MODULE/COURSE HANDBOOK

Learning Media

Module/ Student Credits Semester Frequency Duration
Course Title Workload (ECTS)
4 16 meetings 16 meetings
Learning 2 Credits x 16 2 Credits x (include Mid-term
Media meetings x 170/ | 1.59 = 3,18 Exam and Final
60 =90, 6 ECTS Exam)
hours/Semester
1 | Type of course Contact hours Independent Class size
e Experience 50/170 x 28,55 x (2 Credits x study
1.59) = 26,70
60/170 x 28,55 x 30 students
Structured Assignment (2 Credits x 1.59)
60/170 x 28,55 x (2 Credits x =32,04
1.59) = 32,04

2 | Prequisites for participation (if applicable)

3 | Learning outcomes (PLO+CLO)

PLO 2 Demonstrate a resilient, collaborative, adaptive, innovative, inclusive, lifelong learning, and
entrepreneurial character.

PLO 4 Have an understanding of the most recent developments in planning, implementation, and
evaluation of visual arts learning from local to global contexts.

PLO 6 Able to develop and execute a creative, innovative, and evaluative visual arts learning in
accordance with student characteristics, within the implementation of ICT-based pedagogical
competencies and management.

CLO 1 Students are able to demonstrate critical, innovative, and responsible attitudes in developing and
utilizing multimedia as a means of learning fine arts and entrepreneurship.

CLO 2 Students are able to analyze the concepts, theories, and basic principles of using multimedia in
learning, and master various technologies and software that can be used to develop multimedia-based fine
arts teaching materials.

CLO 3 Students are able to design, develop, and implement interactive and interesting multimedia-based
fine arts teaching materials, and are able to evaluate the effectiveness of the multimedia in improving the
quality of learning.

4 | Subject aims/content

This course equips students with an understanding of the principles of learning media and the
skills to design, develop, and implement two- and three-dimensional art learning media, both
manual and digital. The main focus is the use of computer technology and design software in the
development of interactive and interesting open materials. Students are expected to be able to
think critically, innovatively, and responsibly in utilizing multimedia for learning and
entrepreneurship, as well as mastering various related technologies and software. In addition, they
will learn to radiate the effectiveness of learning media and develop innovations based on the
latest technology for education and the creative industry.




Teaching methods

Interactive lecture, project-based learning, role plays and simulations
Interactive lecture, direct instruction, problem-based learning, Presentation
Interactive lecture problem-based learning-Paper Writing and Presentation

Assessment methods
Project assessment, portfolios of students work, written test, quiz

This module is used in the following study program/s as well
Undergraduate program

Module Coordinator
Fera Ratyaningrum, S.Pd., M.Pd.

Aqim Amral Hukmi, S.Pd., M.Pd.
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Link

1. https://www.youtube.com/watch?v=JybkioFikF8

2. https://www.youtube.com/watch?v=aiuUgnUUBwY
3. https://www.youtube.com/watch?v=QL-6PdiDTeo




