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MODULE DESCRIPTOR

	Module Title
	Image Manipulation & Interactive Flash Programming

	Module Code
	CO2711
	CREDIT

VALUE
	20

	Module Delivery
	Year

	Module TUTOR
	Barbara McManus

	date 

Approved
	July 2007
	VERSION NUMBER
	2

	DEPARTMENT
	Computing
	PARTNER INSTITUTION
	


Relationship with other Modules

	Co-requisites


	
	Pre-requisites
	CO1505, CO1404
	Excluded Combinations
	


Module Aims

	This module enables the student to understand how and why images are captured and edited for inclusion within multimedia applications using a range of graphical editing techniques. 

It provides the students with the fundamental skills, tools and techniques and underpinning theories to enable them to implement and justify their choices in the manipulation of digital  images and interactive Flash programming


MODULE Content

	Images:

Creating and importing images using digital cameras.

Use and limitation of 2D drawing tools

Processing digital images: effects, techniques and reasons for their use. Changing brightness, contrast, colour, size, resolution or content. File sizes, compression, resolution, and palettes. Converting between formats, choosing an appropriate format.

Tools: Photoshop, Flash
Professional, ethical and legal issues in image manipulation including access to relevant Laws

Animation (with Flash):

Different types and styles of animation.

Creating and exporting animations.

Movie clips: simple animation, tweening

Buttons and navigation

Use of components including forms design

Introduction to ActionScript programming for animation

Theoretical underpinning - Illusion of motion, Keyframes, in-betweening, motion blur, morphing
Professional, ethical and legal issues in visual imagery and its manipulation.

Other Theory:

Animation techniques; psychology of vision; metaphors; mental models; usability and accessibility (inclusive design); file formats; compression and CODECs




Learning Outcomes

	On successful completion of this module a student will be able to:

	1.
	Evaluate software tools for suitability for a particular multimedia production task.

	2.
	Select appropriate software tools and techniques for creating and/or manipulating images and animations

	3.
	Use a range of software tools/techniques competently to create products that are effective and efficient for the intended medium, application and audience.


Teaching and Learning Strategy

	Lectures, tutorials and class discussion will be used to help students to learn the principles and underlying theories. Students vary widely in their previous experience, so most of the practical work will be done by self-paced learning (with staff support in lab classes), working from worksheets, on-line tutorials or books.


INDICATIVE Class Contact

	2 lecture/practicals (48 hours)


INDICATIVE Assessment

	Number of Assign-ments
	Assess-ment
	Weighting %
	Type/Duration/

Wordcount (indicative only)
	Learning Outcomes being assessed

	1 multipart
	Portfolio and critique
	100%
	The production of multimedia elements (digital images and animations) to match a specification and Stakeholder Needs Analysis

Verbal and written justifications to support choice of techniques and references to relevant theories
	1,2,3


Module Pass Requirements

	To pass the module, the student must achieve an overall weighted average of at least 40%


Bibliography and Learning Support Material

	Support Material

On-line lecture notes, tutorial worksheets and practical exercises

Recommended Books, Journals and Web Sites

Hinkel, B., (2006), The Focal Easy Guide to Photoshop CS2, Elsevier, ISBN 0-240-52001-7

English, J., (2005) Macromedia Flash 8: Training from the Source,  0-321-33629-1
Chapman, N. & Chapman, J., (2004). Digital Multimedia (2nd edition), Wiley, ISBN 0-470-85890-7

Additional Material

Web resources will be used extensively
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