CSCI E11 Spring 2004  Digital Multimedia Art 


Harvard University Extension School • Roy Pardi, Instructor, csci@roypardi.com
Project: Hypermedia For An Audience Of One

Description:
“Hypermedia is defined as the non-sequential linking of information, events, and discrete media - an extension to hypertext that supports linking graphics, sound, and video elements in addition to text elements. The World Wide Web is a partial hypermedia system since is supports graphical hyperlinks and links to sound and video files. New hypermedia systems under development will allow objects in computer videos to be hyperlinked.”

In this project you are asked to create a hypermedia experience for an audience of ONE –for one person whom you wish to communicate with or provide an interactive experience for ( who did you just think of – maybe for that person?). You are strongly encouraged to make this project as personal, extreme and idiosyncratic as you like. No one besides myself and the TAs will see your project unless you choose to share it. You can define “person” in whatever way is meaningful for you. 

The creative, academic and technical requirements for this project are significant and you have three weeks in which to complete it. Much of the work can be done OFF the computer – the planning, design and sketching can be done on paper, with printouts of your images, cut and pasted together in storyboad sequences.

Reading Assignments: (from the book)

Vannevar Bush "As  We May Think" 1945
http://www.artmuseum.net/w2vr/timeline/Bush.html

Ted Nelson Computer Lib / Dream Machines" 1974
http://www.artmuseum.net/w2vr/timeline/Nelson.html 

Alan Kay "Personal Dynamic Media," 1977
http://www.artmuseum.net/w2vr/timeline/Kay.html

The Significance of Linking (on the  web)


http://www.cs.brown.edu/memex/ACM_HypertextTestbed/papers/20.html
Paul H. Lewis, Wendy Hall, Leslie A. Carr, and  David De Roure
Abstract: The link has been central to the idea of hypertext since its inception and continues to enjoy widespread popularity. This paper briefly explores the history of links and draws a distinction between navigation and retrieval in information handling. The value of information content in certain navigation and retrieval tasks is examined and the challenges of extending content-based retrieval and navigation to non-text media are identified. Finally, the goal of more versatile content- and concept-based navigation is discussed.

Steps
1. Do the reading (!)

2. Identify your audience – the person, living or dead, real or imagined, known personally or not – who you will address your work to. Aside from myself and our TAs (Jordan and Sue) no one else will see this project unless you decide to show it – so you can be as personal, oblique or expressive as you like. What kinds of experiences do you want to provide this one person audience? What do you want to say- through the content of the modules – but especially through the links and associations that you make between modulles and sections within modules?

3. Set up a project development schedule with real dates and time estimates

4. Identify any specific skills or scripting issues you need to understand and make provision for this in your schedule.Identify the steps and learning resources you need to develop these skills/resolve these issues.

5. Collect and prepare the assets you are going to work with. There are specific limitations/requirements here.

· At least 10 images – 50k or less each (jpeg format). Prepare each image in an image editing program. Investigate the use of Fireworks for slicing images and adding alpha channels, and then exporting for Director. 

· At least 10 sounds - 100k or less each (mp3 format). Edit and process your sounds in a sound editing program. No complete songs or blanket audio.

· 10 videos  --1 mb or less each (Quicktime or embedded Flash video) Again, edited and processed in an editing program (Quciktime Player allows you to crop, adjust color, etc. if you don’t have home access to something more full featured).

· At least 10 text members (of any length)

· At least 10 MODULES (Director or Flash movies incorporating some or all of the above in each .dir/.fla) All assets must be used but they don’t all have to be used in each MODULE.

6. Devise a naming convention for the module file names :

module_1.dir or module_1.fla

module_2.dir or module_2.fla

etc.

Having consistent naming convention will help you keep track of assets and avoid name conflicts. It is also helpful if you are referring to assets through code- you can do things like:

Go to movie “module_” & random(10)

Import your assets to an external castLib or shared Library. Remember that in Director, Quicktime files are always linked assets – and are never imported – so before you import them into you castLib – create a project directory, add a folder named “video”, put your Quicktime files in it, and then import (link) them into the external castLib.

Directory Structure:
MyProjectFolder:

module _1.dir

module _2.dir

etc.

VIDEO

MyQuicktime_1.mov

etc.

7. Now working itteratively, begin to rough out each module, the navigation architecture and interactive methods. This should be a sketching process where you develop the ideas and implement them in multiple passes, without trying to “finish” any one module.

Establish your links, and your interactive structure and begin to work out the code. You are able to link to movies (.dir/swf) but you are also able to link  to sections within movies:

Go to “dream” of movie “module_1”

Where “dream” is a marker within the movie module_1

Why the requirements? 

Technically:

· To understand how to work with each of these media types in the authoring tool you are using – to control their playback (time based media) and display properties. This can be through score/timeline or scripting, or some combination of the two.

· To think about the architecture of your project and understand how to build separate modules that share the same assets using shared castLibs and Libraries. Also to understand how to script navigating between movies/modules. 

· Interactive Architecture:

· To consider the pathways you are providing to your audience – the branching and levels, the possible recursion or backtracking.

Creatively:

· To think about audience – about who will look at your work, which you are “speaking to” when you make-work. How do you want them to interact with your piece? Presumably you will select someone with whom you wish to communicate or provide an experience for.

· To have a palette of assets to work with as a starting point, and through linking, juxtaposition, and the pathways you make possible, creates a meaningful experience for your audience.

· To work quickly, sketching in each module, reusing assets, restating themes.

· To think about the semiotics of linking: what meaning is being created? What is your intention in making a link? (C.f. similar issues in film editing)

· To explore and devise methods and meanings of linking:

Format:

Flash or Director projector or browser-based formats.

You should publish your project for the delivery mode of your choosing (standalone application or for the web)

Due Date:

April 7, 2004

Delivery Guidelines:

NEW DELIVERY REQUIREMENT: Please include a text file discussing (informally) your project – what you were trying to achieve, and what problems or technical issues you may still be struggling with. This will help us in giving you detailed and constructive feedback.

Your published project along with the Director or  Flash  source file should be uploaded to the class FTP site by midnight of the due date. 

Please follow the project submission guidelines detailed on the class web site:

http://roypardi.com/classes/csci_e11/
You should TEST your project before delivering it!

