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Course justification:
  
This advanced course stresses the importance of understanding interactive communication in multimedia production.  It is essential that students be able to apply au understudy of interactivity to the systematic development of multimedia projects.  It is also important that students learn to work in professional teams and can demonstrate an advanced understanding of multimedia software.

This course also 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 subgoal: “ 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 tot he region.”  

Relationship to program assessment objectives:


Production skills are important in broadcast journalism and in audio/video production.  They are also important in multimedia production.  This course will enhance students’ production skills.  Students will also learn how interactivity functions in multimedia, and as consumers of multimedia, will be able to distinguish between interactive multimedia communication that conform to principles of effective communication and those that do not.  Finally, students will enhance their group communication skills through the projects they must complete in this course.   

Budgetary impact:

A tenure track faculty member who has been hired, effective fall 2002, will teach this course as part of regular rotation.  Lab facilities are being modified for multimedia production. Software will need to be purchased for this class.

Course description:

Interactive Communication and Advanced Multimedia Production is a course in which students apply principles of communication theory to the production of interactive multimedia projects.  Students will produce multimedia projects for on- and off-campus clients.  Emphasis is placed on  understanding the role of the production team in multimedia production and advanced applications of multimedia software.

Course requisites:


Prerequisite:  SPEECH/JOURNLSM 271: Multimedia Production II: Communication and Local Media

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 communication theories and principles of interactive design in multimedia production

· Understand the role of the multimedia production teams

· Apply an understanding of  multimedia to meet client-based communication needs

· Explore the practical use of multimedia applications in a variety of educational, communication, and entertainment environments

· Apply an advanced level understanding of multimedia software and hardware to meet client communication needs

Course requirements:

Midterm exam



20%

Final exam



20%

Critical Reviews 


10%

Advanced Application Exercises
15%

Client-based group project

35%




  
           100%

Client-based group project:  Students will work in production teams to solve client-based communication problems using interactive multimedia.

Critical reviews:  Students will write critical reviews of advanced web-based and non-web-based professional interactive multimedia.

Role of Multimedia Exercises (Critical reviews):  Throughout the course, students will practice multimedia production skills by completing exercises in advanced use of Photoshop, Dreamweaver, Director, Flash, Sonic Foundry, Premiere, and other software.  They will practice applying software to learning, training, interactive entertainment, advertising, public relations, and other areas.

Textbook:  Strauss, R. (1997).  Managing multimedia projects.  Boston:  Focal Press. [tentative]

Course Outline:

Week 1:  Understanding communication theory and its role in multimedia production

A. Role of communication models

B. Foundations of interpersonal communication

C. Comparing mass communication, interpersonal communication, and computer-mediated communication

D. Applying communication theories in multimedia development

Week 2:  The nature of interactivity and the communication process

A. Defining interactivity

B. Interactivity and communications

C. Role of interactivity in telepresence

D. Dimension of interactivity

E. History of interactivity in mass communication

Week 3:  Overview of the Process of Creating Interactive Multimedia

A. Concept development

B. Funds acquisition

C. Product design

D. Interface design

E. Design implementation

F. Prototyping

G. Product production

H. Product launch

I. Product maintenance

J. Product updating

Week 4:  The Roles of the Multimedia Production Team

Weeks 5-6:  The Development Process Overview

A. Understanding the role of the client

B. Discovery phase

C. Educating the client, role of communications consultant

D. Preliminary plan

E. Role of audience analysis

F. Defining objectives

G. Proposal and bid

H. Writing and research skills

Weeks 7-8:  The Design Phase



A.  Roles of human interface:




1.   consistency

2. function

3. navigation

B. Advanced use of flow charts

C. Graphic characteristics

D. Video characteristics

E. Sound characteristics

F. Technical characteristics

G. Role of production team in the design process

Week 9:  Prototype Phase

A. Purpose of the prototype

B. Levels of prototype

Week 10:  The Production Phase

A. Software application

B. Approvals

C. Production timetable

D. Production agreement

E. Role of multimedia teams

F. The contacts

Week 11:  Assessment and Evaluation

Week 12:  Special Applications:  Games & Entertainment

Week 13:  Special Applications:  Communications Industry

Week 14:  Special Applications:  Corporate Communications

Week 15:  Special Applications:  Training & Development
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