INTERACTIVE MULTIMEDIA 
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1.  DESCRIPTION

This course addresses concepts, strategies, and techniques of electronic media using Macromedia Director—one of the most established and versatile environments for integrating images, sounds, digital video, and scripting behaviors into diverse multimedia presentations. We will explore notions of “interaction” and “multimedia,” paying particular attention to the ways in which the goals and methods of interactive multimedia differ from those of traditional art forms or film and video.  In addition, we will practice various techniques through hands-on, in-class exercises designed to illustrate weekly main topics and facilitate the completion of fully-realized midterm and final projects.

2.  PREREQUISITES 

Basic Mac and Photoshop skills.  Digital audio and video editing skills are greatly helpful.

3.  TEXTBOOKS

· Director 8 and Lingo Bible.  Nyquist et al.  IDG Books.  Available at Borders, Amazon.com, etc.  Comprehensive reference.

· Various other online readings, as noted throughout syllabus.
4.  PROJECTS

In addition to various in-class exercises and homework assignments, there will be three major projects:  Interactive Narrative, Interactive Installation, and Art Game.  Although there will be opportunities to work on these during class time, students are expected to put in substantial time finishing these projects outside of class.  Projects must be fully-realized solutions to the conceptual and design problems set forth in the assignments.

5.  OUTLINE

Session 1: INTRODUCTION TO DIRECTOR

Goals:  Students will explore the notion of multimedia.  They will become familiar with the fundamental capabilities and metaphors of Director, and its interface.

Discussion:  What is “multimedia?”

Main Topics:  

· What is Director?  

· History and capabilities.  

· Theater metaphor. 

· Stage, cast, and score windows.  

· Sprites.  

· Importing graphics.  

· Text window. 

· Toolbar. 

· Placing cast members on the stage and in the score.  

· Paint window.  

· Sprite channels.  

· Keyframes and Inbetweening

Artist Examples:

Whitney Museum “Data Dynamics” artists

www.whitney.org/datadynamics 

Exercises:  

· Students will create a short movie where a piece of text changes colors. 

· Students will create graphics in the paint window and animate them using keyframes.

· Homework:

· Create a movie with 5 simple animations, each depicting a notable event in your life.

· Create your images in the paint window.

· Incorporate an animated text title for each scene.

· Leave 20 empty frames at the beginning of the project (before the 1st scene), and 10-20 empty frames between each scene.

· Reading: Simon Penny - From A to D and Back Again: The Emerging Aesthetics of Interactive Art.

http://www.ace.uci.edu/penny/texts/AtoD.html
Session 2: NAVIGATION

Goals:  Students will explore notions of hypertext and “navigation.”  Students will create a movie with several scenes, and learn how to navigate among them using basic lingo scripts and markers. Students will use transitions, the tempo channel, and imported graphics.  Students will start preproduction on their project using flowcharts.

Discussion:  Hypertext and non-linear storytelling.

Main Topics:  

· Non-linear playback.

· Tempo channel – “wait for mouse click.”  

· Transitions.  

· Lingo events and handlers.

· “Go to the frame.” 

· Markers.  

· “On MouseUp.”

· Bitmap vs. Vector graphics.

· Photoshop and importing graphics.

· Project design, preproduction, flowcharts, and project parameters.

Artist Examples:

Oncotype interactive videos

www.oncotype.de
Exercises:

· Students will add pauses and transitions to their homework project

· Students will add non-linear navigation to the project using lingo scripts and markers.

Homework:

Part I:

· Continuing with the project we did for homework last time, and used in class, create an intro/table of contents/menu page at the beginning of the project.

· Make 5 text cast members for the titles of each scene.

· Give each one a script to take it to the appropriate marker when clicked.

· Create a “home” button.

· Add it to each of the 5 scenes.

· Give it a script to make it go to marker “intro” (don’t forget to add that marker!).

· Make sure it all works!

Part II:

· Come up with a concept for first project (Interactive Narrative).

· Make a flowchart that depicts the navigation among the various sections of the project.

Reading:  David Rokeby - Transforming Mirrors: Subjectivity and Control In Interactive Media.

http://homepage.mac.com/davidrokeby/mirrors.html

Session 3:  INTERACTIVITY

Goals:  Students will discuss the notion of “interactivity” and learn design principles for interactive controls.  They will create a multi-state button using behaviors.

Discussion: What is “interactivity” and what kinds of interaction are appropriate to multimedia?

Main Topics:  

· Interactive elements - “buttons.”  

· Dividing up the screen and score.  

· Indicating “clickability.”  

· Rollovers and sounds.  

· Behaviors.  

· Vector shapes.

Artist Examples:

Natalie Bookchin – The Intruder
www.action-tank.org 

 Exercises:

· Students will design multi-state button graphics in photoshop.

· Students will import button graphics into director and attach interactive and navigation behaviors.

Homework:  

· Using in-class exercise project, add a “back to start” control.  Use the “jump back” behavior.

· In Photoshop, design the layout of the navigational controls for your own project.  Create prototype “look” of a sample page.

Session 4:  AUDIO AND VIDEO

Goals:  Students will incorporate sounds and quicktime videos into their projects.

Discussion: What constitutes an immersive experience?

Main Topics: 

· Types of sound content in multimedia.

· Audio file formats. 

· Sound sources.

· Putting sounds in the score.

· Looping.

· Recording sounds directly into Director.

· Digital video formats.

· External linking.

· “Direct-to-stage.” 

Artist Examples:

Jey Malaiperuman – Sound Toys
http://www.sas.mdx.ac.uk/first.html

Exercises:

· Students will add looped and continuous sounds to a project

· Students will import a quicktime clip and use a tempo control to ensure the whole video has time to play.

Homework:  Find/create audio and video clips for first project.

Session 5:  DESIGNING FOR YOUR AUDIENCE

Goals:  Students will explore design strategies for various multimedia applications. Students will learn techniques for optimizing Director projects for low-end computers.  Class will troubleshoot projects-in-process.

Discussion:  “Structured but flexible pathways: design strategies for interactive multimedia.”

Main Topics: 

· Limitations of low-end computers

· Deciding “minimum configuration.” 

· Optimizing graphics, audio, and video.

Artist Examples:

Rhizome alternative interfaces

www.rhizome.org/interfaces 

Exercises:  Class will troubleshoot first projects.

Homework:  Finish projects!

Session 6:  CRITIQUE

Group critique of Interactive Narrative projects.

Session 7:  ANIMATION TECHNIQUES & COLLABORATION

Goals:  Students will learn advanced animation techniques in Director.  Students will explore methods for integrating Flash content into Director projects.  Students will examine strategies for collaborative authoring of Director projects.

Discussion:  What are models of collaborative art-making, and how can roles be distributed in a multimedia production?

Main Topics:

· Film Loops.

· Onion skinning.

· Registration points.

· Real Time and Step Recording.

· Custom Cursors. 

· Working with Flash content.  

· Strategies for working collaboratively in director.

· Managing multiple casts and movies.

Artist Examples:

Critical Art Ensemble

http://www.critical-art.net/
Exercises:

· Students will create an animated sequence using onion skinning, registration points, and film loops

· Students will experiment with real time and step recording with tweening

· Students will create a custom cursor

· Students will create a graphic in Flash, and integrate it into the Director piece

· Students, working in small groups, will design an animated sequence to be completed outside of class.

Homework:  Working collaboratively in your groups, complete the animated sequence using the techniques covered in class.

Session 8:  FUNDAMENTALS OF LINGO PROGRAMMING

Goals:  Students will explore basic concepts of programming.  Class will examine the possibilities of using Director in interactive installations.

Discussion:  What is the nature of Installation art?  What models of interaction are appropriate to installation?

Main Topics:

· Behaviors review

· Lingo syntax

· Events and handlers

· Variables – global and local

· Operators

· Conditional Statements

Artist Examples:

Tiffany Holmes – Nosce Te Ipsum 

www.artic.edu/~tholme 

Exercises: 

· Students will create their own handlers responding to various user events.

· Students will create a series of interconnected behaviors that check a variable, perform an operation on it, and respond to its state using if-then statements.
Homework:

Part I:

· Create a Director project that plays a series of sounds and animations in response to particular key presses.

· Keep track of how many times each key has been pressed.  When each sequence has been triggered 10 times, end the interaction and present a “game over” screen.

Part II:

· Create a written, 1 page proposal for the Interactive Installation project.

· Come to class prepared to present your proposal and start working on it.

Reading: Myron Krueger Live.

http://www.ctheory.net/text_file.asp?pick=328

Session 9:  GETTING INPUTS FROM THE WORLD

Goals:  Students will learn to use audio input, video cameras, and other kinds of sensors to trigger events in Director.

Discussion:  Seeing, hearing, feeling – how can user interaction be extended beyond the mouse and keyboard?

Main Topics:

· Extending the functionality of Director with Xtras

· Listening to live audio with GetSoundIn

· Tracking video input with TrackThemColors

· Using analog inputs and sensors with the EZIO board

Artist Examples:

Camille Utterbach

www.camilleutterbach.com
Exercises:

· Students will experiment with audio and video input as a means of controlling Director projects.

· Students will use sensors, potentiometers, and other analog electronics to generate events using EZIO

Homework:

· Finish Interactive Installation project

Session 10  CRITIQUE

Group critique of Interactive Installation projects.

Reading: Mark Tribe and Alex Galloway - Net Games Now

http://rhizome.org/thread.rhiz?thread=1795&text=2632#2632

Session 11  GAMES AS ART

Goals:  Students will explore various types of computer games, and examine the notion of “Art Games.”  Students will learn Lingo programming techniques for controlling and tracking sprite movements.

Discussion:  How can computer games function as Art?

Main Topics:

· Different models of computer gaming

· Programming with repeat loops

· Sprite properties – the locH and locV

· Animating with operations

· Sprite intersection

· Screen boundaries

· puppetSounds

Artist Examples:

Mass MOCA Game Show

www.massmoca.org/visual_arts/#gameshow 

Exercises:

· Students will create a simple “gamelet” where they control and track the movement of sprites

Homework:

Part I:

· Choose an online game from the list.  Spend some time thoroughly playing it.  Prepare a short presentation to the class on how it works, both technically and conceptually.  Does it suceed as an Art Game?

Part II:

· Create a design for you own Art Game project. Write a one page proposal to present to the class.

Sesson 12:  WORKING WITH TEXT

Goals:  Students will learn techniques for dealing with text in Lingo.  Students will learn to create custom menus and MIAWs (movies in a window).

Discussion:  Student presentations of Art Games.

Main Topics:

· Text cast members vs. Fields.

· Concatenation.

· Lists and Databases.

· Custom Menus.

· MIAWs.

Exercises:

· Students will create a “personality test” that takes user input of text and generates a profile about the user by combining their responses with text in a database.

· Students will add program controls to a custom menu.

· Students will build a control panel in a MIAW for controlling volume playback.

Homework:

· Build a “mad libs” game. 

· Put the questions in one window and the results in a separate window.

· Add a menu to start and reset the game.

Session 13:  PUBLISHING

Goals:  Students will export projects as projectors, Shockwave, and Quicktime movies. Students will learn techniques for optimizing Director projects for the Web.

Discussion:  What venues are available for the presentation and distribution of interactive multimedia artworks?

Main Topics:
· Projectors.

· Cross platform considerations.

· Embedding fonts.

· Making sure all media is bundled.

· Quicktime export and its limitations.

· Shockwave.

· FTP/web directories review.

· NetLingo.  

· Preloading and Streaming.

· Shockwave audio.

Artist Examples:

SFMOMA – 010101: Art In Technological Times

010101.sfmoma.org/ 

Exercises:

· Students will publish their projects as Projectors.

· Students will export Quicktime movies of their projects.

· Students will publish their projects as Shockwave on the Web, using preloading and streaming

Homework:

· Finish Art Game project.

· Prepare CD-R with all class projects to turn in.

Session 14:  CRITIQUE

Group Critique of Art Game projects.

Turn in all projects on CD-R.
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