Interactive Design I – ART 3930






Spring 2010

Professor Christie Nuell







      615-898-2506  Class: MW  8 – 11:05
AM







 cnuell@mtsu.edu
Office hours: MTWTh 1-2 PM or by appointment

Todd 318

http://www.mtsu.edu/~cnuell/multimedia
Classroom: Todd 337.

Textbook: Mastering Integrated HTML and CSS by Debolt (Phillips Bookstore)

My teaching philosophy is that learning is a lifelong process, and that it is cumulative. This means that you should utilize the design and aesthetic knowledge that you have gained from ART 1610 (Two-Dimensional Design), and your knowledge of digital imaging in this class, in addition to mastering the considerable amount of information this course covers. Unlike most art classes, this course will deliver a large amount of technical information (see "Cognitive Objectives") that you are expected to absorb and be tested on. I do not require you to memorize information, but you should have notes and texts on hand so that you can use them as necessary, including your tests.

My responsibilities are to:

1. arrive prepared for every class

2. create a curriculum that covers the cognitive objectives so that you can master them

3. be aware that it may not be your fault if you do not understand all the material covered

4. create a classroom environment where ideas and opinions can be shared respectfully

5. be open to new ideas and new technology

As students, your responsibilities are to:

1. arrive prepared for every class

2. complete your assignments on time with care given to the specific requirements given

3. be aware that it may not be my fault if you do not understand all the material covered

4. treat me and other students with respect

5. be open to new ideas and new technology

As you look at the list of cognitive objectives for the class you may feel overwhelmed. The structure of this class may not be like some of your other art classes, because there is so much to learn. The pace is quite fast at the beginning of the semester, so it is important to arrive on time for class or you will miss a lot. You will need to take notes and keep them available to use in class along with any handouts you get. Learn how to use the "Help" features in the software that you are using, as well as looking online (via Google) if you can't remember how to do something. Don't be afraid to ask questions if you don't understand something. 
COURSE CALENDAR

January 18 –  MARTIN LUTHER KING DAY  no class.

January 20 – Introduction to Course. The History of the Web. How much PhotoShop you need to know.

January 25 – Acronyms to Know. Files and Folders, Using "View Source".. HTML and CSS. 

The Zen Garden. Read Chapter 1 of Mastering Integrated HTML & CSS.
January 27 – The architecture of a web page and site. Hand-coding using basic tags. In-class hand-coding assignment. Linking to an external Cascading Style Sheet (CSS). FTP. Keep reading Mastering Integrated HTML & CSS.

February 1 –  CSS divs, classes, IDs, selectors. Validation services.  
February 3 – Images: file formats, resolution, slicing, optimization. Tables for data, layout (deprecated) and creating a template. Hand-coding.

February 15 – Project I due. Testing for IE bugs on Windows. DreamWeaver
February 17 – Interface Design. 

February 22 – Demo: DreamWeaver. In-class assignment

February 24 –   Flowcharts and Project Description due at the beginning of class. 

March 3 – Midterm Exam

March 8 to 12 – Spring BREAK. No class.

March 18 ​– Wayne White lecture State Farm Room, BAS 7 PM (extra credit opp)
March 22 – Critique . 

March 24 ​–  4 Layer Comps and proposal for Project III due at beginning of class.

April  7 – Critique of Project III

April  12 – Flowcharts and Project Description due for Project IV. 

April 28 – Critique of  Project IV

Friday April  30 – Final Exam: 10 – 12 A.M.
SUPPLIES

· account on FRANK, and you must know your username and password. It may be different form the Pipeline password.

· If you do not know or have forgotten your password you can change it or retrieve it online
at https://mtsu32.mtsu.edu/webapps-stucompacct/changeStuCAPWValidate.htm
· notebook 

· sketchbook 

· a flash/pin drive (USB connector) for storage and back-up 

· recordable CDs for handing in assignments 

· If you do not use your MTSU e-mail account you must forward it to the account you do use. This can be done through the terminal window. Follow the instructions, but note that you will need your password on FRANK to do this (see above). If you need help, contact your instructor. Grades and other important information about the course will be e-mailed to your MTSU account. 
· Textbook:
· Mastering Integrated HTML and CSS by Debolt


· Other recommended reading:

· The Zen of CSS Design: Visual Enlightenment for the Web (Voices that Matter) by Dave Shea
· PhotoShop CS3 Visual QuickStart Guide by Weinmann and Lourekas

· Dreamweaver CS3: The Missing Manual  by David McFarland
· Designing Web Graphics by Lynda Weinman
IMPORTANT POLICIES AND PROCEDURES:

1. Don’t talk on your cell phone in the classroom, even on breaks. 


2. Please don't listen to music during class – even with earphones.

3. Part of your grade for individual and group assignments is for the proposal and flowchart. Flow charts are an important part of the conceptual development of any web site. These will be required for every project. They need to be presented with evidence of care and thought. Likewise, you must always have a written description of the purpose of the site, the intended audience, and the platform it is designed for, what the content of the site will be, and how you plan to integrate the appearance of the site with its content. These all need to be completed at a satisfactory level before the design of individual web pages begins. Be sure to use appropriate formatting of text in the proposal.
  

4. You need to buy a textbook for the course. You will be using it as a resource

5. On group projects, all team members must contribute time, effort, and expertise. If a member of a team is not doing as much work as they should, or doing all of the work, you should should talk to the member first. If this does not solve the problem, schedule a meeting with me to work it out.

6. If you are not comfortable with the terminology of 2-D Design (ART 1610), review it at the beginning of the semester. This is not a class in HTML, but in Web Design. Elegant or aesthetically appropriate design is an important part of what we are doing. You may also want to buy The Zen of CSS Design: Visual Enlightenment for the Web.
7. If you are not very good with PhotoShop, please buy a book on PhotoShop (the PhotoShop Bible, or Peachpit) and improve the breadth of your skills. These are skills you need:

· How to use layers

· How to adjust Levels

· Several different selection methods to create anti-aliased selections (quick mask, pen tool in particular)

· Keyboard commands for cut, copy, paste, save, zoom, save as, new file and more

· How to create fills and strokes

· How to create anti-aliased type

· How to choose and change modes (CMYK, RGB, Greyscale etc)

· How to save a file in different formats using the Save As command

· How to create Layer Comps for Interface Designs

8. Please arrive in time for the start of class. Class starts early, traffic is bad and parking is difficult, so factor that into your travel time. Demonstrations and lectures will begin at the start of class, and involve information you will need to know.

9. Tests are based on cognitive objectives. If you can master them, you will do well. 

STUDENTS WITH DISABILITIES
If you have a disability, please let me know by the end of the second week of classes. The Office of Disabled Student Services will provide you with a letter to give to each of your instructors if you need special consideration, such as extra time to do your work. 

Don’t be self-conscious about letting your instructors know if you have a disability. A significant percentage of students do, and we want to help you succeed.

CLASSROOM EXPECTATIONS

In order to create and maintain a positive and productive environment in the classroom, it is essential that each person treat other class members and the instructor in a respectful manner. Therefore, disruptive behavior will not be tolerated. Disruptive behavior includes, but is not limited to the following: intentionally antagonizing the instructor, receiving beeper or phone messages during class, leaving class early or coming to class late, talking while another individual is talking, sleeping in class, doing assignments for other classes during this class, and engaging in other activities that detract from the classroom learning experience. Students who disrupt the class will be asked to leave for the remainder of the class period and will be required to meet with the instructor prior to returning to class. Continued disruption will result in the recommendation to the Office of Judicial Affairs and Mediation Services that you be expelled from the class.

  
ACADEMIC MISCONDUCT


It is expected that all work you complete for this course is your own. You are expected to include appropriate citations (when applicable) in all of your work for this course. The University policy for academic misconduct will be followed. Academic misconduct includes the following behaviors:
Plagiarism, cheating, fabrication, or facilitating any such act. For purposes of this section, the following definitions apply:

(1) Plagiarism. The deliberate adoption or reproduction of ideas or words or statements of another person as one’s own without proper acknowledgment.

(2)  Cheating. Intentionally using or attempting to use unauthorized materials, information, or study aids in any academic exercise. The term academic exercise includes all forms of work submitted for credit or hours.

(3) Fabrication. Intentional or unauthorized falsification or invention of any information or citation in an academic exercise.

(4) Facilitation. Intentionally or knowingly helping or attempting to help another to violate a provision of the institutional code of academic misconduct.


Any student suspected of violating the academic misconduct policy will be required to meet with me to discuss the situation. Your name will also be forwarded to the Office of Judicial Affairs and Mediation Services for possible disciplinary action. If you are found responsible for committing an act of academic misconduct, you will receive a grade of “F” for the course.


COGNITIVE OBJECTIVES OF MULTIMEDIA DESIGN:

Organization of Files and Folders

1. Directory structure and path names

2. File extensions and what they tell us

3. UNIX file naming conventions and why they are important

Finding How to Use the Software

1. Use the Help Menu Item of software you are using for specific instructions

2. Search the Internet for tutorials and the latest information on software issues

Evaluating a Web Site from the User's Viewpoint:
1. The quality of the information

2. The quality of the interface

3. Navigation

4. Matching Content to Audience

5. Annoyance factors

6. Bandwidth issues

7. Browser Issues

8. Accessibility for the disabled

Know About the History of the Internet

1. How it started

2. The philosophy behind it

3. Current issues and future potential

Know How a Web Page is Put Together

1. What HTML, XML, XHTML, ASP and other acronyms mean

2. That files are used for web pages, and separate files are used for the images on web pages

3. What Tags <> are

4. The Basic Page structure (head, title, body, etc)

5. What Headers are, and why we use them

6. What the issues are with line breaks, alignment, and spacing

7. How different browsers can make a page dramatically change

8. Understand when to use a graphic for text and when not to

Understand How to Put Images on the Web

1. Learn how to prepare an image for the web - size, resolution, archiving PhotoShop format

2. Know when to use a JPEG, when to use a GIF

3. Optimize images for minimal file size

4. Learn what other file formats are for

5. Know why you should use <Alt> tags

6. Learn how to create Animated GIF images

7. Know why you should consider using non-rectangular images, and how to create them

8. Know when to use Flash animations

9. Know when to use Video

Know how to create Hyperlinks and URLs

1. Make a text hyperlink

2. Recognize the significance of Relative and Absolute Pathnames

3. Make Anchors

4. Make a graphic into a button

5. Remove borders from graphical buttons

6. Add white space around a graphic

7. Appreciate the importance of correct syntax when writing code

Create Tables and Lists

1. What is a table?

2. Whether tables should be measured by pixels or percentages

3. How and why to subdivide or expand rows and columns

4. About borders and the pixel value of 0

5. How to add text or images to create consistent formatting

6. Why to use cell padding and cell spacing

7. How to create ordered and unordered lists, and what they are

Create a complete Web Site

1. Define the purpose of the site

2. Define the target audience

3. Define the target platform

4. Create a flowchart 

5. Gather content (correctly spelled text, images)

6. Design the look of the page (unified color, font, layout etc)

7. Create the correct directory structure on your hard drive (must mirror the server)

8. Scan and create images (resolution, format, size, etc)

9. Archive originals and establish a backup system

10. Name conventions for large projects

11. Avoid pathname pitfalls - directory structure; absolute or relative pathnames

12. Understand and beware of UNIX conventions in file names

13. Upload the site

14. Troubleshoot the site and test on different browsers, with internet connections of different broadband capability, and on machines on which the site is not cached.

Use File Transfer Protocol

1. You must know your username and password

2. You will upload and download files to the correct locations

3. You will observe UNIX conventions in file names

4. You will understand the organizational structure of files and directories

5. You will set permissions on FRANK

6. You will correctly name the URL of the site, and of specific pages within directories on the site

Create and Use Cascading Style Sheets

You will understand when and how to use the following

1. Internal vs. External style sheets

2. Linking to the external style sheet

3. Font size, font name, font style, font color

4. Background images

5. Background colors

6. Block versus inline elements 

7. when to use classes, divs and spans

8. That the future of the web lies in using CSS and divs for layouts

 You will know when to Use DIVS and CLASSES

1. What is a div and what is a class?

2. Why do we use one or the other?

You will know when to Use Forms

1. What makes forms work?

2. How to design and create forms

3. What the difference is between check boxes and radio buttons

4. Be able to explain the role of a CGI script in making a form work

GRADING: 

In-class HTML assignments
  
30

1st Project



40

2nd Project



40

3rd Project



40

4th Project



40

Midterm



30

Final




30

There is a total possible score of 250 points. Additional points for tests and quizzes are added in. This is then calculated into a percentage for your final grade. Late arrivals and absenteeism will be penalized at the discretion of the instructor. 6 absences may be sufficient grounds for a grade of "F". Students who arrive in class later than 25 minutes may be counted as absent. 3 late arrivals = 1 absence.

This total is then calculated into an average: 

A = 90% - 100%

C + = 77% - 79%

D = 63% - 65%

B + = 87% - 89%

C = 74% - 76%

D - = 60% - 63%

B = 84 %-86%


C - = 70% - 73%

F = 59 and below

B - = 80%-83%

D + = 67% - 69%
Do you have a lottery scholarship?
To retain Tennessee Education Lottery Scholarship eligibility, you must earn a cumulative TELS GPA of 2.75 after 24 and 48 attempted hours and a cumulative TELS GPA of 3.0 thereafter.  You may qualify with a 2.75 cumulative GPA after 72 attempted hours (and subsequent semesters), if you are enrolled full-time and maintain a semester GPA of at least 3.0.  A grade of C, D, F, or I in this class may negatively impact TELS eligibility.  Dropping a class after 14 days may also impact eligibility; if you withdraw from this class and it results in an enrollment status of less than full time, you may lose eligibility for your lottery scholarship. Lottery recipients are eligible to receive the scholarship for a maximum of five years from the date of initial enrollment, or until a bachelor degree is earned.  For additional Lottery rules, please refer to your Lottery Statement of Understanding form, review lottery requirements on the web at http://scholarships.web.mtsu.edu/telsconteligibility.htm, or contact the Financial Aid Office at 898-2830.
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