NORTHEASTERN UNIVERSITY DIGITAL MEDIA PROGRAM
DM3245 Information Technology and Creative Practices

Tuesdays 7:45-9:45, September 12 – December 5, 2006


Professor: Mary Hopper, Ph.D.

Phone: (617) 868-7157 
Email: mehopper@theworld.com
COURSE DESCRIPTION
Information technology (IT) is forming a powerful alliance with arts and design to establish the existing new domain of information technology and creative practices (ITCP). The result is an astonishing variety of significant cultural and economic forms ranging from innovative product designs to interactive art installations. This course explores interdisciplinary methodologies that promote creativity and stimulate innovative thinking. Case studies will be used and emphasis will be placed on the design, planning and implementation of innovative prototypes.

BOOKS AND READINGS
Required Books and Reading Materials

There will be specific readings marked in the syllabus as required readings. 

Other Recommended Readings and Resources

There will also be a number of recommended books, articles and web sites introduced during class.

COURSE METHOD
The course will be carried out using a variety of educational approaches, including lecture/discussion, small group and team exercises, case studies, invited speakers and student presentations. 

GOAL AND OBJECTIVES

Overall Goal

Apply the powerful methodologies of the emerging field of Information Technology and Creative Practices (ITCP) to the design, planning and implementation of innovative prototypes across a wide range of creative domains.

Specific Objectives

( Learn history, terminology and processes associated with media, digital media, IT and other 

    closely related fields of endeavor.
( Practice interdisciplinary processes that promote creativity and stimulate innovative thinking. 

( Explain the forces that shape the converged and complex information technology arena today.
( Discuss how collaborations of artists, designers, and information technologists can be established.

( Explore the different processes used for the design, planning and implementation across a 

    range of digital media genres. 

( Analyze a range of cases that illustrate the results of alliances between information technology 

    and specific creative areas. 

( Apply ITCP processes to design, plan and construct complex, powerful innovative prototypes 

    in a team-based context.

COURSE POLICIES

Attendance, Participation and In-Class Activities 

Attendance, completion of assignments before class, and participation in class activities is mandatory.  You must contribute to class discussions and activities in order to receive credit for class participation.   You should also read required readings and visit required web sites in order to contribute to discussions.  

If you miss class time, you will be responsible for work you missed.  In addition, you will be required to complete a separate make-up assignment to receive credit for participation during the time you missed.
Written Work
All hard copy submitted assignments must be type-written. No late work will be accepted.
Academic Integrity

Northeastern University is committed to the principles of intellectual honesty and integrity.  All members of the community are expected to maintain complete honesty in all academic work, presenting only that which is their own work in tests and assignments. If you have any questions regarding the proper attribution of the work of others, contact your professor prior to submitting the work for evaluation.
ASSESSMENT





Attendance, Participation (10% of grade – 10 points)
In-Class Exercises (6 x 5% = 30% of grade – 30 points)

Case Analysis (20% of grade – 20 points)

Select a product or project and explore the process that was used to make it, 

then write a case analysis and share your findings in an informal presentation.
Reading Report, Three Options (20% of grade – 20 points) 
1. Read and review a book on a specific topic related to the content of this class.  

    Write a five page reflection paper on the major concepts explored in the book,

    and also describe how the book relates to topics discussed in this class.

2. Research a specific digital media related topic not covered in depth in class. 

    Find at least five separate articles that you find interesting and worthwhile. 

    Take time to find relevant articles. They should show the breadth of the topic. 

    Write a five page reaction and reflection, NOT SUMMARY about the articles.  

3. Create a collection of 15 useful websites on a specific aspect of digital media. 

    They must be distinctly different sites rather than sections of the same site.  

    Write a single page abstract describing what you chose to research and why, 

    and then write a short paragraph description for each of the sites.  

    Turn in a paper formatted as an annotated bibliography.
Team Project (20% of grade – 20 points)
The end of this course will be dedicated to teams of students working on 
projects that embody perspectives and processes learned during the course.

Further Information on assignments will be provided in separate handouts.
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TENTATIVE COURSE SCHEDULE
	Weeks   Dates
	Topics / Activities & Assignments

	Week 1  09.12.06 
	Introductions

	
	Goal:  Apply the powerful methodologies of the emerging field of Information Technology and Creative Practices (ITCP) to the design, planning and implementation of innovative prototypes across a wide range of creative domains.

Objective: Know basic history, terminology and processes associated with media, digital media, information technology and other closely related fields of endeavor.

Required Readings/Resources:

William J. Mitchell, W.J., Inouye, A. &Blumenthal, M. S. et. al. (Eds.) (2001). Beyond Productivity: Information Technology, Innovation, and Creativity. The National Academies Press.

http://darwin.nap.edu/html/beyond_productivity/ 
[Note: ONLY “Chapter 1” is a required reading.]

Explore “Media” links in Wikipedia. Specifically review the following: Mass Media, Multimedia, E-Media, Computer Media, Media (arts)  http://en.wikipedia.org/wiki/media
Recommended Readings/Resources:

View Star Wars, Minority Report, LotR, Harry Potter, others of interest.

Explore 2nd Life &/or Active Worlds, EQ, Myst others of interest.

Wardrip-Fruin, N. and N. Montfort, Eds. (2003). The New Media Reader. Cambridge, MIT Press.
http://www.newmediareader.com/
William J. Mitchell, W.J., Inouye, A. &Blumenthal, M. S. et. al. (Eds.) (2001). Beyond Productivity: Information Technology, Innovation, and Creativity. The National Academies Press.

http://darwin.nap.edu/html/beyond_productivity/
Activities:

Welcome & Introductions 
Course Overview 

Syllabus Review & Assignment Preview



	Week 2   09.19.06
	Creativity

	
	Objective: Practice processes that promote creativity and stimulate innovative thinking. 

Required Readings/Resources: 

William J. Mitchell, W.J., Inouye, A. &Blumenthal, M. S. et. al. (Eds.) (2001). Beyond Productivity: Information Technology, Innovation, and Creativity. The National Academies Press.

http://darwin.nap.edu/html/beyond_productivity/ 
[Note: Only “Chapter 1” is a required reading.]

Recommended Readings/Resources:

Csikszentmihalyi, Mihaly (1996). Creativity: Flow and the Psychology of Discovery and Invention. New York: Harper Perennial. 

Huey, N. (2000). Teaching Creativity. Unpublished Master of Arts dissertation. The University of Texas at Austin. http://www.ciadvertising.org/studies/reports/future/nathan.html
William J. Mitchell, W.J., Inouye, A. &Blumenthal, M. S. et. al. (Eds.) (2001). Beyond Productivity: Information Technology, Innovation, and Creativity. The National Academies Press.

http://darwin.nap.edu/html/beyond_productivity/ 
[Note: “Chapter 2 Creativity” Highly recommended]

Activities:

Creativity Practices, Lecture & Discussion

In-Class Creativity Exercise (5% = 5% of grade – 5 points)

Case Study Assignment, Introduction

	Week 3  09.26.06
	Technologies

	
	Objective:  Explain the forces that shape the converged and complex information technology arena today.
Required Readings/Resources: 

Review “Media” links in Wikipedia. Specifically review the following: Mass Media, Multimedia, E-Media, Computer Media, Media (arts)

http://en.wikipedia.org/wiki/media
Recommended Readings/Resources:

Brand, S. (1988). The Media Lab: Inventing the Future at MIT. New York: Viking Penguin Books,
New Media Consortium (2006) The Horizon Report.

http://www.nmc.org/pdf/2006_Horizon_Report.pdf
Wardrip-Fruin, N. and N. Montfort, Eds. (2003). The New Media Reader. Cambridge, MIT Press. http://www.newmediareader.com/
[Note: List of most recommended will be distributed in class.]

Activities: Technologies Lecture & Discussion
In-Class Technologies Exercise (5% = 5% of grade – 5 points)



	Week 4  10.03.06
	Cultures

	
	Objective: Discuss how collaborations of artists, designers, and information technologists can open up new domains of art and design practice and enable new types of works?
Required Readings/Resources: 

Brockman, John (1991). The Third Culture.  The Edge.

http://www.edge.org/3rd_culture/
Recommended Readings/Resources:

Wiliams, F. (2003). Life Imitates Art.  The Age.

http://www.theage.com.au/articles/2003/07/30/1059480391896.html
Activities: Cultures Lecture & Discussion


	
	In-Class Cultures Exercise (5% = 5% of grade – 5 points)



	Week 5  10.10.06
	Processes

	
	Objective: Explore the different processes used for the design, planning and implementation across a range of digital media genres. 

Activities: Processes Lecture & Discussion


	
	In-Class Processes Exercise (5% = 5% of grade – 5 points)



	Week 6  10.17.06
	Projects & Products, Teams 

	
	Objective:  Apply ITCP processes to design, plan and construct complex, powerful innovative prototypes in a team-based context.

Activities: Teams & Projects Lecture & Discussion


	
	In-Class Team Exercise, Part 1 (5% = 5% of grade – 5 points)

Introduction & Planning


	Weeks   Dates
	Topics / Activities & Assignments

	Week 7  10.24.06
	Projects & Products, Project Management 

	
	Objective:  Apply ITCP processes to design, plan and construct complex, powerful innovative prototypes in a team-based context. (Continued)

Activities: Reading Report Assignment, Review/Reminder


	
	In-Class Team Exercise, Part 2 (5% = 5% of grade – 5 points)

Completion & Presentation

	Week 8  10.31.06
	Projects & Products, Cases Studies

	
	Objective:  Analyze a range of cases that illustrate the results of alliances between information technology and specific creative areas. 

Activities: Welcome & Setup

Case Study, Write-up & Presentation (20% of grade – 20 points)



	
	Show & Tell: Come prepared to share one or more fun projects or products, easter eggs, events etc. with your classmates.



	Week 9  11.07.06
	Projects & Products, Real Examples #1

	
	Required Readings/Resources: (TBA)
Recommended Readings/Resources: (TBA)
Activities: Speaker (TBA)


	
	Team Project, Introduction 



	Week 10  11.14.06
	Projects & Products, Real Examples #2

	
	Required Readings/Resources: (TBA)
Recommended Readings/Resources: (TBA)
Activities: Speaker (TBA)


	
	Team Project, Meeting


	No Class 11.21.06
	Have a GREAT break!

	Week 11 11.28.06
	Projects & Products, Readings & Resources

	
	Welcome & Setup

Reading, Write-up & Presentation (20% of grade – 20 points) 


	Week 12 12.05.06
	Projects & Products, Conclusions!

	
	Team Project, Presentation (10% of grade – 10 points)

Premieres, Release Party



	Week 13
	Finishing Up!

	
	Team Project, Report (10% of grade – 10 points)

Turn in Final Team Project Write-up

Have a wonderful holiday season!
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