STRANDS AND STANDARDS
DIGITAL MEDIA 1
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TE

Course Description

Digital Media 1 is the first semester of a foundational course in digital media production and design. Students
will explore the process of analyzing, designing, and developing a variety of digital assets using text, graphics,
and digital imaging across multiple formats. This course introduces essential concepts and tools used in the
graphic design industry, providing students with the core skills needed to begin creating professional-quality
media. It also serves as a launchpad for multiple career pathways, including Digital Media, Graphics and
Printing, 3D Animation, and Game Development.

Intended Grade Level 9-12

Units of Credit 0.5

Core Code 35.02.00.00.009

Concurrent Enrollment Core Code | 35.02.00.13.009

Prerequisite None

Skill Certification Test Number 560

Skill Certification Cut Score 76%

Test Weight 0.5

License Area of Concentration CTE and/or Secondary Education 6-12
Required Endorsement(s)

Endorsement 1 Multimedia

Endorsement 2 Commercial Art

Endorsement 3 Production Graphics

Endorsement 4 Business & Marketing (CTE/General)
Endorsement 5 Business & Marketing L2 Info Management
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STRAND 1

Students will understand the design process.

Standard 1
Understand the process of planning a document.
e Research your project (audience, purpose, timeline, page arrangement, and production method)
e Brainstorming
e Creating thumbnails / sketches
e Feedback / revisions

Standard 2

Understand copyright rules and regulations
e Apply a fundamental understanding of the ethical/legal issues surrounding the access and use of media
e Understand the difference between royalty-free, copyrighted, and fair use images and text
e Understand the process of obtaining and citing permission for copyrighted works

Standard 3
Explore generative artificial intelligence and its effects on the digital media industry
e Explore intellectual property and copyright implications
e Understand the importance of transparency and communication with use of Al

Performance Skills
Students will be able to plan a project using the proper copyright rules & regulations.



STRAND 2

Students will understand color theory and the principles and elements of design

Standard 1

Understand the proper use of color in publications.
e Understand the difference between the two basic color modes CMYK for print and RGB for screen
e Create variations of color using tint, patterns, gradients, and opacity
e Understand how Bit Depth affects color availability (i.e. 8-bit, 16-bit, 32-bit)

Standard 2
Color Theory
e Recognize and apply color modes for web-based graphics and printed graphics; including RGB, CMYK,
and grayscale
* Recognize and apply the following color properties: hue, saturation, and value, including tint and shade
e Recognize and apply color schemes: (complementary, analogous, monochromatic, and triadic)
e Develop a basic understanding of the color wheel
e Understand that colors are used to communicate a mood or message

Standard 3
Understand the principles and elements of design.
¢ |dentify and utilize the following principles of design: formal balance/symmetrical, informal balance/
asymmetrical, contrast, emphasis, movement, unity
e Identify and utilize the following elements of design: line, shape, value, texture, color, positive space,
negative space, form

Performance Skills
Students will apply color theory principles.
Students will be able to use the elements & principles of design.

STRAND 3
Students will understand principles of typography.

Standard 1
Identify typeface classifications and their uses, including Serif, Sans-serif, Script, Decorative, etc.

Standard 2
Know and apply the following concepts:
e Understand that fonts are grouped together in families and given a family name (i.e. Arial, Garamond)
e Utilize the three basic categories of type styles, including normal, bold, italic
e Understand copyfitting techniques, such as leading, kerning, tracking, alignment, point size
e Understand basic text alignment, such as left, right, centered, and justified

Performance Skills
Students will apply basic typeface design principles.



STRAND 4

Students will understand the advantages and disadvantages of vector graphics, including concepts such as
scalability, resolution independence, file efficiency and create vector graphics.

Standard 1
Understand the advantages and disadvantages of vector graphics.
Analyze key advantages of vector graphics, including:

Scalability: Vector graphics can be resized infinitely without losing quality or clarity

Resolution Independence: Images remain sharp on any screen or print size because they are not
tied to a fixed number of pixels

File Efficiency: Vector files are often smaller because they store math-based instructions instead of
pixel data

Editability: Individual elements (lines, shapes, colors) can be easily modified

Versatility: Ideal for logos, icons, typography, illustrations, and designs used across multiple formats

Analyze key disadvantages of vector graphics, including:

Limited detail for complex images: Not well-suited for highly detailed or realistic images like
photographs

Complexity in creation: Requires understanding of paths, nodes, and design tools

Rendering limitations: Some effects (like realistic textures or shading) are more difficult compared
to raster graphics

Standard 2

Know basic operations of tools, panels, and menus in a drawing/illustration application (i.e. Adobe lllustrator,
Inkscape, Affinity Designer, etc.)

Identify vector graphic formats and their appropriate use (e.g., PDF, Al, EPS, etc.)

Operate drawing tools to create and manipulate paths, like Bezier curves, using anchor points and
direction handles

Define and apply stroke properties, such as weight and style

Define and apply fill properties, such as gradient and opacity

Utilize appropriate selection tools

Perform grouping and ungrouping of objects

Transform objects while constraining proportions

Create and manage layers

Use of various type tools

Understand output formats and properties based on project needs when exporting

Understand basic keystroke and shortcut keys (such as paste, copy, cut, undo, etc.)

Performance Skills
Students will create and modify vector images.



STRAND 5

Students will Understand the advantages and disadvantages of pixel-based (raster) graphics, including
concepts such as resolution, photo realism, color depth, and file size and create raster images.

Standard 1
Explain what raster graphics are

Raster graphics are images made up of a grid of tiny pixels, where each pixel stores color information.

Analyze key advantages of raster graphics, including:

Photo Realism: Raster graphics can display highly detailed, realistic images such as photographs due to
their ability to capture subtle color variations, shading, and light.

High Detail and Color Depth: Supports millions of colors (e.g., 24-bit color), allowing for smooth
gradients and rich visual detail.

Pixel-Level Editing: Individual pixels can be edited, making raster graphics ideal for photo editing and
digital painting.

Wide Compatibility: Commonly used formats (JPEG, PNG, GIF) are supported across nearly all devices
and platforms.

Best for Complex Images: Ideal for images with textures, shadows, and intricate details (e.g.,
photography, digital art).

Analyze key disadvantages of raster graphics, including:

Resolution Dependent: Image quality depends on resolution (pixels per inch); lower resolution results
in lower quality

Pixelation When Enlarged: Scaling up raster images causes them to become blurry or blocky

Large File Sizes: High-resolution images require more pixels, which increases file size and storage needs
Less Scalability: Not suitable for designs that must be resized frequently (e.g., logos, branding).
Compression Loss (in some formats): Lossy formats (like JPEG) can reduce image quality when
compressed.

Standard 2
Know basic operations of tools, panels, and menus in a painting/photo editing application (i.e. Adobe
Photoshop, GIMP, Affinity Photo, etc.).

Identify raster graphic formats and their appropriate use (e.g., JPG/JPEG, GIF, TIFF, BMP, PSD, PNG, etc.)
Acquire image assets through various means

Set project resolution based on where the project will be seen, such as print at 300 or screen at 72
Crop, resize, straighten, and transform an image

Use layers, masks, and selection tools (such as marquee, lasso, etc.)

Apply filters and effects

Adjust color and contrast properties

Create and manipulate gradients

Apply restoration tools

Utilize appropriate selection tools

Utilize various painting and drawing tools

Understand output formats and properties based on project needs when exporting

Practice basic keystroke and shortcut keys (such as paste, copy, cut, undo, etc.)

Performance Skills
Students will create and modify raster images.



STRAND 6

Students will understand project management and collaboration

Standard 1

Understand and practice project management skills.
® Practice asset and file management using folders and naming conventions.
e Understand file size and storage methods.
e Understand the importance of back-ups and iterations.

Standard 2
Develop an awareness of digital collaborative technologies.
e Explore collaborative technologies, such as Google Drive, Dropbox, Zoom, Slack, Microsoft TEAMS, etc.)

Performance Skills

Students will apply project management and collaboration skills by organizing digital assets using effective file
structures and naming conventions, managing file size and storage appropriately, maintaining backups and
iterative versions of work, and collaborating with peers using digital tools (e.g., shared drives, communication
platforms, and virtual meeting tools) to plan, create, and complete a project.

STRAND 7

Students will explore career opportunities and demonstrate understanding of employability competencies.

Standard 1

Develop career skills related to working in the digital arts industry, including social media.
e |dentify occupations related to digital media careers.
e Identify knowledge and skills necessary for careers in digital media.
e Identify post-secondary opportunities in digital media.

Standard 2
Demonstrate workplace skills.
e Collaborate within a team
e Develop employable competencies and characteristics: responsibility, dependability, ethics, respect,
and cooperation.
e Understand the purpose and consequence of the message within your media.
e Evaluate information critically and competently

Performance Skills
Create and finalize a professional portfolio with projects completed during this course. Portfolio should
demonstrate a progression of skills.



Industry Test Points by Strand

DIGITAL MEDIA 1

Number of Test Points by Strand
Test Name Test #
3 4 5 6 7
Total Total
8 10 | 12 2 0 Points Questions
Number of Questions by Strand
Digital Media 1 | 560
3 4 5 6 7
7 9 10 | 2 0 44 38
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