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I. GENERAL DESCRIPTION
A. Date
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C. Course Number
D. Course Title
E. Course Outline Preparer

F. Department Chairperson

G. Dean

II. COURSE SPECIFICS
A. Hours

B. Units
C. Prerequisites

Corequisites
Advisories

D. Course Justification

E. Field Trips
F. Method of Grading
G. Repeatability

February 2010
Broadcast Electronic Media Arts
BCST 119

DigitaiMedi=~.MishaAnto~ L-.
Francine Podens' ~~/fl.4
BGbDavis· .. . ~

Lecture-2 (35 hours)t Conference-l (17.5
hours)t and Laboratory-l (17.5 hours)
3
None
None
None
This is an introductory hands-on class for
broadcastt multimedia and cinema students
focusing.on softwaret computer operations
and other equipment common to digital
video, audiot television, radio, film
production. The course teaches students
prerequisite industry standards and skills
needed for success in further study of digital
media production.
No
Letter
o

III. CATALOG DESCRIPTION
A hands-on overview of computer operationst industry standard software, equipment
common to digital video and audio production, media storage and manipulation of audio
and video media within the digital realm. Introduction to issues and the impact ofnew
technology in the sound recording, video, multimedia, televisiont radio and film
industries.

IV. MAJOR LEARNING OUTCOMES
Upon completion of this course a student will be able to:

A. Demonstrate basic familiarity with software commonly used in
audio/video/filmlmultimedia production.

B. Demonstrate competency in the basic operation of Mac and Windows-basedr computer operating systems, networks and servers.
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C. Demonstrate understanding of the issues and impact of new technology in the
audio/video/multimedialtelevisionlradio and film industries, including
video/audio servers, high definition media (HD), Internet preparation, delivery
and distribution.

D. Utilize foundational audio/video/film/multimedia production techniques as
applied to creative media projects.

E. Describe the role of industry standard graphics software in regard to bitmap and
vector-based graphics systems for the video/film/multimedia production process.

F. Move media, functionality and compatible projects between platforms, software
and formats.

G. Analyze.principles behind a variety.of shared-storage solutions such as RAID,
SAN and Internet-based cloud storage.

H. Import and export media files from and to various platforms and software using
AIFF, WA V, MO V, A Vl FLVand other cross-platform media formats.

I. Summarize and analyze the pros and cons ofvarious lossy and lossless audio and
video compression schemes, including JPEG, PNG, MPEG1, MPEG2, MPEG4,
WAVand AIFF.

J. Manipulate audio and video media in timeline and programming using menus,
tools and keyboard shortcut commands.

K. Analyze different protocols for moving media on the Internet, including
bandwidth issues in video/audio streaming.

V.CONTENT
A. Introduction

1. Function, lexicon, and advantages of digital media production
2. Computer principles - basic hardware, software systems and applications
3. Role ofcomputers in current digital media production

B. Basic computer skills (Macintosh, Windows)
1. Start, shutdown, reboot
2. Desktop features - windows, icons, menus, trash
3. Navigation - mouse, keyboard commands
4. Storage - definitions, saving and retrieving, fixed and removable media,

shared storage
5. File management - folders, files, manipulation, finder
6. Resolution

C. Basic operating systems (Macintosh, Windows)
1. Adjusting general preferences on a Macintosh computer system
2. Function and components - system file, Windows Start, Apple menu items
3. Microprocessors, RAM, system expansion
4. Utility software - antivirus, defrag, unzip, compression
5. Troubleshooting
6. Emphasis on file management strategies

D. Moving information to and from peripheral hardware
1. Monitors, printers, scanners
2. Audio CDs, CD-ROMs and multiple DVD, and Blu-Ray Disc formats
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3. Connections and information movement - modems, video and audio cards,
expansion ports such as eSATA, and HDMI

4. Motion and still cameras using industry-standard fonnats such as DV, HDV,
Solid State Media (i.e. P2, SD cards), H264, MPEG4, RA Wand JPEG

5. LANs and distance networks
E. Media production platforms (Macintosh, Windows)

1. Introduction and overview
2. Hardware, memory and peripherals
3. Operating in a shared storage environment
4. Industry standards for media platforms

F. Media file fonnats (Macintosh, Windows)
1. Text, graphics, audio, video
2. Audio and video compression-AIFF: WAV, MPEGl, MPEG2, MPEG4, DV,

HD V, H264, RA Wand JPEG
G. Introduction to digital production and editing software

1. Audio (e.g. Audacity, GarageBand, ProTools, Soundtrack Pro)
2. Radio (e.g. Podcasts, Radio automation software)
3. Video (e.g. Apple iMovie, Final Cut Pro, Avid, internet video software)
4. Effects and animation (e.g. Apple iMovie, Final Cut Pro, Avid)
5. Graphics (e.g. Adobe Photoshop, illustrator)

H. Cross-platfonn movement
1. Introduction - issues, protocols and techniques
2. Moving across operating systems - cross-platform software
3. File fonnat compatibility
4. Compression, pixel size and aspect ratio

I. Issues and implications of new technology
1. Adaptation to High-Definition media formats and distribution methods
2.. Server technology and the broadcast industry
3. Media delivery systems - cable, Internet, portable media devices, multimedia,

gaming and broadcast
4. Bandwidth options and strategies

VI. INSTRUCTIONAL METHODOLOGY
A. Assignments

1. In-class:
a. Readings and discussions from books, manuals,handouts, online guides

and help menus on computer operations
b. Guided exercises in moving files and media, digitizing media,

manipulating media, import and export of media using various protocols,
and programming of content

2. Out-of-class:
a. Readings from textbook, software and equipment manuals, professional

industry magazines and newsletters, handouts, and relevant web sources.
b. Writing short research papers, project proposals
c. Digital production of short introductory graphic, audio and video projects.
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B. Evaluation
1. Quizzes on such topics as digital audio and video production techniques.
2. Research projects relating to topics such as the A/V industry or equipment.
3. Project ~ssignments to practice digital imaging techniques such as cropping,

color-correction~ audio editing techniques such as removing unwanted
elements, noise and basic mixing techniques and video production and editing
techniques such as recording a basic interview, basic video editing, titling and
the inclusion of a music track.

4. A written midtenn examination on such topics as basic computer skills,
operating systems and media file fonnats.

.5..A final.examination.ofsuchskills as being able to manipulate audio and video
files in a timeline together proficiently.

C. Textbooks and other Instructional Materials
1. D. Eyestone, Digital Media Skills: BeST 119, CCSF Course Reader, 2009
2. Reference manuals and publications
3. Periodicals

VII. TITLE 5 CLASSIFICATION
CREDIT/DEGREE APPLICABLE (meets all.standards of Title 5. Section 55002(a)).
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