COMM 611, Winter 07
[Communication and Multimedia]
Instructor
Prabu David

3080 Derby Hall
david.15@osu.edu

Office Hours

TR 1:30-3:30

Course Information

TR 9:30-11:18

Derby 3176

Description and Objectives

Course Description

The purpose of this course is to introduce students to the design and implementation of multimedia communication environments. Students will learn the concepts and principles of user-centered design and apply these skills to multimedia design. The underlying theory and inspiration for this class are drawn from Shneiderman’s book, Leonardo’s Laptop: Human Needs and the New Computing Technologies. In my interpretation, perhaps the most compelling contribution of this book is the author’s unwavering commitment to user-centered design and universal access. In keeping with his exhortation, the motto for our class is “Design with purpose.” Remember, Shneiderman challenges us to design like the master, da Vinci, who pursued his work with great creativity, vigor and zeal.
Beginning with the fundamentals of needs assessment and process planning, during the course of the 10-week quarter, students will work in groups to create a multimedia application with a focus on communication. Usability testing and issues of universal access will also be addressed.

Objectives

The objectives for this class can be grouped under three categories: skills, competencies, and conceptual knowledge.

Skills

At the end of the quarter, student should leave with a working knowledge of Dreamweaver, Fireworks and Flash. Students will learn the basics of html, CSS, and some Flash action scripting.

Competencies

Skills are only useful to the extent to which they can be translated into competencies. Student will develop competencies in assessing the needs of the user, in designing and implementing information design solutions, in evaluating usability and making necessary adjustments. Mastery of the skill requirements is a necessary but not sufficient condition for excellence in competencies.
Conceptual Knowledge

The transition from being competent to becoming an expert is an evolutionary process that is mediated by curiosity, self-learning and advanced training. Regardless of the approach, underlying principles and conceptual frameworks provide an important foundation. In class, we will learn principles from three relevant areas: basic design principles, human-centered design, and computers as persuasive technology.
The best students will be able to integrate skills, competencies and concepts to design web sites that address the needs of the users.

Textbooks

Shneiderman, Ben. (2002). Leonardo's Laptop : Human Needs and the New Computing Technologies. Cambridge, MA: MIT Press. ISBN: 0262692996

Lynch, Patrick & Horton, Sarah. (2001). Web Style Guide: Basic Design Principles for Creating Web Sites, Second Edition. New Haven, CT: Yale University Press. ISBN: 0300096828

Bardzell, Shaowen & Bardzell, Jeffrey. (2004). Macromedia Studio MX 2004 : Training from the Source. Macromedia Press. ISBN: 0321241584

Fogg, B. J. (2003). Persuasive Technology: Using Computers to Change What We Think and Do. Boston : Morgan Kaufmann Publishers. ISBN: 1558606432

Other Requirements

Prerequisites

Students entering the class are expected to be comfortable with the use of PCs. For undergraduate students, COMM311 is a prerequisite. Graduate students who have not taken COMM311 can enroll directly in COMM611, but will require some catch-up work in the first few weeks of the quarter.

Basic knowledge of Fireworks, Dreamweaver, Flash and HTML is a definite advantage. Students who enter the course with these skills can choose the accelerated track explained elsewhere in the syllabus.

Most of the elements of the course are presented online. Hence, it is absolutely essential that you have access to the Internet and a working OSU e-mail address. Online discussions, chat and other forms of online interaction will conducted through Carmen.
Software and Lab Access

A number of public labs, including the lab in Brown Hall have Fireworks, Dreamweaver and Flash. We will use the MX versions of both programs. However, if you have access to MX 2004, the newer version of the program, that will work as well.

For a complete list of labs, visit the following search page and search for Fireworks or Dreamweaver:

http://sccweb.it.ohio-state.edu/web_development/public/sftsearch1.cfm
Downloading Trial Software
If you have your own computer, you can download a trial version of Fireworks and Dreamweaver from macromedia.com. However, the trial period lasts only 30 days. I recommend that you download the software toward the end of the quarter to help avoid the end-of-quarter rush at the labs. Also you can purchase your own copy at academic discount rates. Check OSU’s Office of Information Technology website for more information.
Evaluation

Attendance and Class Participation [50 points]
This class is a workshop that is based on a philosophy of collaborative learning and team assignments. Moreover, the class is driven by a set of assignments in sequential order, with increasing levels of challenge. When a student misses class, or falls behind on an assignment, it hinders performance of team members and affects progress of the whole class. To minimize chaos, attendance is mandatory. Class participation points are tied to attendance as well as participation in discussions in class.
In addition, class participation is also linked to performance as a team member. Penalty points will be assigned for not attending team meetings.

Midterm and Final [200 + 200 points]
Both the midterm and the final have two components: an in-class written test and an in-class design test. You may be given a word document with questions and asked to type the answers in class. This format might not work for some students. If you would like an alternative format, please let me know in advance. The final exam is comprehensive. The purpose of the final exam is to provide you with another chance to brush up on key concepts before you ride off into the horizon.
Team Project [350 points]
To emphasize collaborative learning, students will work in teams toward a major multimedia design project. Finished projects will be posted on the web. The winning project will be adopted by the client and will “go live” as they say in the business.
Many process objectives and check points are built into the team project. Students are required to meet as a team. In addition, teams are strongly encouraged to participate in online discussion using the various tools in Carmen. Students who do not participate as team players will earn penalty points. Details of penalties will be discussed in class. The final project will be judged by a jury of clients.

Homework [200 points]
Homework assignments will be announced once every week. I will try to announce all homework assignments at least five days before they are due. Sometimes, I will cluster homework from two weeks into one assignment. Students are expected to bring the finished homework on a zip disk or USB key and present it for grading at the beginning of class on the assigned due date. Sometimes students will be asked to look at the work of classmates and offer suggestions and critiques.
I will check homework assignments at the beginning of the class. If your homework is not ready by the beginning of the class, a half-grade late penalty will be applied. All homework assignments will be graded only in class. If you miss a class, the homework assignment will be graded at the beginning of the next class and a late penalty will be applied. All students get one late-assignment coupon, which used to offset a late-assignment penalty.
Grading

Final Exam

200
Mid-term Exam

200
Team Project

350
Homework

200



Class Participation
  50
900 – 1000 = A scale; 800 – 899 = B scale; 700 – 799 = C scale; < 700 = D scale.
Academic Misconduct

It is the responsibility of the Committee on Academic Misconduct to investigate or establish procedures for the investigation of all reported cases of student academic misconduct.  The term “academic misconduct” includes all forms of student academic misconduct wherever committed; illustrated by, but not limited to, cases of plagiarism and dishonest practices in connection with examinations.  Instructors shall report all instances of alleged academic misconduct to the committee (Faculty Rule 3335-5-487).  For additional information, see the Code of Student Conduct (http://studentaffairs.osu.edu/info_for_students/csc.asp).

Disability Services

Students with disabilities that have been certified by the Office for Disability Services will be appropriately accommodated, and should inform the instructor as soon as possible of their needs.  The Office for Disability Services is located in 150 Pomerene Hall, 1760 Neil Avenue; telephone 292-3307, TDD 292-0901; http://www.ods.ohio-state.edu/.

Calendar
	Week 1

	
	Jan 3

	Shneiderman, Ch. 1-3
Envisioning new computing, raising public awareness, and defining universal usability

Lynch and Horton, Ch. 1-2
	Bardzell, Studio Part 1 and Homework 1. Learning to design with Fireworks.


	
	
	
	

	Week 2

	
	Jan 10
	Shneiderman, Ch. 4-6
Methods for achieving user-centered designs, understanding human needs and relationships. An Activity Relationships Table.

Lynch and Horton, Ch. 3-4
	Studio Part 2 and Homework 2. Integrating Fireworks into your Multimedia Design. Getting good at HTML and web design.


	
	
	
	

	Week 3

	
	Jan 17
	Shneiderman, Ch. 7-9

The new education, applying the collect-relate-create-donate framework. Personalization and customization in e-commerce and issues of trust.

Lynch and Horton, Ch. 5-6
	Homework 3 – Applying your web design skills to your My Website Project. Creating a framework for your “About Me” site.

	
	
	
	

	Week 4

	
	Jan 24
	Shneiderman, Ch. 10-11
E-health, enabling physicians and patients. Getting what you want from your government, mega-creativity and grand goals.

Lynch and Horton, Ch. 7-8
	Homework 4—Bardzell, Homework 4. Learning to design with Flash. Bardzell Part 4 provides a detailed exercise on how to create introductory Flash animations. I will provide additional tutorials to highlight key concepts.


	
	
	
	

	Week 5

	
	Jan 31
	Fogg, Ch. 7-10

Ethics of online persuasion and increasing persuasion through mobility and connectivity.

	Catch-up and midterm week. You will be tested on your abilities to design multimedia using three programs: Fireworks, Dreamweaver and Flash.

	
	
	
	

	Week 6

	
	Feb. 7
	Fogg, Ch. 1-2
Introduction to persuasion in the digital age, overview of captology and the ethics of persuasion. The functional triad of computer in persuasive roles: as tools, as media, and as social actors.

	Studio Part 5 and Homework 5 – Building simple applications with Flash. The Dante project.

	
	
	
	

	Week 7

	
	Feb. 14
	Fogg, Ch. 3
Seven types of persuasive technology tools: reduction, tunneling, tailoring, suggestion, self-monitoring, surveillance and conditioning.


	Client Project 1: Asset Inventory, Process and Workflow Document, and Site Map. 


	
	
	
	

	Week 8

	
	Feb. 21
	Fogg, Ch. 4
Computers simulation as persuasion: cause and effect simulations, environment simulations, and object simulations.
	Client Project 2: Wireframes and click-through frameworks for client project.

	
	
	
	

	Week 9

	
	Feb. 28
	Fogg, Ch. 5
Computers as persuasive social actors

Five types of social cues: physical, psychological, influence through language, social dynamics, and social roles.


	Client Project 3: Assembling content, finalizing stylesheets and rich media.

	
	
	
	

	Week 10

	
	March 7
	Fogg, Ch. 6
Credibility and computers: presumed credibility, surface credibility, reputed credibility, and earned credibility, trustworthiness and expertise on the web
	Client Project 4: Doing the work and getting the content in place. Click-through presentations.

	
	
	
	

	Week 11

	
	March 16 Thurs.
	Final Exam (9:30-11:18)
	Final Exam
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