2

[image: image1.png]:Fﬂ.]. MMC 4712 ADV. INTERACTIVE MULTIMEDIA -3 G 573 TTh 26320 1« AT 414« FTLAUDEROALE
g PROF JOEY BARGSTEN « barge@iau.cd + 54.762.5260  OFFICEAT 822 + OFFICE HOURS-TWTh 9AM-10:30




S  Y  L  L  A  B  U  S  
OVERVIEW
MMC 4712—ADVANCED INTERACTIVE MULTIMEDIA (3 Cr. hr.) is an expansion of the principles of interactive multimedia presented in MMD 3711, Interactive Multimedia. Class projects explore the potential of interactive media to communicate, express, and challenge cultural ideas. The course seeks to consolidate critical, technical, and design skills. 

Advanced Interactive Multimedia extends techniques and ideas from previous multimedia courses. We'll review and expand our technical skills, and focus our production on the use of interactive media in live presentation, as we investigate new and experimental ways of mixing a variety of media (animated web media, Quartz Compositions, video, slideshows, digital sound). We will also explore motion-responsive visuals and sound projects using mobile devices. As a special bonus, this class will participate in a public performance by mEDIA eXPERImENTAL eNSEMBLE (meme™) later in the semester.
If you have not taken MMD 3711, or if you have not had extensive experience with scripting or visual programming, don’t freak out! We will be reviewing everything from the beginning, but taking a different approach than we did in 3711. Likewise, we will start working with Quartz assuming no previous experience with that environment.

In the critical and aesthetic realm, you should have a good working understanding of major art and cultural movements of the 19th, 20th and 21st centuries. Of particular relevance to this course are the various experimental movements of (primarily) the 20th Century (Dada, Futurism, Lettrisme, Situationists, Fluxus, etc.).  Again, additional resources are available online to help bring you up to speed in various topics, and I encourage you to make initial investigations of topics on Wikipedia and other online resources like Project Gutenberg and ubu.com.
Your assignments will include sets of mixable media files, roughly every other week:
•
An interactive composition created in Quartz Composer.
•
A set of audio applications (synthesizer, sampler, and sequencer) for use in live mixes, created in PureData.
•
An intervention object for use in short videofeedback demo.

•
A set of video clips for use in extended live visual mixing.

•
Participation in a public performance 

•
A final in-class performative project in which you will present your own interactive media jam.

ASSIGNMENTS, GRADING, EXPECTATIONS

	
	Assignment 1 – Quartz Composition 
	15%

	
	Assignment 2 – PureData Audio Apps
	15%

	
	Assignment 3 – Intervention Object, Videofeedback Demo
	15%

	 
	Assignment 4 — Video Clips
	15%

	
	Final Project: In-Class Jam (Performative Event)

	20%

	
	Participation (public event)
	10%

	
	Attendance
	10%


Assignments grades are based on the quality of work and timeliness of assignment submission. All projects need to be finished before the start of the class in which they are due and any assignments turned in after the class is over are considered late (5% off the assignment grade)

Ten percent of your grade will be your class attendance. You are expected to attend all classes for the full duration of the class. 

GRADE SCALE, EVALUATION CRITERIA

	A Range
(90-100)
	Exceeds Expectations in ALL areas. Conceptual: Concepts engaging, thorough, related to class theme/topic, and coherent; Original thinking, moves beyond assignment bounds, experiments, takes work to a high level; Design: Well thought through design, innovative, inventive, consistent design elements; Presentation and Style: Careful attention to detail, 100% complete, technically superior, no errors in spelling, compression, graphics, presentation, stays within exercise limits, hands in assignment in the manner requested by professor (i.e. posts to web and turned in locally before class due), and exceeds goals of exercise.

	B range
(80-89)
	Conceptual: Complete assignments with originality, related to class theme/topic; Design: Mostly clear design and interaction, some problems with design and interface; Presentation and Style: Shows technical knowledge, but may have one or two technical glitches, meets goals of exercise, stays within exercise limits, hands in assignment in the manner requested.

	C range
(70-79)
	Conceptual: Unoriginal or common sense thinking, only somewhat related to class theme/topic; Design: Inconsistencies in design, lack of attention to detail; Presentation and Style: lack of thoroughness, does not meet goals of exercise, structural and technical problems, spelling errors, does not hand in assignment in manner requested.

	D range
(65-69)
	Falls below expectations in most categories. Minimal effort expended on the work.



	F
(64 – less)
	Fails to meet requirements of Assignment/Not turned in on time



	*All work turned in for this class must be created for this class alone No assignments from previous courses can be accepted, and “joint” assignments completed for more than one class are not acceptable unless prior written arrangements are made between the student and both professors involved. Failure to comply with this expectation will result in a failing grade.


Disability Policy Statement
In compliance with the Americans with Disabilities Act (ADA), students who require special accommodation due to a disability to properly execute coursework must register with the Office for Students with Disabilities (OSD)— in Boca Raton, SU 133 (561-297-3880); in Davie, MOD 1 (954-236-1222); in Jupiter, SR 117 (561-799-8585); or at the Treasure Coast, CO 128 (772-873-3305) – and follow all OSD procedures.

Honor Code Policy Statement

Students at Florida Atlantic University are expected to maintain the highest ethical standards. Academic dishonesty is considered a serious breach of these ethical standards, because it interferes with the university mission to provide a high quality education in which no student enjoys an unfair advantage over any other. Academic dishonesty is also destructive of the university community, which is grounded in a system of mutual trust and places high value on personal integrity and individual responsibility. Harsh penalties are associated with academic dishonesty. For more information, see the Code of Academic Integrity in the University Regulations at http://www.fau.edu/regulations/chapter4/ 4.001_Code_of_Academic_Integrity.pdf.
CLASS TIME

Class time will generally alternate between Lecture/Discussion and Production/Studio. Since class time is short compared to most other production courses, we will not always be able to use the time for production. You should expect to spend between 3 and 5 hours per week (minimum) to produce your work in other labs or at home. And please try to get notes from other students if you miss a class—it’s easy to get behind, especially when we’re dealing with code.

During Lecture/Discussion portion, monitors and smartphones should be turned OFF.

COURSE SITE – http://fau4930.pbworks.com
This is a wiki site  - you will be creating your own project page, and linking it “YOUR PAGES” on the wiki. In addition, you can comment on any other page of the wiki and add your own links to your comments. 
TURNING IN ASSIGNMENTS
We use Dropbox for turning in assignments. You’ll need to register at Dropbox.com, and you get 2GB of free space. You’ll also be invited to join a folder for this course via email. In that folder will be an area for uploading your assignments. You should ALWAYS copy your latest work to your Dropbox folder (it takes the place of a thumbdrive, but it won’t get lost or crash).
You MUST include your initials somewhere in the file name for EACH FILE you turn in (Example, sound01_JB.aif, BG01_JB.swf, etc.). You’ll be given NAMING CONVENTIONS YOU MUST FOLLOW for each assignment.
TEXTBOOKS - Suggested 
The following texts are not required, but may be useful resources:
· VJ Art and Visual Culture by Michael Faulkner, a.k.a. D-Fuse. A great resource, a potential coffee table book! Also available online if you can’t afford it (Google Books, but many edges are cut off and the text is small and blurry).
· Learning Quartz Composer, by Graham Robinson and Surya Buchwald (Addison-Wesely, Pearson Education, 2012). 
· Form + Code in Design, Art, and Architecture: A Guide to Computational Aesthetics, edited by Casey Rease, Chandler McWilliams, and LUST. Princeton Architectural Press: New York
· Experimental Media Voodoo™ by yours truly. Free .pdf files online.
An abundance of media resources – books, online materials, DVDs –can be found on the COURSE RESOURCES page of the wiki site, including a set of online tutorials for PureData (Floss Manuals). Relevant readings/viewings will be assigned as needed throughout the semester.
COURSE SCHEDULE OVERVIEW 
	WEEK 1 
	Jan 10
                      
Jan 12
	Course Overview. Performative Media: Frameworks. Introduction to Quartz Composer
Quartz Composer: Primitives

	WEEK II
	Jan 17
Jan 19
	Media and Live Inputs
Video Synthesis and DataMosh

	WEEK III
	Jan 24      

Jan 26
	Studio Day –  working on Quartz Composition
Quartz Composition Due (Assignment 1). Class show.

	WEEK IV
	Jan 31


Feb 2
	Audio Review: Texture Types for Live Performance, Mixing. Solo events. Introduction to PureData.
PureData programming and workflow (synthesizer). 

	WEEK V
	Feb 7
Feb 9
	PureData programming and workflow (sampler). 

PureData programming and workflow (sequencer).

	WEEK VI
	Feb 14
Feb 16
	Audio Clips Due (Assignment 2). Class show. 

History of Video Feedback, techniques and possibilities. Sketching out your Interventional Object.

	WEEK VII
	Feb 21 

Feb 23
	Additional file types: Animated GIFs, 3D objects, etc.

Intervention Object and Feedback Demos (Assignment 3). Class show.

	WEEK VIII
	Feb 28

Mar 1
	Live Visualism Software and Hardware (Bring Laptops). NuVJ possibilities and limitations.
More on NuVJ. Considering performative roles.

	WEEK IX
	Mar 3- 11
	SPRING BREAK – no classes

	WEEK X
	Mar 13



Mar 15
	Text: The Final Frontier. Integrating text and verbal forms into a performative media environment. Spoken word, poetry slam, word jazz, text flarfing, sound poetry, voice-overs, sprechstimme, text-based improvisational forms.

Preparing video clips for Live Visualism: Sources, content, and file formats.

	WEEK XI
	Mar 20

Mar 22
	Structure: building and organizing sets. Performance and graphic notation systems. 

Historical contexts, contemporary examples 

	WEEK XII
	Mar 27

Mar 29
	Alternative software, hardware, controllers: visual.

Alternative software, hardware, controllers: audio.

	WEEK XIII
	April 3
April 5
	In-class rehearsal/production 
In-class rehearsal/production

	WEEK XIV

	April 10
April 12
April 13
April 14
	In-class rehearsal/production
In-class rehearsal/production
Participation: Rehearsal (Miami, evening)
Participation: Performance (Miami, evening)

	WEEK XV
	April 17
April 19
	Performance debrief. Preparing for your final project

Final Project: In-class rehearsal/production

	WEEK XVI
	April 24
April 26
	Final Project: In-class rehearsal/production

FINAL EXAMS – NO CLASS, but optional studio time

	FINALS
	May 1 (1:15)
	PRESENT FINAL PROJECTS (In-Class Performance)


