DM6145 Information Technology and Creative Practices

Critical Objective   

Learn history, terminology and processes associated with digital media, 
information technology and other related fields of endeavor.

You will learn to use a digital media project / product anatomy model that 
is useful for analyzing and planning digital media projects / products!
Explanation

Listen carefully to stories about the process of making digital media

and you will generally hear that the project and product success or 

failure hinged upon the degree to which all of the factors and 

relationships were well managed.

Paying careful attention to the wide variety of factors in a project 

and the relationships among them can help you plan successful 

digital media projects with a lower probability of being blindsided 

by factors you were not watching.

Beware! Bringing together the traditionally “creative” fields and process 

of art and design with information technology fields may lead to great

benefits and innovation, but it can also lead to great conflicts as well.

Main Course Topics
D-Media Projects & Products (General Anatomy)

   Content, Subjects (Physics, Art, Business etc.)

   Genres (Ed., Games, Photo., Video/Cinema)

   [Note similarity of “genres” to NEU DM Program]

Technologies (Media, Digital Media, Info. Tech.)

Cultures (Arts, Design, Science, Engineering etc.)

Creative Practices (Creativity Thinking)

Processes (Design, Production, Implementation)
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Each Area Impacts Others!

Audience/Community

Education
Message or Content Museum
Substantive Entertainment

Media Formats Business etc.

Hear=Sound/Audio & See=Visual/Graphic
Multimodal, Motion=Video/Cinema, Gaming
Touch= Haptic & Smell/Taste=Olfactory

Channel or Media
Technological

Source or People
Organizational

Subject Interface Systems

Individuals

Matter Experts,

Content Org.

Administrators
Technology Org.

Media Org.

Creator/User Characteristics
Individuals — Communication Skills, Attitudes, Knowledge
Groups — Social System & Culture.
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