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1 The Book

1.0 Overview

More and more colleges and universities are offering undergraduate courses in
multimedia and hypermedia.  Initially these courses appeared in highly technical
departments, far removed from the visionaries and communication theorists
speculating on the forms this new media could and ought to take.

At the same time, software tools such as Director have improved substantially. Highly
technical approaches to teaching multimedia have given way to concerns of effective
communication and aesthetic design principles.  As the new media forms have
evolved, the more lofty theories began to trickle down to everyday makers of
multimedia and hypermedia.  Theory and practice converged.

1.1 Brief Description

Until now there has not been an introductory text that adequately represents this
convergence of theory and practice in terms undergraduates and ordinary people can
understand and apply.  In multimedia the opportunities for new users are
tremendous, for they often have the time and resources at their schools to play with
the possibilities of new media, a luxury working professionals seldom have.
Breakthrough products will come from such students when they are given support
materials that attend to the theoretical and technical convergence common, everyday
terms.  Students need to be challenged to go beyond templates and formulas with a
sense of adventure and boldness.  They need to have a textbook that is more than a
how-to guide through a difficult interface with an admittedly steep learning curve.   I
am proposing to write such a textbook.

This textbook will be short and to the point, avoiding the high-sounding language of
theory while still attending to complex ideas and key concepts.  My purpose in writing
such a text is to open the world of multimedia to the masses in such a way as not to
pander uncritically to their initial enthusiasm.  Rather, I want to challenge these new
users of the newly accessible multimedia software to push the field forward
themselves.  I want them to be empowered by the new tools for greater creative
expression, for more employment and market opportunities still to come, and for a
less passive outlook on the persuasive effects of flashy media forms.  My approach
will be personable and direct, with a touch of humor.  Chapters on design and theory
will alternate with more technical advice on the complexities of Director, in order to
bring skills in both areas along hand in hand.

1.2 Outstanding Features

Several of the outstanding features of the text will capitalize on the convergence of
theory and practice in terms that students can try out right away. Most important will
be an understanding of an overarching metaphor (detailed in the sample Chapter
Three enclosed in this packet) that brings the nonlinear nature of hypermedia
structure into immediate practical application. Metaphors are also a central part of
Director, necessary to understanding the program.  To enter into this textbook, then,
will be to enter the world of metaphor and analogy as a vehicle for understanding
multimedia.  Outstanding features are listed below:

•  Short chapters with a clear focal point in each and one or two aspects of
   multimedia design highlighted.
•  An overarching metaphor for understanding hypermedia theory.
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•  An overview of industrial, commercial, and educational applications of
   multimedia, its current limitations, and projections for the future.
•  Creative and humorous examples to illustrate interface design, to function as a
   trigger that will help students break free from existing templates and
   preconceptions.
•  Clear exposition of major features of Director Academic and Working
  Strategies to make the learning curve manageable and rewarding.
•  Generous visual illustrations of difficult concepts and maneuvers.

1.3 Pedagogical Features

The primary unique pedagogical feature of this text is its attention to Working
Strategies or in some cases, several alternative Working Strategies.  (This feature is
illustrated in the sample Chapter Seven enclosed in this packet.) Pedagogical
features are listed below.

•  As dictated by content, each chapter will contain sidebar Working Strategies,
   many contributed from working professionals, set off from the primary text and
   illustrations by screened gray boxes, consistently applied throughout.

•  Each chapter will open with a boldface Objective which will make explicit the
   purpose of the text and illustrations that follow.

•  One Director Movie will be undertaken per chapter (beyond the introductory
   material) to facilitate and complement the instructor’s assignments. Some of the
   more complex chapters will build on movies created previously.

•  Because Lingo is the most difficult and counter-intuitive part of working with
   Director, each chapter (beyond the introductory material) will contain near the
   end a short Lingo Drill on the chapter theme and one or two templates students
   can type in and put to use immediately.

•  Following the Lingo Drill, each chapter will end with two brief interactive
   sections to help students reflect on and apply the ideas in that chapter.  The first
   section will be called Ideas for Collaboration, and it will encourage students
   to find connections and work together on their projects, as multimedia
   professionals inevitably must.  The second section will be called Questions for
  Audience Critique, and it will raise critical issues of design in the context of
   the student’s classmates and instructors serving as test users.

•  Finally, some chapters will end with a brief bibliography, called simply
   For Further Reading.

1.4 Supplements

While instructors could test or quiz from the above material, the drill and test approach
is counter to the philosophy of this text and very likely counter-productive to working
with multimedia.  The best tests of students’ skills are the creative works they will
produce, both independently and collaboratively.  The best evaluation of how well
they have done is the audience test-run and classroom social interaction.  Instructors
function best in the role of coaches working over students’ shoulders on terminals, as
part of collaborative teams.

The primary supplementary material to this text will exist on CD-ROM, depending on
whether the publisher chooses to rely on CD-ROM as an alternative to the printed
textbook or as a supplement.  Either way, sample movies, Lingo templates, clip art,
audio, and video will have to be provided, on the instructor’s master CD-ROM version
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for class distribution on a LAN, or at a Web site, or to each user on supplementary
CD-ROMS.  If a library of sample movies beyond the ones used in the primary text is
to be provided, it will have to be collected and assembled by the publisher.  An
instructor’s CD-ROM could also cover issues of lab configuration.

1.5 Level

This text is directed toward an introductory undergraduate audience, probably
sophomore or junior level, computer literate at least with the Macintosh/Windows point
and click interface.  No previous programming ability is assumed, although this text
could find a subsidiary market in a CIS/Data Processing students and users.  But its
primary angle is to put communication and design issues ahead of technical wizardry.
This approach should integrate theory with practice to lead to greater creative
innovation, not necessarily higher level programming ability.  This text could also find
a cross-over market in general interest computer books.

1.6 Class Testing

In preparation for the usual spring courses at Rensselaer in multimedia, I have
gathered a group of students and faculty interested in Director to be the test group
for the text material during the fall semester.  I will test the material on this group over
a period of several months in late October and November.

Furthermore, Rensselaer is in the process of offering a new undergraduate degree
which will dovetail with the development of this text.  Funded starting this next year,
the Institute will be offering its first ever bachelor of arts degree, an innovative
undergraduate program called EMAC, Electronic Music, Arts, and Communication,
which will have a strong electronic studio arts component for more than 50 students.

Rensselaer is on the cutting edge with this interdisciplinary curricular redesign, and I
am deeply involved on several fronts.  First, my doctoral work in multimedia and
computer-assisted pedagogy will play a critical role in the creation of this
undergraduate program.  Second, I have led or pushed my department into various
applications of computer-assisted teaching, and I remain in demand for a wide range
of proposals and projects set forth by the faculty, from running workshops as part of
faculty development grants to working as associate editor on an Encyclopedia of
Cybernetics.  As author of this introductory multimedia text, as well as a pioneer in a
new division of studies, I am well-positioned to create a standard for other developing
programs in this field, thereby shaping the market for this introductory text.

2 My Background

2.1 My Professional Experience

I am a scholar who exemplifies the convergence between visionary theory and
practical skill in a way few others can.  As the field of multimedia enters a watershed
period, vaporware projections about the future will have to make way for high quality,
ground-breaking products in multimedia.  I entered academia from a career as a
working journalist, desktop publisher, and photojournalist.  I come from a background
of making things, of daily visual and verbal communication in various media.  I
acquired my theoretical background second.

Also, I combined experience in visual and verbal expression.  Despite considerable
pressure to specialize in the field of journalism (in a pre-multimedia era), I remain
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equally capable as a word person and a picture person, able to shift gears easily as I
wrote, shot, and designed full page feature story/photo essays.  One can see from
my curriculum vita that I have proven myself as more than competent in both areas.  I
believe I was born for the multimedia revolution, and I will continue to play a role in
the field’s evolution both as a professional maker of multimedia products and as a
teacher looking critically at the effects of those products.

As a Ph.D. student working in an interdisciplinary, fast-developing area, I have not
had the opportunity to teach a course devoted solely to multimedia at the college
level.  I do however conduct various computer workshops in my role as the resident
computer-person for the Department of Language, Literature, and Communication at
Rensselaer Polytechnic.  In my regular teaching assignment, Expository Writing, I
have piloted a two-year project (now with other instructors on board and more signing
on) in a state-of-the-art electronic classroom, incorporating web-based student writing
portfolios and other collaborative software tools.  Two years ago I took the first course
in Director 3.0 offered at Rensselaer, but I had to take it from Don Millard through an
electrical engineering department.

I have been teaching with various media in the classroom since 1990, when I was a
tenure-track instructor of English and Journalism at Valdosta State University for three
years, teaching upper level journalism and photojournalism courses as well as basic
and honors composition.  At Valdosta State I was one of the first instructors to make
full use of the electronic classroom when it went online.  Electronic tools and forums
have had a profound effect on my teaching from the very beginning.  As a journalist
myself, I learned to write in newsrooms on VDTs.  I write quickly and well, and I am
trained to meet deadlines.

2.2 Print and Multimedia Vita

The enclosed vita on the next page will detail further my professional activities.  I
have also included on five floppy disks a self-extracting version of my vita which
contains links to several multimedia projects in progress, including a partial prototype
of my photojournalism portfolio and an experiment in multimedia poetry.  The disks will
require a color Macintosh computer to run the Director Projector.

2.3 Future Writing Plans

My future writing plans following this project are quite definite, as they must be for any
doctoral student firmly committed to finishing her degree.  I am actively presenting
scholarly work at academic conferences, with at least one book chapter in an edited
collection in the pipeline.  While this textbook will delay my candidacy exams for
several months, I am quite far along in my dissertation research, having collected all
the data required to complete the project.  I hope to produce one of the first
dissertations on CD-ROM to be accepted for degree completion at Rensselaer
Polytechnic, thus not only advocating a theoretical line on critical multimedia and
hypermedia, but also illustrating it in practice in the dissertation.

I still have to decide if I am going to accept the position of associate editor for the
Encyclopedia of Cybernetics, a multimedia project planned with David Porush and
Routledge/Thomson.  Part of that decision hinges on whether I write this multimedia
textbook, because they all affect the completion of my dissertation, something I
refuse to delay for very long.

Beyond those immediate goals, my professional plans become more broad and more
ambitious.  I want to continue pushing forward with multimedia, and I have an idea for
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a hyperfiction application I want to create in Director to compete with the Hypercard-
based Storyspace.  I hope to publish a scholarly book and CD-ROM on multimedia
theory based on my dissertation research. I also hope to continue the rewarding work
of teaching at the college level, perhaps in a new academic model, or in new
Departments of Multimedia.  I hope to soon have a role in the creation and shaping
of such departments and curricula.

3 The Competition

3.1 Top Three Books in the Field

To assess the top three books in multimedia, one really has to look in two different
arenas: traditional college publishing imprints and computer trade books. Very few
courses are currently being taught about multimedia even at the introductory level, so
most pioneering instructors are accustomed to working without any support at all.
Most pedagogical support materials in this area are so new that instructors are often
better off compiling articles from the most current trade and scholarly periodicals.  The
field is also very much in a state of dynamic flux, and information in print becomes
dated very quickly.  Several weeks ago the makers of Netscape and Macromedia
announced the intention to incorporate a Director Player into the famous Web
browser, once again changing everything.

This situation certainly presents a great opportunity for marketing an introductory
textbook with an inexpensive version of the best multimedia application on the
market.  Quite simply, the competition is pretty thin.  To assess the traditional
textbook competition, I sent for examination copies of multimedia textbooks from most
of the major presses serving the college market.  Most textbook representatives had
nothing to offer me.  More than one didn’t know what I was talking about when I said
I was teaching a general introductory course in multimedia, using Director.  One
wanted to send me an art text on collaging mixed media onto large canvas displays.
Another wanted to send a book on programming for MIDI.  I gave up when a final
representative offered me a book devoted to programming for desktop video
conferencing.

3.12 College Publishing Imprints

Three texts did look promising, and they have been adopted by several schools. One
is from Van Nostrand.  McGraw-Hill had two titles and the first is already dated
because it is a year old. The other is in second edition by its second year and is
already being adopted by some schools.

Keyes, J. (Ed.) (1994).  The McGraw-Hill Multimedia Handbook.  New York: McGraw-Hill,
Inc.  53 Chapters, no continuous pagination. Hardcover.

This text is a hardcover, 2-inch-thick backpacker’s nightmare.  An edited collection, it
aims to fight technological obsolescence with encyclopedic scope.  While the editor
has assembled a lively and eclectic collection, a paradox seems to live in its pages.  A
number of professionals detail problems of connectivity, hardware and software
considerations, issues of business investment, and multimedia team development
using timelines and impressive-looking flowcharts. However, the screen shots and
actual multimedia products referred to in the text look jagged, rudimentary, and
routine even for pre-Director applications. Beginners in Director can create better-
looking and more innovative screen designs than those spotlighted products which
required fully assembled professional teams and thousands of dollars of development
money.
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This text has a slant toward business applications, and an audience of ready
consumers is portrayed as hungry for multimedia products.  This is not necessarily the
case.  After the initial gee-whiz enthusiasm, an audience weaned on Peter Gabriel
and Myst, not to mention Doom, will demand a great deal more of multimedia
products than this text can envision, in content, creativity, and technical innovation.
The textbook I am proposing will address these issues from the specific perspective of
Director Academic, downplaying hardware advice and how to configure a multimedia
computer system.  I assume my audience will have access to a generically configured
Mac or Windows PC, either in a university lab with a LAN or at home.

Fallenstein Hellman, M. And James, W. R. (1995) The Multimedia Casebook.  New York:
Van Nostrand Reinhold.  459 pages. Softcover. With CD-ROM.

This text is a collection of twelve successful multimedia projects, written by two
journalists drawing on a rich body of research, interviews, and anecdotes to make the
process of multimedia production come alive for students.  The authors look at
games, educational applications, visual reference databases, and informational kiosk
presentations. As a journalist myself, I am seduced by the concrete detail in this
book, as it follows other multimedia developers along as they conceive and create
their projects, as they hit roadblocks and then find ways around them.

Literally, this book reads like a long feature story rather than an instructive, guiding
textbook. While I enjoy good feature writing, I think this text will be most valuable for
student researchers, or as a supplement a professor would place on reserve,
particularly if the introductory multimedia course is hands-on production with Director
Academic.  It also emphasizes larger teams as part and parcel to creating
multimedia, overlooking the good work students can create in more modest
circumstances. This book does not detail specific techniques involved in creating the
12 applications, e.g., does not publish the coding, reveal internal screen shots, etc.
Most illustrations and artwork are journalisticly relevant, all black and white:
environmental portraits of developers and screen shots of sections of products, some
with poor resolution, as if shot off the screen with a regular 35mm camera.

Vaughn, T. (1995)  Multimedia: Making it Work. Second Edition.  New York: Osborne
McGraw-Hill, Inc.  560 pages. Softcover.  With CD-ROM.

Associated with Macromedia, this text appears to be the best of the college textbook
bunch.  Its strength is Vaughn’s personable and engaging writing style which draws in
the reader and doesn’t shy from outspoken opinions (on the issue of patenting
interfaces, for instance).  This book’s broad scope (not specific to any particular
application) and length (560 pages) take it out of the range of direct competition with
the textbook I am proposing.  This book does aim to be a general introduction to
multimedia, hardware and software options, and various media forms, but it provides
primarily an overview, not an excursion into the actual making of multimedia products.

Like the other McGraw-Hill text, this book still considers multimedia an expensive
undertaking best approached by a well-funded team of developers, not a creative
college student or a collaborative team of students burning midnight oil in the
basements of their dormitories. Issues of access to technology are significant here.
By formalizing the steps which determine who is qualified to make multimedia, a text
can send the message that multimedia is a formal profession best conducted by
Important People who have Lots of Money.  But the personal computer is priced to
reach many in the middle class, and with an inexpensive version of Director in the
works, Important People may find Initiates outside the Temple making products which
are just as slick and innovative.  My text will be aimed toward those Initiates.



Boese Prospectus 8

3.13 Computer Trade Books

But to fully assess the competition for an introductory multimedia textbook on
Director, we need also to consider computer trade books which professors could put
to use while they bring in theoretical issues from independent sources.  That strategy
will get a group of students through the initial steps of the learning curve.  I sampled
a wide range of computer trade books on Director, and agree with the
recommendation of the Macromedia User Journal on the best three.  They are:

Clark, C. and Swearingen, L. (1994). Macromedia Director Design Guide. Hayden Books
(Macmillan).  198 pages. Softcover. With CD-ROM.

While this book appears to be directed to a similar purpose as the textbook I am
proposing, even with the word Design in the title, it is not. For the most part this book
attends to Director tips and tricks, or more accurately, show and tell from a collection
of professional products, similar to The Multimedia Casebook above without the
journalistic richness.  This text is also far more specific, with professionals opening up
their Scores and coding, their graphics tricks.  This book stands out from the others in
that it has 4-color printing throughout, on slick, glossy pages.  I don’t envision 4-color
printing as being necessary to this proposal, since most of the illustrations I will
employ will be internal to Director, screen shots of the Score, Cast or Script windows,
for instance.  If I needed color, it will just be for a section on color in screen design,
typography, and new design trends (related to Wired Magazine) in Chapter 9 of my
outline.

If a college instructor were to use this text in an introductory multimedia course, it
would have to be strictly supplemental, as a tangent from the primary aim of the
course.  It is too short and insubstantial (lots of white space and overly generous
illustrations) to be of great help in using Director Academic.  The text I am proposing
will be much more direct and specific in progressively leading the student through
issues of design from inside Director.

Persidsky A., and Kobler, H.  (1995).  Visual Quickstart Guide: Director for Macintosh.
Berkeley, CA: Peachpit Press. 235 pages. Softcover. $18.95.

This book could offer some real competition in its simplicity, the same way simple little
style and usage handbooks are often valued in first year writing courses. It has an
attractive size.  Illustrations are well-used and well-organized.  The book is made to
be thumbed, with gray-screened headings on the page edges and dark square
chapter blocks in the upper right corners.  But this book has been designed as an aid
for people who don’t like to read manuals, to get them up and running. I can
appreciate that, as I am one of them.  It is not a textbook, nor does it contain any
allusions to what one might create in Director, or how one might go about structuring
the content.  Furthermore, this book’s greatest drawback is a Lingo deficiency.  Out of
the 235 pages, Lingo is not addressed until page 205.  As much as I curse Lingo at
times (and I do), without Lingo, Director is a slide show with minimal interactivity.
Revolutions in communication are not going to come from linear slide shows or faux
interactivity.

Bove, T.  and Rhodes, C. (1994).  Official Macromedia Director Studio. New York: Random
House New Media Series. 376 pp. With CD-ROM. $40.00.

Although the Macromedia User Journal is certainly biased in listing the new book by
its executive editors as one of the best (it actually lists the Visual Quickstart Guide
first), I found this book the most valuable of any computer trade book I’ve read, and
my opinion echoes what I’ve heard on the Direct-L Internet List, a high-level forum
for many multimedia professionals.  Given that I have found this book so helpful, I
must make it very clear that I do not see the textbook I am proposing as a mirror of
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Bove and Rhodes’s work in any way.  Within the computer trade market, this book is a
strong step above the Director manual, but it still holds many of the same goals as a
manual--to outline and walk a user through the program.  Users learn what the tools
can do, but they are given no guidance about the design and creation of the actual
multimedia products.

These authors do provide the occasional asides of how they have used the program
over the years, but nothing like the regular sidebar feature I have proposed for
Working Strategies.  Further, the main drawback of this text for the college audience
is chapter length and complexity.  Quite literally, the chapters are far too long and try
to cover too much ground at once.  Given the acknowledged difficulty of Director,
even in its Academic version, I am proposing to keep my chapters short and to the
point, organized around what can be accomplished in a week’s work in say, Tuesday-
Thursday 90-minute periods, one meeting to assimilate the chapter and critique the
previous week’s work, and the second meeting for the production of original
multimedia artifacts in related assignments.  One thing can be assumed as given
about computer-based instruction, especially multimedia work, is that sometimes less
material has to be covered in order to allow students time to engage in a different
style of learning, hands-on terminals.

3.2 This Text in Comparison

The most significant competition for any computer software-based textbook is time.
Clearly all of the books listed above have a short shelf life, one year at best, before
the information inside is dated and professors considering adoption turn to the
freshest edition.  My best recommendation for competing with the element of time is
to write a text which aligns itself with the best and most innovative product on the
market (and with the latest Netscape announcement and recent cross platform
development, Director can certainly claim ascendancy), while at the same time
bringing in broad theoretical issues so that the text can be to some extent timeless
and still be upgraded as the software advances.  With the Director Academic
software release being controlled by Prentice Hall, specific competition in this market
is somewhat controlled by Prentice Hall as well.

4 The Market

4.1 Opportunities

The primary college course using this textbook will be interdisciplinary, or would draw
students from many different departments and majors.  It will also have an appeal as
a general market guidebook too, and could sit halfway between the textbook and
computer trade markets. This text is pitched as a general introduction to multimedia
with Director Academic from both a practical and theoretical standpoint.  While many
of these courses have been offered experimentally in highly technical departments,
as the multimedia tools have improved, the focus has shifted from technical prowess
to strong design and effective and innovative communication forms.  Courses which
continue to be taught in highly technical departments will benefit from this text’s
attention to design and communication issues.  As more and more communication,
journalism, and writing programs advance into new media forms, this text will gain
even wider acceptance.  Also, art programs which place an emphasis on electronic
graphics, animation, video art, and multimedia (and these programs are certain to
proliferate in the next two years) would also use this text.

In short, from the theoretical underpinnings of communication and rhetoric come an
attention to audience, social constructions of technology, and collaboration that will
allow this text to suit the focus of many different departments, many different
disciplines, many different needs.
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And finally, the timing of this project could not be better, given the explosion of
multimedia into the consumer marketplace through the World Wide Web and CD-
ROM.  Potentially the next “killer app” after web browsers (despite the learning curve),
an inexpensive version of Director will find an audience far beyond the academic
market.  Casual users will seize this tool and transform society and education with it.
If our model of schooled learning is changing with the advent of new media forms
from an instructor-centered approach to a learner-centered approach, multimedia
home-users will want more conceptual information in order to go beyond basic
manuals, teaching themselves the theory as well.  That development will also expand
the potential market for this text.

This is a ground-breaking opportunity to establish a foundation in a new and fast-
growing field where the terms have yet to be defined.  Prentice Hall would become a
leader in what will be an entire line of texts covering a range of abilities in multimedia.

4.2 Expectations of Size of Market

When I spoke to Bob Kern at Prentice Hall on the phone, he gave me an estimated
market size from the publisher’s point of view: sales of 5,000 units at $25 per unit.  I
cannot dispute or reinforce this estimate beyond noting the potential of this textbook
to hit big when paired with the release of Director Academic.  In other words, as an
academic teacher and graduate student, I know I was frustrated with the high prices
to get into multimedia, and my own blue collar background makes it painful for me to
spend money on something as intangible as software.  But my career depended on
an investment of time in Director’s learning curve, so I parted with a large hunk of my
student loan to get it.  Access to technology became a form of empowerment for me
after so many years of watching from the outside with my face pressed against the
window.  What happened to me will happen all over the country at state colleges and
universities when large numbers of people find multimedia within reach.  Couple that
with the recent announcement of a Director Player in Netscape and the stock in this
project just went through the roof.  Power to the People.

4.3 Market Research

4.33 Potential Sales

Although I am not a market research firm, I do have a great deal of anecdotal
evidence that indicates to me the potential of this text to sell very well.  Just yesterday
I was speaking to Maureen Kinsella, an assistant professor who has taught electronic
graphics and multimedia in the art departments of Skidmore College and now
Rensselaer.  I told her about this project and she was very excited and wanted the
book “right now.”  “I can think of all kinds of ways I’d use a book like that,” she said.
Kinsella is also on the planning committee for the new Electronic Music Arts and
Communication (EMAC) undergraduate degree at RPI, along with my dissertation
chair, David Porush, who is the head of the EMAC committee.  He is also strongly
encouraging me to write this book even though it is interrupting progress on my
dissertation, because he feels the timing for this textbook is perfect right now.

Among the graduate students at Rensselaer, in a department which pioneered the
field of technical writing, more and more masters students are getting hired to do
multimedia authoring rather than technical writing.  The graphics certificate offered in
the department of Language, Literature, and Communication is one of the most
popular parts of the program.

Recently, I spoke to two Rensselaer alums who are now well-placed in industry, both
working full time in Director and Authorware (one with Anderson Consulting).  One
learned Director along with me, and I taught Director to the other.  They were both
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excited to hear an inexpensive version of Director was coming out, and they felt the
potential for this book was enormous, given recent developments between
Macromedia and Netscape.

4.32 Content-Related Feedback

I have conducted exit interviews with students and the teaching assistant of the
electrical engineering course Multimedia Uses and Applications with Don Millard at
Rensselaer Polytechnic.  Basically I wanted to find out how different elements of the
course worked pedagogically to help me with the organization of this textbook.
Although the course draws an interdisciplinary group of students, in the two years it
has been taught, it has gotten a reputation for being quite challenging and time
consuming.  Both graduate and undergraduate students who took the course often
went on to be well-placed in industry. And Millard himself challenges students
intensely because he knows so much of programming and multimedia.

To summarize my findings, students felt they had gotten a working knowledge of
Director from the course.  One said she had to learn a great deal of Lingo on her
own and wished it had been better explained to her.  I wanted to know to what
degree Lingo was covered. She said the course included scripting navigation points
in the score, fading sound, controlling speed, and piping one movie into another.
Almost all the students expressed disgust at the Lingo Dictionary that was provided in
the lab (one of the program’s manuals).  They were more interested in seeing
examples of Lingo used in a context. From these comments I drew my idea of the
Lingo Drill near the end of each chapter in my proposal.

Students also came away from the course with some sense of theory, even though it
was not directly addressed.  They had come to value showing versus telling as a form
that works well in multimedia.  Some were interested in the fate of transitions, and
wanted to use intermediary links as a preview to help users selectively navigate. I
should mention that many who gave these kind of sophisticated responses were
graduate students who had also taken hypermedia courses in Toolbook and
hypermedia theory through the Department of Language, Literature and
Communication at Rensselaer.

Time was a concern to all the students with whom I spoke.  The course was seen as
a time pit that consumed their lives.  Traffic in the MacLab had increased and
students had to camp out to get terminals.  Their course projects took a great deal of
time and memory space and the MacLab was the only place on campus with
scanners, audio-video hookups, and magneto-optical drives (able to hold 128 mg of
data--good for graphics and sound files).  Unfortunately, on a campus overflowing
with UNIX workstations, the MacLab was the most popular place, with instructors
reserving time and kicking everyone out, and everyday users wanting the word
processors or spreadsheets.  This factor is significant given the overwhelming
preference for Macintosh  for multimedia development despite cross-platform
capabilities.  Colleges and universities will undoubtedly be upgrading Macintosh labs
to accommodate multimedia courses.  Perhaps schools will also need to consider
restricting these spaces to multimedia work to allow for more time needed to complete
projects.

One student even mentioned course scheduling as an issue.  Longer classes one
day a week would better accommodate the kind of sustained concentration Director
requires.  Perhaps the traditional academic semester load is not well suited to the
learning curve either.  Students might benefit from intensive, week-long all-day
courses, like some of the alternative foreign language camps in the summers, or
certain photography or writing workshops held in retreats also.
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I include the results from these interviews here in the interests of developing a
multimedia pedagogy.  Computer trade books will come and go, but multimedia itself
is changing the way we think about teaching and learning, and at the very least we
ought to apply some of these ideas to the way we think about teaching and learning
multimedia.

5 Chapter by Chapter Outline

Foreword
Preface

Chapter 1 Understanding Multi-Media

Objective:  To briefly introduce the key issues in multimedia theory.
Intersections between the theories of Marshall McLuhan and multimedia in
Understanding Media.  Concerns in the face of what television has become.
My most pointed question:  Will multimedia help us think harder and more
critically, or will it dumb us down?  Segue to an overview of the book, an
invitation to read on.  List of selected readings.

Chapter 2 A Pivot Point in History?

Objective: To overview industrial, commercial, and educational applications of
multimedia.  The current job market, projections for the future. Multimedia
Gulches in San Francisco and New York.  Links to the Internet.
Entrepreneurial and employment opportunities. Traditional project
development timelines and different roles and job titles.  Resources. List of
selected readings.

Chapter 3 Going into the Woods

Objective:  To use analogies and exploratory thinking styles as models for
interactive multimedia.  Narrative story of the kids in the woods.  How it applies
to multimedia.  A different model of thinking and learning, pros and cons.
How to keep from boring people to death.  See enclosed sample chapter.

Chapter 4 The Director Metaphors

Objective:  To introduce the metaphors of Director Academic and overview
its features and functions.  A straightforward walkthrough of the program
interface, Stage, Score, Cast, Paint, Text, and Tools, with illustrations.
Working Strategies consider alternatives for placing items on a crowded
screen for optimum working conditions.  Possibilities for using two monitors.

Chapter 5 An Interactive Movie

Objective:  To make your first movie with working buttons.  A simple
walkthrough. Place a button on the Stage. Issue a go to command. Place a
Paint object on the Stage.  Make it into a button with another go to
command.  Make the entire Stage an invisible button.  Link a web of at least
five sites on the Score.  Fill the Stages full of silly buttons with Zen-like
messages. Try to drive the user crazy.  Then don’t ever do that again.
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Chapter 6 What Can Animation Do For You?

Objective:  To introduce rudimentary techniques of animation. This chapter
will indirectly  employ the paint window and palette cycling also. Auto-Animate
and In-Between. Issues of gratuitous animation brought up in the form of a
cartoonish practice movie with funny sounds from clips on CD-ROM.  Lingo
Drill brings puppet sprites.

Chapter 7 The Art of Effective Film Looping

Objective:  To advance to more complex animations without turning the
screen into molasses.  Film loops. We start talking about interface design with
little fanfare. Importing photos and artwork. Controlling file size and resolution.
Working Strategies for common casts, archiving film loops, and keeping track
of the Score with colors.  Lingo Drill addresses preloading castmembers.

Chapter 8 Content vs. Bells and Whistles

Objective:  To learn how to import sound and video, and to know when you
should and shouldn’t do it. Questions about the size of sound files and
QuickTime. Talking heads. How much do they add?  Looping sounds.
Breaking them into chunks to synchronize with animation. Problems with the
Tempo channel. Lingo Drill: running sound through a handler to keep it from
dropping out in transitions, with fade out.

Chapter 9 Design Issues

Objective:  To fine tune the Look and Feel  of your interface.  Storyboards
and planning. Navigation maps. Interface designs. Installing custom palettes.
Issues of consistency, layout and button design. Typefaces and sizes. Color
combinations. Predictable design rules vs. innovative design trends as in
Wired magazine.  How to stay current and avoid looking dated.  Lingo Drill:
Scripting the palette.

Chapter 10 Technical Difficulties

Objective: Managing the complexity and limits without losing your mind.
Memory, file size, and animation speed. Designing for low-end machines.
Tradeoffs to get what you want. Knowing Hollywood can do it better. What to
do when the program acts funny, when the computer crashes or corrupts your
castmembers. End runs around the limits of Director Academic with Lingo
Drill.

Chapter 11 Pushing the Envelope

Objective:  To dance on the limitiations with creative navigation, drama, and
surprise.  Nobody knows all this program can do. When to break the rules.
“That’s what they were expecting us to do!” Limits of current hypermedia and
multimedia interfaces, consumer literacies. The political assumptions of
particular interfaces and navigation styles.  Becoming sensitive to what your
design takes as given about violence, culture, sex, race, class, and other
minority points of view.

Chapter 12 Movies Inside Movies

Objective:  To create a complex collaborative or individual project that has
substantial content, nonlinear navigation, and takes a clearly persuasive
position.  Most significant undertaking of the book, conjunct with an
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instructor’s longer final project, designed to take several weeks. Shallow
introduction to movies in a window (MIAW), a simple walkthough and scripting
drill. The assignment to go with this will be to put several previously made
pieces together, or a collaborative project linking several different students’
pieces together.

Chapter 13 Creating for the Web

Objective:  To learn to tailor Director movies for placement on the World
Wide Web.  Constraints in file size, stage size, streaming from the server.
What to preLoad. Bringing in URLs.  Live buttons out to links?  Lingo Drill:
Text scripting with web data?  This is still in development stages.

Chapter 14 Projectors, Cross-Platform, CD-ROM

Objective:  To prepare your projects for a wider audience.  Classes may jump
up to this chapter if they need to go through the book slower. Projector
basics. Windows file conventions. Need Director for Windows to make the
Player. CD-ROM speed considerations.
Lingo Drill: Xobjects, simple FinderHider.

Chapter 15 Looking Ahead

Objective:  To create a future that you would like to live in. The visionary
chapter. Virtual Reality.  Artificial Intelligence. QuickTime VR.  3D Rendering.
Broadband Net. Something faster than CD-ROMS.  Criticize AT&T “You Will”
campaign.  Gee Whiz technology vs. Critical technology.  What kind of future
are we creating?  Quality of life.  Selected Readings: utopian / dystopian
fiction.

6 Sample Chapters

6.1 Sample Chapter 3, Going into the Woods
See attached segment following page 17.

6.2 Sample Chapter 7, The Art of Effective Film Looping
Attached segment beginning immediately after Chapter 3.
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7 Additional Information

7.1 Completion schedule

According to Bob Kern at Prentice Hall, the publisher is strongly pushing for an
October deadline to begin testing the manuscript on a sample audience. The timing
of the release of Director Academic is clearly the dominant influence here, I believe.
Kern indicated that Prentice Hall would like to have the textbook on the market by
January for spring semester courses.  I have worked at the University of Arkansas
Press, and am aware that most books take longer than that to go through all stages
of editing and production. I believe I can meet the deadline Kern proposed, with the
understanding that an erudite work of high theory cannot be completed under such a
timeline.  However, an introductory textbook which skims the highlights of theory and
the basic elements of a complex piece of software perhaps can be written under such
a time frame.  I am willing to hold myself to an October deadline with an
understanding of these limitations.

7.2 Approximate length

The length of this text is guided by the length of a semester, with roughly a chapter a
week.  I set up the chapters to follow this kind of progression, knowing how instructors
like to bring in their own material, or improvise a syllabus by extending deadlines on
promising projects.  I will strive to keep the chapters short and simple in order to keep
the focus directed at hands-on learning and student productions.  I envision a
moderately slim softcover textbook, about 300 book pages, with generous white
space and illustrations to clarify and break up blocks of text.  I’d like the chapters to
average about 20 book pages each, depending on content.

Kern and I also talked about preparing a hypertextual version of this text in
Authorware to appear on the CD-ROM and in HTML in a secure website.   I am
interested in working on the nonlinear linking of material as well.

7.3 Required art

The primary art for this text comes in the form of screen shots of the internal workings
of Director.  I can make these myself as PICT files.  I can also create elements for the
sample movies students will create, elements which will be collected onto the CD-
ROM.  I believe it is better to provide the initial raw materials to students rather than
make them get bogged down in other applications right away, creating original raw
material and dealing with complex importing protocols.  Later in the semester,
instructors will inevitably have students developing original artwork and other media,
depending on the level of support provided in the working computer labs.

I will look to the publisher to track down permissions from high level multimedia
products to use sample screen shots as art in some of the more theoretical chapters,
although I will be on the lookout for such material also.  I also expect the publisher to
be interested in collecting a library of clip media and demos for the CD-ROM as well.
This is commonly included on all the CD-ROMs of the competing texts I examined
above.  As I mentioned earlier, some flashy 4-color pages will be nice in Chapter 9,
and spot color as a design element throughout will be a welcome addition.  Even the
gray screened boxes of Working Strategies could be screened light blue instead.
However, I don’t see the need for 4-color glossy throughout unless the publisher
really wants to provide a flashy showcase for Director Academic.
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7.4 Manuscript preparation

I understand from my conversation with Kern that to meet the production deadline
above, the author will have to write the manuscript and assemble it according to
production specs in a page layout program.  I do most of my writing and editing in
Microsoft Word 6 on a Macintosh PowerPC, 16 mg RAM (I hope to upgrade to
32 mg this summer), 250 mg hard drive.  When I was more active in desktop
publishing than multimedia, I had current versions of Pagemaker (4.0) and Quark
(3.0), but I’m afraid I haven’t upgraded my software in a while.  If Prentice Hall will
provide me with the version of Quark/Orion that Kern spoke of (supporting hyperlinks
in the newest version), and if some sort of compensation were arranged for my doing
production work for Prentice Hall, I will be happy to convert my text files and line art
into camera ready form in Quark.

7.5 Qualified reviewers

Maureen Nappi, NYU Art Department.
Maureen Kinsella, Rensselaer Polytechnic, IEAR department.
Michael Joyce, Vassar, English Department.
Cynthia Selfe, Michigan Tech, head of Department of Humanities.
Don Millard, Rensselaer Polytechnic, electrical engineering/CEEIM.
David Porush, Rensselaer Polytechnic, head of EMAC planning committee.
Jim Levinger, PixelDance Communications, Marlboro, MA.
Lisa Mason, Microsoft, research division.


