New York City College of Technology
The City University of New York

School of Technology and Design
Interactive Media Technologies

Course Name
IMT1000 - Technology Skills Lab

Credit Hours
1 Credits, 3 hours (0 lecture, 3 lab)

Pre/Co-requisites
ENG1101

Course Description

This 1-credit Lab consists of a series of workshops that offer supportive training in
current technology and tools. Six workshops are offered each semester for two to three
weeks at a time, including Image Workshop, Time Workshop, Sound Workshop, Control
Workshop, Systems Workshop, and Management Workshop. These workshops cover
applications and tools for digital imaging, video, animation, sound, physical computing,
computer systems, and project management. The faculty-supported, workshop
environment encourages self-learning, which will help students stay relevant in the face
of the rapid technological change.

Projected Head Count
16

Course Goals
* To provide supportive training in industry-standard tools and applications used
for the development of interactive media technologies.
* To provide up-to-date training in rapidly evolving technologies.
* To facilitate and encourage self-learning techniques

Rationale

The rationale for offering this 1-credit Technology Skills Lab stems from instructional
design theories, which suggest that curriculum can be structured in a way that is flexible
and adaptable to ongoing changes in technology. By providing workshops for evolving
technologies, such as computer applications and equipment, more class time can be
devoted to principle-based learning objectives in the core courses. The faculty-supported
Lab encourages students to investigate the technology in a workshop environment that
promotes self-learning. It is proposed that this structure will present the necessary
technology training and problem-solving skills to help the students and the curriculum
stay abreast of technologies as they continue to evolve.
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Instructional Objectives and Assessment

Instructional Objectives: For the
successful completion of this course,
students should be able to:

Assessment: Instructional Activity,
Evaluation Methods and Criteria

Effectively utilize equipment and
applications for the creation of graphics,
animation, audio, and video content.

Portfolio Assessment, a collection of
projects completed in each of the six
workshops, will be used to determine if the
student needs to repeat the lab.

Employ basic markup, scripting and
interactivity languages, electronic and
physical computing controls, using current
protocols and standards.

Portfolio Assessment, a collection of
projects completed in each of the six
workshops, will be used to determine if the
student needs to repeat the lab.

Demonstrate a technical understanding of
the applications, tools, and technologies
presented in each of the six workshops
and explain how they relate to the
collaborative development of interactive
media.

Practical exams are will be used to test
technical skills and practical concepts.

Develop a plan and process for self-
learning of evolving media technologies,
applications and tools.

Peer-to-peer tutoring and learning logs will
be used to determine if students have
developed self-learning and problem-
solving skills and techniques.

Teaching/Learning Methods

* Peer-to-peer tutoring and learning logs to establish self-learning skills and

techniques

* Use of visual and tactile examples and hands-on weekly projects and

experiments
* Laboratory production sessions
* Practical exams

Recommend Supplies
* USB Flash Card.
*  MiniDV Tapes.
e DVD’sand CD’s.
* Digital camera

Grading Policy and Procedure

Grades will be awarded using the standard grading scale, but will be judged based upon
a rubric that takes into consideration effort applied, technical understanding & creative
use of media resources for the completion of various assignments

Grades will be based upon:

10% Participation

70% Projects and experiments
10% Quizzes and practical exams
10% Portfolio assessment
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Attendance: Attendance is required for all classes. If a student misses a class session,

it is the student’s responsibility to make up any work missed. More than 3 absences will

result in an “F” (Failure). TWO LATE ARRIVALS = ONE ABSENCE.

Make-ups: If a student finds they will not be able to present or hand in a project on the
scheduled day, it is the student’s responsibility to notify the instructor PRIOR to that due

date.

Weekly Outline (actual Concept Modules and length will vary)

Week Concept Instructional Objective Instructional Activity and
Modules Assessment

1 Image Workshop Implement I(_aarned Overview of equipment,
technical skills to hni licati
accurately capture digital techniques and. applications
images using a camera in and hands-on, in-class
the studio environment projects.
and in the field.

2 Image Workshop %:ai"’;;%eig dr']?c';tsal Demonstration of equipment,
using curren?incri)ust i techniques and applications
stangard a Iicationrg and hands-on, in-class

bp ' projects.
Practical Exam

3 Time Workshop Implement I(_aarned Overview of equipment,
technical skills to hni licati
accurately capture digital techniques and. applications
video using a camera in and hands-on, in-class
the studio environment projects.
and in the field.

4 Time Workshop g:ireigtfv?dnsoc?nrg%g?te Demonstration of equipment,

rg hics an’d animation techniques and applications
grap ’ . and hands-on, in-class
using current industry- roiects
standard applications and pro) '
sequential imaging Practical Exam
techniques.
5 Sound ’I[?crl)':ﬁircr:];n;lliel}las r?oed Overview of equipment,
Workshop accuratelv capture digital techniques and applications
X 1y cap 9 and hands-on, in-class
audio using a recording roiects
and input device in the pro) '
studio environment and in
the field.
6 Sound uMS'ananCCLﬁi‘;tdilr?étjlssu_dlo Demonstration of equipment,
Workshop stangard a Iicationg techniques and applications
bp ' and hands-on, in-class
projects.
Practical Exam
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Demonstrate an

7 Control understanding of basic Overview of equipment,
Workshop clectronics I;C.Jnc. les techniques and applications
ICS principles. and hands-on, in-class
projects.
8 Control gt;ig::c;e;t Irl]i?::zgz-s Demonstration of equipment,
Workshop lanquages pgnd Iearnéd techniques and applications
gu. ges, . and hands-on, in-class
technical skills to .
. projects.
accurately carryout basic
physical computing Practical Exam
controls and functions.
9 Systems Er?g;?;zt;zﬁ a?he Overview of equipment,
Workshop technical r'n%' les of techniques and applications
ica’ Principies and hands-on, in-class
computation, scripting .
. . projects.
languages, and interactive
communication systems.
10 Systems ng{,ﬂ?ﬁe‘g}g;géve’ Demonstration of equipment,
Workshop environments usin techniques and applications
. 9 and hands-on, in-class
current industry-standard .
L projects.
applications, languages,
and protocols. Practical Exam
11 Management Er?c;g?gtztrr\zﬁ ar;f Overview of equipment,
Workshop administrativg concents techniques and applications
and principles using P and hands-on, in-class
industry-standard projects.
applications.
12 Management ':gqcﬁ:ﬁg:lnéllﬁlzr?fgevelo Demonstration of equipment,
Workshop roiect management P techniques and applications
Pro) _g . and hands-on, in-class
documents, including roiects
schedules, budgets, pro) '
project flowcharts, and Practical Exam
reports.
13 Open Lab Work independently or in Oper) Lab production
teams to produce a sessions
portfolio of all workshop
projects.
14 Open Lab Work independently or in Oper) Lab production
teams to produce a sessions
portfolio of all workshop
projects.
15 Project Portfolio | Confidently present final Portfolio review.
Review portfolio to faculty and
students and critically Team-based critique and
discuss the work of their discussion activities led by
peers. faculty and students.
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