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Description (%) Duration

Presentation | AS1 Presentation 30.0

Essay AS2 Essay (2,500-3,500 words) 70.0

Aims

1. To develop student's understanding of the historical, social and cultural context of
the development of interactive media.

2. To encourage evaluation of the relationship between theoretical context and
interactive media production through dialogue and debate, into research into the
practice of interactive design.
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Learning Outcomes

After completing the module the student should be able to:

1 Demonstrate an understanding of the historical, social and cultural context of
interaction design practice.

2 Demonstrate an ability to evaluate the relevance of contextual issues for the
production of their own and others' interactive media work.

3 Demonstrate the ability to synthesize material from dispersed and distinct sources in

order to support a sustained argument.
Learning Outcomes of Assessments
The assessment item list is assessed via the learning outcomes listed:

Presentation 1

Essay 2 3

Outline Syllabus

Students will be introduced to the dominant themes and issues that relate to the
production of interactive entertainment media. The emphasis will be upon the placing
of digital work within a contextual framework. The syllabus will explore the history of
media and computation (visual culture and information culture) and their
convergence in interaction design. This module will also examine parallels between
'old' and 'new' media forms. The nature of interaction will be examined and will move
beyond a strictly physical definition of the act.

Learning Activities
1. Lectures and presentations.

2. Online material.
3. Group critique.
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Notes

As a discipline in its own right, Interaction design is an evolving field of study; a
synthesis of design, psychology, and technical disciplines that aims to satisfy user

expectations while, at the same time, challenging these expectations.

Successful interaction design practice requires a good understanding of the

relationship between society and technology - the way we live, the way we learn and
the way we work. This module will trace the parallel histories of media (visual
culture) and of computation (information culture) and their convergence in interaction
design. In addition parallels between 'old' and 'new' media forms will be examined.

This module will broaden the student's understanding of the historical, social and

Page 4 of 5



cultural content of interaction design practice. This will be combined with an
exploration of the psychology of the individual to provide an insight into the value of
context in the practice of interaction design.

This module is intended to encourage participation, through dialogue and debate,
into research into the practice of interaction design.

After completing the module students will be better able to evaluate digital media

artefacts to better understanding both their own work and that of others with the
consequence of improved working practice.
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