
 

 
ORIGINAL COURSE IMPLEMENTATION DATE: January 2018 

REVISED COURSE IMPLEMENTATION DATE:       

COURSE TO BE REVIEWED: (six years after UEC approval) December 2020 
Course outline form version: 11/22/13  

OFFICIAL UNDERGRADUATE COURSE OUTLINE FORM 

Note: The University reserves the right to amend course outlines as needed without notice. 
 

Course Code and Number: MEDA 100               Number of Credits: 3  Course credit policy (105) 

 

 
Course Full Title: Introduction to Media Arts 
Course Short Title:  
 

  

Faculty: Faculty of Humanities Department (or program if no department): Bachelor of Media Arts 
 
Calendar Description:  
 
Introduces students to careers, practices, opportunities, challenges, and modes of thinking in the field of Media Arts. Field trips to visit 
creative industries in the Lower Mainland and Fraser Valley are required. 

 

Prerequisites (or NONE): None. 
 

Corequisites (if applicable, or NONE):       
 

Pre/corequisites (if applicable, or NONE):       
 

  

Equivalent Courses (cannot be taken for additional credit) 
Former course code/number:       
Cross-listed with:       
Equivalent course(s):       
Note: Equivalent course(s) should be included in the calendar description by 
way of a note that students with credit for the equivalent course(s) cannot take 
this course for further credit. 
 

Transfer Credit 
 

Transfer credit already exists:  Yes   No 
Transfer credit requested (OReg to submit to BCCAT):   

 Yes  No  (Note: If yes, fill in transfer credit form) 
 

Resubmit revised outline for articulation:   Yes  No 
 
To find out how this course transfers, see bctransferguide.ca. 
 

 
Total Hours: 45    
Typical structure of instructional hours:  
 

Lecture hours 15 
Seminars/tutorials/workshops 15 
Laboratory hours       
Field experience hours 15 
Experiential (practicum, internship, etc.)       
Online learning activities       
Other contact hours:             

Total 45 
 

Special Topics 
Will the course be offered with different topics? 

 Yes    No 
If yes, 
 Different lettered courses may be taken for credit: 
  No    Yes,       repeat(s)    Yes, no limit 
 

Note: The specific topic will be recorded when offered. 
 
Maximum enrolment (for information only): 36 
 
Expected frequency of course offerings  
(every semester, annually, etc.): annually 

 
 

Department / Program Head or Director: Bruce Kirkley  Date approved:  September 19, 2014 

Campus-Wide Consultation (CWC)  Date of posting:  November 21, 2014 

Faculty Council approval Date approved:  October 10, 2014 

Dean/Associate VP: Jacqueline Nolte Date approved:  October 10, 2014 

Undergraduate Education Committee (UEC) approval Date of meeting:  December 12, 2014 

 

http://www.ufv.ca/media/assets/secretariat/policies/Assignment-of-Course-Credit-(105).pdf
http://www.bctransferguide.ca/
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Learning Outcomes   

Upon successful completion of this course, students will be able to: 
1. Discuss, with examples drawn from a variety of fields, how theory can inform practice in the creative industry.  
2. Discuss, with examples, the components of successful professional work in various Media Arts fields (e.g. Applied Interactive 

Media, Digital Art, Digital Design, Interactive Media Leadership, Media and Performance, and Screen Studies). 
3. Identify current and recent trends in a cross-section of electronic media. 
4. Describe interdisciplinary opportunities in Media Arts fields. 
5. Identify possible career paths in the creative industry. 
6. Describe and implement some basic strategies for successful group work. 

 
 

Prior Learning Assessment and Recognition (PLAR) 
 

 Yes  No   

  
Typical Instructional Methods (guest lecturers, presentations, online instruction, field trips, etc.; may vary at department’s discretion) 
 

Guest lecturers, field trips, group work, presentations.  
 

 

NOTE: The following sections may vary by instructor. Please see course syllabus available from the instructor. 
 

Typical Text(s) and Resource Materials (if more space is required, download supplemental Texts and Resource Materials form) 
 

 Author Surname, 
 Initials 

 
Title (article, book, journal, etc.) 

 
Current Edition 

 
Publisher 

Year 
Published 

1. Schafer Gross, L Electronic Media: An Introduction  McGraw Hill 2013 
2. Davies, R, et al. Introducing the Creative Industries: From Theory to Practice  SAGE 2013 

3. Catmull, E Creativity Inc.: Overcoming the Unseen Forces That Stand in 
the Way of True Inspiration.  Random House 2014 

4.                          
5.                          

 

  
Required Additional Supplies and Materials (Eg. Software, hardware, tools, specialized clothing) 
 
Computer (or ready access to a computer) capable of running Adobe Creative Suite. Students must have a computer, ideally a well-
equipped laptop. For advice on current computer and software needs, consult with the educational advisor. 
 

 

Typical Evaluation Methods and Weighting 
 

Final exam:       % Assignments:  85%  Midterm exam:      % Practicum:       % 

Quizzes/tests:      % Lab work:       % Field experience:      % Shop work:      % 

Other: participation 15% Other:      % Other: % 
 

Total: 0% 
 
Details (if necessary): Assignments will include:  

• Review of a current exhibition, event, screening or performance 
• Interview with a Media Arts professional 
• Group presentation on a field of practice in the creative industry 
• Comprehensive case study of a Media Arts project (e.g., game, performance, television series, exhibition, website) 

The participation grade of 15% will be based on students’ engagement in class activities and understanding of the collaborative nature 
of Media Arts work environments. 
 

Grading system:  Letter Grades:  Credit/No Credit:     Labs to be scheduled independent of lecture hours: Yes   No   
 

 

Typical Course Content and Topics 
 

Week 1: The historical evolution of media arts disciplines and current fields of practice in the creative industry.  
Week 2: Working in the creative industry – diversity of roles, collaboration and teamwork.  
Week 3: An introduction to electronic media. 
Week 4: The legal and regulatory context. 
Week 5: The applied interactive media environment – gaming, animation, and interactive technologies. 
Week 6: Digital art and creative practice. 
Week 7: Digital design, visual communications and interactive media. 
Week 8: Interactive media leadership opportunities. 
Week 9:  Media and performance new perspectives. 
Week 10: Screen studies and related industries. 
Week 11: Creative industry studio tours.  
Week 12: Creative community and professional associations. Entrepreneurship and networking.  
Week 13: International practices and perspectives. Enabling opportunity. 
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