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August/Janu-
ary 

  
September/February October/March November-December/ April-

May 
Topic Google Drawing Adobe Spark Canva Adobe InDesign Adobe Illustrator Adobe Photoshop 

Standards/ 
Outcomes 

3 2 1 0 2. Demon-
strate proficiency 
in the use of digi-
tal imaging. 
3 2 1 0 9. Apply 
principles and ele-
ments of design. 
3 2 1 0 13. Evalu-
ate visual appeal. 
3 2 1 0 14. Pro-
duce or acquire 
graphics content. 
3 2 1 0 17. Use 
available refer-
ence tools as ap-
propriate. 
3 2 1 0 18. Ex-
plain the key func-
tions and applica-
tions of software. 

3 2 1 0 1. Demon-
strate knowledge of 
the basic principles 
of motion graphics. 
3 2 1 0 2. Demon-
strate proficiency in 
the use of digital im-
aging. 
3 2 1 0 3. Manipulate 
images, video, and 
motion graphics. 
3 2 1 0 9. Apply prin-
ciples and elements 
of design. 
3 2 1 0 13. Evaluate 
visual appeal. 
3 2 1 0 14. Produce 
or acquire graphics 
content. 
3 2 1 0 17. Use avail-
able reference tools 
as appropriate. 
3 2 1 0 18. Explain 
the key functions and 
applications of soft-
ware. 

3 2 1 0 1. Demon-
strate knowledge of 
the basic principles 
of motion graphics. 
3 2 1 0 13. Evaluate 
visual appeal. 
3 2 1 0 14. Produce 
or acquire graphics 
content. 
3 2 1 0 17. Use avail-
able reference tools 
as appropriate. 
3 2 1 0 18. Explain 
the key functions and 
applications of soft-
ware. 

3 2 1 0 2. Demonstrate proficiency 
in the use of digital imaging. 
3 2 1 0 3. Manipulate images, 
video, and motion graphics. 
3 2 1 0 4. Create and refine design 
concepts. 
3 2 1 0 7. Apply color theory to se-
lect appropriate colors. 
3 2 1 0 8. Apply knowledge of ty-
pography. 
3 2 1 0 9. Apply principles and ele-
ments of design. 
3 2 1 0 10. Create and/or imple-
ment the look and feel of a product. 
3 2 1 0 12. Enhance digital commu-
nication presentation using a pho-
tographic process. 
3 2 1 0 13. Evaluate visual appeal. 
3 2 1 0 14. Produce or acquire 
graphics content. 
3 2 1 0 16. Define scope of work to 
achieve individual and group goals. 
3 2 1 0 17. Use available reference 
tools as appropriate. 
3 2 1 0 18. Explain the key func-
tions and applications of software. 
3 2 1 0 19. Explain the need for 
regular backup procedures 

3 2 1 0 2. Demonstrate proficiency 
in the use of digital imaging. 
3 2 1 0 3. Manipulate images, 
video, and motion graphics. 
3 2 1 0 4. Create and refine design 
concepts. 
3 2 1 0 7. Apply color theory to se-
lect appropriate colors. 
3 2 1 0 8. Apply knowledge of ty-
pography. 
3 2 1 0 9. Apply principles and ele-
ments of design. 
3 2 1 0 10. Create and/or imple-
ment the look and feel of a prod-
uct. 
3 2 1 0 11. Create graphical im-
ages and/or or video elements. 
3 2 1 0 13. Evaluate visual appeal. 
3 2 1 0 14. Produce or acquire 
graphics content. 
3 2 1 0 15. Differentiate between 
copyright and trademarks. 
3 2 1 0 17. Use available reference 
tools as appropriate. 
3 2 1 0 18. Explain the key func-
tions and applications of software. 
3 2 1 0 19. Explain the need for 
regular backup procedures 

3 2 1 0 1. Demonstrate knowledge 
of the basic principles of motion 
graphics. 
3 2 1 0 2. Demonstrate proficiency 
in the use of digital imaging. 
3 2 1 0 3. Manipulate images, 
video, and motion graphics. 
3 2 1 0 4. Create and refine design 
concepts. 
3 2 1 0 5. Alter digitized images us-
ing an image manipulation program. 
3 2 1 0 7. Apply color theory to se-
lect appropriate colors. 
3 2 1 0 9. Apply principles and ele-
ments of design. 
3 2 1 0 10. Create and/or implement 
the look and feel of a product. 
3 2 1 0 11. Create graphical images 
and/or or video elements. 
3 2 1 0 12. Enhance digital commu-
nication presentation using a photo-
graphic process. 
3 2 1 0 13. Evaluate visual appeal. 
3 2 1 0 14. Produce or acquire 
graphics content. 
3 2 1 0 15. Differentiate between 
copyright and trademarks. 
3 2 1 0 17. Use available reference 
tools as appropriate. 
3 2 1 0 18. Explain the key func-
tions and applications of software. 
3 2 1 0 19. Explain the need for reg-
ular backup procedures 

Curriculum 
Materials 

- Textbook:  
- Guided Prac-
tice:  
- Project-Based 
Learning: 

- Textbook:  
- Guided Practice:  
- Project-Based 
Learning:  

- Textbook:  
- Guided Practice:  
- Project-Based 
Learning:  

- Textbook: The Design Collec-
tion: Adobe CS6, The Design 
Collection, Cengage 
- Guided Practice: 1.1, 1.4, 2.2, 
2.4, 4.1, 4-2, 4.3, 4.4, 4.5, 4.6, 

- Textbook: The Design Collec-
tion: Adobe CS6 
- Guided Practice: 1.2, 1.3, 1.4 , 
1.8, 1.9, 2.1, 2.2, 2.4, 2.5, 2.6, 
2.7, 3.1, 3.2, 3.3, 4.1-4.4, 4.5-

- Textbook: The Design Collec-
tion: Adobe CS6 
- Guided Practice: 3.7, 3.8, 4.1-
4.6, 5.1, 5.2, 6.1, 01, 02, 03, 04, 
05, 06 

 Quarter 1/3 Quarter 2/4 
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Interactive Per-
sonal Poster  

5.7, 
- Project-Based Learning: 1.6, 
2.5, 2.6, CH 1-3 Skills Review, 1-
7, 1-5, 1-12, Magazine Layout, 4-
10, 4-54, Greeting Card, School 
Play Flier, Tabloid-Final 

4.8, 4.9-4.12, 4.13-4.17 
- Project-Based Learning: 1.10, 
Spring Break Publication, Own 
Logo, Envelope, Business Card, 
2.3, 3.4, 3.9, 4.24, Eclipse, 4.23, 
Tabloid-Final 

- Project-Based Learning: Hot 
air balloon, 4.7-4.10, 5.10, Pho-
toshop Fails, Self-Portrait, Teach 
your own trick, Album cover, En-
ergy Drink label, Tabloid-Final 

Supple-
mental Ma-
terials 

Google Suite Adobe Spark Online 
Application 

Canva Online Appli-
cation 

 
KCCTE - Illustrator & Photoshop KCCTE - Illustrator & Photoshop 

Connec-
tions 

      

Assess-
ments 

Unit Publications Unit Publications Unit Publications Unit Publications Unit Publications Unit Publications 

 


