Chris Caines Thumb Candy http://chopyourownwood.com/thumbcandy/

Lecturer: Dr Tatiana Pentes

Cyberspace metaverse: data-sphere:
digital: convergent media: interactivity: interjace:
world wide web: hypertext: hypermedia:

experience design: Surjace design:
Interface design: Interaction design:

navigation: information architecture:
user: player: participant
Cultural sojtware: technospace

Web design: interace design: navigation: graphics interface
site hierarchy: bitmap/ vector graphics:
screen resolution







Software Takes Command: Language ot Cyberspa:

4

* Lev Manovich’s concept of “Cultural Software”

2

* Search engines, recommenaation systems,
mapping applications, blog tools, auction tools,
instant messaging clients, and, of:course,
plattorms which allow others to write new
software — Facebook, Windows, Unix, Android
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ZOBERT SAVERBERG

50300 Communicating the Social Lecturer: Tatiana Pentes




The Language of Cyberspace

The Future of Communications




©  VANNEVAR BUSH

« "The first application of hypertext was proposed by Vannevar Bush, US President
Roosevelt's science advisor, who was concerned that post-war scientists made
best use of the vast amount of research that had gone into the war effort. In his
1945 paper, As We May Think, Bush envisaged the Memex, a device which could
create links between related topics in different research papers. [http://
www.acmi.net.au/AIC/BUSH_BERRNIER.html]

11/10/10 BCM100 Communications & Computing

Neil'Postman on Cyberspace
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ssment Item 3 : Individual webs

Using Dreamweaver CS, design and mount an individual web site
which addresses a photograph of your choice. Record and
post a video commentary of no more than 2 minutes to YouTube

& embed the link to the recording in your website.
(4-5 linked pages







Start
index.html

Possible
readings

Photo placed
in context

Khalid Sheik:
MASTERMIND

photograph

Dishevelle:

Not




index. htm|

-!

Possiblea. htm| "

Possibleb, htm| |

conteXta htrnl

conteth~htm|

2

contextc-html
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AIM IM with Fused Talons 4/06/08 10:24 AM

> Coiman sy veet))

facebook

Applications. edit
@) Photos

48 Groups

9 Events

[ Marketplace

W verores
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View Photos of Me (36)
) Hug Me View Videos of Me (14)
v more. View My Friends (128)

Digital Image media examples (Shibuya
109 Crossing TOKYO)

howdy stranger @ T i —

Lecturer: Tatiana Pentes
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Pheromone
| Tunnel

@© show
O Hide
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new media text

* e

CYBERCULTURE . N DIGITAL ARTEFACTS
the way in which the culture objects produced

is transformed by digital non-inear devices antique board games by the digital for the
technology - cards/ dominos/ |1 Ching etc. “ digital environment |

non-inear oral traditions

story-telling psychology. Piuzel's theories of child perception

psychoanalysis & human consciousness
., the "unconscious”

- ia. int
multimedia, human-user interface Intranet. databases.

scientific digital imaging.
video conferencing/ hypermedia

online leaming & educational New Medio TEX' World Wide Web

old/new "gaming"

play & interactive simulation '
experiments in early Russian cinema
Eisenstein's "montage” theory

'

' DIGITAL REVOLUTION
digital gambling ~ LY X X computer science
ongli‘ne. video pgl(ev. Sony modermnist experiments in - "unleashing the magic
Play Station n_nen?o. literature & the from the box"

visual arts

new media text

The Language of New Media
New media: convergent digital media

IMAGE: SOUND: TEXT
arrangements, composition, assemblages

*interactivity & participation*

*Case study: LAMOUR mobile campaign*
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aterial

Interaction & participation

...distinguishing feature of interactivity :

* we have spatial/temporal relationship to the material

e the ‘responsiveness’ of the material triggered by the
user/player/participant (etc. other attributes discussed)

*Non-sequential/ non-linear movement through the
hypertext/ hypermedia
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"= Jesse James Garret guru of user centred design for the web

= JJG defines the elements
5 planes for of crafting
user experience for web

development
www.jjg.net/elements

o
o
o e
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"= Jesse James Garret : The Five Planes for user experience

= The Surface Plane

= The Skeleton Plane
= The Structure Plane
= The Scope Plane

= The Strategy Plane

= Each plane is dependent
on the plane below

= Alignment necessary so
project doesn’t derail !

"= Jesse James Garret : The Five Planes for user experience

(©>| = TheSurface Plane

The Skeleton Plane

The Structure Plane

]

L
0

The Scope Plane

The Strategy Plane
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Concrete

A
SYSTZCE

i

SHE/ Pros

Abstract

Surface brings everything together
visually: What will the finished
product look like?

Skeleton makes structure concrete:
What components will enable people
to use the site?

Structure gives shape to scope: How
will the pieces of the site fit together
and behave?

Scope transforms strategy into
requirements: What features will the
site need to include?

Strategy is where it all begins: What
do we want to get out of the site?
What do our users want?

Concrete

Completion

//ﬁ://i/m

resruns sl
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Abstract Conception
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= Define your purpose

= Define your audience

= Review other websites

= Establish your theme

= Establish your style

= Put together a content list

= |dentify your content sources
= Work out your structure

= Look for design ideas you can borrow or
adapt
= Embrace conventions that help users

understand how the website works and that
help them to achieve their goals

= (World Wide Web Consortium)

» Look to change accepted practices that are
inefficient or irritating through overuse

19



