
      Syllabus 

Digital Media Arts 2016 - 2017 

  

 You have been selected out of many to take part in the Central Vermont Career Center’s Digital 
Media Arts program. Looking ahead, I can promise you this: you will have never taken a class like this in 
your life. For the 180 school days that we will share together, you will be challenged in ways that you 
have never before been tested. You will experience a closer sense of collaboration with your peers and 
a greater sensation of self-fulfillment than traditional education can offer. You will develop skills that will 
change your perception of education, art, technology, and life itself. And best of all… you’ll have more 
fun than you ever thought you could have in school. 

 All I ask is that you have an open mind, a watchful eye, and an appreciation for all 
things creative. 

 Location: Room 126 and Room 128 

 Credits: 6 credits. 

 Embedded Credits: Math, Science, and Literacy (some sending schools vary; please enquire 
with your guidance counselor for more information). 

 Website: www.cvtcc.org     
   We also have our own pages under the Digital Media Arts program page. 

 Instructor: Matthew Binginot 

 Contact Info:  mbingcvcc@u61.net 
   802.476.6237 ext. 1177  (landline) 
   802.730.3680  (cellular for emergencies) 
    
 Class Times: 8:30 to 12:30 All students are guaranteed a 15-20 minute break mid-way through class. 
 Due to school attendance rules, Spaulding students are expected to arrive by 8:22 for attendance. 

 Office Hours: 12:50 - 2:00 each school day, although I am available from 7:45 AM to 3:15 PM. 
 The Digital Media Arts room is your resource. If you wish to use DMA resources for approved projects, the 
room and its resources are available for you to use between 7:45 AM and 3:15 PM. Please communicate with the 
instructor about how you wish to use DMA resources. 
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 —————————- The Finer Details —————————- 

 Goals and Enduring Understandings 
 - To learn and improve skills towards professional photo manipulation, graphic design, 
digital film, animation, 3D design, and web design.  
 - To gain a more watchful and cognizant eye towards professional practices in design, 
photo manipulation, and graphics. 
 - To develop a professional personality that is prepared to network, market yourself, 
and be motivated to seek out professional opportunities in any professional field. 
 - To improve your conceptual knowledge of design, visual composition, audio/visual 
expression, and digital literacy.  
 - To develop the notion of Digital Citizenship in preparing for a future with technology. 
 - To utilize hardware that is reflective of industry tools or professional resources. 
 - To master course software to fully understand digital capabilities and to prepare for 
industry standards. 
 - To provide factual knowledge to modern technology that is applicable in other 
Information Technology fields. 
 - To prepare students who wish to pursue Digital Media Arts professionally for higher 
education. 
 -To improve creative thinking for life! 

 THIS IS A CLASS WHERE CREATIVITY AND IMAGINATION MANIFEST INTO 
PRODUCTS. Often times, there are no wrong answers in DMA!  
 While every project has specifications and requirements, the most important 
elements are those of your creativity and your exploration of your own skills. 

 Industry-Recognized Credential (IRC) Opportunities 
 For full year students, curriculum will provide all necessary training to receive passing 
marks on Associate Certification exams for the following programs... 
  Adobe Photoshop Associate Certification for Visual Communication 
  Adobe Illustrator Associate Certification for Graphic Design / Visual Communication 
  Adobe Premiere Pro Associate Certification for Film Communication 
  

 Articulation Agreement Opportunities 
 Digital Media Arts students also have the option to submit portfolios of their Digital 
Media Arts class products to colleges. If accepted, these portfolios can earn them up to 6 
college credits towards select digital media courses. 
     Articulation Agreements are currently offered for: 
  Lyndon State College 
  Community College of Vermont 
  More colleges available upon request (requests must be submitted before March) 
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 Dual Enrollment Opportunities 
 As a course, Digital Media Arts has been approved to align with the content and the 
rigor of college-level courses at Community College of Vermont. For students who qualify, 
your work in Digital Media Arts will earn you 6 college credits through the Community 
College of Vermont (although these can often be transferred to other colleges). 
 These 6 credits are composed of two 3-credit courses through CCV: 
  - ART-1310 - Digital Photography I 
  - ART-1210 - Introduction to Adobe Creative Cloud 
 To earn these 6 credits, students must have a B or higher for all of their DMA Quarter 
Grades, have posted their projects online to the DMA Website for CCV to review, and scored 
at the college level on the Accuplacer Exam by the cutoff date for the Spring 2016 CCV 
Enrollment Date. See more information about the Accuplacer below. 

 Assessments 
 There is no final or mid-term exam in Digital Media Arts. However, each of our 4 main 
units will have a culminating final project meant to explore all of the skills and Enduring 
Understandings from the unit that is weighted heavily within the Quarter. 
 All CVCC Students are given the Accuplacer exam in the early parts of the school year. 
Meant to act as “pre-assessment,” the Accuplacer is a short online exam designed to test 
academic experience and college readiness. We will be taking Accuplacer exams for Math 
Arithmetic, Sentence Skills, and Reading Comprehension.  
 Although required for all students, grades on the Accuplacer are not weighted into 
the class grading or incorporated into a students file in any way; the only purpose of the 
Accuplacer is to help CVCC gauge and assess academic integration for Instructor and to also 
allow students a chance to prove college readiness before enrollment. 
 Scoring highly on the Accuplacer can, at the Student’s discretion, be used for college 
prospect opportunities and can allow students to earn credit through our Dual Enrollment 
program (see above).  
 Although we will take the Accuplacer early in the year, groups of students will have the 
option to re-take the test as we practice academic skills throughout the year. 
 For more information about the Accuplacer exam, please contact our assessment 
coordinator Ruth Durkee at rdurkcvcc@u61.net .  

 Evaluation Procedures 
 All assignments are graded and posted via InfiniteCampus. Parents and guardians 
should please visit our school website to get signed up for the IC Portal. 
 Most all grades that are posted on the portal are accompanied by written notes from 
the Instructor. This will be the medium to communicate grading break-downs rather than 
written documents, with the exceptions of larger projects and rubrics. Please note that this 
comment section is limited to 300 characters, so the response may be brief. 
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 Grading in DMA 
 Your final grade will break down as follows… 
 50% = DMA Projects 

  Every single DMA Project will be assigned through a handout that will 
outline the due date, the goals/outcomes of the task, the grading breakdown, 
an outline of the task itself, notes on the procedure to achieve the task, and 
turn-in directions/expectations. 
  Longer projects will have a multiplier applied to accommodate the 
expected effort that will double/triple the weight of the grade, and this 
multiplier will always be clearly marked in the Project Overview. 

 25% = Class Participation, Discussion, and Homework 
  This grade will be comprised of completion of class forms as a sign of 
discussion participation, any written homework, and self-given participation 
grades. 
  A week or so into the first quarter, we will begin doing online Daily 
Reflections Forms after work has been completed for the day. These Daily 
Reflection Forms are a chance for students to communicate with the instructor 
and to collect data and ideas about the class. The grade from the Daily 
Reflection Forms is self-imposed, meaning unless there is a discrepancy that 
will be noted via Infinite Campus (see below), these grades will almost exactly 
reflect your self-grading procedure in the Reflection. Homework is also rare 
since few have access to equipment, but when it is assigned, it must be 
completed and will be categorized here. 

 25% = Knowledge Base Quizzes 
  As this class is heavily reliant on conceptual thinking and creativity, 
quizzes are rare. However, a solid DMA education requires lots of factual 
knowledge that these will cover, which we refer to as Knowledge Bases. 
Quizzes for Knowledge Base studies will be given in each unit. All quizzes will 
be announced, and students are expected to review content to study. 

  Digital Media Art is not an exact science; in a class where there are no clearly 
“wrong” answers or products, the grading is qualitative rather than quantitative. Each 
assignment will have an outline of the grading breakdown, however, often times 
grades are based on the perspective of the instructor. Any questions whatsoever 
regarding grading of assignments is welcome if presented in appropriate ways, such as 
via e-mail, planned meeting, or phone call. 

 Texts 
 Pearson’s MyGraphicsLab Digital eTexts (provided by CVCC)  

• Adobe’s Illustrator CS6 Classroom In A Book 
• Adobe’s Photoshop CS6 ACA Prep 
• Adobe’s Premiere Pro CS6 ACA Prep 
• Before & After- How to Design Cool Stuff by John McWade, 2010, Pearson (SUGGESTED TEXT) 
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 Expectations 
 All of our CVCC school rules apply AND MORE within our classroom. Therefore, the 
Student Handbook outlines all of the rights, responsibilities, and procedures that all CVCC 
Students adhere to. We will review this as a class, and it is requested that students and parent/
guardians sign a page on the Student Handbook to verify understanding of its contents. 
 Digital Media Arts acts like a professional media business. Once we are underway, we 
act in unison as a CVCC Media Team. Therefore, our rules reflect many of those from the 
professional world: 
 1. Show up on time and with a mindset ready for work. 
 2. Dress to impress. Enter the classroom each day showcasing professionality and respect for 
our trade. 
 3. Communicate with your Instructor / Supervisor. If you have questions, ask them! If an issue 
arises, discuss it! If something is preventing you from being successful in class, let’s talk. 
 4. We work as a team. Any negative, rude, or derogatory comments about another person or 
their work is not acceptable, even if the person this is directed towards is not present. We closely 
adhere to the school policies regarding Bullying and Harassment. 
 5. Use technology appropriately (see below). 
 6. Try! All I ask is that you try with anything we attempt. Some things this year will be outside 
your comfort zone. For example, music production may not appeal to you, or graphic design may not 
be a strength of yours. I understand this. I myself have some areas of DMA that are extremely difficult 
for me. However, even when facing a challenging subject, it is still necessary that you give it your best 
attempt… even if you make mistakes!  

 Sharing of Our Creativity 
 Each year in Digital Media Arts we create a collaborative class website to share and 
showcase our work. This site is public and is linked off of our school CVCC Site. Most DMA 
projects that are submitted will be showcased on our DMA Class Website as a way to share 
student progress and growth. If you wish that any projects remain private for personal 
reasons, please communicate this in writing to the DMA Instructor to request the product not 
be posted to the DMA Class Website. I am extremely understanding in this and hope to never 
post something a student isn’t comfortable sharing; however, a student is responsible for 
initiating communication to let me know about this. 

 Use of Technology and the Internet 
 Use of technology is a necessary tool, but is still a privilege… especially to us in DMA. 
Therefore, we follow our district Acceptable Use of Technology policies closely.  
 Please keep in mind… 
  - When using DMA equipment for personal/entertainment use (i.e. during break time) 
all content must be deemed appropriate for school. 
  - Outside of our projects that involve media creativity, you must have express 
permission to capture or share media of anyone at school. To specify, you should not record a student 
or instructor without their knowledge. 
  - We use SonicWall internet filtering and localized privacy settings to protect our 
machines. If any issue arises in accessing the internet, your instructor can help with these features. 
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  - You may bring in digital content from home via a flash drive, GoogleDrive, etc. 
However, we cannot allow personal devices to utilize our wireless internet. They will NOT connect via 
our Active Directory network. 
  - You may not harbor any pirated content on school devices. This goes for programs, 
music, video, plugins, etc. 
  - If there is something you would like to install on a DMA machine, discuss it’s purpose 
with the instructor before attempting to act on the install. 
  - Throughout the year, some content we view may have minor amounts of 
inappropriate content (i.e. language, mild violence, etc.). Please take note of this as we continue. 
 The instructor and the CVCC administration team reserve the right to deny you access to CVCC 
technology for behaviors that violate these policies, which can affect your course grade. 

 Use of Creative Material, Copyright, and Plagiarism 
 The world of Digital Media is a complicated one. The internet provides an endless 
supply of digital content, many of which can be influenced in small ways yet remains 
someone else’s creation. 
 However, it is extremely unrealistic to imagine learning all the skills we need to learn if 
100% of the content we used was original. Sometimes this is simply not realistic if the project 
specifications do not require it. To help clarify the Goals of each project, DMA projects will be 
labelled as “Code Green,” “Code Yellow,” “Code Orange,” or “Code Red.” Whatever code an 
assignment is will specify whether or not you can utilize content you find on the Web in your 
process, and what to do with these resources. Pre-Made TEMPLATES can be considered 
Plagarism; please ask the instructor if this is appropriate for an assignment before using it.  

Code Green: These assignments are more about learning a certain skill. With respect to time and 
the assignment outcomes, it is acceptable for the purposes of this assignment to utilize other 
people’s creative content to allow for quick editing and focus on whatever skill is being studied. 
Anything is up for grabs! 

 
Code Yellow: These assignments are the most common. Usually slightly longer in length, these 
reflect most professional expectations in the professional Digital Media world. For these 
assignments, you may use content from the web that does not have somebody’s creative influence. 
Due to the nature of what is allowed, citing sources for non-creative content is not necessary. For 

example: 

< this Google Image of a flag is simple, no creative 
influence, and could be utilized. 

However, this Google image has been artistically edited 
based on someone’s creative ideas, and cannot be used.  

 

Code Red: These assignments are designed to be portfolio-ready full creative pieces or have a 
specific goal for your creativity. For Code Red assignments, you may not use any content from the 
Web (meaning 100% of the product must be your design). 
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 Due to the extreme importance of understanding things like copyright law, fair use 
doctrine allowances, creative commons media, and important licensure laws, the DMA Safety 
Exam at the beginning of the year will require all students to prove mastery of understanding 
Digital Citizenship and use of creative media. See more about this below under Safety 
Examination. 

 Safety Examination 
 All Vermont Career/Tech students are required to pass a safety examination to show 
competency in their program. For some trades this involves use of power tools or food health 
safety; for DMA, we test the importance of understanding the appropriate use of technology, 
the internet, and creative media. The DMA Safety Examination covers Digital Citizenship, 
Copyright Law, Fair Use Doctrine, Media Licensure, and Internet Safety. All DMA Safety 
Content holds to the standards set forth by Common Sense Media Inc. 

 Hardware 
 In DMA, we have amazing resources, but these resources must be earned with 
responsibility. If any hardware gets broken, damaged, lost, stolen, or otherwise impaired 
during your use, the situation will be reviewed. If expectations were not held, students may be  
held liable for the damage, and, in some situations, the cost of a replacement. 
 Throughout the year, opportunities to sign-out certain pieces of hardware will be 
offered. Use of such devices at home is accompanied by a signature on a legal document 
verifying the terms of this sign-out, including clauses that hold students accountable for 
broken, damaged, lost, stolen, or otherwise impaired hardware. Please read these documents 
closely and understand the responsibility in taking DMA Equipment home! 

 Software 
 All of our software is carefully licensed and distributed to be used on our machines. 
Please communicate with your instructor and use common sense when using software; do 
not update software or install additional software without direct permission. Any use of 
licensed DMA Software outside of CVCC is illegal, so please respect our programs. 

 Devices 
 Some of you may have cameras, musical instruments, computers, or other creative 
tools at home. You are welcome to bring these devices in at appropriate to enhance your 
experience in DMA. Use of preferred tools from home instead of classroom tools is allowed 
unless otherwise directed. Any questions, just ask! 
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 Homework 
 The reality is, everyone has different levels of access to technology at home, which 
makes homework challenging in a class that is as heavily reliant on certain software and 
hardware as we are. Therefore, homework will be rarely assigned in DMA. 
 However, many DMA projects will involve components that simply cannot be captured 
on our campus, such as certain kinds of photography or shooting clips for film. In such 
situations, students are expected to prepare media for our class outside of our class time. In 
completing these assignments, students might be required to sign out DMA Gear or get 
access to hardware like DSLR Cameras at home. 

 Cell Phones 
 Cell phones are not allowed to be used during class time at CVCC. I repeat… cell 
phones are not allowed during our DMA class time. However, cell phones, especially smart 
phones, can be extremely useful devices in the world of Digital Media; I make use of my 
phone often. Therefore, the policy regarding cell phones in DMA is one of respect. I expect 
that all students are mature enough to understand when it is disrespectful to use a phone. 
During a formal lesson, demo, or class discussion, cell phones are strictly not allowed. Also 
worth considering is your use of the phone; texting, gaming, or using entertainment apps 
should not be used in any work situation (what we call “Creation Time”) whatsoever.  
 Cell phone use is allowed and promoted before class, during break time, and during 
our media time at the end of class. 
 If I ask more than once in a week for a cell phone to be put away, I reserve the right to 
confiscate the phone and turn it over to the CVCC Administrative team to process. If any 
situation arises where use of your cellphone is necessary for a personal or family matter, 
please discuss this before the class when it will be needed with the instructor. 
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 The Layout of the Course 
 DMA is designed to educate a vast spectrum of digital media arts skills. Therefore, 
some parts of the year will feel more comfortable than others (such as your abilities with 
graphics vs. sound, or photography vs. animation). We understand that some parts of DMA 
may not be your design forte, however, we only ask that you try throughout the year to find 
what areas you might enjoy pursuing.  

 Each Unit in DMA has its own syllabus that will outline the Enduring Understandings 
and Proficiency-Based Grading elements that will be addressed throughout the unit. 

 QUARTER 1: Intro to Digital Images, Digital Photography, Photo Manipulation 
 The first semester will focus on digital imagery. After exploring DSLR Photography, 
Adobe Lightroom, and Digital Image Editing, we will gain full mastery of Adobe Photoshop. 
Within Photoshop, we will practice advanced photo manipulation techniques and will learn the 
practices that professional image editing requires.  
 Selections and Masks, Use of Masks, Channels, and Paths, Document Organization and 
Set-Up, and Image Quality will all be practiced through projects. Some time into Quarter 2, 
students will be prepared to seek Adobe Photoshop Associate’s Certification. 

 QUARTER 2: Intro to Graphic Design 
 The second semester will change direction and will switch focus to vector art and the 
Principles of Design. Taking the skills we mastered with Photoshop, we will switch our 
understanding to think about the shapes and the concepts that make strong designs, whether 
these are logos, page layouts, typography, or original graphics.  
 Color theory, Gestalt Principles, and Visual Communication Problems will all be topics 
of learning. Our principle software will be Adobe Illustrator, Adobe InDesign, Autodesk 
Sketchbook Pro, and Cinema4D.  

 QUARTER 3 and 4: Digital Video Production, Intro to Animation, and Web Design 
 This more advanced semester will move towards video production and more advanced 
applications of digital media. We will undergo much larger projects including film editing, 
flash animation, special effects, web design, 3D design, animation, stop motion, video mixing, 
and more advanced sound design and music production. As we enter Quarter 4, projects will 
often allow students to complete the task using a preferred media they have developed (for 
example, the choice to film, animate, or create a stop motion film for a prompt). 
 Principle software will include Adobe Premiere Pro, Adobe After Effects, Adobe Flash, 
Adobe Audition, Anime Studio Pro, DaVinci Resolve, Redcine-X Pro, Cinema4D, Adobe 
Animate CC, Autodesk Maya, Autodesk Mudbox, FruityLoops, Blender, 123D Design, Cura, 
and more. 

 Depending on time allowances, we will explore Web Design and basic coding through 
Adobe Dreamweaver, Adobe Muse, and application design through Unity 6. 
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      Syllabus 

Agreement 

 The Instructor reserves the right to modify this syllabus, however, any amendments will 
be noted to the class. 

 Please sign below to verify that you understand and accept the policies and overview 
in this class syllabus.  
 After you have signed, please share the document as a whole with a parent or 
guardian at home, and have them sign as a record that you discussed the details of this class.  
  
 Once you’ve signed, you are officially enrolled in CVCC DMA! 

  

__________________________________         __________________________________ 
Your Name       Your Signature 

__________________________________         __________________________________ 
A Parent/Guardians’s Name     A Parent/Guardian’s Signature 

 

 Thanks gang, we’re going to have an awesome year! 

- Matthew Binginot
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