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Introduction to Media Arts
Media Arts is the most recent addition to the various arts disciplines, having been added to the National Core Arts Standards in 2014, and then to the 2019 Massachusetts Arts Curriculum Framework. Many viewpoints exist as to what “media arts” entails and includes. The word “media” is often assumed to refer to “the media”—such as news and entertainment media, including print (newspapers and magazines, which increasingly are online applications), TV, social media, blogs, film, video, animation, or advertising. However, a second interpretation of the use of the word, “media,” comes from the art forms themselves. In that environment, “media” refers to the specific materials and procedures used in making art of any type. Thus, the use of computer-generated technology enables the use of new materials or tools and often contributes to different and novel procedures and processes for crafting artistic products through the creative process. Having this broader perspective of the word, “media,” necessitates the inclusion of all traditional performing and visual arts disciplines in realizing the full potential of media arts. It also often touches upon and includes other core academic disciplines. Therefore, media arts may be defined as follows:
Media Arts is an approach to the creative process through the intentional use of existing or emerging technology tools to design, present, and experience aesthetic products and outcomes. It is additionally constructive to think of Media Arts as an ethic, attitude, or behavior. Media Arts is an intrinsically interdisciplinary practice, utilizing multimodal elasticity across all arts and other core disciplines of learning.[footnoteRef:1] [1:  This definition is in alignment to the definition of media arts that is on page 11 of the 2019 MACF: Media Arts education encompasses interconnectivity across all disciplines and domains, artistic and academic elements, aesthetics and forms for the purpose of learning and creating. Media artworks are intrinsically interdisciplinary, integrative, and expressive, inclusive of imaging, sound, moving images, virtual and interactive components. Media artworks may be realized through but not limited to the following domains: digital art, photography, graphics, music, video, animation, motion graphics, web design, interactive apps and game design, 3D products, architecture and environments, audio production, Television, internet broadcasting, virtual and augmented reality, and virtual worlds.] 

The two skill areas chosen for this resource are Design Thinking (below) and Multimedia Communication (page 10). Considered essential to the design process is Storyboarding, which will be embedded within these two skill areas. Following the skills progressions are lists of resources for teachers and schools.

Please Note: Reference in this document to any speciﬁc commercial products, processes, or services, or the use of any trade, ﬁrm, or corporation name is for the information and convenience of the public and does not constitute endorsement or recommendation by the Massachusetts Department of Elementary and Secondary Education (DESE). Our ofﬁce is not responsible for and does not in any way guarantee the accuracy of information in other sites accessible through the links herein. DESE may supplement this list with other services and products that meet specific criteria.
All Apps and Software should adhere to student privacy protocols in line with individual school acceptable-use policies.










Media Arts Foundational Skills Progression 1: Design Thinking
To create or consume media arts, one must develop fluency in design thinking, the processes through which individuals and teams create technologies, products, solutions and systems that impact and permeate day-to-day lives. This progression identifies three skill elements of Creative Problem Solving, Empathy, and Project Management, and defined examples in which design thinking is possible both in media arts and interdisciplinary learning. Creative Problem Solving refers to the imaginative and critical thinking processes necessary to brainstorm and find new ideas, evaluate them thoughtfully, and present them within real-world applications and constraints. Empathy refers to the importance of designer understanding of the audience(s) for whom they are designing and solving problems in ways that uphold societal values. Project Management refers to the key aspects of goal-setting and allocating resources across a project, whether collaborative or individual. 

After these three descriptions are a series of skill applications in the creating, presenting, responding, and connecting clusters aligned with the 2019 MA Arts Curriculum Framework. These suggested skill applications model sample design-thinking strategies, techniques, approaches, and ways they can be used in media arts and a variety of disciplines. They include potential software, apps, artists, or media from a wide range of genres and diverse backgrounds that can engage students in interactive projects and experiences. Additionally, at the end of each grade dyad, there are suggestions for Ethical Design Strategies, which are aligned with the MA Digital Literacy and Computer Science learning standards.
Media Arts Foundational Skills Progression Area 1: Design Thinking
	Grades
	Creative Problem Solving
	Empathy
	Project Management
	Potential Skill Applications Within the Clusters

	Pre-K and K
	· Explore multiple ideas for a design project with support
e.g., "How can we show our favorite things to others using artwork that moves or makes noise?" 
· Select an option for a design from multiple options, according to set artistic criteria
	· Reflect on how design choices may impact others' feelings and experiences
e.g., "How might this artwork make someone else feel?" 
· Explore basic principles of accessibility and creating works of art, such as pieces of media that can be used by a variety of audiences
· Recognize and name basic emotional responses in others in reaction to artistic ideas, from a set list
	· Collaborate on artwork for a time-based or interactive project while learning to share responsibilities and communicate with others
· Select an artistic goal for an individual project 
e.g., "Do I want to make this project brighter or darker?"
· Design components to be applied to a group media piece with teacher support
	Creating:
· After brainstorming potential ideas as a class, collaborate with peers to design components (e.g., visuals, sound effects, music) to incorporate within a time-based or interactive piece. e.g., Artist: The Electric Slide and Kai by Kelly J. Baptist, illustrated by Darnell Johnson (PK-K.MA.Cr.03)
Presenting:
· Assist with selecting, arranging and editing components to express a chosen theme, story or concept. e.g., Software: Any drawing app which supports multiple colors and media (such as visual plus speech) (PK-K.MA.P.06)
Responding:
· When viewing the final piece, describe personal responses to individual contributions and the overall work, as well as the responses of others in their community (e.g., “this piece made me feel…” “I think this piece will make my friend feel…”). e.g., Artist: Radiant Child: The Story of Young Artist Jean-Michel Basquiat by Javaka Steptoe, or Ada Twist, Scientist by Andrea Beaty, illustrated by David Roberts (PK-K.MA.R.09)
Connecting:
· Consider appropriate venues for sharing a finished piece within their community by identifying different types of media artwork encountered in their daily life (e.g., community television, websites, mobile apps). e.g., Artist: What Do You Do With an Idea by Kobi Yamada (PK-K.MA.Co.11)


Ethical Design Practices:  
By the end of grade K, students will:
Respect for Others- 
· Understand the importance of being considerate and respectful when making artwork and interacting with others. (DLCS K-2.CAS.c.5)
Honesty in Creation- 
· Learn to create original media artwork and recognize the value of one’s own contributions. (DLCS K-2.CAS.b.3, DLCS K-2.CAS.b.4)
Sharing and Collaboration- 
· Work together with peers and share arts resources fairly. (DLCS K-2.DTC.a.4)
Awareness of Impact- 
· Identify how artwork can affect others’ feelings and thoughts. (DLCS K-2.CAS.c.6)
Cultural Sensitivity- 
· Appreciate and respect different cultures and perspectives in media art. (DLCS K-2.DTC.b.1)
Responsibility- 
· Take care of the media tools and materials and understand the importance of using them safely and appropriately. (DLCS K-2.CAS.a.3, DLCS K-2.CAS.b.1)












Media Arts Foundational Skills Progression Area 1: Design Thinking
	Grades
	Creative Problem Solving
	Empathy
	Project Management
	Potential Skill Applications Within the Clusters

	1-2

	·  Identify simple problems and brainstorm multiple design solutions
e.g., The student selects a simple problem, like “I can’t decide what to do during recess” then lists possible solutions for choosing a recess activity (online spinner app, flow chart design, etc.) before selecting one to develop further as an artwork.
· Revise and improve initial artistic ideas, experimenting with combining elements of each
e.g., “Before you go to the next step, ask yourself: Can I make this better? How can I improve it?”
	· Consider how different audiences might interpret a work of art
· Identify how designers work to make their designs accessible to a variety of audiences
· Give and receive constructive affirming and critical user feedback on media designs
e.g., “Describe one thing you like about a work, one thing that can be improved, a possible idea that might help, and explain why."
	· Create basic storyboards or sketches to plan projects that incorporate media technology.
e.g., The student draws scenes for a class play or song with characters, actions, and story
· Understand and follow a simple design process, e.g., plan, create, share
· Manage and anticipate time for different parts of an artistic project
	Creating:
· Draft project plans with timelines ("I will create a first draft for Wednesday, get feedback on Thursday, and make final revisions on Friday"). e.g., Software: Teacher-developed digital planner, or Basic spreadsheet and table software (1-2.MA.Cr.02)
Presenting:
· Articulate ideas with consideration to the needs and wants of an audience. (e.g., "Whom are we designing for? Who will be seeing the project we design? What will they want to see or hear or feel?”) 
e.g., Film: Inside Out (2015) by Walt Disney Studio - Use scenes from this animated movie to identify and name emotions. (1-2.MA.P.04)
Responding:
· Consider the strengths and weaknesses of a design, and communicate them to others supportively. ("This idea might jump out even more if you add some additional contrast"). e.g., Software: Basic commenting or sticky note software, such as in shared documents, boards, and workspaces (1-2.MA.R.07)
Connecting:
· Identify examples of how different solutions can connect with different audiences. e.g., "Some people prefer this web browser because of these features, while others prefer this one because of these;” e.g., Video, How to Be an Inventor! | Kid President by SoulPancake  (1-2.MA.Co.11)



Ethical Design Practices:  
By the end of grade 2, students will:
· Respect for Others- Define good digital citizenship when using technology to promote safety, responsibility, and ethics. (DLCS K-2.CAS.b.
· Honesty in Creation- Explain that most digital artifacts have creators whose consent must be obtained before using works, meeting the criteria they set for credit (such as Creative Commons licenses). (DLCS K-2.CAS.b.3, DLCS K-2.CAS.b.4)
· Sharing and Collaboration- Select and use the appropriate digital tools and media resources as creative implements to collaborate on projects and communicate designs effectively. (DLCS K-2.DTC.b.1)
· Awareness of Impact- Throughout all steps of a creative process, consider and take accountability for the consequences, intended and unintended, of one's designs. (DLCS K-2.CAS.b.1, DLCS K-2.DTC.b.3)
· Cultural Sensitivity- Recognize and appreciate the ways different cultures and personal viewpoints will respond to design solutions. (DLCS K-2.CAS.c.6)
· Responsibility- Recognize and take responsibility for the ways our designs can impact and improve the lives of others. ( DLCS K-2.CAS.b.1)

Media Arts Foundational Skills Progression Area 1: Design Thinking
	Grades
	Creative Problem Solving
	Empathy
	Project Management
	Potential Skill Applications Within the Clusters

	
3-4








3-4












	· Identify the constraints of an artistic project and explore how they can drive creativity
e.g., “Your finished project will be shared in the school auditorium as either a projected video or audio played over PA system. How can we use the technology we have to wow our audience?”
· Apply design-thinking strategies and prototyping techniques for digital and physical projects using a variety of media 
e.g., define the question or problem, brainstorm solutions, draft and test prototypes, survey and refine.
	· Conduct basic user research to inform design and decisions, e.g., create an online survey for peers and use results in project development
· Consider accessibility in design and media choices 
e.g., captions and audio descriptions for video formats, transcripts for audio tracks, color contrast for visual elements, screen reader access for web and app projects
· Explore diverse perspectives and audience experiences while testing possible artistic solutions (e.g. "which colors do users prefer?")
	· Create detailed project plans for arts, designs, and media with timelines from concept to completion
· Break larger media projects into smaller, manageable tasks e.g., “To complete your project, what needs to be done first, second, third? Can any steps be done at the same time, or is there an order?”
· Understand and apply the iterative nature of the artistic and design process
e.g., “Our first try didn’t turn out the way we hoped. What can we do differently?"
	Creating:
· As part of the ideation process, respond to artistic challenges and hypothesize possible outcomes for multiple solutions. e.g., Make and score a podcast (using appropriate applications) for a book review (3-4.MA.Cr.03)
Presenting:
· When sharing the final product, exhibit documentation of the overall creative process from the initial steps through later refinement. e.g., Present about personal wellness, leveraging metrics using manual or automatic tracking software (such as habit trackers) which adhere to student privacy within individual school acceptable use policy (3-4.MA.P.04)
Responding:
· While exploring professional examples for inspiration, identify and describe how providing representation for multiple perspectives and diverse populations can help connect oneself to a community or culture. e.g., Book: The Day You Begin by Jacqueline Woodson illustrated by Rafael López (3-4.MA.R.08)
Connecting:
· Describe how media arts expresses ideas in unique ways while linking content to concepts addressed in other subjects; e.g., “I learned about measuring in Math and now know what size characters fit our stop-motion set.” or “My podcast is the story about the Wampanoag people from History.” e.g., Pulse Room by Rafael Lozano-Hemmer (3-4.MA.Co.11)


Ethical Design Practices: 
By the end of grade 4, students will:
Respect for Others- 
· Define the digital divide as unequal access to technology on the basis of differences, such as income, education, age, and geographic location and develop media works for those individuals with limited access in mind. (DLCS 3-5.CAS.c.3)
Honesty in Creation- 
· Explore copyright basics and explain the guidelines for the fair use of downloading, sharing, or modifying digital artifacts. (DLCS 3-5.CAS.b.3)
Sharing and Collaboration- 
· Communicate key ideas and details individually or collaboratively in a way that informs, persuades, and/or entertains using digital tools and media-rich resources in an appropriate and safe manner. (DLCS 3-5.DTC.b.1, DLCS 3-5.DTC.b.2)
Awareness of Impact- 
· Learn about responsible digital content creation and sharing when using digital tools (local and online) to manipulate and publish multimedia works. (DLCS 3-5.DTC.a.3)
Cultural Sensitivity- 
· Discuss the impact of media on society and culture and how access to technology helps empower individuals and groups (e.g., gives them access to information, the ability to communicate with others around the world). (DLCS 3-5.CAS.c.4)
Responsibility- 
· Identify and discuss the positive and negative impacts of media arts on individuals, families, and society. (DLCS 3-5.CAS.c.7)









Media Arts Foundational Skills Progression Area 1: Design Thinking
	Grades
	Creative Problem-Solving
	Empathy
	Project Management
	Potential Skill Applications Within the Clusters

	5-6
	· Research and collect data to inform design decisions and identify real-world constraints
e.g., explore reliable resources, create questionnaires, conduct experiments, and then record, review and analyze findings and other personal observations throughout the process
· Apply inter-disciplinary design-thinking strategies to solve challenges, using media to communicate solutions
	· When starting a design project, explore demographic groups before conducting user research, such as interviews and surveys with  schoolmates, and trusted adults
· Research and consider audience sensitivities when making design choices
e.g., respectful cultural representation within media arts projects
· Consider the effects of how designs and media can influence change
	· Develop and organize complex media project plans, including goal setting, resource allocation, task assignments, and progress tracking
· Identify and apply basic collaboration tools and techniques for group media projects
e.g., managing version cycles and feedback in media and design software
· Identify potential issues (risk assessment) and prepare strategies for avoiding pitfalls (risk mitigation) during the design process
	Creating:
· Design a multimedia PSA campaign targeted at various community groups to raise awareness for a school cause. e.g., In teams, students select media arts projects (i.e., 30-second video or audio ad, animated web banner, podcast episode) and community groups (i.e., administration, classmates, teachers) to develop a PSA from start to finish. (5-6.MA.Cr.01); e.g., We The People by Shepard Fairey or The Danger of a Single Story TED Talk by Chimamanda Ngozi Adichie
Presenting:
· When sharing work with the community, provide an artist statement detailing artistic choices made with consideration for the target audience and any secondary audiences. e.g., Examine the ways poets make bold aesthetic and stylistic choices (Emily Dickinson, bell hooks); rhetoric and style of different artist statements in literature (5-6.MA.P.04)
Responding:
· While exploring professional media works, analyze how artistic choices influence viewers to consider making social changes. e.g., Film: The Wild Robot by Universal Pictures and UNICEF’s Unfairy Tales (5-6.MA.R.07)
Connecting:
· Identify and discuss media works shared in other subjects or found within the community aimed at impacting and influencing a target audience to make social change. e.g., Software: Web-based games which adhere to student privacy protocols in line with individual school acceptable use policy (such as by museums or non-profits), which teach students about civics and encourage active citizenship (5-6.MA.Co.11)


Ethical Design Practices: 
By the end of grade 6, students will:
Respect for Others-
· While exploring the concept of media bias and its impact, evaluate digital sources for impartiality. (DLCS 6-8.CAS.c.4, DLCS 6-8.CAS.c.5)
Honesty in Creation- 
· Describe the possible consequences for violating intellectual property law and plagiarism. (DLCS 6-8.CAS.b.1, DLCS 6-8.CAS.b.2, DLCS 6-8.CAS.b.3)
Sharing and Collaboration- 
· Learn about and apply digital privacy and data protection basics while practicing safe, appropriate, and responsible practices (netiquette) when using online collaboration tools. (DLCS 6-8.CAS.a.3, DLCS 6-8.CAS.a.4)
Awareness of Impact- 
· Identify and apply sustainable design practices, such as energy conservation, eco-friendly materials, and upcycling. (DLCS 6-8.CAS.c.3)
Cultural Sensitivity- 
· Consider how media and technology can be used to misrepresent information or to perpetuate cultural stereotypes. (DLCS 6-8.CAS.c.4)
Responsibility- 
· While researching media arts examples and topics, differentiate appropriate and inappropriate content on the Internet. (DLCS 6-8.CAS.a.5, DLCS 6-8.CAS.b.7)













Media Arts Foundational Skills Progression Area 1: Design Thinking
	Grades
	Creative 
Problem Solving
	Empathy
	Project Management
	Potential Skill Applications Within the Clusters

	7-8
	· Explore speculative design and future scenarios, brainstorming, and testing simulations based on real-world conditions
e.g., “What will our community look like in 20 years? How will new technology change our daily lives? ”
· Balance form and function in design solutions, considering aesthetics, sustainability of solutions, and audience
e.g., create a short, animated film that showcases artistic elements (visuals, music, storytelling) while demonstrating technical abilities (pacing, recording, editing)
	· Conduct user testing and incorporate feedback into designs
e.g., beta test prototypes and run focus groups with other students and community members
· Explore concepts of universal design and inclusivity to ensure accessibility for all users
e.g., text-to-speech tools, high-contrast color schemes, captioning and transcription
· Consider long-term impacts of design choices on users and society through impact analysis
	· Explore different workflow styles and approaches, and apply them across a variety of interdisciplinary media projects
· Manage a complex media project by digitally tracking team member contributions, and sharing and acting upon feedback
· Manage resources and employ strategies to work effectively within time and budget constraints of the media project
	Creating:
· Design an exhibit that operates in both a physical and digital space. e.g., Create a digitally guided tour of a science lab and its safety protocols. e.g., use QR codes at different stations to link to audio and video e.g., Borderless by TeamLab (7-8.MA.Cr.01)
Presenting:
· Publicly and safely share complex information in ways that are both easily navigable and aesthetically pleasing, recognizing intellectual property 
e.g., Creative Commons licenses, e.g., Design a school community wiki resource page via wiki or website design to share crowdsourced information on the local community or ecosystem of the school and the surrounding area (7-8.MA.P.05)
Responding:
· Interact with an online interface or program that presents diverse ways for the individual to engage with information. e.g., infographics, e.g., Engage with Google's Most Searched Playground, analyzing both how the interface encourages the user to engage with the site, and making comparisons the most searched topics in other historical eras. (7-8.MA.R.08)
Connecting:
· Recognize how aesthetics and style are ubiquitous in presentations and delivery of information, across disciplines. e.g., Recognize the ways different artistic styles influence audiences via comparisons between historical communications and propaganda and modern social media memes (7-8.MA.Co.10)



Ethical Design Practices: 
By the end of grade 8, students will:
Respect for Others- 
· Describe current events and emerging technologies in media arts and the effects they may have on education, the workplace, individuals, communities, and global society. (DLCS 6-8.CAS.c.1)
Honesty in Creation- 
· Recognize the importance of honoring intellectual property through copyright via fair use and appropriate sourcing (DLCS 6-8.CAS.b.1, DLCS 6-8.CAS.b.2, DLCS 6-8.CAS.b.3)
Sharing and Collaboration- 
· Compare a variety of applications and strategies for digitally working together, and discuss personal preferences. (DLCS 6-8.CAS.b.5, DLCS 6-8.CAS.c.2)
Awareness of Impact-
· Recognize the mechanisms through which misinformation spreads and methods for verifying sources of information (DLCS 6-8.CAS.c.4)
Cultural Sensitivity- 
· Understand concepts of digital equity and access. (DLCS 6-8.CAS.c.3)
Responsibility-
· Explore ethical considerations in emerging technologies (e.g., AI, VR)  (DLCS 6-8.CAS.a.4, DLCS 6-8.DTC.b.3)

















Media Arts Foundational Skills Progression Area 1: Design Thinking
	Grades
	Creative Problem Solving
	Empathy
	Project Management
	Potential Skill Applications Within the Clusters

	High School Foundations

	· Use protocols and tools to recognize the specifications and constraints of a media project, brainstorming and generating a variety of artistic ideas
· Thoughtfully and efficiently make design choices which adhere to real-world constraints, prototyping and testing solutions based on a feedback process
	· Identify key audiences for whom a solution is being designed, and conduct research for better understanding
· Proactively comply with accessibility standards to ensure diverse access to designs 
e.g., Web Content Accessibility Guidelines published by the WAI
· Consider the implications of your design on the experience of your audience members
	· Set clear, actionable, and measurable goals which will define success on a media project
· Identify clear and actionable next steps on a media project
· Co-create project plans with team members which sets up all collaborators to succeed
	Creating:
· Brainstorm a number of ideas or solutions, then visually or graphically organize them; brainstorm a number of solutions with mapped pros and cons e.g., Use workspace board software to map potential designs and hypotheses for a physics experiment; 
e.g., Your Undivided Attention Podcast - A Problem Well-Stated is Half-Solved – from the Youth Toolkit (F.MA.Cr.02)
Presenting:
· Communicate solutions via a variety of different mediums, selecting each medium based on its unique strengths and accessibility to audience
e.g., Create a multimedia journalism campaign via videos, podcasts, and graphics to educate students on a local community issue (F.MA.P.05)
Responding:
· Engage with interactive media, game, or roleplaying experience recognizing the unique media elements of the design and their effects on the user. e.g., Engage with the online cybersecurity game Gandalf by Lakera to better understand artificial intelligence and large language models (F.MA.R.09)
Connecting:
· Identify specific ways in which a creative design contains features from other disciplines. e.g., Recognize intersections between alternate base systems in mathematics and graphic design hexadecimal codes via online interactive color wheel software (P.MA.Co.10)


For Ethical Design Practices—Please see after High School Advanced.


Media Arts Foundational Skills Progression Area 1: Design Thinking
	Grades
	Creative Problem Solving
	Empathy
	Project Management
	Potential Skill Applications Within the Clusters

	High School Proficient

	· Use a variety of tools, resources, and perspectives to define and identify a problem according to real-world specifications, then brainstorm and generate multiple design solutions
· Design and develop a set of criteria for evaluating and selecting possible solutions, and apply them in iterative feedback cycles
	· Engage with authentic audiences to better understand user needs and wants, compiling data for use in the design process
· Ensure designs are accessible to a wide and diverse audience, upholding accessibility standards
· Thoughtfully consider the short-term and long-term societal impacts of design choices, and orient projects toward the well-being of others
	· Create and set tiered goals, sub-goals, and objectives which are clear and measurable to meet media project deadlines and specifications
· Break down complex design goals into well-defined, clear, actionable tasks
· Collaborate with others in creating project plans which thoughtfully allocate the resources and strengths of group members
	Creating:
· Design interdisciplinary solutions which adhere to design thinking protocols; e.g., With support and permission from the teacher to ensure student privacy and acceptable use policies, publish multimedia content through a digital perform; e.g., Kate Raworth - Doughnut Economics Action Lab (2024) (P.MA.Cr.03)
Presenting:
· Publish ideas via various media formats; and by comparing and contrasting, select those which best tell the story of a design and which the audience is most familiar. e.g., Lead a focus group to discern how audiences respond to real and fake historical images and videos, created via photography and graphic design software (P.MA.P.05)
Responding:
· Use interdisciplinary approaches to analyze one's preferences in relation to consumption of different products, designs, media, and services. e.g., Interact with the online digital humanities project Creating the Next Bechdel Test by FiveThirtyEight, then develop one's own models (P.MA.R.09)
Connecting:
· In cross-disciplinary projects, use design flows to manage complex creative processes. e.g., Experiment with workflow methodologies to plan media pieces, such as Agile, Waterfall, and Kanban, following guidelines from vetted websites such as the Unesco Project Planner, e.g., Leverage workflow or project management software to track a project and foster team accountability via feedback systems (P.MA.Co.10)


For Ethical Design Practices—Please see after High School Advanced.

Media Arts Foundational Skills Progression Area 1: Design Thinking
	Grades
	Creative Problem Solving
	Empathy
	Project Management
	Potential Skill Applications Within the Clusters

	
High School Advanced

	· Balance divergent thinking (brainstorming multiple paths to a solution) and convergent thinking (blending and adapting multiple ideas into one) to meet the well-defined specifications and needs of a media project
· Rigorously evaluate and analyze test solutions, using a variety of testers both with and without familiarity to the project, to verify functionality of a design, with iterative feedback cycles adhering to best practices in prototyping and quality control
	· Conduct ethnographic research (field tests, psychographic and persona designs, etc.), considering a variety of stakeholders to inform design decisions
· Execute a design process which fundamentally integrates edge cases and accessibility, generating more inclusive solutions
· Leverage immersive media and experiences (soundscapes, virtual reality, role-playing, etc.) to execute designs which can deepen impact
	· Generate clear, actionable and specific scopes of work, for both teams and individuals 
· Strategically allocate resources (such as time, finances, and skill sets), to meet media project expectations and deadlines 
· Leverage and adapt project management methodologies (including feedback cycles, quality assurance, and reviews) to ensure execution of strategic plans for a media project
	Creating:
· Design solutions that tackle authentic challenges facing a variety of disciplines. e.g., climate change in science, news literacy in journalism, etc. e.g., Create a game in nonlinear storytelling software to guide the user through a historically accurate choose-your-own adventure (A.MA.Cr.03)
Presenting:
· Customize delivery of ideas in ways which consider the audience, within a cohesive style guide, leveraging mediums best-suited to project constraints; e.g., Use computer-aided design software to present an architectural solution that demonstrates geometric principles (A.MA.P.04)
Responding:
· Recognize how a design creates a user experience which draws solutions from across multiple disciplines and fields, and adapts them to a new context. e.g., Online game The Climate Game by Financial Times, in which the player's goal is to strategically meet carbon emissions targets by 2050. (A.MA.R.07)
Connecting:
· Use both quantitative and qualitative methods to organize, analyze, and synthesize audience data responding to a draft product, seeking actionable ways to integrate the knowledge gained into design, and following up with audiences to check that they have been heard correctly and that their concerns and wants have been addressed through prototyping. 
e.g., Use data visualization software to increase understanding of the sociological demographics of a data set (A.MA.Co.11)


[bookmark: _heading=h.94z5g6ophv4y]
Ethical Design Practices: 
By the end of High School, students will:
Respect for Others- 
· Authentically engage with audiences to better understand their responses to the messages of design solutions. (DLCS 9-12.CAS.c.4, DLCS 9-12.CAS.c.8)
Honesty in Creation-
· Appropriately value and respect the wishes of all creators who in some way contributed or inspired a designed product. (DLCS 9-12.CAS.b.2, DLCS 9-12.CAS.b.4)
Sharing and Collaboration-
· Meaningfully work in teams, creating positive cultures that leverage the strengths of all members (DLCS 9-12.CAS.a.6, DLCS 9-12.DTC.b.2)
Awareness of Impact-
· Consider all consequences, intended and unintended, and proactively design to promote well-being and mitigate harm. (DLCS 9-12.CAS.c.5)
Cultural Sensitivity-
· Recognize the implications and impacts designs will have on a variety of diverse populations. (DLCS 9-12.CAS.c.9)
Responsibility-
· Embed conscious design practices such as sustainability, privacy, and accessibility into all phases of a creative process.  (DLCS 9-12.CAS.b.1, DLCS 9-12.CAS.C.4, DLCS 9-12.CAS.c.8)


Media Arts Foundational Skills Progression 2: Multimedia Communications
The Multimedia Communications Foundational Skills Progression frames student essential skills to navigate and collectively shape today's media-saturated digital landscape. They foster a wide range of multimedia production proficiencies combined with critical thinking and a deep understanding of how media shapes our perceptions and interactions. Not strictly limited to verbal narratives or filmmaking, multimedia communications encompass all multimedia production, such as non-linear video games, digital sound and music production, interactive websites, and virtual reality. Because media arts are so accessible and interconnective, they can integrate and enhance all of the arts and academic subjects. Multimedia communication is more than just a technical skill; it is a fundamental literacy that empowers students to engage meaningfully with the world around them, to amplify their voice, and design anything they can imagine. Media arts ultimately support students to become informed, responsible, and engaged digital citizens who can thrive in a media-centered environment, while simultaneously nurturing their creative, communicative, and empathic potential. 

This progression focuses on three core skill sets:
1. Multimedia Storytelling: Students develop an understanding of how various media forms (e.g. audio, visual & text) are combined into sequences to structure narrative meaning and to achieve specific goals in meaning, learning, and response.
2. Forming Multimodal Meaning: Aesthetic experience is formed by integrating various elements, principles, and components of a particular form and genre. This process can be instructional or persuasive, conveying understanding and empathy in various formats such as news stories, cinema and soundtracks, or advertisements. It can also be non-linear, immersive, and interactive, like participating in an adventurous 3D animated world, or experiencing an installation of multiple video projections and surround sound.
3. Contextual Awareness: This emphasizes the interconnectedness of human experience, social change, and media arts, recognizing their complex and reciprocal influence. Students must consider context across all aspects of the production process, from pre-production envisioning and planning, to post-production refinements, and the final reflection on audience and societal impacts.

As in the previous foundational skills progression, there are a series of potential skill applications within the creating, presenting, responding, and connecting clusters aligned with the 2019 MA Arts Curriculum Framework. These suggested skill applications model sample multimedia communication practices, techniques, approaches, and ways they can be used in media arts and a variety of disciplines. They reference potential software, apps, artists, or media from a wide range of genres and diverse backgrounds that can engage students in interactive projects and experiences. Additionally, at the end of each grade dyad, there are suggestions for Ethical Multimedia Practices, ensuring students master critical thinking, ethical and safe behaviors, and multiliteracies. These are essential for developing engaged, informed citizens and fostering a healthy digital society. These align with the Massachusetts Digital Literacy and Computer Science learning standards.
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Media Arts Foundational Skills Progression Area 2: Multimedia Communication
	Grades
	Multimedia Storytelling
	Forming Multimodal Meaning
	Contextual Awareness
	Potential Skill Applications Within the Clusters

	

Pre-K and K




	· Explore how to combine sound, images and text to create simple stories or expressions. 
e.g., Assist in using photos from a classroom activity and add narration or sound effects to document it.
· Express thoughts and feelings about media arts narratives and messages

	· Assist the teacher in making, capturing and editing recordings, images, designs, freely and in guided practice. 
e.g., creating sound effects or selecting preferred images.
· Explore making simple changes to their media arts ideas. 
e.g., “This is the order I would like my pictures to go.” Or “We need pictures of this.”





	· Viewing digital archives, identify different types of media artworks. e.g. sounds, music, and images from various cultures and historical periods
· Describe and discuss how people from different cultures express themselves through media

	Creating: 
· With assistance, students collaboratively produce sounds using their voices, body, or instruments in response to a story or image. e.g., PBS Kids: Daniel Tiger’s Neighborhood (PK-K.MA.Cr.02)
Presenting: 
· Students collaboratively assist in editing and choosing preferred audio recordings and images and make decisions about which sounds and visuals best represent their ideas. e.g., App: An app capable of recording and editing sound; An app capable of opening and editing images (PK-K.MA.P.06)
Responding 
· When sharing final stories, students will explain artistic choices in their production based on the original intent of their stories. e.g., Musicians: Esther Nelson and Bruce Haack’s Experimental Children’s Music (PK-K.MA.R.09)
Connecting
· Students discuss what makes each media type unique, connecting it to their personal preferences and experiences. e.g., Website:  Smithsonian Learning Lab Collections (PK-K.MA.Co.11)
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Ethical Multimedia Practices:  
By the end of grade K, students will:
Critical Viewing- 
· Distinguish between real and fictional characters and events. ( DLCS K-2)
Honesty in Creation- 
· Create their own unique work without copying from others. (DLCS K-2.DTC.a.3)
Respect for Others- 
· Learn to ask permission before using others' work (e.g., using a photo or drawing created by a classmate) and understand the importance of giving credit. (DLCS K-2.CAS.b4)
Responsibility-
· Learn that they are responsible for how they use and share media tools, ensuring tasks are shared appropriately. (DLCS K-2.DTC.a.4)
Awareness of Impact- 
· Understand that their media creations can affect others’ feelings. (DLCS K-2.CAS.c.6)


Media Arts Foundational Skills Progression Area 2: Multimedia Communication
	Grades
	Multimedia Storytelling
	Forming Multimodal Meaning
	Contextual Awareness
	Potential Skill Applications Within the Clusters

	1-2

	· Construct a character using simple materials and form a story by taking photos of its activities in the local environment or a constructed tableau. 
e.g. the classroom and schoolyard, or scene.
e.g., Take a series of photos in a meaningful sequence showing beginning, middle and end. 
e.g., “I want my character to get stuck in the sandbox.”
	· With guidance, create, capture, and assemble media arts content for productions, identifying basic intentional principles like pattern and repetition, and practice identifying the effects of adjustments to finish media artworks.

	· Discuss the audience for their digital story or production, and how it might affect them. 
e.g., humor, interest, action.
· Identify various emotions and how they impact storytelling and expression in media artworks.

	Creating: 
· Create a storyboard, script, and/or narrative to guide the photo taking process. 
· Decide on what challenge the character will have to make the story interesting, and brainstorm how that challenge might be overcome. e.g., Storyboard Artist Jasmine Moody on Bluey.tv (1-2.MA.Cr.02)
Presenting: 
· Contribute to organizing and presenting student works to the class. e.g., Artist, Faith Ringgold (1-2.MA.P.05)
Responding:
· Discuss various animations and how they convey interesting stories with dynamic characters, challenges, and solutions. e.g., App: Any app that allows for the creation and editing of animation. (1-2.MA.R.09)
Connecting:
· Explain the connections between fictional characters and diverse historical figures and their abilities to overcome challenges. e.g., Comic Book Writer, Stan Lee; Writer, Nilah Magruder (1-2.MA.Co.11)
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Ethical Multimedia Practices:  
By the end of grade 2, students will:
Critical Viewing- 
· Identify the purposes of various media artworks and describe their own and others’ responses (DLCS K-2.CAS.c5)
Honesty in Creation- 
· Create original works that express their personal interests, artistry, points of view and culture (DLCS K-2.DTC.a.3)
Respect for Others- 
· Work collaboratively in creating works that respect diverse audiences (DLCS K-2.CAS.b.1, DLCS K-2.DTC.b.1)
Responsibility- 
· Demonstrate care, respect for rules and safety in using and sharing media tools and engaging in production processes. (DLCS K-2.CAS.a.3, DLCS K-2.CAS.b.2)
Awareness of Impact- 
· Demonstrate appreciation for the responses of diverse audiences. (DLCS K-2.CAS.c.6)


Media Arts Foundational Skills Progression Area 2: Multimedia Communication
	Grades
	Multimedia Storytelling
	Forming Multimodal Meaning
	Contextual Awareness
	Potential Skill Applications Within the Clusters

	3-4
	· Brainstorm variations for sequences and stories on given examples and themes.
· Develop detailed components such as character, plot, storyboard, and dialog for various multimedia narratives and presentations.
· Take on production roles 
e.g., editor, actor, director.
	· Create unified media productions by ordering and arranging content, applying principles like movement and timing, and analyze how emphasizing elements changes the effect and purpose of the media artwork.
· Use various technologies to convey student produced stories and ideas, such as photos, audio, stop-motion, and online interactive 3D environments 


	· Discuss how media is used to convey, messages, stories, emotions, values. 
e.g., “This is an advertisement selling me a product”. 
· Compare and contrast various situations where stories are presented, as well as their impacts on audiences in the media arts. 
e.g., television, smart phone, internet.
	Creating: 
· Use a stop-motion application to exhibit the prehistoric era of planet earth, including narration, music and sound effects. e.g., Paleozoic, Mesozoic, etc. e.g., Filmmaker, David Attenborough, Age-appropriate clips from The Prehistoric Planet (3-4.MA.Cr.01)
Presenting: 
· Groups present their completed animation or virtual environment in their classroom and explain how their creative choices convey the story. e.g., Apps: Any cloud-based graphic design and content creation app
(3-4.MA.P.04)  
Responding:
· Identify how various elements, principles and components are used in media artworks to convey meaning and story. e.g., Filmmaker, Hayao Miyazaki, Age-appropriate clips from Spirited Away
(3-4.MA.R.07)
Connecting:
· Discuss how various narratives are conveyed across history and culture, for example a black and white science documentary, an Asian game show, and an online, interactive, 3D environment. e.g., App: Any game-based learning platform designed specifically for educational use and that adheres to student privacy protocols in line with individual school acceptable use policy. (3-4.MA.Co.11)
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Ethical Multimedia Practices:  
By the end of grade 4, students
Critical Viewing- 
· Analyze media arts messages and uses, identifying sources, meaning and purposes. (DLCS 3-5.CAS.b2, DLCS 3-5.CAS.c1, DLCS 3-5.CAS.c.2, DLCS 3-5.DTC.c.3)
Honesty in Creation- 
· Discuss rules for using and producing various media, such as copyright, creative commons, and seeking permission for photographing. (DLCS 3-5.CAS.b.2, DLCS 3-5.CAS.b.3, DLCS 3-5.CAS.b.4)
Respect for Others- 
· Discuss ethics, fairness and rules in creating media artworks. (DLCS 3-5.CAS.b.5)
Responsibility-
· Follow guidelines for safety and appropriate use of various media arts technologies and processes. (DLCS 3-5.CAS.a.5, DLCS 3-5.CAS.b.1)
Awareness of Impact- 
· Discuss the impacts on audiences of various media artworks. (DLCS 3-5.CAS.c.4)


Media Arts Foundational Skills Progression Area 2: Multimedia Communication
	Grades
	Multimedia Storytelling
	Forming Multimodal Meaning
	Contextual Awareness
	Potential Skill Applications Within the Clusters

	5-6
	· Explore and construct varieties of stories, narratives and sequences in their media projects
e.g., podcasts, musical pieces, news, personal histories.
e.g., “My grandmother tells this childhood story.”
· Examine and demonstrate basic aspects of effective presentation
e.g., gaining audience interest and attention, plot, conflict, and imaginative production.

	· Create meaningful media by combining elements and applying principles like emphasis and exaggeration, then refine the work to ensure clear communication and intentional artistic effects.
· Use various collaborative, creative and critical thinking processes to generate ideas, iterate variations and solve problems, e.g., brainstorming, experimentation, troubleshooting, AI, and online research.
· Produce a variety of media arts forms and genres
e.g., games, music, news, fiction.
	· Compare and study various examples of media artworks and their relation to and effect on culture and audiences, such as popular video games and youth behavior, or reactions to a news story or a viral post
· Examine and discuss historical examples of media arts and how they reflect and influenced their time and situation
e.g., photos of child labor in 1920’s; social media influencers; popular movies & video games; advertising
	Creating: 
· Collaboratively integrate elements, principles and components to produce and refine an effective multimedia message, story, or experience for a specific audience. e.g., Filmmaker, Zhang Yimou, 2008 Beijing Olympics Opening Ceremony (5-6.MA.Cr.01)
Presenting: 
· Collaboratively plan, organize and implement an exhibition of student media artworks for a specific audience. e.g. a multimedia exhibition for the school community. e.g., Apps: Any cloud-based graphic design and content creation app (5-6.MA.P.05)
Responding
· Analyze and evaluate a variety of media artworks using assigned vocabulary. e.g., Apps: any educational technology assessment app (5-6.MA.R.08)
Connecting
· Collaboratively research and develop a presentation (video, podcast, website, PowerPoint) on a specific media artist and/or media artwork that was influential, explaining their impacts on culture or history. e.g., Musician, Taylor Swift, 2023 Taylor Swift Eras Tour transmedia campaign, documentary and live concert tour (after checking all lyrics and content for age appropriateness); The Rock and Roll Playhouse (5-6.MA.Co.11)
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By the end of grade 6, students
Critical Viewing- 
· Analyze media messages critically, identifying sources, biases, stereotypes, and persuasive techniques. (DLCS 6-8.CAS.c.4, DLCS 6-8.CAS.c.5, DLCS 6-8.DTC.c.2)
Honesty in Creation- 
· Demonstrate proper use of copyright, creative commons, and seeking permission for photographing. (DLCS 6-8.CAS.b.1, DLCS 6-8.CAS.b.9)
Respect for Others- 
· Practice ethics, fairness and rules in creating media artworks. (DLCS 6-8.CAS.a.4)
Responsibility- 
· Demonstrate safety and appropriate use of various media arts technologies and processes. (DLCS 6-8.CAS.b.6, DLCS 6-8.DTC.a.1)
Awareness of Impact- 
· Explain the impacts on audiences of various media artworks. (DLCS 6-8.DTC.c.2, DLCS 6-8.CAS.c.4)


Media Arts Foundational Skills Progression Area 2: Multimedia Communication
	Grades
	Multimedia Storytelling
	Forming Multimodal Meaning
	Contextual Awareness
	Potential Skill Applications Within the Clusters

	7-8
	· Produce media artworks that illustrate, explain or integrate other academic content. e.g., video about history or science, interactive game exercising mathematics, podcast of a personal essay
· Produce media artworks from various perspectives and points of view
e.g., opinion pieces, analyses of important topics, documentaries, or musical interpretations of emotions or events.
	· Manage the creation of media artworks, integrating elements for a specific purpose and meaning, using principles such as narrative structure and composition. Refine the work by emphasizing expressive elements to connect with the purpose, audience, or place.
· Develop a range of artistic, design, technical, and soft skills through performing various production roles. e.g., adjusting volume levels, or changing camera angles, improvisation.
	· Examine the intentions and effects of relevant media artworks on societal behaviors 
e.g., social media - fashion, dance, cultural trends
· Demonstrate awareness of diverse audiences and cultural context in the production of media artworks. 
e.g., peers, school, local community, global audiences, underrepresented populations.
	Creating: 
· Consider artistic intent and goals, resources, and the presentation context and audience responses, in planning, organizing and producing media artworks e.g., Photographer/Filmmaker, Shirin Neshat, Women of Allah (7-8.MA.Cr.02)
Presenting: 
· Present and distribute media artworks to specific audiences and situations for intentional purposes. e.g. to inform and invite the school community to an exhibition through an online platform. e.g., Director, Kelly Asbury, clips from Spirit: Stallion of the Cimarron  or Director, Domee Shi, clips from Bao (7-8.MA.P.06)
Responding:
· Analyze the methods and effectiveness of media arts producers to gain a specific audience response, such as repetition and emotional triggering in advertising, and consumers purchases. e.g., Photographer, Gordon Parks, American Gothic (7-8.MA.R.09) 
Connecting:
· Include personal interests, preferences, influences and goals in the development of original and unique media artworks. e.g., Visual Artist, age-appropriate works of art by Kara Walker (7-8.MA.Co.10)
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By the end of grade 8, students
Critical Viewing- 
· Recognize the ethical implications of creating and sharing media, including potential harm to individuals and groups. Make informed decisions about their consumption. (DLCS 6-8.CAS.c.4)
Honesty in Creation- 
· Critically analyze and apply copyright, fair use, and creative commons licenses to media artworks. (DLCS 6-8.CAS.b.1)
Respect for Others- 
· Evaluate the ethical implications of media production and consumption, including issues of representation, bias, and stereotyping. (DLCS 6-8.CAS.c.3, DLCS 6-8.CAS.c.5)
Responsibility- 
· Practice responsible online behavior, avoiding cyberbullying, harassment, and other harmful actions. (DLCS 6-8.CAS.b.4)
Awareness of Impact- 
· Analyze the cultural, social, and political impacts of media artworks on diverse audiences. (DLCS 6-8.CAS.c.1)


Media Arts Foundational Skills Progression Area 2: Multimedia Communication
	Grades
	Multimedia Storytelling
	Forming Multimodal Meaning
	Contextual Awareness
	Potential Skill Applications Within the Clusters

	High School Foundations

	· Develop impactful stories, narratives and sequences through the application of multimodal competencies. 
e.g., musical or cinematic form; graphic design; game theory
· Fulfill responsibilities in media art productions. 
e.g., multimedia producer, graphic designer, illustrator, and writer 
	· Demonstrate intentional artistic choices by organizing and integrating content and style, using principles like emphasis and tone, and refine the media artwork to reflect personal goals and aesthetic preferences. 
e.g., animating a picture story, composing a dramatic soundtrack, or constructing an engaging interactive game.
	· Study and compare how media is constructed to manage viewer experience and increase understanding of artistic intent and/or persuasion, such as a scary movie, an engaging commercial, and an educational video.

	Creating: 
· Form various production plans, e.g. prototyping, stylistic themes, concept sketching, setting program parameters, testing process, generating audio elements, etc. in the design and construction of a video game for exercising mathematical concepts. e.g., Apps; Any mindmap or interactive whiteboard app (F.MA.Cr.02)
Presenting: 
· Describe the development of various aspects of a media campaign for social well-being. e.g., theme, messaging, algorithms, timing, audience response (F.MA.P.06) 
Responding:
· Identify various elements, such as tempo, texture, rhythm, harmonic, dynamics for analyzing and evaluating an exciting cinematic soundtrack. e.g., App: Any app capable of r(F.MA.R.08) ecording and editing loops, MIDI and audio 
Connecting:
· Students create personal projects reflecting their personal interests or culture, relating them to real world issues. e.g., Artist/Activist, Ai Weiwei, Sunflower Seeds (F.MA.Co.11)


For Ethical Multimedia Practices, please see after High School Advanced


Media Arts Foundational Skills Progression Area 2: Multimedia Communication
	Grades
	Multimedia Storytelling
	Forming Multimodal Meaning
	Contextual Awareness
	Potential Skill Applications Within the Clusters

	High School 
Proficient

	· Integrate multiple contents and forms into larger unified media arts productions that intentionally convey specific themes, ideas or styles
e.g., interdisciplinary projects or multimedia theatre
· Collaboratively, effectively and creatively conduct media arts production processes. 
e.g., negotiating decisions, and considering original goals, and achieving intentional artistic results.  
	· Attain artistic intent in media artworks through applying aesthetic principles, such as composition, balance and emphasis in a graphic design, video installation, or 3D design
· Integrate elements and components for impactful, unified media artworks
e.g., using style schemes for color, font and layout in a website design
· Refine media artworks for artistic intention and purpose, considering criteria, audience and artistic goals, 
e.g., changing video game parameters to be more engaging
	· Explain or express in a media artwork how media arts influence public opinion and advocacy on social issues.


	Creating: 
· Students research historical, social and aesthetic aspects to create a 3D design for a memorial park in their neighborhood. e.g., Apps: any 3D design tool (P.MA.Cr.01)
Presenting: 
· Explain specific design techniques used to convey a social or cultural message through a website which presents their media art works for external audiences. e.g., Conceptual Artist, Jenny Holzer (P.MA.P.04)
Responding
· Determine criteria for evaluating their curated websites through structured debate and critique.  e.g., Apps: any template-based website creation tool (P.MA.R.09)
Connecting
· Students explain the scientific concepts involved in their interactive immersive exhibit examining the issues involved in climate change. e.g., Artist, Olafur Eliasson, The Weather Project; Artist, Maya Lin, What is Missing? (P.MA.Co.10)


For Ethical Multimedia Practices, please see after High School Advanced


Media Arts Foundational Skills Progression Area 2: Multimedia Communication
	Grades
	Multimedia Storytelling
	Forming Multimodal Meaning
	Contextual Awareness
	Potential Skill Applications Within the Clusters

	
High School Advanced

	· Create nuanced feature-length narratives or large-scale media arts projects with compelling themes, such as social media campaigns for mental health.
· Use sophisticated storytelling technique
e.g., non-linear narratives, irony, complex character development. 

	· Create complex media artworks that powerfully express a purpose, story, emotion, or idea by skillfully combining content, processes, and components, and consistently refine the work for specific purposes, audiences, and contexts.
· Master editing and production skills using professional level tools, techniques and processes. 

	· Critically examine media arts’ role in the global culture. e.g., how media shapes cultural narratives, identity and global perspectives
· Consider one’s personal role and responsibility in producing and distributing media artworks.
	Creating: 
· Exhibit consistent and sophisticated personal aesthetic style in the production of a series of media artworks. e.g., Filmmaker Bong Joon-ho, age-appropriate clips from his work; App: any video recording and editing app (A.MA.Cr.01)
Presenting: 
· Design an exhibit of sound and video projection installations in school site spaces based on a central theme. e.g., Apps: any video recording and editing app (A.MA.P.05)   
Responding
· Students critically evaluate professional and peer media arts projects discussing themes, bias and societal impacts. e.g., Director and Screenwriter, Jennifer Siebel, Miss Representation. (A.MA.R.09)
Connecting
· Discuss the development of their media arts exhibition, identifying influences and explaining the evolution of their ideas and techniques. e.g., Documentary Filmmaker, Werner Herzog, clips from Grizzly Man that are appropriate in educational settings (A.MA.Co.10)
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Ethical Multimedia Practices:  
By the end of High School, students
Critical Viewing- 
· Evaluate the credibility of information sources, considering factors such as author bias, supporting evidence, and publication date. Develop strategies for promoting media literacy and digital citizenship among diverse audiences. (DLCS 9-12.CAS.c.8, DLCS 9-12.DTC.c.3)
Honesty in Creation- 
· Produce original media artworks that push the boundaries of creativity and innovation, including the ethical and careful use of AI. (DLCS 9-12.CAS.b.1, DLCS 9-12.DTC.a.1)
Respect for Others- 
· Analyze and critique media representations with a critical eye, considering issues of power, privilege, and equality. (DLCS 9-12.CAS.c.4, DLCS 9-12.CAS.c.5)
Responsibility-
· Demonstrate civic values in producing, consuming, distributing, and interacting in media arts environments. (DLCS 9-12.CAS.b.4, DLCS 9-12.DTC.a.2)
Awareness of Impact-
· Conduct in-depth research on the historical and cultural contexts of media production and consumption and analyze the impact of media on global society. Advocate for media literacy, critical thinking and the ethical distribution of messages for individual and societal well-being. (DLCS 9-12.DTC.c.4) 

Design Thinking - Suggested Resources
Interdisciplinary Connections
Although Media Arts and its Design Thinking strand are a part of the arts discipline, some of the strongest learning opportunities happen when students can engage in design thinking through the content of other disciplines. The table below highlights resources and inspiration for integration of design thinking across a variety of disciplines.

Please Note: Reference in this document to any speciﬁc commercial products, processes, or services, or the use of any trade, ﬁrm, or corporation name is for the information and convenience of the public and does not constitute endorsement or recommendation by the Massachusetts Department of Elementary and Secondary Education (DESE). Our ofﬁce is not responsible for and does not in any way guarantee the accuracy of information in other sites accessible through the links herein. DESE may supplement this list with other services and products that meet specific criteria. 

All Apps and Software should adhere to student privacy protocols in line with individual school acceptable-use policies.
	Discipline
	Design Thinking Resources (ordered by accessibility from youngest to oldest students)

	Mathematics
	"Silk Pavillion" by Neri Oxman (2013)
This design project uses biomimicry and geometric principles to create structures inspired by silkworms. Use to teach how triangles and hexagons (and other geometric shapes and patterns) create strong structures for designs, perhaps mimicking silkworm behavior with computational tools. 

"Blooming Zoetrope Sculptures" by John Edmark (2014) 
These 3D-printed sculptures use the Fibonacci sequence to create mesmerizing animations when spun. Students can analyze the mathematical patterns behind the designs while learning about ratios and proportions. As a project, students might create their own spiral patterns using the golden ratio.

Doughnut Economics Action Lab by Kate Raworth (2012)
This model explores mechanisms for using economics to design within the constraints of societal limits by visualizing social and planetary boundaries. 
Students can use the mathematical model to explore system constraints in design and economic processes and historical events, such as the Industrial Revolution, and propose alternative policies using design thinking which operate in a regenerative way.

	Science & Technology Engineering

	"Pulse Room" by Rafael Lozano-Hemmer (2006) This interactive installation uses biometric data to control light patterns. Students could explore connections between biology and technology while learning about sensor systems and data visualization.

"Atmos Sphaerae" by Tamiko Thiel (2021) This VR experience visualizes atmospheric changes through time. Students could explore climate science while learning about data visualization and immersive technologies, perhaps creating their own environmental data visualizations.

Ministry for the Future by Kim Stanley Robinson (2020)
A speculative novel featuring a host of different creative writing styles, narratives, and strategies, for advanced high school students to explore global response to climate change through innovative solutions, playing out the evolution of responsive global and national political and economic systems. 


	History and Social Sciences

	"The Weather Project" by Olafur Eliasson (2003)
This art installation explores collective human experience through light and reflection. It invites viewers to consider their connection to the environment and others. Students can discuss how weather affects people globally, and practice empathy and community-building via discussions. 

"Why city flags may be the worst-designed thing you've never noticed"  by Roman Mars (2015) 
This engaging presentation makes vexillology (the study of flags) accessible to young learners while teaching principles of design and local history. Students could analyze their own city/town flag and redesign it following the basic principles of flag design while learning about local symbols and community identity.

Design Justice: Community-Led Practices to Build the Worlds We Need by Sasha Costanza-Chock (2020)
This book focuses on participatory methods for addressing societal challenges, demonstrating how history shapes current design. Students can research a local historical issue and propose a community-focused design solution, such as creating public awareness campaigns or models for local improvements. 



	English Language Arts & Literacy

	"We the People" by Shepard Fairey (2017) 
These iconic posters demonstrate how visual design can amplify written messages. Students could analyze how typography and imagery work together in creating persuasive messages, then design their own PSAs about school or community issues.

"Inside the Mind of a Master Procrastinator" by Tim Urban (2016)
This humorous TED Talk delves into procrastination and the mental processes behind it, providing relatable insights for students. Use to teach time management and goal-setting, with students creating visual schedules for a healthy school-life balance and iterating on what works best for them. 

A Psalm for the Wild-Built by Becky Chambers (2021) 
This novel explores future human-technology relationships through thoughtful world-building. Students could analyze how design choices shape fictional worlds, then create detailed design specifications for their own imagined futures.

	Digital Literacy & Computer Science
	"Removed" by Eric Pickersgill (2014) This photo series shows people in everyday situations with their devices digitally removed. Students can discuss digital citizenship and balanced technology use while creating their own photo stories about technology's role in their lives.

"Super Mario Clouds" by Cory Arcangel (2002) 
This modified video game demonstrates principles of code manipulation and digital art. Students could explore concepts of coding and digital modification while learning about intellectual property and creative coding.
A Problem Well-Stated is Half-Solved by Tristan Harris and Aza Raskin (2021)
This podcast explores problem-solving through design thinking to address societal challenges. Students can explore real-world technology issues, such as digital addiction, and develop app prototypes with features aimed at promoting healthier technology habits. 





Books
Kelley, Tom, and David Kelley. Creative Confidence: Unleashing the Creative Potential Within Us All. Crown Business, 2013. https://bpl.bibliocommons.com/v2/record/S75C4210092 
Brown, Tim. Change by Design: How Design Thinking Transforms Organizations and Inspires Innovation. HarperBusiness, 2009. https://bpl.bibliocommons.com/v2/record/S75C4569020 
Lewrick, Michael, Patrick Link, and Larry Leifer. The Design Thinking Playbook: Mindful Digital Transformation of Teams, Products, Services, Businesses and Ecosystems. Wiley, 2018. https://www.design-thinking-playbook.com/playbook-en 
Gallagher, Alyssa, and Kami Thordarson. Design Thinking for School Leaders: Five Roles and Mindsets That Ignite Positive Change. ASCD, 2018. https://bpl.bibliocommons.com/v2/record/S981C12225489 
Martinez, Sylvia Libow, and Gary Stager. Invent to Learn: Making, Tinkering, and Engineering in the Classroom. Constructing Modern Knowledge Press, 2013. https://bpl.bibliocommons.com/v2/record/S75C4743860 
Honey, Margaret, and David E. Kanter, editors. Design, Make, Play: Growing the Next Generation of STEM Innovators. Routledge, 2013. https://bpl.bibliocommons.com/v2/record/S75C6210609 
Wilkinson, Karen, and Mike Petrich. The Art of Tinkering. Weldon Owen, 2014. https://bpl.bibliocommons.com/v2/record/S75C6210597 
Krznaric, Roman. Empathy: Why It Matters, and How to Get It. TarcherPerigee, 2014. https://bpl.bibliocommons.com/v2/record/S75C4597855 
Larmer, John, and John Mergendoller. Project-Based Learning: Real Questions. Real Answers. ASCD, 2015. https://bpl.bibliocommons.com/v2/record/S981C14123770 
Couros, George. The Innovator's Mindset: Empower Learning, Unleash Talent, and Lead a Culture of Creativity. Dave Burgess Consulting, Inc., 2015. https://bpl.bibliocommons.com/v2/record/S75C6118283 
Articles
Dawbin, B., Sherwen, M., Dean, S., Donnelly, S. & Cant, R. (2021). Building empathy through a design thinking project: A case study with middle secondary schoolboys. Issues in Educational Research, 31(2), 440-457. http://www.iier.org.au/iier31/dawbin.pdf 
English, L. D., King, D., & Smeed, J. (2016). Advancing integrated STEM learning through engineering design: Sixth-grade students’ design and construction of earthquake resistant buildings. The Journal of Educational Research, 110(3), 255–271. https://doi.org/10.1080/00220671.2016.1264053 
Nae, H. J. (2017). An Interdisciplinary Design Education Framework. The Design Journal, 20(sup1), S835–S847. https://doi.org/10.1080/14606925.2017.1353030 
 
Podcasts
Design Thinking 101. Hosted by Dawan Stanford. https://fluidhive.com/design-thinking-101-podcast/ 
The EdSurge Podcast. Hosted by Jeff Young. https://www.edsurge.com/research/guides/the-edsurge-on-air-podcast 
Truth for Teachers. Hosted by Angela Watson. https://thecornerstoneforteachers.com/truth-for-teachers-podcast/ 
The Creative Classroom. Hosted by John Spencer. https://spencerauthor.com/podcast/ 
Leading Equity Podcast. Hosted by Sheldon L. Eakins. https://www.leadingequitycenter.com/podcast 
Cult of Pedagogy. Hosted by Jennifer Gonzalez. https://www.cultofpedagogy.com/pod/ 
The Bright Morning Podcast. Hosted by Elena Aguilar. https://brightmorningteam.com/podcast/ 
The Design Better Podcast. Hosted by Aarron Walter and Eli Woolery. https://designbetterpodcast.com/ 
The Future of Education. Hosted by Steve Hargadon. https://www.futureofeducation.com/ 
Other Resources
IDEO Design Thinking for Educators - This toolkit provides resources and activities specifically tailored for K-12 educators to integrate design thinking into their classrooms. IDEO Design Thinking for Educators https://page.ideo.com/design-thinking-edu-toolkit 
TeachThought: Design Thinking Resources - A comprehensive list of design thinking resources for educators, including articles, tools, and strategies. TeachThought: Design Thinking Resources https://www.teachthought.com/pedagogy/design-thinking/ 
Institute for Arts Integration and STEAM - Offers practical examples and resources for using design thinking in arts integration and STEAM education. Institute for Arts Integration and STEAM https://artsintegration.com/ 
Stanford d.school K12 Lab Network - Provides resources and case studies on how to apply design thinking in K-12 education. Stanford d.school K12 Lab Network https://dschool.stanford.edu/programs/k12-lab-network 
Edutopia: Design Thinking - Articles and videos on how educators can use design thinking to enhance learning experiences. https://www.edutopia.org/topic/design-thinking



Multimedia Communications — Suggested Resources

This list of resources was curated with the intent of providing teachers with more understanding of how the outlined skills progression may be taught and/or observed within media arts classrooms.
Please Note: Reference in this document to any speciﬁc commercial products, processes, or services, or the use of any trade, ﬁrm, or corporation name is for the information and convenience of the public and does not constitute endorsement or recommendation by the Massachusetts Department of Elementary and Secondary Education (DESE). Our ofﬁce is not responsible for and does not in any way guarantee the accuracy of information in other sites accessible through the links herein. DESE may supplement this list with other services and products that meet specific criteria. 

All Apps and Software should adhere to student privacy protocols in line with individual school acceptable-use policies.

Bennett, A. P. P. K., & Bennett, K. (2017). Teaching the Art of Filmmaking. CreateSpace Independent Publishing Platform. 
California Department of Education. (2021). California Arts Education Framework for public schools. https://www.cde.ca.gov/ci/cr/cf/documents/ caartsedfw.pdf 
Caldwell, J. (2018). Creative Coding: Lessons and strategies to integrate computer science across the 6-8 curriculum. International Society for Technology in Education
Delacruz, E. M. (2009). Art education aims in the age of new media: Moving toward global civil society. Art Education, 62(5), 13–18. 
Fullerton, T., Swain, C., & Hoffman, S. (2004). Game design workshop: Designing, prototyping, & playtesting games. CRC Press.
Gatta, K. (2010). Communicating Through Graphic Design. Davis Studio Series
Goodman, S. (2003). Teaching youth media: A critical guide to literacy, video production & social change (Vol. 36). Teachers College Press. 
Gregori-Signes, C. (2014). Digital storytelling and multimodal literacy in education. Porta Linguarum, 22, 237–250. 
Halverson, E. R. (2021). How the arts can save education: Transforming teaching, learning, and instruction. Teachers College Press.
Hobbs, R. (2013). Multiple visions of multimedia literacy: Emerging areas of synthesis. In International handbook of literacy and technology (pp. 15–28). Routledge.
Ito, M. (2013). Hanging out, messing around, and geeking out – Kids living and learning with new media. The MIT Press.
Kearney, M. (2011). A learning design for student-generated digital storytelling. Learning, Media and Technology, 36(2), 169–188. 
Kearney, M., & Schuck, S. (2006). Spotlight on authentic learning: Student-developed digital video projects. Australasian Journal of Educational Technology, 22(2), 189–208. 
Leach, A. M. (2017). Digital media production to support literacy for secondary students with diverse learning abilities. Journal of Media Literacy Education, 9(2), 30–44. 
Lievrouw, L. A., & Loader, B. D. (Eds.). (2020). Routledge handbook of digital media and communication. Routledge. 
Manovich, L. (2001). The language of new media. MIT Press.
Mihailidis, P., Shresthova, S., & Fromm, M. (Eds.). (2021). Transformative media pedagogies. Routledge.
National Association for Media Arts Education. https://www.mediaartsedu.org/
National Coalition for Arts Standards. (2014). National media arts standards. https://www.nationalartsstandards.org/
Olsen, D. (2024). Media Arts Education: Transforming Education Through Multimodal Cognition, Holistic Learning, and Techno-Embodiment. Taylor & Francis.
Pavlou, V. (2020). Art technology integration – Digital storytelling as a transformative pedagogy in primary education. International Journal of Art & Design Education, 39(1), 195–210.
Peppler, K. A. (2010). Media arts: Arts education for a digital age. Teachers College Record: The Voice of Scholarship in Education, 112(8), 2118–2153. 
Thevenin, B. (2015). 3 Media Arts. Arts Education and Literacies, 29.
Watt, D. (2019). Video production in elementary teacher education as a critical digital literacy practice. Media and Communication, 7(2), 82–99. 
Williams, R. (2012).  The Animator’s Survival Kit. Farrar, Straus and Giroux.
Vesna, V. (2011). Shifting media contexts: When scientific labs become art studios. Context providers: Conditions of meaning in media arts. 
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