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written projects in both digital and print format.

This course is designed for students interested in careers in the Media and Design Arts Pathway, in
the Arts, Media and Entertainment industry sector. Students will be introduced to industry-standard
tools, skills, and materials that they can manipulate as the primary means of creative expression.

Students will explore basic applications of various multimedia tools to create visual, aural, and
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An Introduction to Digital Multimedia, T.M. Savage and K.E. VVogel , Jones
Second Edition 2013& Bartlett Learning,

el QS il glaa

(JM\ J‘J cJ\M}”

2
3

.1 An Introduction to Digital Multimedia, T.M. Savage and K.E. Vogel ,
Jones & Bartlett Learning, 2013 Second Edition
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K2 Introduce students with Learn more advanced Flash features for drawing and CK1
animating at their own pace.
K2 Allow the students to create authentic Flash projects that incorporate drawing, | CK2
animation, interaction, and multimedia elements.
K2 Introduce students to participate in class discussion and activities. CK3
K2 Introduce students to participate in an online class environment for the purpose | CK4
of learning, sharing resources and ideas, and communication.
K2 Allow the students to work as a team to complete real-world Flash projects. CK5
EARES]
C3 Apply a program and Develop applications using the CS3 Adobe CC1
Flash
C4 Employ flash programming environments to develop good web cCc2
site quality
il lgeal
sS4 | Understand data representations. CS1
s5 | Understand and differentiate between Images (Types, Colors, Computer CcS?2
Models, Formats, Applications, 3D animation tools).
s6 | Understand the use of texts, fonts, faces, styles, metrics, leading and kerning. CS3
se | Differentiate between Multimedia Authoring metaphors, Multimedia CS4
production, Multimedia presentation, and automatic authoring.
s7 | Know how to develop Flash Basics via Creating Masks, Motion, Motion CS5
guides, Animations, and buttons.
s7 | Develop a complete action scripts using ActionScript 3 to handle events and CS6
manipulate a Flash via functions and arrays.
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Chapter 6, 7 s Flash CS3: ' 1
- Flash Basics
Chapter 6, 7 s Create Masks, 2
Chapter 6, 7 s Mot?on, . 3
Motion guides,
Chapter 6, 7 Al Animations, 4
Chapter 6, 7 s buttons, etc. 5
las ActionScript programming:
Chapter 8 \: - Event Handler. 6
Chapter 9 s ActionScript 3 basics. 7
Chapter 9 alas ActionScript programming:
~ 7| ActionScript 3 Functions. 8
Chapter 9 s ActionScripts Array 9
Chapter 1, 2, 3 Alas Fundamentals of Multimedia:
i - Introduction and Multimedia 10
data representations.
Chapter 1, 2, 3 Alas - Ataste of Multimedia (Tasks
A 11
and Concerns).
Chapter 1, 2, 3 alas Images (Types, Colors, Computer
- Models, Formats, Applications, 3D 12
animation tools).
alas Multimedia Authoring and Tools:
Chapter 5 . - Multimedia Authoring 13
metaphors,
las - Multimedia production,
Chapter 5 ) - Multimedia presentation, 14
automatic authoring.
alay | TEX in Multimedia:
Chapter 4 - Use texts, fonts, faces, styles, metrics, 15
leading and kerning, cases, etc.
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