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Course justification:
  
Students will apply principles of visual communication and aesthetic theory and generative practice to the design of interactive multimedia.  Emphasis will be placed on sequential page theory and visual interface design with client or user centered needs and objectives as relevant guides for aesthetic and organizational solutions.  Interactive products produced by students will be artistic, informational, promotional and persuasive, will involve the creation and integration of animated text and graphics, digital video, sound effects and sound design.  Original content development is encouraged and advanced software production methods follow the courses Multimedia Design 1&2 expanding to a focus on Macromedia Director and Flash as the authoring program base for web and non-web interactive media as well as for the development of Director enhanced Shockwave content for the Web. 

Relationship to program assessment objectives:


This course meets a number of the following priorities in the UW-W Strategic Plan:

Priority 1:  “UW-Whitewater will keep student learning as the paramount focus of its programs and services;” also satisfies the related sub-goal: “Academic programs that are intellectually challenging, current, and dynamic.”

Priority 2:  “UW-Whitewater will deliver state of the art programs and services.” 

Priority 5:  “UW-Whitewater will serve as a vital resource, particularly to the region.”


Aesthetic original content development skills and artistic design approaches are critical in art and graphic design and extend into interactive media production.  These skills are also important in producing multimedia design for visual communications.  This course will enhance students’ conceptual and aesthetic awareness and production skill.  As an advanced course students will bring their understanding of illustration, photo manipulation, organizational systems of design into the development of new expressive forms.  They will recognize the differences between well constructed and designed content in accessible interactive forms and those which lack effective visual appeal constructed with difficult to navigate visual interfaces.  Conceptual strength, critical visual awareness, targeted aural/visual approaches, original content design and development are distinctive characteristics of a multimedia designers role in the arts and industry and are goals for students in the department. 

Budgetary impact:

The course will be taught by current faculty.  Lab facilities are being designed for expanded multimedia production. Facilities, equipment, software continued support will be necessary and EM21 has been identified as a source and is being sought. 

Course description:

Interactive Multimedia Design is an advanced studio based course and applies principles of visual communication and aesthetic theory to the design of interactive multimedia projects.  Emphasis will be placed on original content creation, sequential page design theory and visual interface design with user centered needs and objectives as relevant guides for aesthetic approach and organizational solutions.  Interactive products produced by students will be artistic, informational, promotional and persuasive and will involve page interface design and planning, original content creation and integration of animated text and graphics, digital video and sound effects.

Course requisites:


Prerequisites: ARTSTDIO 102 2D Design, 

ARTSTDIO 387 Computer Graphics for the Artist or 381 Graphic Design 1

If dual listed, list graduate level requirements for the following:    N/A

1. Content (e.g., What are additional presentation/project requirements?) 


2. Intensity (e.g., How are the processes and standards of evaluation different for graduates and undergraduates? ) 

3. Self-Directed (e.g., How are research expectations differ for graduates and undergraduates?)

Course objectives and tentative course syllabus:



Upon the successful completion of this course, students will:

•
Understand the role of aesthetic visual communication theories and principles in interactive visual interface design and multimedia.

•
Understand how to create and implement original aesthetic content in the design of interactive multimedia forms.

•
Apply an understanding of multimedia to solve artistic, audience and client-based objectives.

•
Explore the creative possibilities for art, design, illustration, photo and multimedia hardware and software in a variety of commercial, artistic, communication, training and entertainment media.

•
Apply an advanced level of understanding, creativity and practical experience using multimedia design software and hardware to create effective and attractive interactive visual communication media.

Course requirements:

Interactive Content Creation Project



20%

Interactive Interface & Planning Project



20%

Critical Reviews (3 Reviews 5% each) 



15%

Exercises




‘

10%

Full Interactive Interface Project




35%




  
           



100%

Interactive Content Creation Project:  Students will learn and demonstrate advanced creative approaches in the use of multiple software and hardware content design systems in the development of a short set of interactive pages while addressing clear conceptual and user centered principles. 

Interactive Interface and Planning Project:  Students will learn to understand, develop and implement planning systems for interactive interface page design and animation flow, developing content and following the plans fully through the production cycle. 

Critical reviews:  Students are expected to be fully engaged in the presentation of their work.  In critical reviews peer review of faculty and other students takes place and testing of all interactive interface and multimedia features are accomplished, discussed and presentations are evaluated.  This procedure occurs for each of the three project areas offering students opportunities for developing strengths in presentation, critical analysis, goal resolution and corrective strategy.  5% for each review. 

Full Interactive Interface Project:   Goal setting, planning and full design production for a personal self promotional interactive portfolio to be used to supplement resume and job search.  This project assists students in the presentation of their creative multimedia design qualifications to prospective employers and contains summary materials of their educational and work related experiences in a form that is well designed visually, organizationally, comfortably accessible to the user. 

Textbook:  
*Iuppa, N. (1998). Interactive design for new media and the web. Boston: Focal Press. 



(tentative)

Course Outline:

Week 1 

Course introduction


Overview of aesthetic issues and originality of visual approach 

in the design of interactive multimedia for web and non-web venues.



Defining content development and generative applications 



Generative software demonstrations – Technical strategies

Week 2

Interactive Content Creation Project:  Outline



Concept development and idea generation

Project organization and temporal planning strategies

Generative software demonstrations and production flow 

Interactive implementation strategies using digital illustrative

photo-manipulative, video, sound effects, animation processes

Week 3

Project production – Studio work



Critical Review – Peer presentation of solutions

Week 4

Interactive Interface and Planning Project: Overview



Broadened planning systems, pre-visualization techniques



Demonstrations, project design, prototype strategies



Review plans individually

Week 5

Visual Interface design

Lingo programming environment overview – studio work

Week 6

Interface implementations in multi-screen environments



Lingo programming and interactive implementation

Studio work

Week 7 

Finalize project 

Establish Lingo corrective strategies 

Interactivity testing for user defined needs

Critical Review – Peer presentation of solutions



Week 8

Full Interactive Interface Project:



Audience identification and analysis



Targeted aesthetic goal setting



Expressive and temporal user response mechanisms



Project planning and production staging, timetables, storyboards



Delivery systems and archiving processes

Week 9

Photographic, video, documentation/creation



Writing of internal information



Audio and sound effects coordination and production

Week 10
Planning implementation and original content generation



Studio work

Week 11
Continued production of the above

Week 12
Intermediate review – individualized



Studio work

Week 13
Studio work and testing of interface



Redesign and correct strategies if necessary



Increase sophistication and quality 

of animation, sound effects including all content



and Lingo scripting strategies

Week 14
Studio work – Interactive production and packaging design considering distributive systems and budgeting

Week 15
Finalization of Interactive Project


Peer presentation and critical review – of interactive 

and packaging components
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