EDC 609 - Interactive Multimedia Research & Design






Course Schedule  -   Spring,  2009
Dr. Joan Mazur






Office Hours: Thursday. 1-4 p.m. or by appointment




Phone:  859-257-4896


E-mail:  jmazur@uky.edu (preferred method of communication!)
IMPORTANT INFORMATION FOR STUDENTS

Disability Services

If you need an accommodation for a disability that limits your ability to participate fully and meet the expectations of this class, you must first go through the University of Kentucky Disability Resources Center, located at #2 Alumni Gymnasium (257-2754). 

RANK II MASTERS or RANK I in Instructional Design or the ISD Computer Science Endorsement

If you are taking this course as part of the Rank II Masters or Rank I in Instructional Design or the ISD Computer Science Endorsement, please inform Dr. Mazur (jmazur@uky.edu) so that you can be notified of important informational meetings each semester. This information is key in planning your Rank or Endorsement program and for purposes of monitoring and evaluating portfolio projects and requirements so that you may achieve these professional teaching certifications.

Academic honesty is expected in graduate work. Plagiarism and other forms of cheating are absolutely unacceptable. You may not use a paper or project that has previously been used in another class to satisfy coursework in this class, this practice is termed “self-plagiarism” and is unacceptable. Remember: to be guilty of plagiarism, intention is not required – therefore, if you directly quote ANYONE, you must use quotation marks AND provide the citation with page number! Should you plagiarize, no grades will be issued and your situation will be reported.

Standards

Course materials, activities and assessments address the Kentucky  Teacher  Technology Standard#10: “The teacher uses technology to support instruction; access and manipulate data; enhance professional growth and productivity; communicate and collaborate with colleagues, parents, and the community; and to conduct reseach/solve problems.” Specficially performance indicators 1,2,3,4,5, and 7 are addressed. In addition, this course addresses National Educational Technology Standards (NETS) performance indicators for Teachers and Students developed by the International Society of Technology Educators (ISTE).  ISTE has also developed the NCATE technology standards through which this College of Education, and many throughout the country, are certified.
College Conceptual Framework: Research, Reflection, Learning, Leading

Students in this course will demonstrate dispositions that characterize the conceptual framework of the college of education.  The conceptual framework for the professional education unit at the University of Kentucky  is guided by the theme, Research and Reflection for Learning and Leading.  This theme is aligned closely with both the institutional vision and mission of UK and the vision and mission of the professional education unit.  The theme reflects and guides how we approach preparation of professional educators within the context of a research extensive, land grant university.

Course Description 

The course examines a variety of multimedia products, selected theory and research in interactive multimedia, human computer interaction (HCI), cognitive psychology and learning. Learning outcomes center around selected readings, class discussion, multimedia production, and collaboration as a member of a student design team in the production of a goal-oriented multimedia product. Emphasis is placed on user-centered design, involving end users throughout the design, development, and evaluation of multimedia programs as well as the integration of research findings into design and formative evaluation (usability testing).  The emphasis in this course is on new media, in particular 3-D, immersive or projected visualization applications (including those with haptics). 
Goal:  To Examine the conceptual foundations and best practice of multimedia and interface design

Objectives:

· To learn and apply software design techniques, primarily user-centered design, to multimedia design process and product development.
· To identify, understand and apply interface design principles to multimedia projects.
· To read, analyze  and interpret multimedia research studies and apply to design products .
· Identify and evaluate interactive multimedia application as they relate to end-user performance or learning outcomes.

· To design and carry out a formative (beta) usability test with the product designed and developed in class.
Course Texts:

Required:  

Mayer, R.E. (2009). Multimedia Learning. New York: Cambridge University Press.

Tidwell, J. (2006) Designing Interfaces: Patterns for Effective Interaction Design. Sebastol, CA: O’Reilly Media
Evaluation:

Multimedia  Individual Project (SketchUp)
20%

Homework (various interim skills assignments)
15%

Research Article Critiques  



20%

Final Client Group Project & User Test

25%

Class Participation (in-class attend. & 

Discuss.&BlackBoard Discussion and 

Groupwork)





20%

Multimedia  Individual Project:

The software application for this class will be those used to create 3-D interactive multimedia applications: Sketch-up, Alice and other freeware/open source software. You will be asked to complete several instructional applications.  The pedagogical approach to learning these application skills will be incremental; project work should have direct application to your work, in other words, strive to develop a usable product – it is time consuming work and thus the end-product should be useful.

Homework:   Occasionally, in the course of class work, it will be apparent that more practice or work on a skill is needed…spontaneous (but reasonable!) homework may be assigned to keep on track for achieving coursework objectives.

Research Article Critiques: 
Written summaries of 5 research article assigned will be required.  Use the Research Article Critique form as a guide.  As students become proficient at this analytic procedure, each student will be asked to lead a class discussion of the article, focusing on key findings, their validity and application to design. The articles are available either as pdf files on the class Blackboard site OR using the UK online library holdings
Actual Client/ Group Project & User Test 

As a member of a sub-group of the class design team, you will create/modify an interactive, multimedia product.  The project will focus on multimedia content, organization/navigation and usability. Included in the project will be documentation describing the rationale for the project, role and outcomes for users, design process description/timeline, legal issues, detailed description/screen shots, user testing, and user documentation (how to use the program, etc.) Treat this project documentation as a research paper, with references where appropriate.

Participation
The success of this class will depend on a great deal of student participation. Attendance will be taken at each class and unexcused absences will result in a grade penalty. Specifically, after the first absence, the participation grade will be reduced by 10 points. If there is a second absence, the participation grade will be reduced to 0. This means that the highest grade you could get with 2 absences would be a 90% and the highest grade you could get with 3 absences would be an 85%. If you were to miss more than 3 times, you will receive an additional letter grade deduction for each additional absence. 

SNOW POLICY
If UK cancels evening classes, I will post an assignment on the BlackBoard web site by Tuesday at 5:00pm for you to complete before the next class session. In other words, we will have a 'virtual' class when we can't meet in person!
Research Readings Bibliography – Select 5 for Critique
EDC 609 – Spring 2009
Dr. Mazur 

Bradshaw, A., Johari, A. (2002). Effects of white space in learning via the web. Journal of Educational Computing Research, 26(2), pp. 191-201.

Brinkerhoff, J., Klein, J., Koroghlanian (2001). Effects of overviews and computer experience on learning from hypertext. Journal of Educational Computing Research, 25(4), pp. 427-440.

Cates, W. (2002). Calculating production ratios fro computer-based multimedia instruction: Descriptive analysis of production data of experienced developers. Journal of Educational Computing Research, 26(2), pp. 109-131.

Gibbon, A.; Robertson, D.; Duffin, J.; Thompson, B. (2001). Effects of administering feedback following extended problem solving. Journal of Educational Computing Research, 25(4), pp. 417-426.

Herrington, J. and Oliver, R. (2000). An instructional design framework for authentic learning environments. Educational Technology Research and Development, 48(3), pp. 23-48.

Hoyles, C., Noss, R., Adamson, R. (2002). Rethinking the microworld idea. Journal of Educational Computing Research, 27(1&2), pp. 29-53.

Jonassen, D. and Hernandez-Serrano, J. (2002). Case-based reasoning and instructional design: Using stories to support problem solving. Educational Technology Research and Development, 50(2), pp. 65-77.

Jones, T. and Richey, R. (2000). Rapid prototyping methodology in action: A developmental study. Educational Technology Research and Development, 48(2), pp. 63-80.

Land, S. (2000). Cognitive requirements for learning with open-ended learning environments. Educational Technology Research and Development, 48(3), pp. 61-78.

Lin, X., Hmelo, C., Kinzer, C., Secules, T. (1999). Designing technology to support reflection. Educational Technology Research and Development, 47(3), pp. 43-62.

Locatis, C. and Al-Nuaim, H. (1999).  Interactive technology and authoring tools: A historical review and analysis. Educational Technology Research and Development, 47(3), pp. 63-75.
Minogue, J. and Jones, M.B. (2006). Haptics in Education: exploring and untapped sensory modality. Review of Education Research, 76(3),  317-348. 
Plass, J. and Salisbury, M. (2002). A living-system design model for web-based knowledge management systems. Educational Technology Research and Development, 50(1), pp. 35-57.

Reed, S.K. and Jazo, L. (2002). Using multiple representations to improve conceptions of average speed.  Journal of Educational Computing Research, 27(1&2), pp. 147-166.

Saye, J.W. and Brush, T. (2002). Scaffolding critical reasoning about history and social issues in multimedia supported learning environments. Educational Technology Research and Development, 50(3), pp. 77-96.

Song, S., and Keller, J. (2001). Effectiveness of motivationally adaptive computer-assisted instruction on the dynamic aspects of motivation. Educational Technology Research and Development, 49(2), pp. 5-12.

Stevenson, I. (2002). Microworlds and direct manipulation environments: The case of Newtonian physics. Journal of Educational Computing Research, 27(1&2), pp. 167-183

Schedule (NOTE: this schedule is subject to change)

	Jan 22
	· Assignment Due:

· Bring in Poorly Designed Object

· In Class
· Learning in Complex Environments (lecture/discussion)

· Activity Theory Perspectives (lecture/discussion)

· Design Teams – Deciding on Projects

· Selecting a Client for our Design Project


	Jan 29
	· Assignment Due
· Multimedia Learning (Mayer) – Sections 1&2

· In Class
· Begin Sketch Up Draft of Poorly Designed Object


	Feb 5
	· In Class
· Begin Sketch Up Draft of Poorly Designed Object
· Selecting/Discussing Class Project
· Reframing classwork after missed ice storm class last week.


	Feb 12
	· Assignment Due:  Multimedia Learning (Mayer) – Sections 1
· Google Sketch-up – In Class

	Feb 19
	· Assignment Due:  Multimedia Learning Section 2 AND Readings Critique #1
· In Class:  Meet with Project Client – Develop project plan and assignments and client contact schedule collaboratively

· Design Team Brainstorming – -

	Feb 26
	· Assignment Due:  Tidwell Chapters 1&2

	Mar  5
	· Assignment Due: Tidwell
· Formative Midterm Exam (on readings/coursework M/C)

· 

	Mar  12
	· Assignment Due:   Readings Critique #2, Tidwell Chapter 3 
· Class Podcast and Discussion Topic on Blackboard

· No F2F class today 

	Mar  19
	      SPRING BREAK FOR UK

	Mar 26
	· Assignment Due: Tidwell Chapter 4 &5 Readings Critique #3
· Design Project Team Work

· 

	April 2
	· Assignment Due:  Readings Critique #4,  “Jigsaw” for Tidwell Chapters 6, 7, & 8

	April 9
	· Design Team Work Day

	April 16
	· Assignment Due:   Readings Critique # 5
· Class Podcast and Discussion Topic on Blackboard

· No F2F class today (Mazur at AERA)

	April 23
	· In Class: Usability Testing

	April 30
	· In Class: Design Debriefing/Testing Modifications

	May 7
	· Assignment Due:  Final Course Project Paper 


Reading Analysis Guidelines                      Name: ________________________

EDC 609 






Article Citation (APA format) _________________________________________

1. Based on the title, what do you think the article is going to be about?

2. Based on the abstract, what do you think the article is going to be about?

3. Analyze the Research Design:

· What are the research questions?

· Is the research behavioral or interpretive?

· What is the sample? Subject pool? 

· What measures/interventions were used? 

· What analysis procedures are used/described?

4. What did the author(s) conclude?

5. Is the conclusion valid, based on the data presented? 

