan – Arts and Humanities Consultant- KDE 
Carole Frakes – CTE Consultant – KDE 
Jeffrey Givens, Henderson County Instructor 
Larry Moore – KET Education Consultant 
Joe Morgan, Director – KDE Division of College and Career Readiness 
Michelle Rauch, Fayette County Instructor 
Justin Rice, Leslie County ATC Instructor 
Donny Roundtree, Holmes HS Instructor 
Phil Shepherd, Manager, KDE Academic Core Branch 
Brian Spellman – Manager, Education Services – KET 
Bonnie Stacey, Newport HS Instructor 
Belinda Stark, Hardin County Instructor 
Steve Stubbs – Principal, Carter Co. CTC 
Angela Yeasayer, Jefferson County Instructor 
Please address questions to:  
 
Marissa Hancock, Branch Supervisor  - marissa.hancock@education.ky.gov 
Scott U’Sellis – Scott.U’Sellis@education.ky.gov 
 
Division of College and Career Readiness  
Office of Career and Technical Education  
Kentucky Department of Education  
500 Mero St., 20th Fl.  
Frankfort, KY 40601  
502-564-4286 x 4248  
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Media Arts 
 

 
Course Title 

Post-
Secondary 
Connection 

Valid 
Course Code 

Recommended 
Grade Level 

Recommended 
Credit 

9 10 11 12  

 
Introduction to Media 
Arts 

 480901 X X X  1 

Interactive Design 
 

 480902  X X X 1 

Moving Image Animation 
 

 480903  X X X 1 

Virtual Design 
 

 480904   X X 1 

Video Studio 
Fundamentals 

 480910  X X X 1 

Studio Directing and 
Performance 

 480911  X X X 1 

Advanced Studio 
Production (Moving 
Image) 

 480912   X X 1 

Two-Dimensional Media 
Design 

 480920  X X X 1 

Digital Imaging  480921  X X X 1 
Advanced Production 
Design 

 480922   X X 1 

Media Arts Co-op  480950   X X 1 
Media Arts            
Internship 

 480951   X X 1 
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MEDIA ARTS CAREER PATHWAYS 
 2016-2017 

 

CINEMATOGRAPHY AND VIDEO PRODUCTION PATHWAY 
CIP 09.0701.00 

PATHWAY DESCRIPTION: This career pathway prepares students to communicate dramatic 
information, ideas, moods, and feelings through the making and producing of videos and cinematographic 
expression. The pathway includes the theory of video, video technology and equipment operation, video 
production, video directing, video editing, cinematographic art, video and audio technique, and multi-
media production. It prepares students to function as staff, producers, directors, and managers of media 
programming and media organizations. Includes writing and editing; performing; media regulations, law, 
and policy; aesthetic meaning, appreciation and analysis; construction, development, processing, modeling, 
simulation and programming of audio and moving image programs and messages; their transmission, 
distribution and marketing, as well as contextual, cultural and historical aspects and considerations.  

BEST PRACTICE COURSES 
EXAMPLE  
ILP-RELATED 
CAREER TITLES 

 

Foundational Skills Necessary for Career-Ready Measure:  
(KOSSA/Industry Certification) 
  

Complete (4) FOUR CREDITS from the following: 
 

• 480901 Introduction to Media Arts 
• 480910 Video Studio Fundamentals 
• 480911 Studio Directing and Performance 
• 480912 Advanced Studio Production (Moving Image)                            
• 480950 Media Arts Co-op OR 

480951 Media Arts Internship 
 
 

Advertising 
Copywriter 

Audio-Visual 
Technician 

Broadcast Technician 

Camera Operator 

Director 

Director of 
Photography 

Film and TV Crew 

Film Editor 

Photographer 

Photojournalist 

Radio / Television 
Program Director 
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MEDIA ARTS CAREER PATHWAYS 
 2016-2017 

 

GRAPHIC DESIGN PATHWAY 
CIP 50.0401.00 

PATHWAY DESCRIPTION: This Career Pathway prepares students to apply Media Arts skills that 
focus on the general principles and techniques for effectively communicating ideas and information, and 
packaging products, in digital and other formats to business and consumer audiences, and that may 
prepare individuals in any of the applied art media, including: aesthetic meaning, appreciation and 
analysis; construction, development, processing, modeling, simulation and programming of interactive 
experiences; their transmission, distribution and marketing, as well as contextual, cultural and historical 
aspects and considerations.  

BEST PRACTICE COURSES 
EXAMPLE  
ILP-RELATED  
CAREER TITLES 

 

Foundational Skills Necessary for Career-Ready Measure:  
(KOSSA/Industry Certification) 
 

Complete (4) FOUR CREDITS from the following: 
  

• 480901 Introduction to Media Arts 
• 480920 Two-Dimensional Media 
• 480921 Digital Imaging  
• 480922 Advanced Production Design  
• 480950 Media Arts Co-op OR 

480951 Media Arts Internship 
 

 
 

Advertising Account 
Executive 

Advertising Copywriter 

Art Director 

Graphic Designer 

Sign Maker 

Visual Merchandiser 

 
 
 
  

2016-2017 Media Arts  top of document Page 6 of 43 
 



 
 
 
  

MEDIA ARTS CAREER PATHWAYS 
 2016-2017 

 

INTERACTIVE MEDIA ARTS 
CIP 10.0304.00 

PATHWAY DESCRIPTION: This Career Pathway prepares students to use computer applications 
and related visual and sound imaging techniques to manipulate images and information originating as 
video, still photographs, digital copy, soundtracks, and physical objects in order to communicate 
messages simulating real-world content. Includes instruction in specialized camerawork and 
equipment operation and maintenance, image capture, computer applications, dubbing, and 
applications to specific commercial, industrial, and entertainment needs, including: aesthetic meaning, 
appreciation and analysis; construction, development, processing, modeling, simulation and 
programming of interactive experiences; their transmission, distribution and marketing, as well as 
contextual, cultural and historical aspects and considerations.  (You will learn how to design 
technologies that bring people joy, rather than frustration. You'll learn how to generate design ideas, 
techniques for quickly prototyping them, and how to use prototypes to get feedback from other 
stakeholders like your teammates, clients, and users. You'll also learn principles of visual design, 
perception, and cognition that inform effective interaction design. The Specialization concludes with a 
Capstone project that allows you to apply the skills you've learned throughout the courses.) 

BEST PRACTICE COURSES 
EXAMPLE  
ILP-RELATED  
CAREER TITLES 

 

Foundational Skills Necessary for Career-Ready Measure:  
(KOSSA/Industry Certification) 
 

Complete (4) FOUR CREDITS from the following: 
 

• 480901 Introduction to Media Arts  
• 480902 Interactive Design  
• 480903 Moving Image, Animation 
• 480904 Virtual Design 
• 480950 Media Arts Co-op OR 

480951 Media Arts Internship 
 

 
 

Advertising Account 
Executive 

Advertising Copywriter 

Art Director 

Audio-Visual Technician 

Broadcast Technician 

Camera Operator 

Computer Animator 

Director of Photography 

Film and TV Crew 

Film Editor 

Graphic Designer 

Photographer 
Website Designer 
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Introduction to Media Arts 
Valid Course Code 480901 

 
Course Description: Introduction to Media Arts   
An introduction to and survey of the creative and conceptual aspects of designing media arts 
experiences and products, including techniques, genres and styles from various and combined 
media and forms, including moving image, sound, interactive, spatial and/or interactive design. 
Typical course topics include: aesthetic meaning, appreciation and analysis; composing, 
capturing, processing and programming of media arts products, experiences and 
communications; their transmission, distribution and marketing; as well as contextual, ethical, 
cultural, and historical aspects and considerations.  

Content/Process 
Students will: 
 

I.  Career Exploration 
a. Use computer software to research and apply for jobs  
b. Describe student organizations   
c. Describe career objectives and opportunities   
d. Research skills and practices, interrogative questioning  
e. Examine careers and entrepreneurial opportunities associated with the media arts 

 
II. Copyright and Ethics 

a. Understand human, cultural, and societal issues related to technology and 
practice legal and ethical behavior.  

b. Advocate and practice safe, legal, and responsible use of information and 
technology  

c. Exhibit a positive attitude toward using technology that supports collaboration, 
learning, and productivity  

d. Demonstrate personal responsibility for lifelong learning  
e. Exhibit leadership for digital citizenship  

 
III. History of Media 

a. Define Media Arts – discussion how it began and its’ emerging presence now 
b. Identify the major movements, styles, techniques and artists and technicians in 

the development and evolution of modern media 
c. Identify the historical steps in the evolution of the media arts 
d. Recognize and identify the development of media arts aesthetics 
e. Recognize the historical and cultural impact and purposes of media on society 
f. Perceive and analyze the artistic works of recognized media artists 
g. Recognize the intent and meaning of historically acclaimed works 
h. Apply criteria to evaluate media arts works 

 
IV. Safety 

a. Demonstrate health and safety procedures, regulations, and personal health 
practices and determine the meaning of symbols, key terms, and domain-specific 
words and phrases as related to the Arts, Media, and Entertainment sector 
workplace environment 

b. Practice personal safety when lifting, bending, or moving equipment and 
supplies.  
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c. Demonstrate how to prevent and respond to work-related accidents or injuries; 
this includes demonstrating an understanding of ergonomics 

d. Maintain a safe and healthful working environment 
e. Advocate and practice safe, legal and responsible use of information and 

technology   
f. Be informed of laws/acts pertaining to the Occupational Safety and Health 

Administration  
 

V. Collaboration & Client Interaction 
a. Use digital media and environments to communicate and work collaboratively, 

including at a distance, to support individual learning and contribute to the 
learning of others 

i.  Interact, collaborate, and publish with peers, experts, or others 
employing a variety of digital environments and media 

ii. Contribute to project teams to produce original works or solve problems 
b. Exhibit a positive attitude toward using technology that supports collaboration, 

learning, and productivity 
c. Establish and maintain interpersonal relationships — Developing constructive 

and cooperative working relationships with others, and maintaining them over 
time 

d. Apply principles and processes for providing customer and personal services. 
This includes determining project goals through customer needs assessment, 
meeting quality standards for services, and evaluation of customer satisfaction 

e. Articulate thoughts and ideas effectively using oral, written and nonverbal 
communication skills in a variety of forms and contexts with supervisor and 
peers 

f. Listen effectively to decipher meaning, including knowledge, values, attitudes 
and intentions 

g. Use communication for a range of purposes (e.g. to inform, instruct, motivate 
and persuade) 

h. Utilize multiple media and technologies, and know how to judge their 
effectiveness a priori as well as assess their impact 

i. Communicate effectively in diverse environments (including multi-lingual) 
j. Demonstrate ability to work effectively and respectfully with diverse teams 
k. Exercise flexibility and willingness to be helpful in making necessary 

compromises to accomplish a common goal 
l. Assume shared responsibility for collaborative work, and value the individual 

contributions made by each team member 
 

VI. Computer & Data Fundamentals 
a. Understand and use technology systems 
b. Select and use current media arts applications and software effectively and 

productively  
c. Maintain archive of images, photos, or previous work products 
d. Demonstrate graphic resolution, graphic size, and graphic file formats for web, 

video, and print  
e. Demonstrate project management tasks and responsibilities 

 
 

VII. Pitch & Critique 
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a. Interact, collaborate and publish with peers, experts or others employing a 
variety of  digital environments and media 

b. Communicate information and ideas effectively to multiple audiences using a 
variety of media and formats especially with design plans 

c. Process data and report results 
 

VIII. Audience & Media Purpose 
a. Identify the purpose, audience, and audience needs for preparing images  
b. Create works of art and make presentations to convey a point of view 
c. Interact in Media environments, spaces, contexts and situations where media 

artworks are produced and experienced, such as in theaters, production studios 
and online 

d. Key information into computer equipment to create layouts for client or 
supervisor 

e. Develop graphics and layouts for product illustrations, company logos, and Web 
sites 

f. Prepare notes and instructions for workers who assemble and prepare final 
layouts for printing 

g. Curate and design the presentation and distribution of collections of media 
artworks through a variety of contexts, such as mass audiences, and physical and 
virtual channels 

h. Independently evaluate, compare, and integrate improvements in presenting 
media artworks, considering personal to global impacts, such as new 
understandings that were gained by artist, technician and audience 
 

IX. Design  
a. Elements of Principle & Design 

i. Model and facilitate effective use of current and emerging digital tools to 
locate, analyze 

ii. Evaluate, and use information resources to support research and learning 
iii. Demonstrate and use effective terminology 
iv. Demonstrate ability to manipulating light, color, texture, shadow, and 

transparency, or manipulating static images, rule of thirds, color and 
contrast, depth of field 

v. Apply story development, directing, cinematography, and editing to 
animation to create storyboards that show the flow of the animation and 
map out key scenes and characters 

b. Design Process Development 
i. Apply effective criteria in developing, proposing, and refining design 

ideas, plans, prototypes, and production processes for media arts 
productions, considering original inspirations, goals, and presentation 
context 

ii. Analyze the qualities of and relationships between the components, style, 
and preferences communicated by media artworks and artists and 
technicians 

c. Color Theory 
i. Produce examples of color schemes for pigment and light -  

ii. Produce full-color media examples  
iii. Demonstrate an understanding of and select the appropriate features and 

options required to manage color, pattern, and gradient swatches  
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d. Drawing Fundamentals 
i. Use drawings in the development process, utilizing principles of line and 

perspective 
e. Technical & Reading/Writing for Media 

i. Write scripts, feature articles and other industry specific forms of 
communication used in the production of media. 

ii. Use accurate and appropriate language to understand and produce 
documents that serve to guide project teams in the production of original 
productions. 

iii. Integrate aesthetic principles with a variety of generative methods to 
fluently form original ideas, solutions, and innovations in media arts 
creation processes. 

iv. Recognize and use a variety of communication formats to relate 
information necessary for the creation of digital products.  

v. Complete research and gather pertinent information for communication 
of stories or ideas for media arts productions. 

vi. Synthesize content, processes, and components to express compelling 
purpose, story, emotion, or ideas and their steps of production for media 
arts creations. 

vii. Interact, collaborate, and publish documents individually and with peers 
which guide the production of media for a variety of digital 
environments. 

viii. Produce documents that communicate information and ideas effectively 
to multiple audiences. 

 
f. Framing & Composition 

i. Identify the application of simplicity, rule of thirds, point of view, focal 
point, proportion/scale, and framing  

ii. Analyze guidelines for composition (e.g., simplicity, rule of thirds, point 
of view, focal point, proportion/scale, and framing) Incorporate 
guidelines for composition (e.g., simplicity, rule of thirds, point of view, 
focal point, proportion/scale, and framing)  

iii. Communicate a specific idea through the subject matter and the 
composition of a photograph Use critical thinking skills to describe, 
interpret, analyze, and make judgments about composition  
 

g. Typography 
i. Identify differences in type styles and families 

ii. Identify and apply typographic description of various print media, 
including headlines, sub-heads, body copy and callouts 

iii. Understand and describe traditional copyfitting terminology and 
techniques 
 
 
 
 

 
X. Production 

a. Basic Audio/Video Production 
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i. Demonstrate a sound understanding of basic audio and video equipment, 
editing software and how to produce a finished product 

1. Operate electronic equipment to record, edit, and transmit radio 
and television programs, motion pictures, video conferencing, or 
multimedia presentations 

2. Organize and string together raw footage into a continuous whole 
according to scripts or the instructions of directors and producers 

3. Edit films and videotapes to insert music, dialogue, and sound 
effects, to arrange films into sequences, and to correct errors, 
using editing equipment 

4. Demonstrate how to organize and plan a video sequence 
5. Identify general principles for video shooting 
6. Demonstrate visual techniques for enhancing video content 
7. Demonstrate effective use of still images to enhance video content 

b. Production Process 
i. Demonstrate graphic resolution, graphic size, and graphic file formats for 

web, video, and print. 
ii. Plan and manage activities to develop a solution or complete a project 

iii. Contribute to project teams to produce original works or solve problems 
iv. Demonstrate project management tasks and responsibilities 

 
c. Digital Photography/Cinematography 

i. Understand terminology and reporting to define terms used in digital 
photography 

ii. Develop an awareness of career opportunities in digital photography and 
an overview of the history of photography and cinematography 
 

d. Professional Portfolio Development 
i. Identify the assessment context, including the purpose of the portfolio. 

ii. Identify the learner outcome goals (which should follow from national, 
state, or local standards and their associated evaluation rubrics or 
observable behaviors). This is a very important step, setting the 
assessment context, which should help frame the rest of the portfolio 
development process. 

iii. Identify the resources available for electronic portfolio development. 
iv. Identify the hardware and software you have and how often students have 

access. 
v. Assess the technology skills of the students and teachers 

vi. Identify the audience for the portfolio--student, parent, college, employer 
(often based on the age of the student). The primary audience for the 
portfolio will contribute to the decisions made about the format and 
storage of the formal or presentation portfolio. Choose a format that the 
audience will most likely have access to 

 
 
 
 

Connections: 21st Century Skills, Kentucky Academic Standards for Visual Art, National Core 
Arts Standards, and other resources. AME | California Career Technical Education Model 
Curriculum Standards - http://www.cde.ca.gov/ci/ct/sf/documents/artsmedia.pdf 
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Adobe - http://adobe.com 
 NASAD Standards - http://aqresources.arts-accredit.org/site/docs/AQ-AD/BFA-
DigitalMedia.pdf 
http://nasad.arts-accredit.org/index.jsp?page=Standards-Handbook 
O’NET - http://www.onetonline.org/ 
ISTE Standards - http://www.iste.org/standards 
my skills my future - http://www.myskillsmyfuture.org/ 

Sample Careers:  
 
Art Directors 
Graphic Designers 
Interior Designers 
Producers 
Directors- Stage, Motion Pictures, Television, and Radio 
Technical Directors/Managers 
Copy Writers 
Film and Video Editors 
Desktop Publishers 
Web Developers 
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Interactive Design 
Valid Course Code 480902 

 
Course Description: Interactive Design 
The creative and conceptual aspects of designing and producing interactive media 
arts experiences, products and services, including reactive (sensory-based [touch, 
proximity, movement, etc.] devices) and interactive technologies, 3D video game 
animation, interface design, mobile device applications, web multimedia, social 
media based, augmented, and/or virtual reality. Typical course topics include: 
aesthetic meaning, appreciation and analysis; construction, development, 
processing, modeling, simulation and programming of interactive experiences; 
their transmission, distribution and marketing, as well as contextual, cultural and 
historical aspects and considerations. 

Content/Process 
Students will: 
 

1. Define digital animation identifying uses within media arts 
2. Identify the purpose, audience and audience needs for a project 
3. Identify multimedia project content that is relevant to the project purpose and 

appropriate for the target audience 
4. Identify basic principles of multimedia project usability, readability, and accessibility 
5. Demonstrate effective use of flowcharts, storyboards, wireframes, and design concepts 

to create media elements and a project map that maintains the planned multimedia 
project hierarchy 

6. Maintain effective records of creative ideas that could include: lists, journals, 
notebooks, sketches, storyboards, folders or other methods of organizing ideas, writing 
and research 

7. Write internal and external business correspondence to convey and obtain information 
effectively 

8. Assess global trends and opportunities for business ventures/products  and develop 
concept for new business venture to evaluate its success potential 

9. Utilize research, critical-thinking, planning and documenting skills to determine a 
central problem or challenge to overcome 

10. Select conceptual considerations to provide unity and flexibility in the creation of the 
Media Art projects 

11. Identify and apply the processes for the development and collaboration of media 
projects  

12. Plan and develop strategies for effective use of the selected media and how connections 
arise between individual components of the work 

13.  Demonstrate  the importance of time and self-management 
14.  Describe the importance of collaboration and roles in a design team environment 
15.  Identify and apply design principles and software used for interactive media 
16.  Introduce and develop the ability to form and defend value judgments about media arts 

and design and to communicate design ideas 
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17.  Apply the concepts related to visual, spatial, sound, motion, interactive and temporal 
elements/features of digital technology and principles for their use in the creation and 
application of digital media-based work. 

18.  Recognize competencies with principles of visual organization, including the ability to 
work with visual elements 

19. Introduce and demonstrate appropriate math concepts and principles related to video 
and animation 

 
Connections: 21st Century Skills, Kentucky Academic Standards for Visual Art, National 
Core Arts Standards, and other resources. AME | California Career Technical Education 
Model Curriculum Standards - http://www.cde.ca.gov/ci/ct/sf/documents/artsmedia.pdf 
Adobe - http://adobe.com 
 NASAD Standards - http://aqresources.arts-accredit.org/site/docs/AQ-AD/BFA-
DigitalMedia.pdf 
http://nasad.arts-accredit.org/index.jsp?page=Standards-Handbook 
National Coalition for Core Arts Standards Media Arts Model – Accomplished 
HSB Principles of Entrepreneurship 
http://www.mbaresearch.org/index.php/program-development/program-designs/hsb 
O’NET - http://www.onetonline.org/ 
Multimedia Career Track from KY Tech Tasks 
ISTE Standards - http://www.iste.org/standards 
my skills my future - http://www.myskillsmyfuture.org/ 

Sample Careers:  
 
Multimedia animators 
Multimedia artists 
Web Developers 
Art Directors 
Interior Designers 
Producers 
Directors- Stage, Motion Pictures, Television, and Radio 
Technical Directors/Managers 
Copy Writers 
Film and Video Editors 
Desktop Publishers 
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Moving Image Animation 
Valid Course Code 480903 

 
Course Description: Moving Image Animation 
The creative and conceptual aspects of designing and producing animated images for the variety 
of storytelling and multimedia presentations including: dramatic narratives, artistic and 
experimental presentations and/or installations, ambient, interactive, immersive and 
performance media, etc. Typical course topics include: aesthetic meaning, appreciation and 
analysis of animation; all processes of development including: composition and rendering, 
animation physics and expressions; techniques, forms and technologies; modeling and 
programming; pre-production planning and organization; production and post-production 
methods, tools and processes; animation presentation, transmission, distribution and marketing; 
as well as contextual, cultural, and historical aspects and considerations. 

Content/Process 
Students will: 
 

1. Apply multimedia project development decisions based on your analysis and 
interpretation of design specifications 

2. Design and implement flowcharts, storyboards, wireframes and design comps to create 
media elements and a project map that maintains the planned multimedia project 
hierarchy 

3. Organize and compose ideas intended for internal and external business correspondence 
to convey or obtain information in a cohesive, meaningful order effectively 

4. Use applicable terminology, layout and design principles to create animations and 
moving images 

5. Utilize critical-thinking and planning skills to determine best options/outcomes 
6. Implement processes for the development and coordination of digitally-based art and 

design strategies (for example, storyboarding, concept mapping, and the use of 
scenarios and personas.) 

7. Revise and refine project based on peer evaluation process for effective connections 
within individual components of the work  

8. Demonstrate effective time and self-management strategies/practices for completing 
individual media components 

9. Describe and apply the collaboration and roles in a design team environment 
10.  Utilize appropriate design principles and software used for interactive media 
11. Apply principles of media critique to media art and design projects 
12.  Apply the visual, spatial, sound, motion, interactive, and temporal elements/features, 

concepts and principles of digital technology to the creation and application of digital 
media-based work. 

13.  Plan a media project using industry standard visual elements and principles of visual 
organization  

14. Demonstrate and utilize appropriate mathematical concepts and principles related to 
moving image animation  

15. Create short animated sequences to communicate with a specific purpose 
 

Connections: 21st Century Skills, Kentucky Academic Standards for Visual Art, National 
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Core Arts Standards, and other resources. AME | California Career Technical Education 
Model Curriculum Standards - http://www.cde.ca.gov/ci/ct/sf/documents/artsmedia.pdf 
Adobe - http://adobe.com 
 NASAD Standards - http://aqresources.arts-accredit.org/site/docs/AQ-AD/BFA-
DigitalMedia.pdf 
http://nasad.arts-accredit.org/index.jsp?page=Standards-Handbook 
National Coalition for Core Arts Standards Media Arts Model – Accomplished 
HSB Principles of Entrepreneurship 
http://www.mbaresearch.org/index.php/program-development/program-designs/hsb 
O’NET - http://www.onetonline.org/ 
Multimedia Career Track from KY Tech Tasks 
ISTE Standards - http://www.iste.org/standards 
my skills my future - http://www.myskillsmyfuture.org/ 

Sample Careers:  
 
Multimedia animators 
Multimedia artists 
Web Developers 
Art Directors 
Interior Designers 
Producers 
Directors- Stage, Motion Pictures, Television, and Radio 
Technical Directors/Managers 
Copy Writers 
Film and Video Editors 
Desktop Publishers 
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Virtual Design 
Valid Course Code 480904 

 
Course Description: Virtual Design 
The creative and conceptual aspects of designing and producing simulative, virtual, 3D media 
arts experiences, products and services for storytelling and multimedia presentations including: 
dramatic narratives, artistic and experimental presentations and/or installations, ambient, 
interactive, immersive and performance media, etc.  Typical course topics include: aesthetic 
meaning, appreciation and analysis of animation; all processes of development including: 
composition and rendering, animation physics and expressions; techniques, forms and 
technologies; modeling and programming; pre-production planning and organization; 
production and post-production methods, tools and processes; animation presentation, 
transmission, distribution and marketing; as well as contextual, cultural, and historical aspects 
and considerations. 
 

Content/Process 
Students will: 
 
1. Career Exploration 

a. Demonstrate personal growth and personal style through a professional portfolio  
b. Demonstrate from media art careers and entrepreneurial opportunities one or two 

specific careers specifically looking at directors, animators, and game 
developers 

c. Research and analyze data in film, animation and gaming careers   
 

2.  History of Media 
a. Research and synthesize historical/cultural knowledge of media arts aesthetics, genres, 

influences, styles and techniques relating to animation, film, and gaming 
b. Research technological advances in the field of film, animation and gaming 

 
3. Setting Project Requirements 

a. Identify the purpose, audience, and audience needs for preparing animated stories and 
games 

b. Demonstrate standard copyright rules for artwork, animation, and graphic use 
c. Demonstrate project management tasks and responsibilities 
d. Communicate with others (such as peers and clients) about animation and game design 

plans 
e. Demonstrate a proficient level of compositional theory, principles and elements of 

design animations and gaming using diverse media 
f. Make development decisions based on your analysis and interpretation of animation 

and game design specifications 
g. Demonstrate knowledge of flowcharts, storyboards, and wireframes to create 

animations and games 
h. Identify basic principles of usability, readability, and accessibility 
i. Practice brainstorming and ideation to develop a concept 

2016-2017 Media Arts  top of document Page 18 of 43 
 



j. Conduct visual research to provide reference for a project 
 

4. 2D and 3D Asset Creation 
1. Model and create objects using a variety of tools and techniques 
2. Conceptualize and utilize virtual 3D space 
3. Compare and contrast modeling methodologies (i.e., polygons, NURBS, splines) 
4. Explain the application of low polygon and high polygon construction 
5. Modify and manipulate polygonal and NURBS objects 

 
5. Mapping 

1. Modify and apply surface attributes 
2. Animate textures over time 
3. Create an original texture 
4. Identify UVW mapping coordinates 
5. Explain various mapping techniques 
6. Create normal maps 

 
6. Rigging 

1. Describe the difference between forward and inverse kinematics 
2. Create a parent/child hierarchy 
3. Create a joint/bone chain 
4. Practice skinning models 
5. Apply and adjust weight maps 
6. Apply rotational limits to joints 
7. Explain the use of constraints to animate objects 
8. Demonstrate the use of constraints to animate objects 

 
7. Lighting 

1. Explain the properties and uses of different types of lights 
2. Create animated lighting 
3. Use three point lighting in a project 
4. Compare and contrast indirect lighting and direct lighting 
5. Create environmental lighting 
6. Describe the use of final gather and global illumination 

 
8. Animation 

a. Effectively demonstrate the 12 Basic Principles of Animation 
b. Apply principles of animation to animated sequences 
c. Explain the role of visual language in an animation project 
d. Visually communicate concepts/ideas 
e. Illustrate actions with sequential panels 
f. Evaluate storyboards for effectiveness and feasibility 
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g. Revise and refine storyboards 
h. Describe appropriate shot composition for desired results 
i. Compare and contrast types of camera movements 
j. Create and modify key frames and key poses 
k. Change an object’s state or position over time 
l. Establish an object’s relative speed 
m. Demonstrate an object following a path 
n. Simulate a naturally occurring or mechanical cycle (i.e., walking) 
o. Apply various animation techniques (i.e., pose-to-pose, straight ahead) 
p. Identify rendering types and purposes 
q. Apply appropriate rendering settings for a project 
r. Render a sequence of frames 

 
9. Environmental Dynamics 

1. Create a particle system 
2. Create atmospheric effects 
3. Adjust the dynamic properties (i.e., gravity, wind speed) 
4. Simulate soft dynamics (e.g., fabric) 
5. Simulate rigid body dynamics (e.g., shattering wall, breaking glass) 

 
10. Cinematography 

1. Create animated cameras 
2. Use multiple cameras in a scene 
3. Evaluate and select camera settings to achieve desired results 
4. Place cameras to match an existing storyboard 

 
11. Video and Final Production 

a. Demonstrate editing techniques 
b. Manipulate and apply audio to an animation project 
c. Select appropriate distribution format 
d. Render for distribution 
e. Demonstrate compositing by using a variety of techniques 
f. Demonstrate knowledge of how to organize and plan a video sequence. 
g. Demonstrate knowledge of visual techniques for enhancing video content. 
h. Demonstrate knowledge of using audio to enhance video content. 
i. Demonstrate knowledge of using still images to enhance video content. 
j. Identify elements of the Video Editing Software interface. 
k. Identify the functions of Video Editing Software interface elements. 
l. Organize and customize the Video Editing Software workspace. 
m. Import media assets (video, image, and audio files). 
n. Organize and manage video clips in a sequence. 
o. Trim clips. 
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p. Manage sound in a video sequence. 
q. Manage superimposed text and shapes in a video sequence. 
r. Add and manage effects and transitions in a video sequence. 
s. Demonstrate knowledge of export options for video. 
t. Demonstrate knowledge of how to export video from Video Editing Software. 

 
12. Environment 

a. Produce designs that work equally well on various operating systems, browser 
versions/configurations, and devices 

 
13. 3D Media Arts Development 

a. Investigate notable milestones in the development of media arts products, including 
platforms, hardware and software changes and advancements. 

b. Analyze and critique how society has viewed 3D media products  
c. Differentiate between the varied production roles fulfilled by team members  
d. Apply the concepts of hardware and software development methodologies to 3D media 
e. Analyze and critique design goals in accordance with the target audience and desired 

response. 
f. Design interfaces that communicate appropriate design information using the 

principles of human-computer interaction. 
g. Synthesize the talents of a multi-disciplinary team to complete the development  
h. Investigate relevant external application programming interfaces and use them where 

appropriate. 
i. Apply the concepts of probability and statistics to various aspects of design systems 

and environment. 
j. Acquire mastery of advanced programming concepts as needed to complete design 

projects. 
 

14. Marketing & Distributing 
a. Collaboratively and individually demonstrate a proficient understanding of marketing 

concepts, product development and distribution 
 
 

 
 
 
 
 
 

 
 
 
Connections: 21st Century Skills, Kentucky Academic Standards for Visual Art, National 
Core Arts Standards, and other resources. AME | California Career Technical Education 
Model Curriculum Standards - http://www.cde.ca.gov/ci/ct/sf/documents/artsmedia.pdf 
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Adobe - http://adobe.com 
 NASAD Standards - http://aqresources.arts-accredit.org/site/docs/AQ-AD/BFA-
DigitalMedia.pdf 
http://nasad.arts-accredit.org/index.jsp?page=Standards-Handbook 
National Coalition for Core Arts Standards Media Arts Model – Accomplished 
HSB Principles of Entrepreneurship 
http://www.mbaresearch.org/index.php/program-development/program-designs/hsb 
O’NET - http://www.onetonline.org/ 
Multimedia Career Track from KY Tech Tasks 
ISTE Standards - http://www.iste.org/standards 
my skills my future - http://www.myskillsmyfuture.org/ 
Tennessee CTE Standards and Competencies - 
http://www.scsk12.org/uf/ctae/documents/businesstechnology/BTStandards/GameProgrammin
g_5908.pdf 
 
Sample Careers:  
Multimedia animators 
Multimedia artists 
Web Developers 
Art Directors 
Interior Designers 
Producers 
Directors- Stage, Motion Pictures, Television, and Radio 
Technical Directors/Managers 
Copy Writers 
Film and Video Editors 
Desktop Publishers 
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Two-Dimensional Media Design  
Valid Course Code 480920 

  
Course Description: Two-Dimensional Media Design 
A proficient study and production of creative and conceptual aspects of designing and producing digital 
imagery, graphics and photography,  including techniques, genres and styles from fine arts and 
commercial advertising, internet and multimedia, web design, industrial and virtual design. Students use 
a computer as an electronic drawing tool to solve visual communications and illustration problems in 
designing products. This course entails the use of current software for two-dimensional illustration, 
creating and integrating text, using color, and importing and exporting files. Typical course topics 
include: aesthetic meaning, appreciation and analysis; composing, capturing, processing, and 
programming of imagery and graphical information; their transmission, distribution and marketing; as 
well as contextual, cultural and historical aspects and considerations. 
 

Content/Process 
Students will: 
 

1. Career Exploration 
a. Begin to develop a professional portfolio reflecting their personal growth and 

development of a personal style 
b. Examine careers and entrepreneurial opportunities associated with the media arts 

and looking specifically at Interactive Design and multimedia animators and 
artists 
 

2. History of Media 
a. Research and synthesize historical/cultural knowledge of media arts aesthetics, 

genres, influences, styles and techniques 
 

3. Setting Project Requirements 
a. Identify the purpose, audience, and audience needs for preparing graphics 
b. Demonstrate standard copyright rules for artwork, graphics, and graphic use 
c. Demonstrate project management tasks and responsibilities 
d. Communicate with others (such as peers and clients) about design plans 
e. Demonstrate a proficient level of compositional theory, principles and elements 

of design electronic two-dimensional drawing processes using diverse media 
 

4. Drawing Fundamentals 
a. Gain functional competence with principles of visual organization, including the 

ability to work with visual elements in two and three dimensions; color theory 
and its applications; and drawing 

b. Develop an understanding of the common elements and vocabulary of art/design 
and of the interaction of these elements, and be able to employ this knowledge in 
analysis 

c. Identify and use tools and materials for freehand drawing 
d. Demonstrate the ability to transfer traditional drawing knowledge and skills to 

electronic media 
e. Identify and apply method for producing perspective drawing 

 
 

 
5. Identifying Design Elements in Graphics 
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a. Demonstrate design principles, elements, and graphic composition 
b. Demonstrate graphic resolution, graphic size, and graphic file formats for web, 

video, and print 
c. Demonstrate effective use of typography 
d. Demonstrate effective use of symbols and representative graphics 
e. Define key terminology when working with graphics 
f. Develop a proficient level of techniques using multiple forms of technology to 

produce media art works specifically in two-dimensional media 
 

6. Understanding Vector Based Drawing Software 
a. Identify elements of the vector based drawing software user interface and 

demonstrate knowledge of their functions 
b. Use non-printing design tools in the software interface 
c. Demonstrate an understanding of and select the appropriate features and options 

required to manage color, pattern, and gradient swatches 
d. Demonstrate an understanding of vector drawing concepts 
e. Demonstrate how to work with brushes, symbols, graphic styles, and patterns 
f. Demonstrate layers and masks 
g.  Import, export, and save files 

 
7. Create Graphics Using a Vector Based Software 

a. Demonstrate how to create documents 
b. Demonstrate effective use of drawing and shape tools 
c. Demonstrate how to effectively use type tools 
d. Demonstrate how to effectively use scanned or photographic images 
e. Demonstrate the ability to create realistic graphics 
f. Demonstrate how to effectively modify and transform objects 
g. Create proficient graphic arts products that communicate ideas, thoughts and 

feelings specific to a target audience 
h. Develop a proficient level of techniques using multiple forms of technology to 

produce media art works  specifically in two dimensional graphics 
i. Collaboratively and individually demonstrate a proficient use of marketing 

concepts, product development and distribution concepts 
 

8. Archive, Export and Publish Graphics using Vector Based Software 
a. Prepare vector graphics for web, print, and video 

 
9. Advertising Design 

a. Review and explain the role of advertising as an integral part of a company’s 
marketing strategy 

b. Produce an advertisement for print media 
 

10. Print and Digital Media Publication Using Page Layout and Design Software Project 
Requirements 

a. Demonstrate standard copyright rules for content use in page layouts 
b. Demonstrate project management tasks and responsibilities 
c. Communicate with others (such as peers and clients) about design plans 
d. Demonstrate appropriate properties of page layouts for print, web, and digital 

publishing 
e. Demonstrate design principles, elements, and page layout composition 
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f. Apply key terminology when working with page layouts 
 

11. Application of Page Layout and Design Software 
a. Identify elements of the page layout and design software interface and 

demonstrate knowledge of their functions 
b. Demonstrate usage of features and options required to manage colors 
c. Demonstrate effective use of layers 
d. Demonstrate exporting, packaging, saving, and organizing files 

 
12. Creating Page Layouts 

a. Demonstrate how to create multiple-page documents 
b. Demonstrate how to use styles 
c. Demonstrate how to use frames in a page layout 
d. Add text to a page layout 
e. Add graphic, image, and video content to a page layout 
f. Demonstrate how to create special page elements using page layout and design 

software tools 
g. Demonstrate how to add interactive elements using page layout and design 

software  tools 
13. Publish, Export and Archive Page Layouts 

a. Demonstrate how to prepare page layouts for publishing to print 
b. Demonstrate how to prepare page layouts for export to multi-screen devices 

Connections: 21st Century Skills, Kentucky Academic Standards for Visual Art, National Core Arts 
Standards, and other resources.  
AME | California Career Technical Education Model Curriculum Standards - 
http://www.cde.ca.gov/ci/ct/sf/documents/artsmedia.pdf 
Adobe - http://adobe.com 
 NASAD Standards - http://aqresources.arts-accredit.org/site/docs/AQ-AD/BFA-
DigitalMedia.pdf 
http://nasad.arts-accredit.org/index.jsp?page=Standards-Handbook 
National Coalition for Core Arts Standards Media Arts Model – Accomplished 
HSB Principles of Entrepreneurship 
http://www.mbaresearch.org/index.php/program-development/program-designs/hsb 
O’NET - http://www.onetonline.org/ 
Multimedia Career Track from KY Tech Tasks 
ISTE Standards - http://www.iste.org/standards 
my skills my future - http://www.myskillsmyfuture.org/ 
Sample Careers:  
Graphic Designers 
Advertising and Promotions Managers 
Cartographers and Photogrammetrists 
Art Directors 
Graphic Artists  
Graphic Animators 
Interior Designers 
Film and Video Editors 
Desktop Publishers 
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Digital Imaging 
Valid Course Code  

480921 
 

Course Description: Digital Imaging  
An accomplished study and production of creative and conceptual aspects of designing and producing 
digital imagery, graphics and photography, including techniques, genres and styles from fine arts and 
commercial advertising, internet and multimedia, web design, industrial and virtual design. Students use 
a computer as an electronic drawing tool to solve visual communications and illustration problems in 
designing authentic products. This course entails an accomplished use of current software for two-
dimensional illustration, creating and integrating text, using color, and importing and exporting files. 
Typical course topics include: aesthetic meaning and analysis of computer generated works; composing, 
capturing, processing, and programming of imagery and graphical information; their transmission, 
distribution and marketing; as well as contextual, cultural and historical aspects and considerations.   

Content/Process 
Students will: 
 
Basic Photo Corrections and Raster Graphics Work Space 

a)      Prove knowledge of image-generating devices, their resulting image types and      
how to access resulting images in raster based software 
b)      Apply knowledge of filters 

  
Color & Typography Design 

c)      Prove knowledge of color correction using industry standard photo editing/raster 
based software 
d)      Synthesize and relate knowledge and personal experiences to make art 
e)      Cite evidence of typography 

  
Business of Graphic Design 

f)       Revise knowledge of project management tasks and responsibilities 
g)      Synthesize and relate knowledge and personal experiences to make media designs 

  
Art Direction & Branding 

h)      Organize and asses media arts ideas and work 
i)       Demonstrate and construct a proficient understanding of marketing concepts, 
product development and distribution 
j)       Connect the purpose of media arts to persuasive advertising and marketing 
through arrangement of principles and elements of design 

 
Image Manipulation 

k)    Utilize key terminology when working with digital images 
l)     Identify elements of industry standard photo editing/raster based software user 
interface demonstrating knowledge of its’ functions 
m)   Demonstrate knowledge of retouching and blending images 

 
Enhancing Digital Photographs  

n)      Apply knowledge of layers and masks in raster based software 
o)      Apply knowledge of working with selections. 
p)      Apply corrections to tonal range, color, or distortions of an images 

  
Preparing Art for Print & Web 
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q)      Cite evidence and demonstrate of knowledge about image resolution, image size, 
and image file formats for web, video, and print 
r)       Develop an accomplished level of techniques using multiple forms of technology 
to produce authentic media arts projects 
s)       Demonstrate knowledge of importing, exporting, organizing and saving designs 
t)       Evaluate and strategically seek feedback for media arts projects and production 
processes, considering complex goals and factors 

  
Portfolio Collection 

u)       Analyze, evaluate, interpret meaning in works of media arts of self, peers and 
professional works communicating verbally and in writing 
v)      Refine and compare a professional portfolio reflecting personal growth and 
development of a personal style 
 

Historical and Cultural Knowledge 
w)     research and synthesize media arts elements, aesthetics, genres, influences, styles 
and techniques 
 

Careers and Entrepreneurial Opportunities 
      x)     Employ entrepreneurial discovery strategies to generate feasible ideas for business 
               ventures/products 

y)      Demonstrate an understanding of and select the appropriate features and options  
required to implement a color management workflow 
z)      Gain career awareness and the opportunity to test career choice 
 

(THESE MAY BE LISTED ABOVE – BUT NECESSARY OBJECTIVES FOR 
STUDENTS TO ACCOMPLISH IN DIGITAL IMAGING) 

1. Examine careers and entrepreneurial opportunities associated with the media arts 
(photography) 

2. Terminology and reporting to define terms used in digital photography 
3. Identify the application of simplicity, rule of thirds, point of view, focal points, 

proportion/scale and framing 
4. Communicate a specific idea through the subject matter and the composition of a 

photograph.  
5. Use critical thinking skills to describe, interpret, analyze and make judgments about 

composition 
 
 
 
 
 
 
 
 
 
 
Connections: 21st Century Skills, Kentucky Academic Standards for Visual Art, National Core Arts 
Standards, and other resources.  
AME | California Career Technical Education Model Curriculum Standards - 
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http://www.cde.ca.gov/ci/ct/sf/documents/artsmedia.pdf 
Adobe - http://adobe.com 
 NASAD Standards - http://aqresources.arts-accredit.org/site/docs/AQ-AD/BFA-
DigitalMedia.pdf 
http://nasad.arts-accredit.org/index.jsp?page=Standards-Handbook 
National Coalition for Core Arts Standards Media Arts Model – Accomplished 
HSB Principles of Entrepreneurship 
http://www.mbaresearch.org/index.php/program-development/program-designs/hsb 
O’NET - http://www.onetonline.org/ 
Multimedia Career Track from KY Tech Tasks 
ISTE Standards - http://www.iste.org/standards 
my skills my future - http://www.myskillsmyfuture.org/ 

Sample Careers:  
Graphic Designers, Animators, Artists 
Advertising and Promotions Managers, Art Directors 
Cartographers and Photogrammetrists  
Interior Designers, Desktop Publishers 
Film and Video Editors 
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Advanced Production Design 
Valid Course Code  

480922  

Course Description: Advanced Product Design emphasizes an advanced and independent use of 
compositional theory, elements and principles of design, techniques and creative processes for 
effectively performing the function of persuasion and information through use of materials and media to 
create visual effects to produce original authentic works. Students will demonstrate an advanced level of 
creative expression to a variety of authentic design products (e.g. various print mediums such as 
magazines, newspapers, billboards, fictional and informational texts, product wrappers, displays etc.) 
through a purposeful arrangement of images and/or text and develop a strategic product presentation 
both independently and as a collaborative team. The course focuses on advanced computer generated 
designs as well as the use of various software and hardware; with an emphasis on students creating, 
producing, responding and connecting on/in visual art and new media. An in-depth independent study of 
career opportunities in media art is performed. Contemporary, cultural, and historical design may be 
studied. 

Content/Process 
Students will: 
 
Visual Memory & Knowledge /Safety  

1.  Demonstrate an advanced understanding of color models and application to diverse 
media 
2.  Demonstrate proper equipment operation and following procedures in a safe manner 
and achieving one-hundred percent on a written/demonstration safety test 
3. Utilize information and ideas about the art and design around them and throughout the 
world 
5. Explain and use colors (HSB/RGB/CMYK/Pantone/TruMatch/Focoltone) 
6. Describe and demonstrate how to apply spot color to graphics and text 

 
 
History & Ethics  

1.  Identify and incorporate a variety of historical and cultural contexts in their artistic 
thinking and production 
2.  Critically investigate and strategically interact with legal, technological, systemic, 
and vocational contexts of media arts 
3.  Develop basic copywriting skills needed to acquire an entry level media arts job 
4.  Discuss basic legal issues involved in media arts 
 

 
Design & Production  

1. Independently select and prepare artwork for exhibition 
2. Identify and define authentic problems and significant questions for investigation 
3. Plan and manage activities to develop a solution or complete a project 
4. Collect and analyze data to identify solutions and/or make informed decisions 
5. Use multiple processes and diverse perspectives to explore alternative solutions 
6. Demonstrate the development of a professional portfolio and self-branding  
7. Independently utilize and adapt tools, styles, and systems in standard, innovative, 

and experimental ways in the production of complex media artworks. 
 

 
Practical Applications  
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1.  Demonstrate an advanced skill level in one or more electronic media processes using 
diverse media, software, hardware, etc.  
2.  Independently and collaboratively present a product design to a client, either 
hypothetical or authentic 
3.  Research and report on media arts related careers of their choice in planning for 
college/career paths 
4.  Demonstrate employability skills required by business and industry  
5.  Review and use portfolio presentation and interview skills  
6.  Prepare portfolio of student’s best work 
7.  Design and produce a creative resume, cover letter, and self-promotional material 
8.  Examine how related student organizations are integral parts of career and technical 
education courses through leadership development, school and community service 
projects, and competitive events  
 

Culture, Creativity, Connections & Crtitique  
1.  Constructively critique their media art designs and the work of others while using 
visual arts terminology at an advanced level 
2.  Connect media arts to other art forms, academic content areas and to the global 
community 
3.  Demonstrate and expound on the use of media artworks to consummate new 
meaning, knowledge and impactful cultural experiences  
4.  Make connections among the arts, other disciplines, other cultures and the world of 
work 
 

 
Advertising/Marketing 

7. Identify and explain the functional roles and activities of advertising for the marketing plan 
of a company 

8. Identify the two basic components that are the foundation on which all advertising is built 
9. Identify the business segments where most advertising is used and explain their differences 
10. Apply correct terminology to projects and marketing plans 
11. Identify and troubleshoot problems with marketing strategies 

 
 
Critical & Visual Thinking & Understanding  

1.  Demonstrate an advanced independent skill level in the use of compositional theory, 
elements and principles of design, techniques and creative processes  
2.   Demonstrate a conscientious use of a personal style 
3.   Use imagination and creativity to develop multiple solutions to problems, expand 
their intellectual scope and create ideas for original works of art and design 
4.   Fluently employ mastered creative and innovative adaptability in formulating lines 
of inquiry and solutions, to address complex challenges within and through media arts 
productions 
 
12. Develop basic copywriting skills needed to acquire an entry level visual communication job 
13. Discuss basic legal issues involved in visual communication 
14. Explain and use colors (HSB/RGB/CMYK/Pantone/TruMatch/Focoltone) 
15. Describe and demonstrate how to apply spot color to graphics and text 

 
Connections: 21st Century Skills, Kentucky Academic Standards for Visual Art, National Core Arts 
Standards, and other resources.  
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AME | California Career Technical Education Model Curriculum Standards - 
http://www.cde.ca.gov/ci/ct/sf/documents/artsmedia.pdf 
Adobe - http://adobe.com 
 NASAD Standards - http://aqresources.arts-accredit.org/site/docs/AQ-AD/BFA-
DigitalMedia.pdf 
http://nasad.arts-accredit.org/index.jsp?page=Standards-Handbook 
National Coalition for Core Arts Standards Media Arts Model – Accomplished 
HSB Principles of Entrepreneurship 
http://www.mbaresearch.org/index.php/program-development/program-designs/hsb 
O’NET - http://www.onetonline.org/ 
Multimedia Career Track from KY Tech Tasks 
ISTE Standards - http://www.iste.org/standards 
my skills my future - http://www.myskillsmyfuture.org/ 

Sample Careers:  
Graphic Designers 
Advertising and Promotions Managers 
Cartographers and Photogrammetrists 
Art Director 
Graphic Artists  
Graphic Animators 
Interior Designers 
Film and Video Editors 
Desktop Publishers 
Advertising Artist 
Fashion Designer 
Industrial Designer 
Layout Artist 
Military Media and Public Affairs Personnel 
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Video Studio Fundamentals 
Valid Course Code 480910 

 
Course Description:  Video Fundamentals 
This course will expose student to the materials, processes, and artistic techniques 
involved in creating video productions. Students learn about the operation of 
cameras, lighting techniques, camera angles, depth of field, composition, 
storyboarding, sound capture and editing techniques. Course topics may include 
production values and various styles of video production (e.g., documentary, 
storytelling, news magazines, animation, etc.) Students may be exposed to digital 
and traditional film. As students advance they are encouraged to develop their 
own artistic styles. Major filmmakers, cinematographers, video artists and their 
work may be studied. 
 

Content/Process 
Students will: 
 
Creating Media Art Products 

1. Utilize identified methods to formulate multiple ideas, develop media arts goals and problem- 
solve in media arts creation processes 
2. Apply aesthetic criteria in developing, proposing, and refining design ideas, plans, prototypes 
and production processes for media arts productions, considering original inspirations, goals and 
presentation 

 
Integrate and Construct Media Art Projects 

1. Consolidate production processes to demonstrate choices in organizing and integrating content 
and stylistic conventions in media arts production, demonstrating understanding of associated 
principles  

2.  Refine and elaborate aesthetic elements and technical components to intentionally form 
impactful expressions in media arts projects for specific purposes, intentions, audiences and 
contexts 

3. Integrate multiple contents and forms into unified media arts productions that convey specific 
themes or ideas, such as interdisciplinary projects or multimedia theatre 

 
Practice Media Art Processes 
 

1. Demonstrate a defined range of design, technical and soft skills, through performing 
specified roles in producing media arts projects, such as strategizing and collaborative 
communication. 

2. Define a range of creative and adaptive innovation abilities, such as divergent solutions 
and bending conventions, in developing new solutions for identified problems within 
and through media arts productions 

3. Demonstrate adaptability using tools, techniques and content in standard and 
experimental ways to communicate intent in the production of media arts projects 

4. Apply basic knowledge of camera operation skills, including applying appropriate 
camera angles, and demonstrating knowledge of depth of field and appropriate camera 
placement 

 
5. Apply basic knowledge of lighting techniques as applied to studio and field productions 
6. Apply basic sound capture and sound editing skills in studio productions 
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7. Write basic scripts for production using the appropriate genre formats 
8. Write for the purposes of production, persuasion, information and narration 
9. Utilize conventions of standard English, including capitalization, punctuation, and 

spelling when writing. 
10.  Generate new ideas in scripting creating and applying storyboards in the production of 

videos  
11. Work with peers completing jobs associated with the various styles of studio, field and 

film style productions  
12.  Demonstrate basic skills in the use of computer software for video production and 

editing 
13.  Demonstrate basic performance skills in news casting, hosting and ad lib announcing  
14.  Write scripts for entertainment genre video productions, including visual poems, short 

narratives and music videos collaborating with others 
15.  Write scripts for persuasive genre video productions, including public service 

announcements, commercials and promotional videos collaborating with others 
16.  Identify news and feature story leads using a basic knowledge of news elements 
17. Cover news events for the production of news and feature story packages 
18. Demonstrate journalistic ethics in story coverage and production 
19. Schedule and complete interviews for produced packages 
20. Comply with copyright requirements in production 
21. Write scripts for information genre video productions, including news and sports stories, 

and news feature packages collaborating with others 
22. Review assembled films or edited video on screens or monitors determining if 

corrections are warranted  
23. Trim film or video segments to specified lengths and reassemble segments in sequences 

that present stories with maximum effect 
24. Select and combine the most effective shots of each scene to form a logical and 

smoothly running story 
25. Edit films and videotapes to insert music, dialogue and sound effects arranging films 

into sequences correcting errors using editing equipment 
26. Cut shot sequences to different angles at specific points in scenes, making each 

individual cut as fluid and seamless as possible 
27. Determine the specific audio and visual effects and music necessary to complete films 
28. Set up and operate computer editing systems, electronic titling systems, video switching 

equipment and digital video effects units to produce a final product 
 
Present Media Art Productions 

1. Design the presentation and distribution of collections of media arts projects, 
considering combinations of designs, formats and audiences 

2.  Evaluate making improvements in presenting media arts productions, considering 
personal and local impacts, such as the benefits for self and others 

3. Analyze and evaluate video productions using quality standards  
 
 
 
 
 
Perceive, Interpret and Evaluate Media Art Productions 
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1. Analyze the qualities of and relationships between the components, style and 
preferences communicated by media arts and artists 

2. Analyze how a variety of media art designs manage audience experience and create 
intention through multimodal perception 

3. Analyze the intent, meanings and reception of a variety of media arts, focusing on 
personal and cultural contexts 

4. Evaluate media arts and production processes at decisive stages, using identified 
criteria and considering context and design goals 

5. Access, evaluate and integrate personal and external resources to inform the creation 
of original media arts projects, such as experiences, interests and cultural 
experiences 

 
Connecting Media Art Projects 

1. Explain and demonstrate the use of media arts to expand meaning and knowledge, 
creating cultural experiences, such as learning and sharing through online 
environments 

2. Demonstrate and explain how media arts and ideas relate to various contexts, 
purposes and values, such as social trends, power, equality and personal/cultural 
identity 

3. Critically evaluate and effectively interact with legal, technological, systemic and 
vocational contexts of media arts, considering ethics, media literacy, social media, 
virtual worlds and digital identity 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Connections: 21st Century Skills, Kentucky Academic Standards for Visual Art, National Core Arts 
Standards, and other resources.  
AME | California Career Technical Education Model Curriculum Standards - 
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http://www.cde.ca.gov/ci/ct/sf/documents/artsmedia.pdf 
Adobe - http://adobe.com 
 NASAD Standards - http://aqresources.arts-accredit.org/site/docs/AQ-AD/BFA-
DigitalMedia.pdf 
http://nasad.arts-accredit.org/index.jsp?page=Standards-Handbook 
National Coalition for Core Arts Standards Media Arts Model – Accomplished 
HSB Principles of Entrepreneurship 
http://www.mbaresearch.org/index.php/program-development/program-designs/hsb 
O’NET - http://www.onetonline.org/ 
Multimedia Career Track from KY Tech Tasks 
ISTE Standards - http://www.iste.org/standards 
my skills my future - http://www.myskillsmyfuture.org/ 

Sample Careers:  
Audio/Video Equipment Technicians 
Camera Operators (TV, Video and Motion Picture) 
Film/Video Editors 
Sound Engineering Technicians 
Broadcast Technicians 
Audio-Visual Specialist 
Directors – Stage, Motion Pictures, TV and Radio 
Camera/Photographic Equipment Repairers 
Technical Director 
Technical Manager 
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Studio Directing and Performance 
Valid Course Code 480911 

 
Course Description:  Studio Directing and Performance 
This course explores the role of the director within the studio system. Students 
develop knowledge and skills in studio multi-camera and field television 
production. Students also develop performance skills for broadcasting including 
interpretation of copy, news casting, and ad lib announcing. The course covers 
techniques of narrative and non-fiction writing and scripting, the analysis and 
writing of radio, television, and video materials, including storytelling and 
screenwriting. 

Content/Process 
Students will: 
 
Creating Media Art Products 

1. Utilize methods to formulate multiple ideas, refine design goals increasing the 
originality of approaches in media arts creation processes 

2. Write proficient quality scripts for entertainment genre video productions, including 
visual poems, short narratives and music videos 

3. Write proficient quality scripts for persuasive genre video productions, including 
public service announcements, commercials and promotional videos 

4. Identify news and feature story leads using a proficient knowledge of the news 
elements 

5. Cover news events for the production of proficient quality news and feature story 
packages. 

6.  Apply a personal aesthetic in designing, testing and refining original design ideas, 
prototypes and production strategies for media arts productions 

7. Demonstrate choices in organizing and integrating content and stylistic conventions 
in media arts production, demonstrating understanding of associated principles 

8. Refine aesthetic elements and technical components to form impactful expressions 
in media art projects for specific purposes, intentions, audiences and contexts 

9. Select scripts for production determining how material should be interpreted and 
performed 

10. Research scripts determining how they should be directed 
 
Produce Media Art Projects 

1. Integrate various arts, media arts forms and academic content into unified media arts 
productions that retain thematic integrity and stylistic continuity 

2. Demonstrate proficient knowledge of camera operation skills, applying appropriate 
camera angles and demonstrating knowledge of depth of field and appropriate 
camera placement 

3. Demonstrate proficient knowledge of lighting techniques as applied to studio and 
field productions 

4. Apply proficient sound capture in studio and field productions demonstrating sound 
editing skills 

5. Direct productions in the studio and field demonstrating accomplished knowledge of 
compositional concepts and intended audience 

6. Demonstrate leadership and collaboration skills when working with peers  
7. Demonstrate skills in the use of computer software for video production and editing 
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8. Demonstrate performance skills in news casting, radio announcing, hosting and ad 
lib announcing 

9. Provide leadership in producing/directing and performing in narratives and non-
fiction productions  

10. Provide leadership when working with others to produce entertainment and 
persuasive genre video productions 

11. Obtain necessary copyright permissions compling with copyright regulations 
12.  Produce scripts for information genre productions 
13. Analyze productions, evaluate programs success, creating future production goals 
14. Supervise and coordinate the work of camera, lighting, design and sound crew 

members 
15. Plan details such as framing, composition, camera movement, sound and actor 

movement for each shot or scene 
16. Direct live broadcasts, films and recordings, or non-broadcast programming for 

public entertainment or education 
17. Collaborate with technical directors, managers, crew members and writers 

discussing details of production 
18. Compile cue words, phrases and cue announcers, cast members and technicians 

during performances 
19. Identify and approve equipment and elements required for productions 
20. Consult with writers, producers, or actors about script changes or "workshop" 

scripts, through rehearsal with writers and actors to create final drafts 
 
Practice Media Art Processes 

1. Demonstrate command of design, technical and soft skills in managing and 
producing media arts projects 

2. Demonstrate ability in creative and adaptive innovation abilities addressing 
challenges within and through media arts productions 

3. Demonstrate adaptation and combination of tools, styles, techniques and interactivity 
to achieve goals in the production of a variety of media art designs 

 
Present Media Art Productions 

1. Design a presentation and distribution of collections of media art designs through a 
variety of contexts, such as mass audiences and physical and virtual channel 

2. Evaluate and implement improvements in presenting media art designs, considering 
personal, local, and social impacts 

 
Perceive, Interpret and Evaluate Media Art Productions 

1. Analyze the qualities and relationships of the components in a variety of media art 
designs and give feedback on how they impact an audience 

2. Analyze how a broad range of media art designs manage audience experience, create 
intention and persuasion through multimodal perception 

3. Analyze the intent, meanings and influence of a variety of media art designs, based 
on personal, societal, historical and cultural contexts 

4. Evaluate and give constructive critique of media art designs and production 
processes 

 
 
Connecting Media Art Projects 
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1. Synthesize internal and external resources enhancing the creation of persuasive 
media art designs 

2. Demonstrate the use of media arts synthesizing new meaning and knowledge 
3. Demonstrate the relationships of media arts ideas and works to various contexts, 

purposes and values 
4. Investigate and interact with legal, technological, systemic and vocational contexts 

of media arts, considering ethics, media literacy, digital identity, and artist/audience 
interactivity 

 
 
Connections: 21st Century Skills, Kentucky Academic Standards for Visual Art, National Core Arts 
Standards, and other resources.  
AME | California Career Technical Education Model Curriculum Standards - 
http://www.cde.ca.gov/ci/ct/sf/documents/artsmedia.pdf 
Adobe - http://adobe.com 
 NASAD Standards - http://aqresources.arts-accredit.org/site/docs/AQ-AD/BFA-
DigitalMedia.pdf 
http://nasad.arts-accredit.org/index.jsp?page=Standards-Handbook 
National Coalition for Core Arts Standards Media Arts Model – Accomplished 
HSB Principles of Entrepreneurship 
http://www.mbaresearch.org/index.php/program-development/program-designs/hsb 
O’NET - http://www.onetonline.org/ 
Multimedia Career Track from KY Tech Tasks 
ISTE Standards - http://www.iste.org/standards 
my skills my future - http://www.myskillsmyfuture.org/ 

 
Sample Careers:  
Audio/Video Equipment Technicians 
Camera Operators (TV, Video and Motion Picture) 
Film/Video Editors 
Sound Engineering Technicians 
Broadcast Technicians 
Audio-Visual Specialist 
Directors – Stage, Motion Pictures, TV and Radio 
Camera/Photographic Equipment Repairers 
Technical Director 
Technical Manager 
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Advanced Studio Production (Moving Image) 
Valid Course Code 480912 

 
Course Description:  Advanced Studio Production (Moving Image) 
Students will explore the creative and conceptual aspects of designing and 
producing moving images for the variety of cinematic, film/video and multimedia 
presentations including: fictional dramas, documentaries, music videos, artistic 
and experimental presentations and/or installations, interactive, immersive and 
performance media, etc. Typical course topics include: aesthetic meaning, 
appreciation and analysis of moving imagery; all processes of development 
including: pre-production planning and organization, production and post-
production methods, tools and processes; moving image presentation, 
transmission, distribution and marketing; as well as contextual, cultural, and 
historical aspects and considerations. 
 

Content/Process 
Students will: 
 
Creating Media Arts Products 

1. Integrate principles with a variety of methods forming original ideas, solutions 
and innovations in media arts creation processes  

2. Analyze important contexts such as historical or cultural considerations and target 
audiences in reference to their impact on productions 

3. Produce moving image (multimedia) works that are effective in communicating 
ideas, thoughts and feelings to target audiences in a variety of production genres. 

4. Research production topics using the internet, video archives and other 
informational sources 

5. Demonstrate an understanding of the ethics and laws that impact the production 
of various genres of video programs   

6. Integrate a knowledge of systems processes in forming, testing, and proposing 
original design ideas, prototypes and production frameworks, considering 
constraints of goals, time, resources and personal limitations 

7. Synthesize content, processes and components to express compelling purpose, 
story, emotion or ideas in complex media arts productions 

8. Refine  elements and components to form impactful expressions in media arts 
designs, directed at specific purposes, audiences and contexts 
 

 
  

 

Performing/Presenting/Producing Media Arts Projects 
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1. Synthesize media arts forms and academic content into unified media arts 
productions retaining design fidelity across platforms 

2. Employ design, technical and soft skills in managing and producing media 
designs 

3. Employ creative and innovative adaptability in formulating lines of inquiry and 
solutions addressing challenges within and through media arts productions 

4. Utilize and adapt tools, styles and systems in standard, innovative and 
experimental ways in the production of media arts 

5. Design a presentation of media arts for intentional impacts, through a variety of 
contexts 

6. Evaluate, compare and integrate improvements presenting media arts, considering 
personal to global impacts 
 

Pre-Production Planning and Organization 
1. Determine effective media and equipment for production demands 
2. Write and edit news stories from information collected by reporters and other 

sources 
3. Write effective scripts in appropriate formats for genres of video production  

 
Production Methods, Tools and Processes 

1. Demonstrate style and esthetic meaning in video production 
2. Supervise and coordinate the work of camera, lighting, design and sound 

crewmembers 
3. Coordinate the activities of writers, directors, managers and other personnel 

throughout the production process 
4. Conduct meetings with staff to discuss production progress and to ensure 

production objectives are attained 
5. Review film, recordings or rehearsals to ensure conformance to production and 

broadcast standards 
6. Resolve personnel problems that arise during the production process by acting 

as liaisons between dissenting parties when necessary 
 
Post-Production Methods, Tools and Processes  

1. Demonstrate advanced graphics production and special effects utilizing 
industry standard editing tools and software  

2. Monitor postproduction processes to ensure accurate completion of details. 
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Connections: 21st Century Skills, Kentucky Academic Standards for Visual Art, National Core Arts 
Standards, and other resources.  
AME | California Career Technical Education Model Curriculum Standards - 
http://www.cde.ca.gov/ci/ct/sf/documents/artsmedia.pdf 
Adobe - http://adobe.com 
 NASAD Standards - http://aqresources.arts-accredit.org/site/docs/AQ-AD/BFA-
DigitalMedia.pdf 
http://nasad.arts-accredit.org/index.jsp?page=Standards-Handbook 
National Coalition for Core Arts Standards Media Arts Model – Accomplished 
HSB Principles of Entrepreneurship 
http://www.mbaresearch.org/index.php/program-development/program-designs/hsb 
O’NET - http://www.onetonline.org/ 
Multimedia Career Track from KY Tech Tasks 
ISTE Standards - http://www.iste.org/standards 
my skills my future - http://www.myskillsmyfuture.org/ 

 
Sample Careers:  
Audio/Video Equipment Technicians 
Camera Operators (TV, Video and Motion Picture) 
Film/Video Editors 
Sound Engineering Technicians 
Broadcast Technicians 
Audio-Visual Specialist 
Directors – Stage, Motion Pictures, TV and Radio 
Camera/Photographic Equipment Repairers 
Technical Director 
Technical Manager 
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Media Arts Co-op 
Valid Course Code  

480950  
 

 
Course Description: 

 
Cooperative Education for CTE courses provide supervised work site experience related to the student’s identified 
career pathway.  A student must be enrolled in an approved capstone course during the same school year that the co-op 
experience is completed.  Students who participate receive a salary for these experiences, in accordance with local, 
state and federal minimum wage requirements according to the Work Based Learning Guide.  NOTE: A content 
must be manually assigned for this course using the section tab in the SIS Content: TBD Population: 
General  

 
 

 
 

 
 
 
 
 
 
 
 
 
 
 

Connections 
 

• Post-Secondary:   
• CTSO’s – SkillsUSA, FBLA (STLP encouraged even though not a recognized student organization for 

program review) 
• Kentucky Occupational Skill Standards 
• Secretary's Commission on Achieving Necessary Skills (SCANS) 
• State Standards ELA and Math 
• 21st Century Skills 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 

Students will: 
 

1. Demonstrate and practice safe work habits at all times. 
2. Gain career awareness and the opportunity to test career choice(s) 
3. Receive work experience related to career interests 
4. Integrate classroom studies with work experience 
5. Receive exposure to facilities and equipment unavailable in a classroom setting 
6. Increase employability potential 

Content/Process 
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Media Arts Internship 

Valid Course Code 
480951 

 
Course Description: 

 
Internship for CTE courses provide supervised work-site experience for high school students who are 
enrolled in a capstone course associated with their identified career pathway.  Internship experiences consist 
of a combination of classroom instruction and field experiences.  A student receiving pay for an intern 
experience is one who is participating in an experience that lasts a semester or longer and has an established 
employee-employer relationship.  A non-paid internship affects those students who participate on a short-
term basis (semester or less).  All information referenced to the Work Based Learning Guide. NOTE: A 
content must be manually assigned for this course using the section tab in the SIS Content: TBD 
Population: General  

   
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Connections 
• Post-Secondary:  
• CTSO’s – SkillsUSA, FBLA (STLP encouraged even though not a recognized student organization 

for program review) 
• Kentucky Occupational Skill Standards 
• Secretary's Commission on Achieving Necessary Skills (SCANS) 
• State Standards ELA and Math 
• 21st Century Skills 

 

 
 
 
 
 
 
 
 
 

Content/Process 

 
Students will:  

7. Demonstrate and practice safe work habits at all times.  
8. Gain career awareness and the opportunity to test career choice(s)  
9. Receive work experience related to career interests  
10. Integrate classroom studies with work experience  
11. Receive exposure to facilities and equipment unavailable in a classroom setting  
12. Increase employability potential  
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