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Programme: Bachelor of Interactive Multimedia   Technologies
COURSE DESCRIPTION 

The purpose of this Course is to equip students with the practical skills and theoretical knowledge necessary to effectively design, develop, and deploy interactive media content, leveraging advanced software tools and authoring techniques to create engaging user experiences.
Expected Learning Outcomes:

By the end of this course, the learner should be able to:

1. Utilize advanced coding techniques to develop interactive media projects with enhanced functionality, drawing upon foundational knowledge acquired throughout the course.

2. Apply programming languages and development frameworks to create interactive media content that demonstrates proficiency in coding skills and principles.

3. Integrate various software tools effectively to optimize the development process and enhance the user experience of interactive media projects.

4. Innovate in interactive media authoring by synthesizing advanced coding skills with creative design concepts to produce original and engaging interactive media content.

Pre-requisite

None
Target Audience
1st Year 2nd semester undergraduate students for the bachelors of technology education  
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COURSE CONTENT
Introduction to Multimedia Authoring systems: Multimedia Authoring and Tools, Benefits of Multimedia Authoring systems, Characteristics of Authoring Tools, Multimedia Authoring paradigms, selecting Authoring tools, Multimedia Programming vs Multimedia Authoring
Foundational Coding Techniques: Introduction to coding principles, Programming languages exploration, Basic coding syntax; Advanced Programming Concepts: Implementing advanced techniques, Dynamic content manipulation, Complex functionality development; 
Integration of Software Tools: Utilizing software integration, Version control, External libraries integration; 
Innovative Interactive Media Development: Synthesizing coding with design concepts, Exploring emerging technologies, Fostering creativity; 
Project Planning and Management: Organizing project effectively, Defining goals and milestones, Implementing project strategies; 
User Experience Optimization: User-centered design principles, Usability testing, Iterative refinement; 
Advanced Interactive Media Authoring Techniques: Multimedia integration, Animation implementation, Innovative approaches; Collaboration and Teamwork: Multidisciplinary collaboration, Effective communication, Collaborative methodologies; 
Industry Trends and Best Practices: Analyzing industry trends, understanding technology landscape, Incorporating best practices; Capstone Project and Presentation: Applying knowledge in capstone project, Concept to completion development, Presenting to peers and professionals.
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	MODULE 1:  Introduction to Multimedia Authoring systems


INSTRUCTIONAL HOURS: 4, 5 or 6
Module Overview
Welcome to the first and introductory module of Interactive Multimedia Authoring and programming. In this module you will learn fundamental concepts in Interactive Multimedia Authoring. 
Learning Outcomes
By the end of this module, you will be able to:
1. Define basic Terms used in interactive multimedia Authoring 

2. Distinguish between interactive multimedia programming and interactive multimedia Authoring

3. Apply basic Multimedia authoring tools in creating interactive content.
4. Create an interactive Multimedia PowerPoint presentation for summary of module 1 of the course
    Learning Activities/Task List
1. Read Module Notes 
2. Watch lecture related videos
3. Complete end of module Assignment 
Activity 1: READING MATERIAL 
Introduction to Multimedia Authoring, programming and tools
Before delving into multimedia authoring and programming, it is crucial to understand what multimedia entails

What is multimedia
Multimedia is the use of multiple forms of media to convey information or entertainment. It typically involves combining text, audio, images, video, and interactive elements into a single digital platform or application.  Multimedia is used in many fields, including education, entertainment, communication, game design, and digital art. Some examples of multimedia include:

The Five Important Elements of Multimedia and their Importance

The five elements of multimedia—text, images, audio, video, and interactivity—play crucial roles in creating effective and engaging content. Here’s a breakdown of their importance:

1. Text:
- Communication: Text is essential for conveying information and ideas clearly. It provides context, structure, and detail.
- Accessibility: Text can be easily scanned, searched, and translated, making content more accessible to diverse audiences.

2. Images:
- Visual Appeal: Images attract attention and can enhance the aesthetic quality of multimedia content.
- Illustration: They help illustrate concepts, making complex information easier to understand and remember.

3. Audio:
- Engagement: Audio elements, such as music and narration, can enhance emotional engagement and set the tone of the content.
- Accessibility: Audio can make content more accessible for people with visual impairments or those who prefer auditory learning.

4. Video:
- Storytelling: Video combines visuals and audio, providing a dynamic way to tell stories and present information.
- Demonstration: It is particularly effective for demonstrations, tutorials, and presentations, allowing viewers to see processes in action.

5. Interactivity:
- User Engagement: Interactivity encourages active participation, making the experience more engaging and memorable.
- Personalization: It allows users to tailor their experience, leading to a deeper understanding and retention of information.

Together, these elements create a rich and immersive experience that can engage users on multiple levels, enhancing learning, communication, and entertainment. By effectively integrating these components, creators can cater to various learning styles and preferences, ultimately leading to more effective content delivery.

Multimedia Programming vs Multimedia Authoring

It should be noted that a distinction should be made between Programming and Authoring.

Authoring involves the assembly and bringing together of Multimedia with possibly high-level graphical interface design and some high-level scripting.

Programming involves low level assembly and construction and control of Multimedia and involves real languages like C and Java. 
Later in this course will study Java programming in Quicktime and the Java Media Framework. 
Multimedia Authoring refers to the process of putting together content from different media types such as text, audio, image, animations and video as a single stream of information using Authoring tools and/or Authoring systems. 

The main difference between multimedia authoring tools and multimedia authoring systems is that authoring tools are used to create multimedia presentations, while authoring systems are programs that provide pre-programmed elements for creating multimedia presentations:
· Multimedia authoring tools provide an integrated environment for combining elements like text, audio, video, and animation into interactive presentations. They include editing tools, programming options, and playback options.

· Multimedia authoring systems are software systems that provide pre-programmed elements for developing interactive multimedia presentations. 

Multimedia Authoring tools provide an integrated environment for binding together the different elements of a multimedia production. The authoring tools provides a framework for organizing and editing the components of a multimedia project. Multimedia authoring tools enables the developer to create interactive presentation by combining text, audio, video, graphics and animation.
authoring tool allows users to create digital content, lesson plans, and training material. hence, deploying an authoring tool is essential for teachers, educators, and corporate trainers. 

The features and purpose of multimedia authoring tools vary among software companies. The range of features in multimedia authoring tools vary from basic to advanced. Basic authoring features may include allowing users to add and create quizzes and surveys while advanced Authoring features may include capabilities for screen casting, video editing, and screen recording

Authoring can be described as creating highly interactive applications in which the information can flow in both the directions i.e., from application to user and from user to application. Multimedia authoring tools has helped in creating higher-quality audio and video applications with very little expertise.

Authoring does not require a team of programmers, Instructors, corporate communications, and content specialists with no previous programming experience should be able to learn and use the authoring environment.
An authoring system is a software which has pre-programmed elements for the development of interactive multimedia presentations constituting of text, images, audio, video, animations, and other elements into a cohesive project. 
Benefits of multimedia authoring systems
1. Simplifies development of Multimedia content: By providing themes and templates Multimedia authoring systems make it easy for the content developers to begin everything from scratch

2. Ease of Use by non-technical users: Availability of themes, templates as well as Icon-based, event-driven, visual authoring tools makes multimedia authoring systems Easy to use by Non-Technical Users 

3. Efficient Multimedia Integration: multimedia authoring systems provide features for combining different types of media into a cohesive and interactive experience. Multimedia integration is useful in enhancing storytelling and engaging audiences by appealing to multiple senses
4. Time and Cost Efficiency Faster Development, Reduced Development Costs): Themes and templates eliminate the need to begin everything from scratch hence reducing development time and cost.
5. Consistency and Standardization (Maintaining, Reusable Components): In multimedia authoring tools, themes and templates are used to establish a consistent look and feel the project. This is especially important when developing multiple projects for the same audience

6. Cross-Platform Compatibility: multimedia authoring systems are capable of operating precisely across multiple planforms
7. Can speed up programming: Multimedia authoring tools can speed up programming by allowing users to create digital content without coding. These tools provide a framework for organizing and editing multimedia elements, and often include user-friendly interfaces like drag-and-drop
8. Time gains i.e. accelerated prototyping:  Rapid prototyping is a technique that can be used to quickly create functional models of new software applications or physical products. In multimedia authoring, rapid prototyping can help with:  Visualizing design, Testing and evaluation, gathering user feedback, Creating interactive prototypes
9. The content creation (graphics, text, video, audio, animation) is not affected by choice of authoring system and Scalability for Large Projects

Essential Features of Good Authoring Tools

A good authoring tool should be able to:
a) Integrate text, graphics, video, and audio to create a single multimedia presentation
b) Control interactivity by the use of menus, buttons, hotspots, hot objects etc.
c) Publish as a presentation or a self-running executable; on CD/DVD, Intranet, WWW
d) Be extended through the use of pre-built or externally supplied components, plug-ins.
e) Let you create highly efficient, integrated workflow
f) Have a large user base.
    Multimedia Authoring Paradigms
The authoring paradigm, or authoring metaphor, is the methodology by which the authoring system accomplishes its task. There are various paradigms:
I). Scripting Language: Authoring scripting languages are used to create interactive computer programs, websites, tutorials, and more. The scripting paradigm is an authoring method that is similar to traditional programming.
The scripting language specifies (by filename) multimedia elements, sequencing, hotspots, synchronization, etc. A powerful, object-oriented scripting language is presently available with many authoring systems. In such languages the program editing of elements (still graphics, video, audio, etc.)
Most authoring tools provide visually programmable interface in addition to scripting language.

Examples:
· JavaScript for activepresenter and H5P
· The Apple’s HyperTalk for HyperCard,

· Asymetrix’s OpenScript for ToolBook and

· Lingo scripting language for Macromedia Director

· ActionScript for Macromedia Flash
II). Iconic/Flow Control Tools: Icon-based authoring programs are object-oriented development programs where individual multimedia elements are represented by icons rather than script commands.
use of Graphical Icons as the control features of the authoring package program, simplifies a multimedia project no matter how big the task. The main features of Icon based programs are:

· Icon-based programs are easier to learn than scripting programs:

· Editing individual elements in a presentation requires only clicking on its icon

Representing multimedia elements by icons rather than script commands tends to be the fastest (in development time) authoring style. Such programs are best suited for rapid prototyping and short-development time projects. Many of these tools are also optimized for developing Computer-Based Training (CBT). The core of such programs are the Icon Palette, containing the possible functions/interactions of a program, and the Flow Line, which shows the actual links between the icons. These programs tend to be the slowest at runtime, because each interaction carries with it all of its possible permutations. However, the higher end packages, such as Author ware or IconAuthor, are extremely powerful and suffer least from runtime speed problems.
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· The core of the paradigm is the icon palette. You build a structure and flowchart of events, tasks, and decisions by dragging appropriate icons from icon palette library. These icons are used to represent and include menu choice, graphic images, sounds, computations, video, etc.
· The flow chart graphically depicts the project logic

· Tends to be the speediest in development time. Because of this, they are best suited for rapid prototyping and short-development time projects.

· These tools are useful for story boarding because you can change the sequence of objects, restructure interaction, add objects, by dragging and dropping icons.

III). Card and Page based Tools: They are multimedia authoring systems that organize content into discrete units, such as cards, slides, or pages. These tools allow users to present information in a structured, navigable format where each. card or page represents a section or segment of the content. They are especially useful for creating linear or non-linear presentations, e-learning modules, and interactive stories
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· Well suited for Hypertext applications, and especially suited for navigation intensive applications

· They are best suited for applications where the bulk of the content consist of elements that can be viewed individually

· All objects (including individual graphic elements) to be scripted; organized as objects in a structural framework.

· Many entertainment applications are prototyped in a card/scripting system prior to compiled-language coding.

· Each object may contain programming script that is activated when an event occurs.

IV).      Time Based Authoring Tools
In these authoring systems elements are organized along a time line with resolutions as high as 1/30th second. Sequentially organized graphic frames are played back at a speed set by developer. Other elements, such as audio events, can be triggered at a given time or location in the sequence of events.
a) Are the most popular multimedia authoring tool

b) They are best suited for applications that have a message with beginning and end, animation intensive pages, or synchronized media application

Examples

· Macromedia Director: 

Macromedia Director, now known as Adobe Director, is a multimedia authoring tool used to create presentations, animations, CD-ROMs, and information kiosks: 
· Animation: Director has a variety of tools for creating and adjusting animations. 

· Multimedia support: Director can integrate all types of media, including sound and video. 

· Networking: Director has functions for using common internet protocols, such as ftp, http, and tcp. 

· Lingo: Director's most powerful feature is the Lingo programming language. 

· Rapid prototyping: Director can be used as a rapid prototyping tool, such as for designing the interface of Halo 2. 

· Development: Director can be used as a development tool, such as for creating Food Force. 
· Macromedia Flash

· Can accept both vector and bitmap graphics

· Uses a scripting language called ActionScript which gives greater capability to control the movie.

· Flash is commonly used to create animations, advertisements, to design web-page elements, to add video to web pages, and more recently, to develop Rich Internet Applications. Rich Internet Applications (RIA) are web applications that have the features and functionality of traditional desktop applications. RIA's uses a client side technology which can execute instructions on the client's computer (no need to send every data to the server).

                Flash uses:

· Library: a place where objects that are to be re-used are stored.

· Timeline: used to organize and control a movie content over time.

· Layer: helps to organize contents. Timeline is divided into layers.

· ActionScript: enables interactivity and control of movies

V). Tagging Tools
· Tags in text files (e.g. HTML) to:

· link to pages,

· provide interactivity, and

· Integrate multimedia elements.

· Most of them are displayed in web browsers using plug-ins or the browser itself can understand them.

· This metaphor is the basis of WWW

· It is limited but can be extended by the use of suitable multimedia tags.

                 Examples:

· SGML/HTML

· SMIL (Synchronized Media Integration Language)

· VRML

· 3DML

Selecting Authoring Tools

Every multimedia project has its own underlying structure and purpose. When selecting tools for a multimedia project you need to consider that purpose. Some of the features that you have to take into consideration when selecting authoring tools are:
1) Editing Feature: editing feature for multimedia data especially image and text are often included in authoring tools. The more editors in your authoring system, the less specialized editing tools you need. The editors that come with authoring tools offer only subset of features found in dedicated in editing tool. If you need more capability, still you have to go to dedicated editing tools (e.g. sound editing tools for sound editing).
2) Organizing feature: the organization of media in your project involves navigation diagrams, or flow charts, etc. Some authoring tools provides a visual flowcharting facility. Such features help you for organizing the project. e.g IconAuthor, and AuthorWare use flowcharting and navigation diagram method to organize media.
3) Programming feature: there are different types of programming approach:
a) Visual programming: this is programming using events, icons, and objects. It is done using drag and drop. To include sound in your project, drag and drop it in stage. Advantage: the simplest and easiest authoring process. It is particularly useful for slide show and presentation.
b) Programming with scripting language: Some authoring tool provide very high-level scripting language and interpreted scripting environment. This helps for navigation control and enabling user input.
c) Programming with traditional language such as Basic or C. Some authoring tools provide traditional programming tools like program written in C. We can call these programs to authoring tools.
d) Document development tools
4) Interactivity feature: interactivity offers to the end user of the project to control the content and flow of information. Some of interactivity levels:
a. Simple branching: enables the user to go to any location in the presentation using key press, mouse click, etc.
b. Conditional branching: branching based on if-then decisions
c. Structured branching: support complex programming logic such as nested if-then sub- routines.
5) Performance-tuning features: accomplishing synchronization of multimedia is sometimes difficult because performance varies with different computers. In such cases you need to use authoring tools own scripting language to specify time and sequence on system.
6) Playback feature: easy testing of the project. Testing enables you to debug the system and find out how the user interacts with it.
7) Delivery feature: delivering your project needs building runtime version of the project using authoring tools.
8) Cross platform feature: multimedia projects should be compatible with different platform like Macintosh, Windows, etc.
In this introductory module you are required to use Microsoft power point to create a multimedia presentation for practical activities 
Is PowerPoint an Authoring Tool?

it is common to raise the question, is PowerPoint also considered an authoring tool? 

As we are all clear, PowerPoint is well-known as a tool for presentation. Since it aids in visualization, people utilize its advantage to deliver lessons and training material. 
PowerPoint can be used as a multimedia authoring tool, but it's best for basic needs and slideshows: 

Features

PowerPoint has some multimedia authoring features, such as the ability to combine text, audio, images, and video. 

Use cases

PowerPoint can be used to create pre-recorded courses for students to watch. It can also be used to deliver lessons and training materials. 

Limitations

PowerPoint may not be suitable for more complicated eLearning needs, such as adding quiz questions to videos. It may also be difficult to get people to take your PowerPoint seriously as a genuine piece of eLearning. 

Alternatives

Other multimedia authoring tools include Flash and Director. These tools offer more features than PowerPoint, such as the ability to record your screen, voice, and webcam, and to edit the recording

	 Activity 2: 
	Watching Video on how to create multimedia presenation using power point 
downloading a powerpoint template and creating a summary interractive lesson of module 1


Video 1: how to create Multimedia presentation Using Power point 
Open and follow the video in the link below to learn more about creating multimedia presentation using power point: 
How to Create a Multimedia Presentation in 5 Easy Steps
visit one of the 7 Best No-Sign-up Places to Download Free PowerPoint Templates here.

Download a template from one of the sights and create an interactive presentation summary of module 1 lesson 
NB: You will need the interactive PowerPoint Made in this Module in subsequent Modules 
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	Module 1 Master Quiz 



1. What is multimedia? 
2. What are the five elements of Multimedia and their importance? 
3. What is the difference between Multimedia Authoring and Multimedia Programming

4. What is the difference between Multimedia Authoring tools and Multimedia authoring system

5. What are the benefits of using Multimedia Authoring systems.

6. What are the strengths and weaknesses of power point as a multimedia presentation tool.
REFERENCE LIST AND FURTHER READING
Dragan C (2019), Interactive Multimedia - Multimedia Production and Digital Storytelling, Intechopen Print ISBN 978-1-78923-911-9, online ISBN 978-1-78923-912-6, eBook (PDF) ISBN 978-1-78984-980-6.

T. P., (n.d.). Multimedia. Tutorialspoint. Retrieved December 17, 2024, from https://www.tutorialspoint.com/multimedia/multimedia_introduction.htm
AlA’meri , J. H., & Yousif, S. A. (2024, October 18). Multimedia Authoring and Tools. Retrieved December 17, 2024, from https://uomustansiriyah.edu.iq/media/lectures/6/6_2024_10_19!08_24_29_AM.pdf
	MODULE 2:  FOUNDATIONAL CODING TECHNIQUES 


INSTRUCTIONAL HOURS: 4, 5 or 6
 Module Overview
welcome to the second module of interactive Media Authoring. In this module you will learn foundational coding techniques relevant for interactive multimedia programming. Programming is one of the multimedia authoring paradigms. 
Learning Outcomes
By the end of this module, you will be able to:
1. Explain the difference between programming languages, scripting languages and markup languages.
2. Describe the role of HTML, CSS and JavaScript in multimedia authoring on the web
3. Demonstrate the application of HTML, CSS and JavaScript in multimedia authoring on the web

4. Create a basic web page using HTML and CSS 
    Learning Activities/Task List
1. Read Module Notes 
2. Watch lecture related videos
3. Complete End of Module Quiz
Activity 1: READING MATERIAL 
PROGRAMMING AS A MULTIMEDIA AUTHORING PARADIGM
Programming plays a role in multimedia authoring paradigms through the scripting language paradigm, which is the closest to traditional programming. 

Programming involves low-level assembly, construction, and control of multimedia while authoring involves assembling multimedia with high-level scripting and graphical interface design.
in this module you learn fundamentals of programming and be introduce to basic concepts of JavaScript, HTML and CSS. 
For all practical activities we will use W3Shools tutorials. W3schools has simplified content suitable for beginners in web programming. To test and modify code click on the try it yourself button and it takes you to a test page where you can modify the code before moving it to your preferred code editor. 
Follow this link to access the tutorials. Once on the home page click on Not Sure Where To Begin? Hyperlink for an overview of where to start.
In this course we shall concentrate on the elements that are useful to enable you develop multimedia projects 
Why JavaScript for multimedia?

JavaScript (JS) is a cross-platform, object-oriented programming language used by developers to make web pages interactive. It allows developers to create dynamically updating content, use animations, pop-up menus, clickable buttons, control multimedia, etc. The use of JavaScript can be both on the client-side and server-side. While HTML and CSS languages are used to give structure and style to web pages, JavaScript is used to add interactive elements that engage users. Without JavaScript, 90% of Internet webpages would be static.  
What is a computer program?
A computer is a set of computer understandable instructions or code that directs a computer how to solve a problem or perform a task. The computer understandable instructions are written using a programming or a scripting language. 
What is programming?

The process of writing the computer understandable instructions using a programming language is referred to as programming. For one to engage in programming, they need to understand the programming language to use in the process. 

Why is a programming language?
A programming language is a software used to compose a computer program. It constitutes of a set of notations and rules of combining them in order to write valid computer instructions. The set of notations and the rules guiding their combinations into a valid code is referred to as Syntax of the programming language. The meaning behind the code of a computer program is called the semantics. 
Thus, syntax of a programming language describes which strings of characters comprise a valid program while the semantics of a programming language describes what syntactically valid programs mean and what they do. Programming languages can put into the  the following three categories.
· Machine language: in this language the program is written using binary digits. A program written in machine language does not require any conversion in order to be executed by the computer. 

· Assemble Language: this language uses Pneumonic symbols to write computer code. For code written using assemble language to be executed by a computer it requires conversion to machine language and this is achieved using an assembler
· High level programming Languages: in these languages the normal English language symbols are used to write code. Code written using high level language require to be converted to machine code before in can be executed by the computer. This is achieved using a compiler or and interpreter
· The difference between an interpreter and a compiler is that an interpreter converts source code to machine code as it is typed ane statement at a time while for the compiler the entire source code has to be typed and then converted at once to machine code 

General structure of a computer program

· The ultimate goal of a computer program is to direct the computer hardware on how to solve a problem. This will entail processing of the INPUT VARIABLES to the problem to get an OUTPUT as a solution. 
· Thus, a computer program should be able to accept input, process the input and output a solution as shown below

· [image: image8.bmp]
· A computer program is a list of "instructions" to be "executed" by a computer.

· In a programming language, these programming instructions are called statements.

· statements are composed of:

· Values of variables, Operators to work on the values, Expressions, Keywords, and Comments.

· In most programming languages a program statement is terminated with a semicolon i.e. ; 
· All programming languages therefore should provide the following basic elements:

· Variables: variables are containers for storing data values. All variables should be declared or created before being used in a program.  To create a variable, you must specify the type and assign it a value. Variable types are part of any programming language 
Examples of variables in most programming languages:  
· String - stores text, such as "Hello". String values are surrounded by double quotes

· int - stores integers (whole numbers), without decimals, such as 123 or -123

· float - stores floating point numbers, with decimals, such as 19.99 or -19.99

· char - stores single characters, such as 'a' or 'B'. Char values are surrounded by single quotes

· Boolean - stores values with two states: true or false
· Input and output: every programming language should provide a way to interact with the user that is a way to allow user to enter input variable and a way to display the output results to the user

· Control constructs: every programming language should provide a way to control the flow of the execution of the program statements. The flow of programs execution could be
· Sequential i.e. executing program statements in the sequence they appear on the source code 
· Loop i.e. executing a set of program statements until a given condition is met
e.g

· While count <= 10
· sum = sum + count
· Selection i.e. selecting which program statements to execute upon checking a given condition.

· [image: image9.bmp]Methods of blocking the code: every program should provide a way to put program statements in blocks according the specific tasks the statements are meant to accomplish. This is called Modularizing the program. Modularization techniques include: Subroutines, functions, procedures, classes etc. 
What is a scripting language?
Unlike a programming language a scripting language is an interpreted lightweight programming language. Interpreted means code written using a script language is converted into machine code and executed as it is typed using an interpreter. 
Scripting languages are the ones most commonly used in multimedia authoring. Some multimedia authoring tools and systems already have scripting languages integrated in them.

· In JavaScript programming language, Variables can be declared in 4 ways:
· Automatically: in this method the data is declared when first used as shown below:

x = 5;
y = 6;
z = x + y;
· Using var: 
· Using let

· Using const
More about this later in the introduction to JavaScript section of the module
What is a markup language?
Markup languages are used to define how text and images are presented in digital documents, including multimedia authoring tools: 

A markup language is a set of rules that defines how to structure documents, add formatting, and specify how elements are displayed. Markup languages use tags to indicate and define elements of interest, such as headings, paragraph boundaries, and concepts.  
How is markup language used in multimedia authoring tools?

Multimedia authoring tools provide a framework for organizing and editing multimedia elements in a project. Markup languages can be used to structure and format the text and images in these projects. 

The most common markup language is HyperText Markup Language (HTML), which is used to create web pages. HTML uses tags to indicate the structure of the document, such as headings, paragraphs, and lists.

You need to learn HTML since MOST multimedia projects are deployed on the web. HTML is the starting point of learning how to create a basic web page before adding multimedia effects at an advanced level.

HTML provides several ways to add multimedia content to web pages, including images, audio, and video. Here are some of the HTML multimedia tags that are commonly used: <img> - The <img> tag is used to display images on a web page.
Introduction to HTML

As mentioned earlier we are going to use w3schools tutorial to learn the necessary elements of HTML to enable us start using it for multimedia authoring. HTML uses tags to display content on the web a tag.  HTML tags are keywords present on a web page that define how your web browser must format and display the contents. Here are some tags for handling multimedia:

·  <img> - The <img> tag is used to display images on a web page. 

· <audio> - The <audio> tag is used to embed audio content on a web page. ...

· <video> - The <video> tag is used to embed video content on a web page. ...

· <source> - The <source> tag is used to provide alternative versions of a multimedia element.
Follow this HTML tutorial  for introduction to HTML. 
Read through the introduction of the tutorial and answer the following questions.
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Activity 2 : 
	 Practical on creating a basic web page 


On W3Schools HTML introduction lesson here HTML tutorial  Click on try it yourself button on the example given to access the code editor and edit the code to appear as shown below then click the run button at the top to see the results on the right panel
HTML practical 1:

Edit example on w3schools to appear as below and click run

<!DOCTYPE html>

<html>

<head>

<title> html for multimedia </title>

</head>

<body>

<h1> multimedia tags </h1>

<p>adding multimedia tags </p>

<ol>


<li> Img tag is used to display images on a web page </li>


<li> audio tag is used to embed audio content on a web page</li>


<li>video tag is used to embed video content on a web page</li>


<li> source tag is used to provide alternative versions of a multimedia element</li>

<ol>

</body>

After testing the code on the w3School code editor, copy the code and paste it in an IDE code editor you may use VS code integrated development environment (IDE) or any other code editor. 
An Integrated Development Environment (IDE), is a software application that provides comprehensive facilities to computer programmers for software development. It typically consists of a source code editor, build automation tools, and a debugger, along with various other features to streamline the development process. Common IDEs for web application Programming include: 

Visual Studio Code (VS Code): VS Code is a lightweight yet powerful IDE developed by Microsoft. It has excellent support for HTML, CSS, JavaScript.
WebStorm: WebStorm is a dedicated IDE for web development developed by JetBrains. It provides advanced features specifically tailored for frontend technologies like HTML, CSS, and JavaScript.

Sublime Text: Sublime Text is a lightweight text editor known for its speed and simplicity. While not as feature-rich as some other IDEs, it's highly customizable and supports various programming languages used in web development.

Installing VS Code 

To install Visual Studio Code on your machine, open the link below and follow the instructions provided on the page 

Video 1: Installing vs code and developing a static web page 

vs code installation link
Open and follow the video in the link below to learn more about VS code studio. In the video you will understand how to create static web pages.

Creating First Website in vs code 
Bottom of Form
	Activity 3 : 
	 Adding Formatting to HTML with Cascading stylesheet


CSS is used to define styles for your web pages, including the design, layout and variations in display for different devices and screen sizes.
To learn CSS from basic to advanced use the w3schools CSS tutorial
 For this module we look at introduction, syntax, selectors and how to add CSS to HTML. Read these sections on the tutorial. practice by clicking the TRY IT YOURSELF button on each example then make changes to the code and run it to see the effect on the output pane 

· Listen to 2 minutes Videos on each of the sections 

·  two Minutes video giving an overview of CSS

· two Minutes video on CSS Syntax

· two Minutes video on CSS Selectors
· two Minutes video on how to add CSS to HTML

Using the CSS skills acquired in this section add the following CSS styles to the HTML practical 1 in activity 2

i). Add an internal CSS to change the body background-color to CYAN and the h1 color to RED

ii).  Add an inline CSS to change the color of the ordered list <ol> to BLUE
	Activity 4 : 
	 Adding dynamic effects HTML with JavaScript


In HTML, JavaScript code can be inserted between the opening <script>  and closing </script> tags either at the head element or at the body element. 

The other way to have add effects to the webpage is to create an external javaScript code and call it at the head of the page
JavaScript will help us to transform the HTML page to a web program that can accept user input and display the output on the page. Further JavaScript will allow us to create dynamically updating content, use animations, pop-up menus, clickable buttons, control multimedia, etc.
To learn JavaScriptt from basic to advanced use the w3schools JavaScript tutorial
For this module we look at the sections from introduction to Data types Read these sections on the tutorial. practice by clicking the TRY IT YOURSELF button on each example then make changes to the code and run it to see the effect on the output pane. 
· Listen to 2 minutes Video on introduction to JavaScript
·  two Minutes video giving an introduction to Java Script
· Complete the exercises at the end of each of the other sections
REFERENCE LIST AND FURTHER READING
Duckett, J. (2022). Front-End Back-End Development with HTML, CSS, JavaScript, jQuery, PHP, and MySQL. 1st Edition. ISBN-13: 978-1119813095
Refsnes D (n.d.). HTML Tutorial. W3Schools. Retrieved December 18, 2024, from https://www.w3schools.com/html/default.asp
Refsnes D (n.d.). CSS Tutorial. W3Schools. Retrieved December 18, 2024, from https://www.w3schools.com/css/default.asp
Refsnes D (n.d.). JavaScript Tutorial. W3Schools. Retrieved December 18, 2024, from https://www.w3schools.com/js/default.asp
	MODULE 3:  advanced pogramming concepts for interactive media 


INSTRUCTIONAL HOURS: 4, 5 or 6
 Module Overview

welcome to the Third module of interactive Media Authoring. In this module you will learn advanced coding techniques relevant for interactive multimedia programming. You will learn how to use dynamic HTML (DHTML) for interactive multimedia
Learning Outcomes

By the end of this module, you will be able to:

1. explain the difference between HTML and HTML 5

2. Demonstrate the role of Multimedia elements in HTML5
3. Add multimedia effects to a webpage using HTML5 multimedia elements
4. Create an interactive and animated web pages using Dynamic HyperText Markup Language (DHTML) for multimedia authoring

    Learning Activities/Task List

4. Read Module Notes 

5. Watch lecture related videos

6. Complete practical exercises
Activity 1: READING MATERIAL 
Dynamic hypertext markup language for multimedia authoring

Dynamic HyperText Markup Language (DHTML) is a combination of web technologies that can be used to create interactive and animated web pages for multimedia authoring:

· HTML: Used to structure the webpage

· CSS: Used for styling and layout

· JavaScript: Used for functionality 

DHTML allows developers to create effects that would be otherwise impossible, such as:

· Animating text and images

· Adding a ticker to reload the page after a set amount of time

· Changing the color of text when a user hovers over it

· Changing the content and layout of the page based on the user's location, time of day, security settings, and previous pages viewed
What are the applications of multimedia?

· The typical areas where multimedia include
1. For entertainment purposes - Multimedia marketing may significantly improve the promotion of new items. Both advertising and marketing staff had their doors opened by the economical communication boost provided by multimedia. Flying banner presentations, video transitions, animations, and audio effects are just a few of the components utilized to create a multimedia-based advertisement that appeals to the customer in a brand-new way and encourages the purchase of the goods.
2.  For education purposes - There are currently a lot of educational computer games accessible. Take a look at an illustration of an educational app that plays children's rhymes. In addition to merely repeating rhymes, the youngster may create drawings, scale items up or down, and more. There are many more multimedia products on the market that provide children with a wealth of in-depth knowledge and playing options.
3. For business purposes - There are several commercial uses for multimedia. Multimedia and communication technologies have made it possible for information from international work groups. Today's team members can work remotely and for a variety of businesses. A global workplace will result from this. The following facilities should be supported by the multimedia network:
4. For marketing purposes - Multimedia marketing may significantly improve the promotion of new items. Both advertising and promotion staff had their doors opened by the economical communication boost provided by multimedia. Flying banner presentations, video transitions, animations, and audio effects are just a few of the components utilized to create a multimedia-based advertisement that appeals to the customer in a brand-new way and encourages the purchase of the goods.

Activity2 :  Adding multimedia to the HTML page in Example 1 of module 2

Objective:

To practice the use of multimedia elements in html 5 to add interactive effects to a web page
· Multimedia is the use of text, audio, video, graphics, and animation to convey information in an engaging and dynamic way.
· Follow the W3Schools tutorial on HTML Multimedia
· Download free videos from here https://www.pexels.com/videos/ 
practice by clicking the TRY IT YOURSELF button on each example then make changes to the code and run it to see the effect on the output pane.
Activity3 :  building a simple calculator with dynamic html

Objective:

To practice the use of dynamic html to create an interactive calculator

Tools Required:

· Web browser (e.g., Google Chrome)

· A code editor e.g. NOTEPAD++ or any other
Project Structure

Here’s the structure of the project:

calculator/
├── index.html
├── style.css
└── app.js

Activity Steps:
Follow this link for sample code to complete the project
Step 1: Setting Up the HTML

· The HTML file provides the basic structure of the calculator. We will use a form for the screen and buttons for the numbers and operations.

Step 2: Styling with CSS

· The CSS file styles the calculator to make it visually appealing. We’ll define styles for the calculator container, buttons, and screen.

Step 3: Adding Functionality with JavaScript

· The JavaScript file will add functionality to our calculator, such as handling button clicks and performing calculations.


<html>


<head>


<style>


body


{


background-color:tan;


}


h2


{


text-align:center;


text-decoration:underline;


}


.box


{


background-color:green;


height:300px;


width:250px;


border-radius:10px;


position:relative;


top:80px;


left:40%;


}


.display


{


background-color:red;


width:220px;


position:relative;


left:15px;


top:20px;


height:40px;


}


.display input


{


position:relative;


left:2px;


top:2px;


height:35px;


color:yellow;


background-color:#bccd95;


font-size:21px;


text-align:right;


}


.keys


{


position:relative;


top:15px;


}


.button


{


width:40px;


height:30px;


border:none;


border-radius:8px;


margin-left:17px;


cursor:pointer;


border-top:2px solid transparent;


}


.button.gray


{


color:white;


background-color:#6f6f6f;


border-bottom:black 2px solid;


border-top:2px #6f6f6f solid;


}


.button.pink


{


color:black;


background-color:#ff4561;


border-bottom:black 2px solid;


}


.button.black


{


color:white;


background-color:303030;


border-bottom:black 2px solid;


border-top:2px 303030 solid;


}


.button.orange


{


color:black;


background-color:FF9933;


border-bottom:black 2px solid;


border-top:2px FF9933 solid;


}


.gray:active


{


border-top:black 2px solid;


border-bottom:2px #6f6f6f solid;


}


.pink:active


{


border-top:black 2px solid;


border-bottom:#ff4561 2px solid;


}


.black:active


{


border-top:black 2px solid;


border-bottom:#303030 2px solid;


}


.orange:active


{


border-top:black 2px solid;


border-bottom:FF9933 2px solid;


}


p


{


line-height:10px;


}


</style>


<script>


function c(val)


{


document.getElementById("d").value=val;


}


function v(val)


{


document.getElementById("d").value+=val;


}


function e() 


{ 


try 


{ 


c(eval(document.getElementById("d").value)) 


} 


catch(e) 


{


c('Error') 


} 


}


</script>


</head>


<body>


<h2>Calculator Created by Dr Karume Simon Maina for HTML Class</h2>


<div class="box">


<div class="display"><input type="text" readonly size="18" id="d"></div>


<div class="keys">


<p><input type="button" class="button gray" value="mrc" onclick='c("Created....................")'><input type="button" class="button gray" value="m-" onclick='c("...............by............")'><input type="button" class="button gray" value="m+" onclick='c(".....................Anoop")'><input type="button" class="button pink" value="/" onclick='v("/")'></p>


<p><input type="button" class="button black" value="7" onclick='v("7")'><input type="button" class="button black" value="8" onclick='v("8")'><input type="button" class="button black" value="9" onclick='v("9")'><input type="button" class="button pink" value="*" onclick='v("*")'></p>


<p><input type="button" class="button black" value="4" onclick='v("4")'><input type="button" class="button black" value="5" onclick='v("5")'><input type="button" class="button black" value="6" onclick='v("6")'><input type="button" class="button pink" value="-" onclick='v("-")'></p>


<p><input type="button" class="button black" value="1" onclick='v("1")'><input type="button" class="button black" value="2" onclick='v("2")'><input type="button" class="button black" value="3" onclick='v("3")'><input type="button" class="button pink" value="+" onclick='v("+")'></p>


<p><input type="button" class="button black" value="0" onclick='v("0")'><input type="button" class="button black" value="." onclick='v(".")'><input type="button" class="button black" value="C" onclick='c("")'><input type="button" class="button orange" value="=" onclick='e()'></p>


</div>


</div>


</body>


<!-----Created by Dr simon M Karume Laikipia University------->


</html>

Activity 3: End of Module  Quiz 

1. what is dynamic HTML and what are its features

2. why is dynamic HTML good for multimedia Authoring

REFERENCE LIST AND FURTHER READING
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	MODULE 4:  Integration of multimedia  Software Tools



 INSTRUCTIONAL HOURS: 4, 5 or 6
 Module Overview
Welcome to the third   module of interactive multimedia authoring. In this module you will learn how to integrate different multimedia authoring tools in order to produce a complete output. 
 Learning Outcomes
By the end of this module, you will be able to:
1. Explain the need of integrating various multimedia authoring tools for a complete presentation
2. Discuss various strategies for effective multimedia integration
3. Apply active Presenter Multimedia Authoring tool to integrate other multimedia tools
4. Analyze the interactive multimedia PowerPoint integrated in active presenter   
    Learning Activities/Task List
1. Read Module Notes and additional resources
2. Perform Lab activities
3. Complete concept Assignment
Activity 1: READING MATERIAL 
WHY INTEGRATION OF DIFFERENT TOOLS IS IMPORTANT IN A MULTIMEDIA PROJECT
Multimedia authoring tools are software applications that help users organize and edit multimedia elements to create digital products. Multimedia is the integration of multiple types of content, like text, audio, video, and images, into a single digital platform. By using multimedia authoring tools, users can create rich media content like videos, animations, and simulations. 

Multimedia authoring tools enable creators to bring their visions to life across various digital platforms

Multimedia authoring tools integrate different elements of a multimedia production into a complete presentation. These tools can include: 

· Presentation tools

Such as PowerPoint, Google Slides, and Prezi, these tools allow users to create slideshows with text, images, audio, video, and animation. 

· eLearning authoring software

Such as Adobe Captivate, Articulate Rise, and iSpring Suite, these tools can be used to create courses: 

· Adobe Captivate: A good option for those who are already familiar with other Adobe products. 

· Articulate Rise: A cloud-based tool that allows multiple authors to work on the same course at once. 

· iSpring Suite: A PowerPoint-based tool that is easy to use and affordable, making it a good option for small to medium-sized businesses and educators. 

· SC Training (formerly EdApp)

A learning management system (LMS) with an intuitive multimedia authoring tool for designing professional-looking courses. 

· Web-authoring tools

Such as text editors, CMS, and WYSIWYG editors, these tools help users create websites and online courses. 

Why Does Multimedia Integration Matter In eLearning?

Traditional text-based courses can feel monotonous and struggle to capture learner attention. Integrating multimedia breathes life into eLearning, offering several advantages:

· Increased engagement and learner motivation Multimedia elements like interactive videos and simulations transform learning from passive reading to active participation. This keeps learners engaged and fosters a more positive learning experience.

· Improved knowledge retention And understanding Visuals and audio enhance comprehension of complex concepts. Images, diagrams, and even animations can simplify information and make it easier to remember.

· Cater to different learning styles Not everyone learns the same way. Multimedia provides a variety of learning pathways, catering to visual, auditory, and kinesthetic learners.

· Enhanced accessibility for diverse learners Audio descriptions for visuals and transcripts for audio content make eLearning inclusive for learners with special educational needs.

· Create a more interactive learning experience Interactive elements like quizzes, games, and simulations allow learners to apply knowledge and test their understanding, leading to deeper learning.
Ways of integrating Multimedia authoring Tools

Here are some ways multimedia authoring tools can be integrated into multimedia:

· Create digital products

Multimedia authoring tools can be used to create digital products like presentations, e-books, games, quizzes, and simulations. 

· Organize and edit multimedia elements

Multimedia authoring tools provide a framework for organizing and editing multimedia elements in a project. 

· Create rich media content

Multimedia authoring tools can be used to create rich media content like videos, animations, and simulations. 

· Support multiple media formats

Multimedia authoring tools often support multiple media formats. 

Strategies for effective multimedia integration 
.Here are some strategies for effective multimedia integration:

· Align with learning objectives
Ensure that multimedia elements support the learning goals of the course or module. 

· Create interactive experiences
Use multimedia to create immersive experiences that engage learners. For example, interactive timelines or infographics can be more engaging than static images or text. 

· Prioritize learner interaction
Encourage learners to interact with the multimedia content through quizzes, discussion forums, or drag-and-drop activities. 

· Consider accessibility
Design multimedia content to be accessible on various devices and platforms. 

· Use storytelling techniques
Incorporate narrative elements like characters and plots to create compelling learning experiences. 

· Balance media types
Use a variety of media types, but maintain balance. 

· Use high-quality content
Ensure that the multimedia content is high quality. 

· Use social media
Use social media to facilitate communication and collaboration between learners and instructors. 

· Use collaboration tools
Use online forums and activities to facilitate communication and teamwork among students. 

Introducing ActivePresenter multimedia authoring tool

For practical work in this module we are going to use ActivePreenter. 

· Watch introductory video on Active presenter here
· Download Activepresenter user manual from This link 
ActivePresenter is a free multimedia authoring tool that can integrate with other authoring tools in several ways, including:
· Importing PowerPoint files
You can import existing PowerPoint files into ActivePresenter and add new slides to accompany video recordings. 

· Exporting to HTML5
You can export your project to HTML5 to maintain interactive functions. 

· Uploading to an LMS
You can export your project to a SCORM/xAPI-compliant package and upload it to an LMS. 

· Inserting objects
You can insert a variety of objects into your project, including: 

· 3D models 

· Charts 

· Tables 

· Images 

· Videos 

· Audio 

· YouTube videos 

· Adding interaction objects
You can add interaction objects to your project to respond to users' actions.

Activity 2: Installing ActivePresenter and integrating the powerpoint presentation made in module 1
· Download the latest version of active presenter from HERE
· Follow through the installation process to have the authoring software installed

· Install the free edition 

· To better make use of ActivePresenter, users have to clearly define the group of people that each edition aims to.

· The Free edition is for personal & non-commercial use only. It is suitable when beginners want to try all features in an unlimited time

· Once ActivePresneter Launches you get the following interface

Integrating Powerpoint In Active Presenter

To import a PowerPoint presentation into ActivePresenter, you can do the following:

1. Open ActivePresenter 

2. Select Import PowerPoint from the Start Page 

3. Select the PowerPoint file you want to import 

4. ActivePresenter will create a new project with all of the slides from the PowerPoint presentation 

Once imported, you can edit the slides using ActivePresenter's tools and functions. You can:

· Copy, cut, or delete slides

· Split or merge slides

· Change slide transition effects

· Add interactive objects and quizzes

· Add annotations, animations, and voiceovers 

· You can also watch this video to learn how to import PowerPoint slides into ActivePresenter:

· Follow the steps in the following web page
Why it is important to Import a PowerPoint presentation into ActivePresenter

Importing a PowerPoint presentation into ActivePresenter is important because it allows you to create professional online learning objects by combining PowerPoint slides with screencast or video recordings. You can also edit the imported slides and their content using tools and commands similar to those in PowerPoint. 

Here are some benefits of importing a PowerPoint presentation into ActivePresenter:

· Create interactive eLearning modules
You can add interactive features and quizzes to your PowerPoint presentation to create dynamic eLearning modules. 

· Edit slides
You can edit the slides and their contents, including copying, cutting, deleting, splitting, merging, and changing transition effects. 

· Maintain consistency
The fonts, sizes, and colors of objects in the imported slides will be consistent with those in PowerPoint. 

· Add 3D models
You can import 3D models from PowerPoint to visualize scenes or bring 3D objects into your projects. 

· Use advanced features
ActivePresenter offers advanced features for audio and video, including audio effects, blur, zoom-n-pan, green screen effect, and closed captions. 
Activity 3: End of Module Quiz 
1. Why is it important to integrate multimedia authoring tools and elements
2. What are the different ways of integrating Multimedia Authoring tools

3. Outline the strategies for effective multimedia integration
4. What are the benefits of importing powerpoint to Active presenter as opposed to using powerpoint as a standalone

REFERENCE LIST AND FURTHER READING
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	MODULE 5:  Innovative Interactive Media Development


INSTRUCTIONAL HOURS: 4, 5 or 6
 Module Overview
Welcome to the fourth Module of interactive media Authoring. In this Module you will learn how to innovatively develop interactive media project 
Learning Outcomes
By the end of this module, you will be able to:
1. Explain what interactive media entails 
2. Describe the various elements of Interactive Media
3. Discuss the role of interactive media in enhancing learning 
4. Develop interactive media presentation using ActivePresenter 
    Learning Activities/Task List
1. Read Module Notes 
2. Complete Practical on integration of PowerPoint with Active Presenter
3. Complete concept Assignment:  Quiz 1
Activity 1: Reading Activity
What is interactive Media?
· Interactive media capable of customizing presentation content according to user preferences. it refers to various types of digital media, where the user has the ability to influence the experience, such as the content that they receive. 

· Examples include social media platforms, online quizzes and surveys, many kinds of apps, and video games. The interactivity aspect can involve text, graphics, sound, and video, or any combination of them. 

· Interactive media is meant to engage the user and interact with them in a way that traditional, non-interactive media can't.

· Social media platforms, smartphone apps, and video games are among the most common forms of interactive media today. Television and radio are examples of non-interactive media from an earlier era.

· Interactive media arose through the internet revolution of the 1990s and the advent of improved technology, such as smartphones.

· The uses of interactive media span people's personal and professional lives, from education and job networking to games and other entertainment.

· Interactive media can include podcasts, videos, games, animations, simulations, and web pages. Interactive content can be more engaging than traditional content, and it can help capture and retain users' attention

Characteristics of interactive media
The characteristics of interactive multimedia (IMM) are: 

1) Specific to the Target Group:  it is individualized to a target group whose characteristics have been well researched

2) Specific Objectives: Terminal behavioral objectives are specified as a first step towards the development of IMM. It is followed by developing evaluation tools to assess the learner with reference to these objectives. Defining objectives, thus, ensures reliable learning results. 

3) Content in Small Chunks: IMM presents content in the form of very small steps at a time. IMM proceeds with the next chunk only after assuring comprehension of that concept or information or skill. This step-wise learning helps learner to attain mastery over the content. The content is sequenced using maxims such as from simple to complex, concrete to abstract, examples to rules/concept which help in better conceptualization and comprehension. 

4) Learner–controlled and Adaptive mode: IMM provides optimum control to the learner. It can be designed in such a manner that progressing to the next step, navigation facility, access to sub-modules, selection and speed of multimedia inputs like audio, video, and even the mode of learning (presentation or simulation or drilling) can be controlled by the learner.

5) Interactivity: As a self-instructional strategy, IMM, as the name suggests, is also activity-oriented strategy seeking frequent and unambiguous response from learner at every step. IMM can provide for active response in terms of question-answers, solving quizzes, puzzles as other non-computerised material may provide. Apart from this, IMM can create environment for creative and experiential learning through modelling and simulation mode.

6) Multimedia Elements: Multimedia inputs such as graphics, animations, sounds, video make IMM motivating which arouse and maintain learners’ interest to a great extent. Apart from being interesting, it can be more informative and elaborative. Being a combination of media, IMM becomes self-explanatory and appealing to more than one sense. It can create a virtual world for learners to play, explore and experiment in. Rare and complex experiences such as working with microscopic elements, three-dimensional objects, experiments involving risks, universal objects, complex processes can be made available through IMM.

steps for creating interactive multimedia:

· Define your goals: Consider what you want to achieve with your project, such as educating your audience, increasing sales, or boosting engagement. 

· Identify your audience: Research your target audience to understand what they want and need. 

· Choose a format: Select a format that's appropriate for your goals, audience, and platform. For example, you might use a video or animation to demonstrate a product or service. 

· Plan your content: Outline a storyline and decide which interactive elements to use. 

· Design your interactions: Consider how users will interact with your content. For example, you can create a clickable menu or a quiz. 

· Develop your media: Create your media and test it. 

· Publish and promote: Share your media and promote it. 

· Update and improve: Make updates and improvements to your media. 

Principles Of Interactive Multimedia Design
Modality Principle: Include speech to explain. Use of audio to explain graphics instead of mere on-screen text enhances understanding the visual element. It helps in expanding cognitive resources to simultaneously tap both visual and phonetic memory. 

Redundancy Principle: Use audio to explain an animation sequence rather than on-screen text Learners learn better from animation and narration than from animation, narration and on-screen text. Appearance of on-screen text while the animation is run, distracts learner and thus s/he may ignore the written content. When eyes are engaged viewing animation, it cannot be engaged in reading on-screen text simultaneously. Instead, audio may allow the learner to focus on the animation sequence while listening to the corresponding audio.
Coherence Principle: Adding interesting material can hurt learning. Avoid using unnecessary texts, graphics, animation or sound in IMM only for the sake of making it attractive and decorative. Unrelated, decorative material distracts the learners from the actual learning objective. It not only distracts the learner, but also hinders the process of interpreting and comprehending the content. 

Contiguity Principle: Place corresponding words and graphics near each other. If text and related visuals are placed at separate places, learner needs to utilize its time and energy to search the related graphics. The cognitive efforts of relating corresponding elements are referred to as “extraneous processing”. While understanding the content, learner needs to shuffle between the textual content so as to refer to the graphic. If the content is explained using more than one screen, repeat the graphic element to avoid this shuffling. Even referring to previous graphic should be avoided while discussing a new graphic element. The previous graphic should be repeated again and placed near the new one instead.

Segmentation Principle: People learn better when information is presented in bite-size segments. Break the content into small chunks. Procedures should be broken into separate screens for individual steps. This helps learners to follow instructions one by one. Comprehension of each small chunk also becomes easier in case of knowledge content. 

Practice Principle: Use of practice improves learning Till the learner is actively engaged in the learning process, one cannot guarantee learning. Immediately after the new content is presented, learner should be put in an interactive situation where s/he will respond to the questions, exercises and/or activities. This will ensure comprehension and also allow learner to apply the learned knowledge and skills.
Personalization Principle: Use conversational style. Your material is easier to understand when you address the readers directly. This increases personalization and helps learner to overcome feeling of being isolated. The IMM should create an environment in which the learner would feel interacting with the teacher.
Examples of interactive multimedia in education
· Virtual Reality (VR) and Augmented Reality (AR) Experiences

Incorporating VR and AR in education can significantly enhance student interaction and retention. For instance, ClassVR by Avantis Education provides immersive educational experiences across various subjects, making learning more engaging

Watch video
· Metaverse Classes

Eduverse, also by Avantis Education, offers a safe and secure metaverse environment for students. It allows students to explore immersive virtual worlds.

Watch video
Activity 2: adding inetrractive effects to mudule 1 powerpoint 

presentation imported to ActivePresenter in module 3 
In this activity you will convert the PowerPoint presentation imported to activepresenter to an interactive eLearning module (step 1 and 2 below were completed in Module 1 and 3 respectively)
All the steps of this project can be accessed and followed in the following active presenter tutorial
1. Preparation of module 1 PowerPoint (done in Module 1)
2. Importing Module 1 PowerPoint Presentation to active presenter (Done in Module 3)

3. Conversion of module 1 PowerPoint to Interactive eLearning Module by adding interactivity and exporting to HTML5. 

Please follow the steps given in stage 2 on this active presenter tutorial
Activity 3: Module quiz 
1. Define interactive multimedia in your own words

2. Explain the principles of interactive media design

3. Outline the steps of creating interactive media design

Write True or False. 

a) While designing multimedia, related graphics and words should be places near each other. 

b) It is better to use animation, narration and text rather than animation and narration. 

c) Information in a multimedia be presented in small chunks. 

d) Interactivity in multimedia increases cognitive load. 

e) Too much of graphics or text on screen increases cognitive load. 

f) Dual coding theory support modality principle.
REFERENCE LIST
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	MODULE 6:  Project Planning and Management 


 INSTRUCTIONAL HOURS: 4, 5 or 6
 Module Overview
         Welcome to this fifth module of interactive media Authoring. By the    

          end 
 Learning Outcomes
By the end of this module, you will be able to:
1. Explain various concepts of a project and project management
2. Discuss the stages of multimedia project development.
3. Apply the rapid e-learning Authoring methodology
4. Setup the environment for developing an interactive media e-learning  module.
 Learning Activities/Task List
1. Read Module Notes 
2. Project conceptualization 
3. Setting up project work environment
4. End of Module Quiz
What is a project


From this definition a project should possess the following qualities:

a) It should have a definite start and a definite end for it to be executed within a fixed period of time

b) It should be executed with the given resources i.e. time, money, etc

c) It should consist of several activities/tasks

d) It should result to a unique deliverable (product or service)

e)  It should be properly planned out in advance for it to be successfully executed

f) The project must be controlled to ensure that the desired results are achieved within the constraints of all the resources available

The process of planning and controlling a project so as to ensure a successful outcome is called project management.

Regardless of the nature or size of your project a successful outcome can only be achieved by using sound project management techniques which include project planning and evaluation techniques. Among the most widely used and popular project management techniques are Critical Path Method (CPM), Gantt Charts as well as Programme Evaluation and Review Technique (PERT). In addition since projects are carried out by people, human aspects of project management are also critical for the project success. Table 5.1 presents an example of a project.
Table 5.1:  Example of a multimedia project:

	Project conceptualization 
	Creating an interactive eLearning Module 

	Project tools and methodology
	Screencasting, HTML5 animation creation & Rapid eLearning authoring

	Project feasibility study
	Determine project feasibility with regard to  finances and technology 

	Start time
	Week 6 of the semester

	End time
	Week 12 (6 weeks)

	Project design and production steps
	· Data gathering

· Navigation map structure design

· Media content design

· Interface designing

· Storyboarding

· Integration (multimedia authoring)



	Project management activities
	· Project conceptualization
· Feasibility study in line with project scope
· Project planning 
· Project implementation

	Expected output or deliverable
	· An interactive eLearning module  

	Project Delivery
	· Deploy the interactive Multimedia e-Learning Module as a web based module by exporting to HTML5 


Types of Projects

Projects may be classified into the following two categories 


· Investigative or experimental Projects (scientific process project)

· Design Projects (engineering design projects) e.g. the interactive multimedia project

Investigative or Experimental Project:

This type of project is the most common type of research project. It involves an investigative scientific inquiry where the researcher uses the scientific method to propose and test a hypothesis. The scientific process of conducting a project involves coming up with a research question, formulating hypothesis and attempting to find an answer by making observations and conducting experiments to test the hypothesis. After accepting or rejecting the hypothesis, the researcher draws conclusions about what he/she observed. The steps of the scientific investigation are enumerated below: 

Implementation of these steps follows each other with steps c, d and e being implemented iteratively.

Examples of scientific inquiry project in computing field: 

a) Determining effect of programming languages on algorithm efficiency

Hypothesis:

H1: A program written using a purely functional language is more efficient than one written using imperative language 

 H0: A program written using a purely functional language is not as efficient as one written using imperative language 

This project will involve programming the same algorithm using the two categories of languages and then executing the programs on the same computer to determine the efficiency

b) Determine the effect of programmer experience on algorithm efficiency 

Hypothesis:

H1: A program developed by an experienced programmer is more efficient than one developed by a less experienced programmer 

 H0: A program developed by an experienced programmer is not necessarily more efficient than one developed by a less experienced programmer

The hypothesis stated here are rather general it would be appropriate to define experience and use the determined criteria to categorize programmers e.g. in terms of number of systems developed and level of system complexity. Once this is determined the programmers can then be given a problem to solve by coming up with an algorithm and then implementing it using a uniform language.  Programs efficiency can then be determined by executing the developed programs on the same platform.

Design Projects (development of artifacts e.g. interactive Multimedia projects are in this category)

A design project involves production of a product to solve a problem encountered in real world. A design project follows an engineering process that constitutes of a series of a steps followed by engineers to come up with a solution to a problem. Often the solution involves designing a product such as a machine or computer program that meets certain criteria and/or accomplishes specific task /s. The steps followed in a design project are usually referred to as the engineering design process steps and they   are enumerated below: 


These steps are often implemented iteratively in which case after design and testing if a problem is identified in the product the developer may go back to an earlier step to make a change or modification to the design.  This process is depicted in figure1.2. It differs from the  scientific method process that involves making observations and conducting experiments. If a project involves designing, building, and testing some product, then the engineering design Process should be followed. 

Often design projects also make use of a scientific Inquiry process before proceeding to use the engineering design process.  


Figure 5.2: implementation of the engineering design process Steps
Project Management

As noted earlier in the module Project management is the planning and control of events that, together, comprise the project.  Project management aims to ensure the effective use of resources and delivery of the project objectives on time and within cost constraints. 

The student is expected to demonstrate that they can apply project management skills in planning and controlling their proposed project so as to produce a quality product within the triple constraints of cost, time and scope. All projects are carried out under these constraints which are commonly referred to as the triple constraint and are often represented using a triangle as shown in figure 5.1 where each constraint forms the vertices, with quality as the central theme.


The connotation of this triangle is that:

· Projects must be delivered within cost

· Projects must be delivered on time

· Projects must meet the agreed scope – no more, no less

· Projects must also meet customer quality requirements

The person undertaking the project (e.g. the student) should bear in mind the following points regarding the triple constraint:

1. Cost: All projects have a finite budget; the customer is willing to spend a certain amount of money for delivery of a new product or service. If the project's cost is reduced, then either the scope will have to be reduced or the time will have to be increased.

2. Time (Schedule): As the saying goes, 'time is money', a commodity that slips away too easily. Projects have a start date and a deadline date for delivery. When the project's time is reduced, then either the scope will have to be reduced or the cost will have to be increased.

3. Scope: Many projects fail on this constraint because the scope of the project is either not fully defined or understood from the start. When a project’s scope is increased, then either cost or time has to be increased.

Often in most projects one of these three constraints may take precedence over the other two e.g. a customer may state that the project must cost no more than a specific amount of money or it must be delivered by a particular date, or it must contain certain features. It is the role of the person managing the project to ensure that a balance between the triple constraints is attained in order to reach a successful conclusion. Any changes impact one or more of the constraints as demonstrated in the following examples:

1. Example One: During a software development project, the customer increases the scope. The client asks that new features be added to the software after learning that a competitor's product will be in direct competition with their own. It is important the product includes these new features if it is to compete successfully.

Impact: The budget and schedule increase as a result of pushing up the final delivery date. More people are added to the project to minimise disruption to the schedule, thereby increasing the project's overall cost. The most important constraint in this case is scope (features of the product).

2. Example Two: During an automotive engineering project, an unexpected budget cut is imposed on the project after the company posts poorer than expected in the 4th quarter financial results.

Impact: Scope is cut, quality is reduced, and the schedule is pushed back so that cheaper resources can be found. The most important constraint in this case is cost (the money the company is willing to spend).

3. Example Three: During a project to create a new mobile phone handset, your customer asks that the launch date be brought forward two weeks to coincide with a major industry show.

Impact: Costs increase as more people are added to meet the new deadline. Some features of the product are removed and put into a Phase 2 release to reduce delivery time and meet the new launch date. The most important constraint in this case is time (project schedule).

In each of these examples, it is the project manager who needs to rebalance the project to meet new constraints and deliver a success for the customer.

SUMMARY OF INETRRACTIVE MULTIMEDIA PROJECT STAGES

Following are the basic stages of multimedia project development. 

1. Project conceptualization: this is the definition of the project. To define the project, it is required for the development team and the clients to do the various meetings and discussions to identify the actual problem. It may be the upgrading of the existing one or the entirely new one. It must satisfy the existing requirements of the customer. 
2. Planning and Costing: In this stage, the analysis of the idea is done which is to be translated into a multimedia project. This idea can be further refined by outlining its messages and objectives. Before starting to develop the multimedia project, it is necessary to plan what writing skills, graphic art, music, video, and other multimedia skills will be required. It is also necessary to estimate the time needed to prepare all elements of multimedia and prepare a budget accordingly. After preparing a budget, a prototype of the concept can be developed.
3. Design and Production: Once the project is taken up for development, the laborious project development cycle starts. Under this stage, the various sub-stages are to be carried out. 

i). Data gathering: this involves understanding the target audience of the project output and coming up with Terminal behavioral objectives 
ii). Navigation map structure design: design the framework of the content and its navigation

iii). Media content design: Develop the content
iv). Interface designing

v).    Storyboarding: An eLearning storyboard is a document that describes the visuals, text and audio elements, interactions, and navigation that will be used in an eLearning course. It helps eLearning developers make use of it as a blueprint for the design of their eLearning course content. integration (multimedia authoring): using a multimedia authoring tool for production
4. Testing

5. Delivery
Activity2: tutorial on rapid elearning content development
Objective: leverage the benefits of rapid e-learning development to complete the interactive multimedia project on time at low cost

Benefits of Rapid eLearning

· Quick development and reduced costs

· Easy updating of course

· New learning strategies

· Enhanced training ROI
Learning resources

1. Listen to the rapid eLearning development video here
2. Go through the activepresenter web notes on tools and techniques for rapid eLearning development  here
 Summarize in your own words the following highlights from the video and web notes
1. What is rapid e-learning development

2. Effective techniques for rapid e-learning development
3. Best Practices for Rapid eLearning Development 

Activity 3: End of Module Quiz 
1. Explain why Studying for a degree program is a project i.e. highlight the elements of a projects in undertaking degree studies 
2. What is project management
3. What is storyboarding In interactive multimedia development project  

4. Search online for free tools / frameworks that may assist you in storyboarding for interactive multimedia development

5. Why would you need a storyboarding template for your project
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	MODULE 7: Project implementation with ActivePresenter


 Learning Outcomes
By the end of this module, you will be able to:
1. Explain how to create a project in ActivePresenter
2.  Demonstrate how to insert objects and interactivity to the Project in active presenter
3. Analyze screen recording and Video editing tools 
4. Deploy the project to a deployment platform 
    Learning Activities/Task List
1. Read Module Notes 
2. Lab Activity 
3. Discussion Quiz
Activity 1: CREATING PROJECT IN ACTIVE PRESENTER
There are four ways to create a project in ActivePresenter

1. Create project from blank

2. Create project from recording screen

3. Create project from recording video
4. Create project from power point files

Follow the step-by-step guide on creating projects here 

Cerate a project from blank and name it Module2 

You may also choose to create power points for module 2 first then create a new project by importing the power point files to Active Presenter

Activity 3: Inserting objects and interactvity to the Project in active presenter

ActivePresenter 9 offers users a dozen of beautiful themes and templates to create consistent visual experiences. Besides, you can make your courses more informative by inserting a variety of visualization objects. For example, 3D Models, Charts, Tables, Images, Videos, Audio, YouTube videos, and so on. You can find them all in the Insert tab. 

Otherwise, adding interaction objects to the projects is a great idea, as well. Those are special objects designed to respond to users’ actions in a predefined manner. Users can interact with these objects by using the mouse button (to click on an area, select checkboxes or radio buttons, etc.), or using keyboards (to press a key or a combination of keys). Applying these objects in your interactive quizzes or courses helps stimulate learners’ interaction. Also, interaction objects help keep track of learners’ activities by assessing their performance. 

Follow this link to learn how to Add and Manage Objects in 

ActivePresenter 9 Responsive Projects

Adding interactivity to the project

Once objects have been inserted, the next thing is to add interactivity 

to the objects 
Working with Events – Actions is an important skill that you nee

To possess if you want to create highly interactive quizzes, courses, or

games in ActivePresenter 9. Utilizing this powerful feature, you can

make objects interactive the way you want.
Follow this link to practice how to Add Interactivity to Courses with Events-Actions in ActivePresenter 9

Activity 3: Recording screen and editing Videos 

How to Record Screen as Video with ActivePresenter 9

To create a video demo? Chances are you need to record your actions on screen and edit videos when finished. All these desires will be addressed with the Record Screen as Video feature in ActivePresenter 9. 
Follow this link to How to Record Screen as Video with ActivePresenter 9

You mastered the technique on how to record screen as video in the previous tutorial. This tutorial continues to show you the ways to edit screen recordings with multiple editing features, from very basic to advanced levels in ActivePresenter 9.
Follow this link to learn How to Edit Screen Recordings in ActivePresenter 9
Activity 4: Exporting project to a deployment platform

After completing a project in ActivePresenter 9, you can export it to many output formats depending on your needs such as image, video, document format, HTML5, and more. This tutorial will show you how to export projects to videos and HTML5
Follow this link to learn How to Export Projects to Videos in ActivePresenter 9

This tutorial will show you how to export projects to HTML5 files in ActivePresenter 9. HTML5 is a web standard enabling learners to view and interact with the content on the browser. It is the best output format for creating interactive simulations and quizzes.
Follow this link to learn How to Export Projects to HTML 5 in ActivePresenter 9

REFERENCE LIST AND FURTHER READING
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	MODULE : 8 User Experience Optimization


 INSTRUCTIONAL HOURS: 4, 5 or 6
 Module Overview
User experience optimization is about understanding how users interact with the Multimedia application and identifying opportunities to improve the user experience so as to help ensure that users are more engaged, better understand the product, and are more likely to return

Learning Outcomes
By the end of this module, you will be able to:
1. Explain the concept of User experience optimization
2. Discuss the role of user needs and behavior in UX optimization

3.   Apply information design in User experience experience optimization
4. Ananlyze Interactivity Guidelines to optimize UX 

   Learning Activities/Task List
1. Read Module Notes 
2. discussion Activity 
3. End of Module Quiz 
Activity 1: READING NOTES 
Key Takeaways from this Module
1. User Experience Optimization focuses on improving the overall satisfaction of users by enhancing the usability, accessibility, and intuitiveness of a product or website.

2. Key elements of UX optimization include understanding users’ needs and expectations, creating a consistent design and layout, and iterating through testing and feedback.

3. Improving user experience can lead to increased engagement, conversion rates, and customer loyalty, ultimately benefiting a company’s bottom line.
What is User experience optimization (UX)?

· User experience optimization is the area of focus that lies at the heart of creating effective digital products.

· It is about refining the user's interaction with apps, websites, or any digital platform to make sure the experience feels intuitive, efficient, and pleasant. By prioritizing UX optimization, you can see a boost in user satisfaction, which drives conversion rates and improves customer retention.

· The process begins with a deep understanding of your users' needs and behaviors and continues through designing and refining interfaces that are accessible and inclusive.

· It considers various platforms' specific requirements and adapts to the rapid technological changes to stay relevant.

· You cannot forget to measure the success of your UX optimization efforts through well-defined metrics to ensure the changes align directly with user satisfaction and business goals.
Understanding the user needs and behaviour
Who is your audience and what kind of interaction do you want them to have with your project?
Who is your audience?

· Age range, experience, male or female, specific interests, level of education, ethnicity, etc
· Do any of your audience members have disabilities: sight, hearing, movement, etc.?
· What experience do you want your audience to have?
· Active or passive, educating, influencing, entertaining, discovering.
· Will the viewer have to answer questions correctly, input data, solve puzzles, kill aliens, jump over things, connect parts, uncover hidden elements to advance?
· Using the voice of your project to involve the viewer?
· You can influence the user’s experience to be more passive or more immersive by using a particular “voice” in your project. A first-person voice can make a user feel more involved. A third-person voice can make the user feel more like an observer.
· Does the viewer have to click, click-and-drag, double-click, draw, speak, make noises into a microphone, type, etc. to interact with the project? Do not assume that a viewer needs to use only the mouse. 
· In what setting will the viewer be using this product? How does that affect aspects of the design of your product?
· At Home - as long as the target platform can handle the project, usually everything is OK.
· In a Public Area - sound may not be able to be heard over public noise or the sound may be distracting to others such as sound in a library.
· Using the project on a specific system (a kiosk) or on their own personal computer? How does that affect your production requirements?

Common Human Characteristics:

Your audience has certain common characteristics: know them, understand them, and they may lead to clues about how to motivate and affect the user’s intentions to get involved, engrossed, immersed in your project.

· Most people have a unconscious or conscious desire to make sense out of what they experience.

· Most people take in stimuli and the mind tries to make sense of it right away, based on stored and experiential knowledge. 

· Most visually-oriented people (from Western countries who read left to right) will look at

· the center of the page first, then scan from the upper left to the lower right. Then they’ll focus

· on the most “contrasty” area or most active area of a page (this is shifting as the paradigm of

· information is shifting away from books and written material). Some studies have shown that,

· after starting in the center, most peoples’ eyes move in a spiral starting at the upper-left and

· moving clockwise around to the middle.
· Most people assume that larger elements are more important.

· Most people assume that elements on top of other elements are supposed to be “done” first.

· Most people look for the “continue arrow” (or equivalent) on the bottom or lower-right area of the screen.
· Most people who work on a computer have a certain amount of hand-eye coordination with a mouse or pencil.
The Information Design.

· Information Design (and its close cousin, Information Architecture) is about how the contents of the project is organized, grouped, and ordered. It is in this stage that decisions are made about how many and what kinds of categories the information will fall into, the relative importance of elements (both at a macro and a micro level), and how this organization creates a structure that will feed into the  interface design and underlying informational system. 

· The information design can greatly influence how the user perceives the project – formal vs. informal, highly categorized vs. simply categorized, deep vs. shallow, wide vs. narrow, general vs. specific – to name a few qualities.
The Interface Design: What makes good design?

1) Clear design for an intuitive experience

2) Understandable structure and flow

3) Clear organization of information

4) Respect for human factors

5) Projection considerations (how easy to make, how large the files are, etc.)

What are some visual techniques of design?

· Grid system for visual organization

· Alignment of elements

· Margins (borders around the elements and the page edges)

· White-space

· Visual hierarchy

· Contrast

· Symmetry

· Asymmetry

· Duplication (repetition)

· Balance

Signs of amateur design:

· Too many fonts

· Hard to read fonts: Olde English, etc. (except for where appropriate for the content)

· Text over repeating image that makes text hard to read

· Lack of order to material

· Lack of alignment on one page or throughout many pages

· Centering of all elements on the page

· Using colors that do not have enough visual contrast

· Lack of consistency of spacing, sizes, etc. on a page, or across pages

What are the elements of an interface design?
· Background Designs

· Windows

· Control Panels, Dialog Boxes, etc.

· Buttons (control buttons and metaphor visual buttons)

· Images

· Text (body text, headlines, section heads, etc.)

· Video (if included in the project)

· Web Site areas

· Sound

· Animation (including Video)

· Color

· The dimensions of the screen or window

V. The Interactivity Design.
Interactivity Design goes beyond just the visual appearance of your project. It encompasses the ways in which the user will interact with and control the project. If Interface Design is the “look”, then Interactivity Design is the “feel”. The kinds of interaction controls and their feel greatly influence the user’s experience, and whether they find the piece successful or not. Interactivity is what separates digital media from print, film and video – exploit it in ways that are appropriate to your project.

Basic Interactivity Guidelines:

· The more interactivity in a project, the greater the expense to create it.

· The more interactivity, the more engaged your viewer gets—unless they are lost.

· The more interactivity, the greater chance of the viewer getting lost. Have options, but not too many. A user generally needs some structure. For example, if we could walk through walls, it might be hard for us to know where we are in an unfamiliar house.

· Too many choices can confuse your user. Design an implied set of paths for the user to take.

· The less interactivity, the greater chance a viewer will get bored or frustrated.

Communicate the depth of your project:

· A book has a size and people relate the size to the quantity and depth of the book. A CD-ROM or website has no visual clues as to the extent of its content. How can you convey this information to the viewer? Sometimes an index or site map works, but can you think of better ways?

Using metaphors:

· How can you allow the user to be able to sit down and use your interface by relating it to everyday actions they know? A book turns pages to proceed, a folder opens to reach material inside, a person chooses clothing each day from their drawers or closet, etc.

· Make sure that your metaphor is appropriate for your content.

· Make sure that your metaphor does not short-change or minimize a subject unfairly (for example, a golf ball being smaller than a basketball).

· Ease of Navigation around the project:

· Minimize number of clicks to get information – after a user tries a few clicks to get to a section, they’ll get tired and frustrated, and lose interest.

· Redundancy is not usually a good thing.

· Cross-referencing of material may be a nice way to develop your project, but if the user can go to the same area through multiple paths, and does not understand the system, they may feel frustrated that they keep getting to the same section no matter which way they go.

· Make sure the levels of information understood by the viewer – as a viewer gets deeper and deeper into a section, they should understand this. They should be able to jump back to the top menu in one click, but also understand how far “down” the structure they are.

· A good interface design gives the user some area of flexibility. If users are “stuck on a railroad track,” they will get frustrated.

· A good interface design gives the user feedback when they make a choice.

· Keep your interactivity consistent from page to page / section to section.

· Keep media controls consistent from section to section : video, text scrolling, sound, links, etc.

· A good interface design does not call great attention to itself. It reinforces the material and content of the project, allows the user ease of accessing information, etc.

· Do not have audio on a page with text that has nothing to do with the audio.

Activity 2: discussion questions on usability testing
Discuss how the following usability testing techniques may be applied in the interactive multimedia e-learning project   
A) A/B testing
B) card sorting
Activity 3: END OF MODULE QUIZ

User Experience Design quiz questions & answers

1. What is User Experience Design (UXD)?
a) Designing visually appealing interfaces
b) Enhancing the overall user experience of a product or service
c) Improving search engine optimization (SEO)
d) Conducting market research for a product
Answer: b) Enhancing the overall user experience of a product or service

2. Which of the following is NOT a key component of UXD?
a) User Research
b) Interaction Design
c) Business Strategy
d) Visual Design
Answer: c) Business Strategy

3. What is the primary goal of user research in UXD?
a) To create visually appealing interfaces
b) To understand the needs and behaviors of users
c) To optimize a website’s search engine ranking
d) To design marketing campaigns
Answer: b) To understand the needs and behaviors of users

4. Which stage of the UXD process involves creating wireframes and prototypes?
a) User Research
b) Information Architecture
c) Interaction Design
d) Visual Design
Answer: c) Interaction Design

5. What is the purpose of usability testing in UXD?
a) To gather data on user demographics
b) To validate design concepts and identify usability issues
c) To create aesthetically pleasing designs
d) To conduct market research
Answer: b) To validate design concepts and identify usability issues

6. Which term refers to the arrangement and organization of elements on a website or application?
a) Interaction Design
b) User Flow
c) Information Architecture
d) Visual Hierarchy
Answer: c) Information Architecture

7. Which factor is NOT typically considered in creating a positive user experience?
a) Load times and website performance
b) Color choices for the website
c) User preferences and emotions
d) Business profitability
Answer: d) Business profitability

8. What does the acronym “UX” stand for in User Experience Design?
a) User Experience
b) User Explorer
c) User Express
d) User Exception
Answer: a) User Experience

9. Which of the following is an essential characteristic of a well-designed user interface?
a) Complex and intricate design elements
b) Consistency and predictability in design patterns
c) Large blocks of unbroken text
d) Frequent use of flashy animations
Answer: b) Consistency and predictability in design patterns

10. Which research method involves observing users interacting with a product in their natural environment?
a) A/B testing
b) Surveys
c) Contextual inquiry
d) Focus groups
Answer: c) Contextual inquiry

11. In UXD, what is the purpose of creating user personas?
a) To track user behavior in real-time
b) To segment users based on their preferences
c) To analyze website traffic data
d) To humanize and understand target users
Answer: d) To humanize and understand target users

12. Which term describes the process of optimizing a website or application for various devices and screen sizes?
a) Responsive Design
b) Adaptive Design
c) Scalable Design
d) Elastic Design
Answer: a) Responsive Design

13. What is the “fold” in the context of web design?
a) The imaginary line dividing the left and right sides of a webpage
b) The area at the bottom of a webpage that users must scroll to see
c) The top part of a webpage visible without scrolling
d) A type of visual effect used in website design
Answer: c) The top part of a webpage visible without scrolling

14. Which of the following is an example of microinteractions in UXD?
a) The process of creating user personas
b) The visual design of a logo
c) The sound made when liking a post on social media
d) The arrangement of navigation elements on a website
Answer: c) The sound made when liking a post on social media

15. Which term is used to describe the process of guiding users through a predefined path to achieve a specific goal?
a) User Flow
b) User Persona
c) User Testing
d) User Survey
Answer: a) User Flow
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	MODULE 9:  ADDING ADVANCED ACTIONS TO THE MULTIMEDIA PROJECT IN ACTIVEPRESENTER 


 INSTRUCTIONAL HOURS: 4, 5 or 6
 Module Overview
This module focuses on adding advanced actions to multimedia project in Active Presenter. In this module you will learn how to use the Advanced Actions feature in ActivePresenter 9 that helps you create multiple actions in one place and reuse them for other objects without repeating the same manipulations.  
Learning Outcomes
By the end of this module, you will be able to:
1. Explain new advanced actions in ActivePresenter 
2. Describe the use of parameters and general actions in the project

3. Demonstrate how to add Conditions to Actions 
4. Create Advanced Actions to Event
 
   Learning Activities/Task List
1. Listening to a lesson video

2. Lab Activities
3. End of Module Quiz 
Activity 1: listeing to an introductory video on adding advanced actions
In the module 7, we learned how to use events-actions to add interactivity to your courses. In case there are many objects which do the same tasks, you can use a feature called Advanced Actions to help speed up your work. 
Click on the link below to listen to a video on adding advanced actions to your interactive Multimedia project.
video on adding advanced actions
what is the benefit of using the advanced action feature in activepresenter?

Activity 2: Create new advanced actions in ActivePresenter 
The objective of this activity is to gain learn how to add advanced actions to improve the interactivity of the e-learning module project
Use the ActivePresenter tutorial on creating advanced actions
Activity 3: Adding parameters and general actions to the project
Parameters mean different types of objects or values that can be referenced in a single action. In other words, you can reference different target objects/values in an action. 
Use the ActivePresenter tutorial on opening advanced action dialog and adding new action
Activity 4: Adding Conditions to Actions

ActivePresenter allows you to set specified conditions for an action. In fact, this is an optional step. When you add conditions to an action, the action can only be triggered if those predefined conditions are matched.
Click this link to access ActivePresenter tutorial on adding conditions to actions
REFERENCE LIST AND FURTHER READING

Luu , T. (2023, June 2). How to Use Advanced Actions in ActivePresenter 9. ATOMI. Retrieved December 18, 2024, from https://atomisystems.com/tutorials/ap9/use-advanced-actions-activepresenter-9/
	MODULE 10:  QUALITY ASSUARANCE FOR THE INTERACTIVE MEDIA PROJECT AND PROJECT PRESENTATION


 INSTRUCTIONAL HOURS: 4, 5 or 6
 Module Overview
The purpose of quality assurance is to ensure that the end product certifies customer requirements and meets expected market standards. In this module you will learn various approaches and techniques for ensuring that multimedia project meet the expected quality.
Learning Outcomes
By the end of this module, you will be able to:
1. Explain the meaning of quality in product development
2. Demonstrate the role of Quality engineering in multimedia projects
3. Analyze the applicability of the various quality control techniques to multimedia projects 
4. Create a test regime for testing the multimedia project
          Learning Activities/Task List
1. Read Module Notes 
2. Watch lecture related videos
3. Perform Lab Activity
4. Complete end of Module Quiz: 
Activity 1: READING NOTES
           What is Quality

Quality can be viewed from the following main dimensions of quality

i). Customer satisfaction

ii). Adherence to market standards

Quality from a Customer View point

The Customer satisfaction dimension of quality is concerned with external attributes visible to the customer also called functional requirements. if a customer is satisfied with a product, then it is quality to them. From this dimension quality can be defined as: “The extent to which a product meets expected customer requirements”

Thus, a product is said to be quality if satisfies customer specifications or requirements. These are the functional specifications of a software which are observable when software is executed hence, they are referred to as external attributes of the software
Quality from a Market Standard View point

From the Market standards dimension quality is concerned with internal attributes also called non-functional requirements or ilities e.g. maintainability, reliability, usability, availability, functionality, portability etc. 

External attributes of a product are those attributes that the customer cannot see and hence cannot validate them. Hence such attributes are validated suing market standards such as  ISO multimedia standards. This then means ensuring that the production is done following current industry trends and best practices.

Analyzing industry trends, understanding technology landscape, Incorporating best practices; 
Capstone Project and Presentation: Applying knowledge in capstone project, Concept to completion development, Presenting to peers and professionals.
What is Quality Assurance

At the beginning of production of any product quality assurance documents are prepared and agreed upon by the customer and the product developer e.g. customer requirements must be agreed upon and documented in software. the software requirement specification document (SRS) forms a critical software quality assurance document

Quality assurance is a promise to the customer on what the maker of the product will deliver. This was done at the start of the project and documented i.e. at the point where the point of understanding the user and coming up with the terminal objectives. As well as during the design of content and storyboarding.  
What is Quality Control
Quality control are techniques to check whether the maker of the product is delivering the promise made in the quality assurance stage. This can be achieved through product testing.

Activity 2: Quality from a Multimedia 
           objective

to develop a comprehensive test regime for the interactive multimedia e-learning module.
What does multimedia testing entail
Multimedia testing is the process of verifying and validating the functionality, quality, and performance of multimedia content and features in a web application. Multimedia testing can cover different types of media, such as audio, video, animation, graphics, text, and images, as well as their integration, synchronization, and interaction with other web elements. Multimedia testing can also include checking the accessibility, compatibility, and security of multimedia content across different browsers, devices, and platforms.

 
Why is multimedia testing important?
Multimedia testing is important because multimedia content can enhance the user experience, engagement, and retention of a web application, but it can also introduce potential issues and risks. For example, multimedia content can affect the loading speed, bandwidth consumption, responsiveness, and reliability of a web application. Moreover, multimedia content can have different formats, codecs, resolutions, and quality levels that may not be supported or displayed correctly by different browsers, devices, and platforms. Therefore, multimedia testing can help you ensure that your web application delivers consistent, high-quality, and secure multimedia content to your users.
How to test multimedia content quality?

One of the multimedia testing techniques that you can use for web applications is to test the quality of multimedia content. Quality testing can involve checking the clarity, fidelity, resolution, color, brightness, contrast, and volume of multimedia content, as well as the presence of any noise, distortion, blur, or artifacts. Quality testing can also involve comparing the original and the rendered multimedia content and measuring the quality metrics, such as bit rate, frame rate, sample rate, and compression ratio. You can use different tools and methods to test multimedia content quality, such as manual inspection, automated tools, subjective testing, objective testing, or hybrid testing.

How to test multimedia content performance?
Another multimedia testing technique that you can use for web applications is to test the performance of multimedia content. Performance testing can involve checking the loading time, buffering time, playback time, streaming time, and latency of multimedia content, as well as the impact of multimedia content on the web application's overall performance. Performance testing can also involve simulating different network conditions, such as bandwidth, latency, packet loss, and jitter, and measuring the performance metrics, such as throughput, response time, availability, and scalability. You can use different tools and methods to test multimedia content performance, such as load testing tools, network simulation tools, browser developer tools, or performance monitoring tools.
How to test multimedia content compatibility?

A third multimedia testing technique that you can use for web applications is to test the compatibility of multimedia content. Compatibility testing can involve checking the compatibility of multimedia content with different browsers, devices, and platforms, as well as with different web standards, protocols, and formats. Compatibility testing can also involve checking the compatibility of multimedia content with different web elements, such as HTML, CSS, JavaScript, or plugins, as well as with different web features, such as responsive design, adaptive design, or progressive enhancement. You can use different tools and methods to test multimedia content compatibility, such as cross-browser testing tools, device testing tools, web accessibility testing tools, or web validation tools.

How to test multimedia content usability?
A fourth multimedia testing technique that you can use for web applications is to test the usability of multimedia content. Usability testing can involve checking the usability of multimedia content from the user's perspective, such as the ease of use, navigation, interaction, feedback, and satisfaction of multimedia content, as well as the alignment of multimedia content with the web application's goals, purpose, and audience. Usability testing can also involve checking the usability of multimedia content from the web application's perspective, such as the relevance, coherence, consistency, and functionality of multimedia content, as well as the optimization of multimedia content for SEO, social media, and analytics. You can use different tools and methods to test multimedia content usability, such as user testing tools, user feedback tools, user interface testing tools, or web analytics tools

Activity 3: preparation of  test cases FOR MULTIMEDIA PROJECT
Testing a multimedia package

To thoroughly test a multimedia product, there are a variety of things that should be considered:

· Does your multimedia product meet all the user requirements?

· Is it suitable for the audience?

· Is it fit for purpose – is good enough to do the job it was designed to do?

· Does it convey the intended message appropriately?

· Have spelling and grammatical errors been corrected?

· Are the colour scheme, font, layout and images suitable for the intended audience?

· Does it work in different browsers and on different platforms?

· Do the links work correctly?

Multimedia products should be tested with a select group of end users (representatives of the target audience).

Testing should aim to gather feedback through interviews, observation and questionnaires in order to identify errors, suggest further enhancements and comment on performance.

Test plan

A test plan should be created which tests the following:

· Navigation testing: Do all links work?

· Multimedia testing: Are the media (image, video, sound) assets appropriate for the target audience and subject matter?

· Asset operation: Are all multimedia assets operational?

· Load times: Do multimedia assets load within an appropriate time window?

· Script testing: Have all scripts been tested for functionality and logic errors? Do they add value to the project?

· Watch this video for Steps to Create Test Cases 
· Also refer to this website on Steps to Create Test Cases in Manual Testing and for a template on how to document test case

· Download a sample test case template from this website: Test Case Template (Download Sample Excel)
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RECCOMMEDATION ON PRACTICAL TOOLS


this course will be delivered using a project-based approach with a project that builds progressively from module 1 to module 10. This shall be achieved using Multimedia authoring tools as explained below


Basic authoring tools such as PowerPoint for creating interactive content


Advanced authoring tools such as ActivePresenter or H5P that can integrate with the basic tools


Script programming language that works with the selected advanced Authoring System e.g., for ActivePresenter and H5P JavaScript, and HTML5 are used. 


JavaScript for creating basic to advanced interactive actions and triggers


HTML5 for deploying the multimedia project to the web








Input variable 





Processing statements 





Output Solution 





Control Constructs





Test your understanding


What is a HTML tag


What is a HTML element


What is the root element of a html document


State the role of the following HTML elements


<head></head>


<title></title>


<body></body>


<p></p>








Test your understanding


What are selectors in CSS


What are the two parts of a declaration in CSS


Write a CSS declaration to change the color of a paragraph to blue and align the text to the left


Complete the Test Yourself Exercises in the CSS selectors section on the W3Schools Tutorial 


Complete the Test Yourself Exercises in the CSS How to section on the W3Schools Tutorial 











A project is a planned undertaking whose aim is to produce a unique Deliverable (product or service) and constitute of a set of activities or tasks which are interrelated and must be executed within a fixed period of time, budget and other resources. 








Project management therefore may be defined as the planning and control of events that, together, comprise the project.  Project management aims to ensure the effective use of resources and delivery of the project objectives on time and within cost constraints. 








Steps of the scientific investigation


Formulate a research question


Conduct a background study


Formulate a Hypothesis


Test the Hypothesis by conducting an Experiment


Analyze Data and Draw Conclusion


Communicate the Results (through a report either via a thesis,  a journal paper etc)





Steps of the Design project


Define the Problem


Conduct Background Research


Specify Requirements


Brainstorm Solutions


Choose the Best Solution


Conduct Development Work


Build a Prototype


Test and Redesign








IMPORTANT POINT TO NOTE


Often design projects make use of a scientific Inquiry process before proceeding to use the engineering design process. That means the two processes complement each other e.g. when doing a Modeling and simulation project, a scientific inquiry would inform the model parameters while a design process would be used to construct and simulate the model








Define the Problem





Conduct Background Research





Specify Requirements





Brainstorm, Evaluate and Choose Solution





Design, develop and prototype solution





Brainstorm, Evaluate and Choose Solution





Test Solution





Communicate Results





Solution meets Requirements





Solution meets Requirements partially or Not at all





Based on results and data, make design changes, prototype, test again, and review new data





COST





SCOPE





TIME





QUALITY





POINTS TO REMEMBER


The time constraint refers to the amount of time available to complete a project. The cost constraint refers to the budgeted amount available for the project. The scope constraint refers to what must be done to produce the project's end result. These three constraints are often competing constraints: increased scope typically means increased time and increased cost, a tight time constraint could mean increased costs and reduced scope, and a tight budget could mean increased time and reduced scope. In the interactive multimedia project of designing and deploying an interactive eLearning module the time is fixed at 6 weeks








Use the downloaded template to design test cases for the interactive multimedia e-learning project












