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These academic frameworks were partially funded by the Minnesota Department of Education using federal funding, Carl D. Perkins Career and Technical Education Act of 2006, as amended by the Strengthening Career and Technical Education for the 21st Century Act (Perkins V). The contents of this tool do not necessarily represent the U.S. Department of Education, the Minnesota Department of Education, and Minnesota State and you should not assume endorsement by the federal or state government.


Entertainment, Arts and Design Cluster
The Entertainment, Arts and Design Cluster focuses on creating, producing, and sharing print and electronic design work across multiple platforms, aiming to inform, entertain, and inspire. Students learn how to design, develop, and manage information and messages in multiple formats. Students develop skills including planning, problem solving, organizational skills, communication, and teamwork. Career opportunities in artistic and creative applications of information technology include publishing, graphic design, video production and digital animation. 
Programs of Study (POS) and Courses
Design and Digital Arts: Careers encompassing the creation and production of visually engaging digital content such as animation, visual marketing, graphic design, print media, augmented and virtual reality, web design, game design, and user interfaces/experiences. This POS combines artistic talent and technology to produce interactive content, entertainment, commercial product and packaging designs, and promotional materials.
	Program of Study (POS)
	Introductory Courses
	Intermediate Courses
	Advanced Courses

	Design and Digital Arts
	11152 Desktop Publishing
10203 Multimedia and Video 1 
	10203 Multimedia and Video 2
11153 Graphic Design 1
	11154 Graphic Design 2
10206 Digital Game Design 1


Media Production and Broadcasting: Careers focusing on content creation, production and distribution for business operations. This POS also highlights the impact and ethical use of emerging technologies, including artificial intelligence, in enhancing visual effects and streamlining content production to transform audience engagement and content consumption.
	Program of Study (POS)
	Introductory Courses
	Intermediate Courses
	Advanced Courses

	Media Production and Broadcasting
	11102 Photography for Business Communications
	blank
	blank


Career Pathways
Career pathways developed through courses in this cluster include:
AR/VR Designer
Website Designer
Graphic Designer and Digital Marketer
Streaming Media Specialist
Digital Media Designer
Gameplay Animator
[bookmark: _Hlk215729886]Experiential Learning and Work-Based Learning
Experiential Learning opportunities should be embedded throughout a CTE Business and Marketing program, and could include industry tours, job shadowing experiences, service learning experiences, and student-led business operations. Work-based Learning (WBL) experiences as a continuation and application of classroom learning can also be developed. Work-based Learning includes both internship and Youth Apprenticeship opportunities for approved WBL programs with licensed WBL coordinators. Experiential Learning is a required component of every management, marketing, finance and technology program, with the intention that opportunities will be available for every student. Through involvement in Experiential Learning activities, students experience multiple career pathway occupations, learn expected workplace behavior, develop industry-specific technical skills, and are given opportunities to apply academic and occupational skills in the workplace or a simulated workplace environment.
Social-Emotional Learning
Helping students develop social and emotional competence is an essential component in their preparation to be successful adults. Career and Technical Education (CTE) classrooms and workplaces should foster the acquisition and application of the knowledge, skills and attitudes needed for social and emotional development. These include: self-awareness, self-management, social awareness, relationship skills, and responsible decision-making. Explicit teaching of, and regular student rehearsal of, these skills will lead to greater academic, social, and career outcomes.
Career Technical Student Organizations: Business Professionals of America (BPA) and DECA
Student participation in career technical student organizations (CTSOs) is considered as essential component of a quality career and technical education program. Minnesota Business Professionals of America (BPA) and Minnesota DECA provide students with opportunities for growth through education, competition, community service and professional development. Career and leadership development activities are embedded throughout the entire career cluster through classroom instruction and projects, as well as the DECA and BPA competitive event programs.
[bookmark: _Hlk215733265]Assessing Competencies with Formative and Summative Assessments
[bookmark: _Hlk215729918]Employability skill performance indicators and benchmarks are typically assessed with “formative assessments.” The goal of formative assessment is to monitor student progress during an instructional unit to provide ongoing feedback that can be used by instructors to improve their teaching and by students to improve their learning. Formative assessments help students identify their strengths and weaknesses and target areas of needed improvement. They also help teachers recognize where students are struggling so that problems can be addressed in a timely manner. Formative assessments generally have low or no point value.
Career pathway technical skill competencies (identified by course in this document) are typically assessed with “summative assessments.” The goal of summative assessment is to evaluate student learning at the end of an instructional unit by comparing it against the competency or measurement to which the unit was aligned. Summative assessments have point values which generally are factored into a final course grade.

Business Clusters and Programs of Study in New Minnesota Career Wheel
Business program courses typically are categorized under one of six career clusters in the new Minnesota Career Wheel:
· Management and Entrepreneurship
· Marketing and Sales
· Financial Services
· Digital Technology
· Hospitality, Events and Tourism
· Entertainment, Arts and Design


[image: Minnesota Career Fields and Clusters Career Wheel]

[bookmark: _Hlk215730099]Career Cluster: Entertainment, Arts & Design	Program of Study: Design and Digital Arts
Program Code: 140710			Eligible Licenses: 140050 (primary); 140710, 140100, 140120 (legacy)
	Minnesota Frameworks
	Minnesota Common Course Catalog (MCCC)

	[Course Title] Desktop Publishing
	[Course Title] Desktop Publishing

	[Course Code] 10
	[Course Code] 11152 (Intermediate)


[bookmark: DTPDescription10]Course Description: In this course, students will use advanced software features and design concepts to create a portfolio of print documents and publications for business settings using industry standard software (examples include Adobe InDesign, Microsoft Publisher, and QuarkXpress).  Students will learn the principles of design and layout for print and digital work; including: balance, proximity, alignment, repetition, consistency, color, and use of white space. Document examples may include conference signs, letterheads, business cards, newsletters, certificates, coupons, flyers, and other business documents. Career pathway preparation could include: Publishing Assistant, Document Designer, E-book Designer, and Layout Artist.
Instructional units in this course may include:
Digital Graphics Creation and Editing
Design Principles and Elements
Page and Document Layout
Color
Balance and White Space
Typography
Careers in Desktop Publishing
Course Progression in this Career Cluster:
	Program of Study (POS)
	Introductory Courses
	Intermediate Courses
	Advanced Courses

	Design and Digital Arts
	11152 Desktop Publishing
10203 Multimedia and Video 1
	10203 Multimedia and Video 2
11153 Graphic Design 1
	11154 Graphic Design 2
10206 Digital Game Design 1




[bookmark: DesktopPublishingStrand10]CTE Course Knowledge and Technical Skill Competencies
	Competencies
	Sample Measurements

	EA11152.01 Utilize the elements and principles of design in the visual arts to communicate a business message.
	EA11152.01.01 Demonstrate appropriate use of design elements including lines, shapes, mass, texture, style, organization, typography, and color.
EA11152.01.02 Apply design principles in creating documents for print or digital publishing (i.e., balance, alignment, contrast, white space).
EA11152.01.03 Explain typographic terms and measurement systems.
EA11152.01.04 Analyze color theory and its cultural, symbolic and psychological influences.
EA11152.01.05 Compare and contrast the variety of uses of text and graphic elements in historical and modern use.
EA11152.01.06 Proofread documents for correct spelling, grammar, word and number usage, punctuation, and format.

	EA11152.02 Utilize industry-standard software and desktop publishing techniques for print and digital desktop publishing projects.
	EA11152.02.01 Gather and evaluate information to meet project needs.
EA11152.02.02 Create a desktop publishing project according to specifications using appropriate and efficient software tools.
EA11152.02.03 Integrate static and interactive design elements into a digital desktop publishing project. 

	EA11152.03 Utilize industry production processes for print communications of appropriate quantity and quality.
	EA11152.03.01 Explain the diversity of the printing process including paper, non-paper substrates, and specialty products.
EA11152.03.02 Examine the impact of emerging technologies in hardware and software applications.
EA11152.03.03 Demonstrate preparation of production-ready materials using industry-standard technology.
EA11152.03.04 Demonstrate industry production, finishing, and printing techniques for producing professional business documents.

	EA11152.04 Evaluate the effectiveness of desktop publishing solutions based on project needs.
	EA11152.04.01 Evaluate writing and images for clear communication including biases (race, age, religion, gender, etc.) that could interfere with message communication.
EA11152.04.02 Demonstrate application of the principles of design including unity, variety, hierarchy, dominance, proportion, and balance to the composition of a desktop publishing project.




CTSO Competitive Events Aligned with this Course: 
BPA:		Fundamental Desktop Publishing, Advanced Desktop Publishing
Authentic Assessment—Examples:
Design informational graphics that correspond to text narrative and publication theme
Design page and document layouts that enhance readability and ease of access to key information
Required Safety Training—Potential Topics:
Current federal, state, and local health and safety laws/regulations specific to the career pathways in this course:
Employee rights and responsibilities (roles of labor organizations)
Harassment laws: U.S. Equal Employment Opportunity law
Human Resource regulations for the workplace
Ergonomics
Equipment safety (desktop and mobile devices)
Online safety (acceptable use policies, protecting passwords, protecting identity information online)
Credentials of Value (Postsecondary Credits, Industry-Recognized Skill or Knowledge Certifications): 
YouScience: Desktop Publishing I
YouScience: Desktop Publishing II


Career Cluster: Entertainment, Arts & Design	Program of Study: Design and Digital Arts
Program Code: 140710			Eligible Licenses: 140050 (primary); 140710, 140100, 140120 (legacy)
	Minnesota Frameworks
	Minnesota Common Course Catalog (MCCC)

	[Course Title] Multimedia and Video 1
	[Course Title] Interactive Media

	[Course Code] 66
	[Course Code] 10203 (Beginner—Sequence 1 of 2)


[bookmark: MultimediaDescription66]Course Description: Students in this course create, design, and produce visual multimedia communication products that present information to enhance business messaging and operations. Topics may include 3D animation, graphic media, skills specific to various video-editing software tools, and virtual reality. [NOTE: Broadcast journalism and TV production courses do not meet the criteria for this course/Business program. See Trades and Industry courses in Communications for more information on courses related to video production and broadcast journalism.] The focus of the course is practical application of digital video content and/or digital/computer-generated media to support business communication functions including sales, marketing, and human resources. Career pathway preparation could include: Multimedia Specialist, Instructional Designer, Animator, and Video Editor.
[bookmark: Multimedia1Strand10]Instructional units in this course may include:
Multimedia and Video File Types and Formats
Using Industry-Standard Hardware and Software Tools
Messaging to Target Market Audiences
Project Planning
Synchronous Media Applications for Business
Business Careers in Video and Digital Media
Course Progression in this Career Cluster:
	Program of Study (POS)
	Introductory Courses
	Intermediate Courses
	Advanced Courses

	Design and Digital Arts
	11152 Desktop Publishing
10203 Multimedia and Video 1
	10203 Multimedia and Video 2
11153 Graphic Design 1
	11154 Graphic Design 2
10206 Digital Game Design 1




CTE Course Knowledge and Technical Skill Competencies
	Competencies
	Sample Measurements

	EA10203B.01 Compare and contrast multimedia and video file types and formats used in business communications.
	EA10203B.01.01 Define and explain industry terminology related to multimedia and video.
EA10203B.01.02 Compare and contrast the characteristics of different formats of multimedia (i.e. tutorials, website, print, presentation, simulation, and game).
EA10203B.01.03 Compare and contrast the characteristics of different elements used in multimedia formats (i.e. audio, video, graphics/images, text, and animation).
EA10203B.01.04 Compare and contrast characteristics of various types of video files (e.g. mov, avi, wmv, mpg).

	EA10203B.02 Format and edit multimedia and video content using industry-standard hardware and software to create business messages.
	EA10203B.02.01 Utilize industry-standard multimedia software to develop media-rich slideshows.
EA10203B.02.02 Acquire, format, and edit digital images from a variety of sources (i.e. scanner, digital camera, cell phone, Internet/cloud).
EA10203B.02.03 Acquire and edit audio files from a variety of sources and convert to other audio file formats.
EA10203B.02.04 Acquire and edit video files from a variety of sources and convert to other video file formats.
EA10203B.05 Develop animation files and objects utilizing 2-D and 3-D animation.

	EA10203B.03 Develop business communication and media elements aligned with target market characteristics.
	EA10203B.03.01 Identify characteristics of a target audience.
EA10203B.03.02 Identify the communication objectives of multimedia or video productions created for them.
EA10203B.03.03 Synthesize knowledge of the target audience and communication objectives to develop the messaging and media elements needed for an effective project or presentation.

	EA10203B.04 Apply project management skills to plan and organize multimedia and video projects for specific target market audiences.
	EA10203B.04.01 Explain the planning and design process for storyboarding a multimedia or video project.
EA10203B.04.02 Make decisions about project content including considerations such as copyright, permissions, and licensing.
EA10203B.04.03 Develop a storyboard planning tool to organize content and technical elements for a multimedia or video project.

	EA10203B.05 Utilize platform-specific features of multimedia and video to create information sources for synchronous business applications.
	EA10203B.05.01 Compare and contrast use of synchronous and asynchronous communication to meet business objectives.
EA10203B.05.02 Develop and deliver multimedia or video presentations to in-person business audiences.
EA10203B.05.03 Develop multimedia or video presentations for distribution and display on web sites and through social media.


CTSO Competitive Events Aligned with this Course:
BPA:	Virtual Multimedia & Promotion (Individual and Team), 2D Animation Team
SkillsUSA:	3-D Visualization and Animation, Audio Production
Authentic Assessment—Examples:
Create multimedia and animation elements for inclusion in business presentations to enhance communication of key messages
Edit original video files to produce segments that highlight central aspects of the intended message in a business presentation
Required Safety Training—Potential Topics:
Current federal, state, and local health and safety laws/regulations specific to the career pathways in this course:
Employee rights and responsibilities (roles of labor organizations)
Harassment laws: U.S. Equal Employment Opportunity law
Human Resource regulations for the workplace
Ergonomics
Equipment safety (desktop and mobile devices)
Online safety (acceptable use policies, protecting passwords, protecting identity information online)
Credentials of Value (Postsecondary Credits, Industry-Recognized Skill or Knowledge Certifications): 
YouScience: Digital Media I
YouScience: Digital Media II


Career Cluster: Entertainment, Arts & Design	Program of Study: Design and Digital Arts
Program Code: 140710			Eligible Licenses: 140050 (primary); 140710, 140100, 140120 (legacy)
	Minnesota Frameworks
	Minnesota Common Course Catalog (MCCC)

	[Course Title] Multimedia and Video 2
	[Course Title] Interactive Media

	[Course Code] 67
	[Course Code] 10203 (Intermediate—Sequence 2 of 2)


[bookmark: MultimediaDescription67]Course Description: This course expands on the foundational elements of multimedia and video planning and development found in the Multimedia & Video 1 course. Students gain skills in utilization of more advanced systems and software tools in development of communication materials for school, student organization, and/or business/community entities. [NOTE: Broadcast journalism and TV production courses do not meet the criteria for this course/Business program. See Trades and Industry courses in Communications for more information on courses related to video production and broadcast journalism.]  Focus is practical application of digital video content and/or digital/computer-generated media to support business communication functions including sales, marketing, and human resources.
Instructional units in this course may include:
Project Design and Management
Content Creation and Editing for Business Messages
Integrated Multimedia and Video Applications
Multimedia/Video for Web Communications
Asynchronous Media Applications for Business
Evaluating Project and Communication Effectiveness
Business Careers in Video and Digital Media
Course Progression in this Career Cluster:
	Program of Study (POS)
	Introductory Courses
	Intermediate Courses
	Advanced Courses

	Design and Digital Arts
	11152 Desktop Publishing
10203 Multimedia and Video 1
	10203 Multimedia and Video 2
11153 Graphic Design 1
	11154 Graphic Design 2
10206 Digital Game Design 1




CTE Course Knowledge and Technical Skill Competencies
	Competencies
	Sample Measurements

	EA10203I.01 Apply project management skills to lead a project design team in the creation of multimedia and video projects.
	EA10203I.01.01 Develop project communication goals and objectives and convey them to team members.
EA10203I.01.02 Demonstrate the value of team member involvement through collaborative decision-making.
EA10203I.01.03 Create action plans for tasks to be completed and determine team member responsibilities and deadlines for completion.

	EA10203I.02 Create original and edit existing image and video content to enhance business communications messages and media.
	EA10203I.02.01 Explain the legal implications of creating original images and utilizing content created by others.
EA10203I.02.02 Use industry-standard hardware and software to create original images and graphics for business communications.
EA10203I.02.03 Edit and enhance images and graphics from other sources to meet quality and messaging needs for a specific target audience.

	EA10203I.03 Integrate technical capabilities of multiple video and multimedia applications into a single communication product.
	EA10203I.03.01 Identify file types and formats of multimedia and video content most compatible for integration into a single communication product.
EA10203I.03.02 Analyze communication needs to determine which elements in an integrated presentation would be most effectively delivered through multimedia and which through video.
EA10203I.03.03 Utilize industry-standard hardware and software to create business communication products that integrate multimedia and video content.

	EA10203I.04 Utilize web communication systems to enhance business communications.
	EA10203I.04.01 Utilize internet communication tools such as blogs, wikis, and podcasts to distribute multimedia presentations.
EA10203I.04.02 Describe the features and business uses of voice-over-IP and video chat systems such as Skype, iChat, and FaceTime.
EA10203I.04.03 Distribute multimedia or video communications using real-time meeting programs such as Zoom, Webex, GoToMeeting, or Google Meets.

	EA10203I.05 Utilize platform-specific features of multimedia and video to create information sources for asynchronous business applications.
	EA10203I.05.01 Develop multimedia or video products in stand-alone information kiosk formats to convey business and consumer information.
EA10203I.05.02 Develop multimedia or video products to provide employee training on aspects of job performance tasks.

	EA10203I.06 Measure effectiveness of communication products and processes in achieving desired business objectives.
	EA10203I.06.01 Explain the nature and use of SMART goals and key performance indicators (KPI) in evaluating business communications.
EA10203I.06.02 Identify tools used by businesses to determine the success rate in achieving key performance indicators (KPI).
EA10203I.06.03 Evaluate the effectiveness of a multimedia or video communication using key performance indicators (KPI).


CTSO Competitive Events Aligned with this Course:
BPA:	Virtual Multimedia & Promotion (Individual and Team), 2D Animation Team
Authentic Assessment—Examples:
Create a human resources training video for onboarding new employees, incorporating video and animation to demonstrate proper completion of various job responsibilities
Design and create a multimedia kiosk platform to aid mall shoppers in locating desired stores and products within the mall
Required Safety Training—Potential Topics:
Current federal, state, and local health and safety laws/regulations specific to the career pathways in this course:
Employee rights and responsibilities (roles of labor organizations)
Harassment laws: U.S. Equal Employment Opportunity law
Human Resource regulations for the workplace
Ergonomics
Equipment safety (desktop and mobile devices)
Online safety (acceptable use policies, protecting passwords, protecting identity information online)
Credentials of Value (Postsecondary Credits, Industry-Recognized Skill or Knowledge Certifications): 
YouScience: Digital Media, Advanced
Final Cut Pro Certification

Career Cluster: Entertainment, Arts & Design	Program of Study: Design and Digital Arts
Program Code: 140710			Eligible Licenses: 140050 (primary); 140710, 140100, 140120 (legacy)
	Minnesota Frameworks
	Minnesota Common Course Catalog (MCCC)

	[Course Title] Graphic Design 1
	[Course Title] Digital Media Design and Production

	[Course Code] 68
	[Course Code] 11153 (Beginner—Sequence 1 of 2)


[bookmark: GraphicDesign1Description68]Course Description: Students develop foundational skills related to the technical, artistic, and conceptual principles of graphic design for business communications. Areas of study include past and current uses of graphic design, elements of design, technical software skills, layout principles, structure and style, and ethical and legal issues related to graphic design.  Students will create and revise graphic designs to meet the specifications and feedback of a customer/client. Students will also analyze and comment on graphic presentations for their effectiveness, style and structure, intent, and message.  Career pathway preparation could include: Graphic Designer, Photo Editor, and Logo Designer.
[bookmark: GraphicDesign1Strand10]Instructional units in this course may include:
Media Arts Principles
Principles of Design
Graphic Design for Business Communications
Management of Graphic Design Projects
Career Ladders in Graphic Design
Course Progression in this Career Cluster:
	Program of Study (POS)
	Introductory Courses
	Intermediate Courses
	Advanced Courses

	Design and Digital Arts
	11152 Desktop Publishing
10203 Multimedia and Video 1
	10203 Multimedia and Video 2
11153 Graphic Design 1
	11154 Graphic Design 2
10206 Digital Game Design 1




CTE Course Knowledge and Technical Skill Competencies
	Competencies
	Sample Measurements

	EA11153B.01 Analyze the elements and principles of media arts in business graphic design.
	EA11153B.01.01 Explain characteristics of, and interaction between, the elements and principles of media arts.
EA11153B.01.02 Analyze how the elements in media arts such as image, sound, space, time, motion, and sequence or visual art elements including color, line, shape, value, form, texture, and space are combined to communicate meaning in the creation of, presentation of, or response to graphic design. 
EA11153B.01.03 Evaluate how the principles of media arts such as repetition, unity, and contrast are used in the creation of, presentation of, or response to media artworks. 

	EA11153B.02 Utilize professional design components in the creation and presentation of a graphic design project.
	EA11153B.02.01 Select and apply typography styles aligned to audience needs and desired communication goals.
EA11153B.02.02 Create compositional content that demonstrates application of shape, space, line, size color, texture, organization, and typography.
EA11153B.02.03 Analyze how the principles of design affect design composition.
EA11153B.02.04 Organize and present written, graphic, and numeric information in business infographic formats.

	EA11153B.03 Create an original graphic design that effectively conveys an intended brand image and communicates an intended message.
	EA11153B.03.01 Analyze the design and media characteristics needed to convey brand image and message meaning to intended target audiences. 
EA11153B.03.02 Develop graphic design projects to communicate brand image and information message to a specific audience.

	EA11153B.04 Use project management skills to improve workflow, quality, and on-time completion of projects.
	EA11153B.04.01 Develop goals and objectives.
EA11153B.04.02 Prioritize tasks to be completed.
EA11153B.04.03 Develop timelines for completion of work tasks.




CTSO Competitive Events Aligned with this Course: 
BPA:		Graphic Design Promotion, Advanced Desktop Publishing
Authentic Assessment—Examples:
Create page compositions that apply professional design element use of text and graphic content
Develop images, logos, and themes for print and digital distribution to communicate a brand image
Required Safety Training—Potential Topics:
Current federal, state, and local health and safety laws/regulations specific to the career pathways in this course:
Employee rights and responsibilities (roles of labor organizations)
Harassment laws: U.S. Equal Employment Opportunity law
Human Resource regulations for the workplace
Ergonomics
Equipment safety (desktop and mobile devices)
Online safety (acceptable use policies, protecting passwords, protecting identity information online)
Credentials of Value (Postsecondary Credits, Industry-Recognized Skill or Knowledge Certifications): 
YouScience: Digital Print Design


Career Cluster: Entertainment, Arts & Design	Program of Study: Design and Digital Arts
Program Code: 140710			Eligible Licenses: 140050 (primary); 140710, 140100, 140120 (legacy)
	Minnesota Frameworks
	Minnesota Common Course Catalog (MCCC)

	[Course Title] Graphic Design 2
	[Course Title] Digital Media Design and Production

	[Course Code] 69
	[Course Code] 11154 (Intermediate—Sequence 2 of 2)


[bookmark: GraphicDesign2Description69]Course Description: This course expands on the foundational elements in the Graphic Design 1 course. Students learn the use of artistic techniques to communicate ideas and information to business and customer audiences via illustrations and other forms of digital or printed media. Students gain skills in advanced graphic design software tools in preparation for industry certifications. Emphasis may be given to commercial graphic design techniques (completed through both manual and technological processes) such as 3-D computer graphics, 3-D printing, and sublimation printing. Student opportunities to address real-world business problems should be encouraged. Career pathway preparation could include: Graphic Designer, Art Director, and 3D Designer.
[bookmark: GraphicDesign2Strand10]Instructional units in this course may include:
Professional Image Enhancement
Creative Briefs for Project Planning
Communication and Promotional Materials
Branding Images, Logos, and Brand Identity
Digital Portfolio Development
Career Ladders in Graphic Design
Course Progression in this Career Cluster:
	Program of Study (POS)
	Introductory Courses
	Intermediate Courses
	Advanced Courses

	Design and Digital Arts
	11152 Desktop Publishing
10203 Multimedia and Video 1
	10203 Multimedia and Video 2
11153 Graphic Design 1
	11154 Graphic Design 2
10206 Digital Game Design 1




CTE Course Knowledge and Technical Skill Competencies
	Competencies
	Sample Measurements

	EA11154I.01 Utilize industry-standard graphic design tools to create professional image enhancements.
	EA11154I.01.01 Explain the purpose and function of various tools available in industry-standard graphic design software. 
EA11154I.01.02 Utilize object features to create vector graphics, 3D graphics, and animations.
EA11154I.01.03 Use the color panel and swatches to enhance layouts and images according to color theory.
EA11154I.01.04 Apply artistic techniques to images utilizing adjustment layers, filter effects, and image restoration techniques to enhance business messaging.

	EA11154I.02 Develop a creative brief which applies artistic graphic design techniques as a blueprint for targeted business communication projects.
	EA11154I.02.01 Demonstrate application of industry standards for page layout and design of text, photographs, and graphic elements.
EA11154I.02.02 Develop and implement plans and procedures for a professional photo shoot. 
EA11154I.02.03 Develop a creative brief as a blueprint for targeted business communications.

	EA11154I.03 Create original graphic, text, and photograph elements for business communication and marketing purposes. 
	EA11154I.03.01 Plan and prepare storyboard layouts for promotional messages conveyed through print, web, and social media platforms.
EA11154I.03.02 Present communication and promotion materials, explaining the purpose and interaction of space, line, shape, color, and text to accomplish business communication goals.

	EA11154I.04 Create branding images, logos, and promotional materials in multiple formats to develop brand awareness and positive brand identity for a product or service.
	EA11154I.04.01 Explain how graphic design project development and design techniques are applied through various means of commercial production (silkscreen, lithography, cartooning, and computer graphics).
EA11154I.04.02 Create branding images, logos, and promotional materials in multiple media formats to develop brand awareness and positive brand identity for a product or service. 

	EA11154I.05 Develop a digital portfolio comprised of personally created graphic design products to highlight a range of knowledge and technical skills. 
	EA11154I.05.01 Develop a professional resume, optimized for ATS scanning, which highlights personal graphic design knowledge and skills.
EA11154I.05.02 Analyze the advantages and disadvantages of traditional and interactive portfolios.
EA11154I.05.03 Design and create a portfolio to include artifacts highlighting personal graphic design knowledge and technical skills.


CTSO Competitive Events Aligned with this Course:
BPA:		Graphic Design Promotion, Computer Animation Team
Authentic Assessment—Examples:
Modify images using industry-standard software and techniques to enhance image clarity and message communication
Create original graphic designs for print and digital business and brand communication, aligned to client specifications and business goals
Required Safety Training—Potential Topics:
Current federal, state, and local health and safety laws/regulations specific to the career pathways in this course:
Employee rights and responsibilities (roles of labor organizations)
Harassment laws: U.S. Equal Employment Opportunity law
Human Resource regulations for the workplace
Ergonomics
Equipment safety (desktop and mobile devices)
Online safety (acceptable use policies, protecting passwords, protecting identity information online)
Credentials of Value (Postsecondary Credits, Industry-Recognized Skill or Knowledge Certifications): 
YouScience: 3D Graphics
YouScience: 3D Animation I
YouScience: 3D Animation II
Adobe Certified Associate: Visual Communication Using Adobe Illustrator CC
Adobe Certified Associate: Visual Communication Using Adobe InDesign CC


Career Cluster: Entertainment, Arts & Design	Program of Study: Design and Digital Arts
Program Code: 140710			Eligible Licenses: 140050 (primary); 140710, 140100, 140120 (legacy)
	Minnesota Frameworks
	Minnesota Common Course Catalog (MCCC)

	[Course Title] Digital Game Design 1
	[Course Title] Computer Gaming and Design

	[Course Code] 72
	[Course Code] 10206 (Intermediate)


[bookmark: GameDesignDescription72]Course Description: Students develop foundational skills related to the elements, structure, and design of computer games and simulations. The course will prepare students to design and edit computer games, mobile applications, immersive virtual environments, and business training simulations through study of game methodology, programming, game genres, game theory, and 2D and/or 3D interactive experiences. Career pathway preparation could include: Video Game Designer, Character Designer, and Special Effects Artist.
[bookmark: GameDesign1Strand10]Instructional units in this course may include:
Game Design Industry Standards and Developments
Logic and Function Programming for Game Design
Programming and Debugging Code
Careers in Video and Digital Game Design
Course Progression in this Career Cluster:
	Program of Study (POS)
	Introductory Courses
	Intermediate Courses
	Advanced Courses

	Design and Digital Arts
	11152 Desktop Publishing
10203 Multimedia and Video 1
	10203 Multimedia and Video 2
11153 Graphic Design 1
	11154 Graphic Design 2
10206 Digital Game Design 1




CTE Course Knowledge and Technical Skill Competencies
	Competencies
	Sample Measurements

	EA10206.01 Compare and contrast historical game design to current industry standards and developments.
	EA10206.01.01 Explain advances in video/digital game design as they apply to modern application of game design and virtual environments.
EA10206.01.02 Explain the process of the engineering design cycle.
EA10206.01.03 Describe game genres and types.
EA10206.01.04 Describe game design structure and features.
EA10206.01.05 Compare and contrast appropriate gaming platforms.

	EA10206.02 Identify and analyze programming for digital game/ simulation development.
	EA10206.02.01 Apply programming logic to game development.
EA10206.02.02 Describe programming functions in game development.
EA10206.02.03 Implement programming language concepts in a game design program.

	EA10206.03 Develop a digital game or simulation.
	EA10206.03.01 Document and design programming steps in a game design engine.
EA10206.03.02 Implement digital design resources in a game design engine.
EA10206.03.03 Debug programming code to correct operation errors and improve game performance.


CTSO Competitive Events Aligned with this Course:
BPA:  	Computer Animation Team, Digital Communication & Design Concepts - Open
SkillsUSA:  	3-D Visualization and Animation
Authentic Assessment—Examples:
Create a human resources training video for onboarding new employees, incorporating video and animation to demonstrate proper completion of various job responsibilities
Design and create an online environment for interactive collaboration between colleagues and partners


Required Safety Training—Potential Topics:
Current federal, state, and local health and safety laws/regulations specific to the career pathways in this course:
Employee rights and responsibilities (roles of labor organizations)
Harassment laws: U.S. Equal Employment Opportunity law
Human Resource regulations for the workplace
Ergonomics
Equipment safety (desktop and mobile devices)
Online safety (acceptable use policies, protecting passwords, protecting identity information online)
Credentials of Value (Postsecondary Credits, Industry-Recognized Skill or Knowledge Certifications): 
YouScience: Gaming Development Fundamentals


Career Cluster: Entertainment, Arts & Design	Program of Study: Media Production and Broadcasting
Program Code: 140710			Eligible Licenses: 140050 (primary); 140710, 140100, 140120 (legacy)
	Minnesota Frameworks
	Minnesota Common Course Catalog (MCCC)

	[Course Title] Photography for Business Communications
	[Course Title] Photo Imaging

	[Course Code] 65
	[Course Code] 11102 (Beginner)


[bookmark: PhotoDescription65]Course Description: Students develop foundational photography skills and explore the manner in which photography is used to convey information and experiences for business operations and communications. Areas of study include the mechanics of camera equipment, photocomposition skills, and digital editing skills. Examples of application projects with a focus on business operational aspects include employee training materials and print/digital/social media marketing to internal and external audiences. Career pathway preparation could include: Photo Editor, Digital Imaging Specialist, Social Media Content Creator, and Stock Photo Curator.
[bookmark: PhotographyStrand10]Instructional units in this course may include:
History and Impact of Photography Innovations
Using Industry-Standard Photography Equipment
Composition and Lighting Techniques
Photo-Editing Techniques
Photography for Business Communication Messages
Careers in Business Photography and 3D Animation
Course Progression in this Career Cluster:
	Program of Study (POS)
	Introductory Courses
	Intermediate Courses
	Advanced Courses

	Media Production and Broadcasting
	11102 Photography for Business Communications
	blank
	blank




CTE Course Knowledge and Technical Skill Competencies
	Competencies
	Sample Measurements

	EA11102.01 Explain the impact of photography technology innovations on communication messages and societal change.
	EA11102.01.01 Analyze photographic imagery in the context of history and current practice of photography.
EA11102.01.02 Identify and explain the impact major inventions and innovations have had on the field of photography. 

	EA11102.02 Produce visual media using industry-standard photography equipment.
	EA11102.02.01 Identify and utilize basic camera operations (ex: on/off, switching of shooting modes, flash settings, file settings and zoom features). 
EA11102.02.02 Customize camera settings through the LCD display. 
EA11102.02.03 Explain & demonstrate various shooting modes on a digital camera and when to use each. 
EA11102.02.04 Compare and contrast the characteristics and use of various image file types. 
EA11102.02.05 Explain importance of digital camera care and demonstrate basic maintenance techniques.

	EA11102.03 Apply composition and lighting techniques in production of visual images for print and digital media.
	EA11102.03.01 Explain the foundational elements and principles of design in photography.
EA11102.03.02 Identify, analyze, and apply the various sources and basic characteristics of light.
EA11102.03.03 Explain the use and effects created by basic manual settings and techniques such as shutter speed, aperture, Fstops, depth of field and ISO.
EA11102.03.04 Apply and evaluate traditional composition strategies to create desired photographic effects.

	EA11102.04 Enhance visual impact of business messages through photo editing techniques.
	EA11102.04.01 Analyze the visual and emotional impact of a photograph in terms of composition, technique, and concept. 
EA11102.04.02 Use photo editing software to edit photographs to correct defects and create effects.
EA11102.04.03 Prepare images in various output formats for use in social media, web page, and print formats.

	EA11102.05 Enhance communication of sales, marketing, and human resource business messages with photographic images and techniques.
	EA11102.05.01 Explain the relationship between text and photographs in conveying business communications.
EA11102.05.02 Create a variety of photographs for use in advertising publications.
EA11102.05.03 Create and format photographs to support specific appeals to various target market audiences.
EA11102.05.04 Identify and design color modes in preparing photos for print publications.
EA11102.05.05 Utilize appropriate file formats for specific industry situations.


CTSO Competitive Events Aligned with this Course: 
BPA:		Promotional Photography
Authentic Assessment—Examples:
Create photographic images for inclusion in print or digital publications to accompany text narrative and enhance understanding of the narrative
Modify photographic images to remove defects and/or highlight essential content for inclusion in print or digital publications
Required Safety Training—Potential Topics:
Current federal, state, and local health and safety laws/regulations specific to the career pathways in this course:
Employee rights and responsibilities (roles of labor organizations)
Harassment laws: U.S. Equal Employment Opportunity law
Human Resource regulations for the workplace
Ergonomics
Equipment safety (desktop and mobile devices)
Online safety (acceptable use policies, protecting passwords, protecting identity information online)
[bookmark: _Hlk197610732]Credentials of Value (Postsecondary Credits, Industry-Recognized Skill or Knowledge Certifications): 
Adobe Certified Associate: Visual Communication Using Adobe Photoshop
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