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including at least five “mythical” collages
B RING F IVE V ISUAL C OMPOSITIONS FOR W ORKSHOP ON T UESDAY , J AN . 20
E DITED FINAL DRAFTS W ITH D EBRIEFS - DUE 11:59 PM ON F RIDAY , J AN . 23
According to designer John Dunnigan, “Mythology assumes integrated ways of knowing and demonstrates
fluid relationships among them.” Your first task this term is to create a set of “mythical” collages that
show you experimenting with different ways of suggesting a story rather than telling it. You might
imagine these as blueprints for later story development or as artistic works that stand on their own. They
need not all be clearly linked to one another, but you may find it helpful to imagine them working together.
☐

Your project should grapple with the challenges and the opportunities presented by the task of creating
“mythical” worlds. What does this mean to you? How is trying to do this with an image different from
trying to do it with words?

☐

You might think of this as a project that addresses the question what makes a story possible rather than as a
project that addresses what happens in a particular story. Robert Bringhurst suggests that “Narrative takes
time, and it unfolds ideas in time – yet myths are narratives concerned with timeless things. Myth finds
the roots of timelessness in time – and therefore ends up dealing, in the most imaginable ways, with
repetition, variation, and recursion.”

☐

Consider Calvino and projects that reprise him. Read or reread some myths or fairytales that are familiar
to you. Examine one or two examples closely. How are they put together? How are characters sketched?
Places? Objects? How does language work? What sentences are your favorites? Do they have different
kinds of paragraphs? Are there assumptions these writers make about the world that you dis/agree with?

☐

You should use Photoshop to compose at least five image-based texts (digital collages); each of these
should introduce viewers to a person, place, thing, or feeling based on the above quotes/questions.

☐

The rest of your ten experiments may be comprised of images, texts, or combinations of the two. Images
may include photographs that you took yourself and edited to achieve ends similar to those of the
collages you made, icons or illustrations you created, or well presented “translation” exercises.

☐

200-300 words each would be appropriate for text-based compositions. If taking advantage of this
option, use language to introduce a person, place, thing, or feeling. Focus on description. You may adopt
either a more scientific voice or a more poetic voice in your writing. These should be brief and well
edited.

☐

As you collect images and manipulate them, you should be keeping a log of where they came from.

☐

One goal of this project is to start getting a feel for the software. To this end, I should be able to see you
testing out different tools, techniques, and aesthetics in your various compositions.

☐

When you turn in your suite of objects, you should also turn in a 500+ word “debrief” that tells me about
your composing process. What went well? What could have gone better? What tools did you use, and
how did they work for you? What new-to-you things did you try out? What did you try out and then
decide not to turn in? How do the different elements in this collection of compositions work together?
What did this work prompt you to consider about telling stories via text and image?

☐

You should turn in your portfolio of experiments via Coursweb. Submit any text-based objects, your
image source list, and your debrief in a single .doc or .docx file (pdfs are also acceptable, if you are
concerned about formatting). Submit your images as .jpg or .png files optimized for web viewing.
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As the above trio of due dates suggests, your website is meant to be a semester-long project. At the end of
the term, this website should use multiple media to tell a complex story. That story may be the story of
yourself as a creator (i.e. you might choose to make an awesome personal portfolio/resume website –
including a thoughtful story about who you are as a professional person, images, sample work, a visual
resume, etc.). It could also be a documentary story of some sort – about a person that’s not you, a group of
people, a place, an event, an object, etc. Or it could be a story that is best categorized as fiction. It might be a
peculiar and artistic hybrid object. The forms you use and the content you create should work together in a
thoughtful way. Whatever story you choose to tell, I should see the care and time that went into creating this
final project. I will grade it as something that you’ve had ten weeks to think about and compose.

☐

We’ll spend two or three weeks getting a very basic feel for hand coding. Your initial launch may be
ugly, but it should prove to me that you’ve been making a sincere effort to figure out HTML and
CSS or to refine your existing knowledge. You don’t need to have a story concept finalized, but you
should have working navigation (that I as a new user can figure out) and a consistent design scheme
that uses negative space, color, and typography in deliberate ways.

☐

After the initial launch, you’re invited to (1) stick with hand coding everything, (2) start using a
framework like Bootstrap, or (3) switch over to using something like Creatavist or Wordpress as a
home for a digital storytelling project of your imagining - I’ll expect you to chose themes that allow
you a lot of control and to at least consider customizing the code.

☐

You may choose to create a final project that is primarily video, animation, or audio, but in that case
you’ll need to have a website with at least one great looking landing page that features an embedded
player (as a way of showcasing/sharing your work). We’ll talk more about this option later in the
semester.

☐

I encourage you to consider a longer, outside-class life that your website/final digital story might take
on and to design with that long-term function in mind. Who might you want to reach with a website
or story project? What do you want them to get out of interacting with your story?

☐

After the initial launch, even when I’m not checking in on your progress, you should be tinkering
with your code, adding content, and finding ways to revise your project’s structure. A significant
number of the artifacts included in your second suite of design experiments should be things that
might become part of your final website. This can mean code or other assets.

☐

When you conference with me the week before spring break, we’ll talk about your audio projects and
overall progress in the class, but we’ll also talk about your vision for a final project. You should have
an idea (or two) for your final project and some mockups and/or newly created components ready to
show off.

SOME MORE PRACTICAL GUIDELINES FOR THE INITIAL LAUNCH:
☐

At this point, you should have at least three HTML pages and a coherent CSS style sheet.

☐

Consider showcasing something from your first project (perhaps heavily revised or new but loosely
inspired by the prompt) and something that you’ve created or done outside the context of this class.

☐

Include an “about” text, a tagline, and a title. You might include a wider array of alphabetic texts.
These should all be thoughtfully composed and edited.

☐

At this stage, your website must be hand coded. You can borrow snippets of code from various
places to achieve specific effects, but you shouldn’t use a sandbox editor or borrow an entire style
sheet. I will take a look at your source code. If you already have a website, I do expect you’ll build a
new one for this class, one that you develop alongside your classmates (as a community building
exercise).

☐

One goal of this project is to start getting a feel for Dreamweaver, HTML, and CSS. To this end, I
should be able to see you testing out different tools, techniques, and aesthetics. Your final website
may be minimalist, but that isn’t an excuse to avoid experimenting now. Take some screenshots of
“failed” experiments as you go along – these may be useful to you in later debriefs or
tutorials.

☐

As you use images and/or other media that others created, consider whether or not they need
attribution and how to provide it in a design-savvy manner. Familiarize yourself with Creative
Commons licenses (http://creativecommons.org/) and consider attaching one to your own work.

☐

When you launch your website, you should also turn in a 500+ word “debrief” that tells me about
your composing process. What tools did you use, and how did they work for you? Where can I see
you thinking about principles from the articles that we read and/or conversations you had in class?
Your debrief should also include a second section that tells me a little bit about some big plans you
have for your website. What do you know you want to do with it as time goes on? Do you know how
to make this happen already, or will you need to teach yourself as you go?

☐

You should turn in your debrief via Coursweb as a .doc(x) file. Include a live link to your website
when you do this; expect me to share this link with the class as a whole.
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Your group should begin by coming up with some complex, potentially controversial answers to these two
questions:
What makes a story compelling?
What do digital media make possible in terms of storytelling?
THEN YOUR JOB IS TO DEVELOP A STORY THAT ILLUSTRATES THE PRINCIPLES YOU’VE LAID OUT.
What form this project takes is entirely up to you – be thinking about how form and content work together
to impact readers/viewers/listeners. You’re invited to build a website with a complex structure, to create a
series of videos or audio pieces, or to find an existing storytelling platform and build something complex that
leverages all of that platform’s bells and whistles. I encourage you to share skill sets honed outside class –
whether that means programming, creative writing, knowledge of urban planning, or cooking.
You might develop an elaborate fictional world with heroes and villains and extra dimensions. Or you might
each become a character in an Invisible-Cities-style dialogue about some big philosophical question,
occasionally interacting with other characters (group members), occasionally just producing pages of your
own that exist parallel to other stories. Or you might select a local place to explore and report on, drawing on
the tradition of narrative journalism. If your group decides to have a dinner party every week for the rest of
the term and record and edit the happenings and post recipes…okay then. I mean it when I say: try to
dream up something that’s ambitious but also likely to be fun for you to work on together.

☐

FIRST GROUP BLOG POST – DUE AT 11:59PM ON FRIDAY, FEBRUARY 27
- THIS MAY INCLUDE A SOFT LAUNCH OF A WEBSITE, OR IT CAN INCLUDE A MEDIA
GALLERY THAT SHOWS WHERE YOU’RE GOING. This post should be more like a feature
article than a blog post. 1500 words would be appropriate. That can mean three people each write
500 words, one person uploads a bunch of images, and one person edits so that everything fits
together and redundancies are eliminated. Or it can mean that one person who has been a little less
involved in the building so far steps up and does most of the blog writing. You might use Flickr or
Pinterest or some other gallery/bulletin board site of your choice to collect elements, or you might
include a thoughtful sequence of screenshots in your post. Scans or photos of handdrawn elements
are more than acceptable.

- DESCRIBE

YOUR PROJECT IN DETAIL. Share some of your group’s answers to the questions
on the back of this page. Explain what technical skills you’re using, what decisions you’ve made, and
what choices you haven’t made yet buy know you’ll need to make. Ask for tips about specific things.
- BUT ALSO: FILL US WITH SOME WONDER. Share teasers that will make us excited to engage
with your story when it is finished. Ask some questions and promise to integrate our answers into the
story. Show off the things you’re most excited about. Make some promises you might not live up to.

☐

BEHIND THE SCENES BLOG POST – DUE AT 11:59PM ON SUNDAY, MARCH 8
This should be twice as long and twice as thoughtful as a regular blog post. Include technical details
(hows) and discuss choices you made (whys). There should be at least three blog posts from each
group (which means you can compose in teams of 2-3, but you can also compose these individually).
Group members should coordinate so that we get a look at different features or perspectives – these
posts should strive to avoid repetition.

SOME PRACTICAL GUIDELINES:
☐

This project should be something that no individual group member would have imagined and
produced alone. I’ll expect you to be able to talk about the frustrations involved in collaboration, as
well as the benefits of working with others.

☐

Will your story be driven by narrative events? Draw a timeline with major happenings on it.

☐

Will your story be driven by characters? Describe them in as much detail as possible. Find out as
much as you can about their motivations (whether they’re real or fictional, whether you expect to
make these motivations clear to readers or not.).

☐

Will your story be primarily “about” a place? Draw this out too. Again, find out as much as you can.

☐

You should make some “big” decisions about aesthetics early on. Create a color palette (something
like three or four colors that will be widely used across your designs). Select a font face or two (one
serif and one sans serif, perhaps) or three (add in a decorative font to use sparingly). Will you use
photos or draw comics? If you’re drawing comics, will individuals do different pieces by hand, or will
you use an online generator? If you’re using photos, will there be effects that unite them? Will
everything have rounded corners or sharp corners?

☐

You should also think about your ideal audience early on. Who is this story for? How do you expect
people to view it (across many sittings, or in a binge of fascination, on a computer or on any device
available)? What genre expectations is your audience likely to have? How will you meet their
expectations? How will you play off their expectations in order to create pleasurable surprises?

☐

Once you have a rough concept outlined, you might want to develop descriptions for a set of jobs
that need to be done. These can be relatively static, as long as everyone is playing a significant role.
Or they might rotate every couple weeks so that no one gets bored. Each person might have three or
four jobs.
Do you need a managing editor, someone who keeps track of who is doing what at any moment and
makes sure that files are being formatted correctly and transferred smoothly? Do you need a couple
writers to produce text(s) for your story? If you have two writers, they might swap work and edit
each other’s texts. Or you might have a separate copyeditor. Whose job is it to make any graphics
that you’re using and to make sure that they’re consistent stylistically? Do you need someone whose
primary job is research? Or photography? Or capturing/finding audio or video?

☐

Like your individual website, this is meant to be a semester-long project. Even when I’m not
checking in on your progress, you should be tinkering with your code (assuming there’s code
involved), adding content that helps develop your world’s mythology, and finding ways to revise your
story’s/stories’ structures. You should be communicating with your group mates outside class and
regularly adding to a collection of assets (you should make more stuff than you use in the end).

☐

At the end of the term, this story, site, or world should be a polished product that everyone in the
group can be proud of. Many of our other projects are experiments conducted quickly – which
means they may not be “finished” or beautiful. I think there’s a huge amount value in trying out new
things and failing at them. But I also want everyone to make a couple things that are exciting to them
and relatively complete. This is a chance for you to really show off – for each other and for me.
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Your task in the next three weeks is to create a polished 5-7 minute audio piece. Taking the RadioLab short
“An Ice-Cold Case” and the short fiction “The Iceman Speaks” as inspiration, your project should either:
ONE.

Introduce us (as listeners) to something animal, vegetable, or
mineral from a time and place not our own.

or
TWO.

Find a way to allow it to introduce itself to us.

This might be a relatively traditional audio essay (in the style of something like This American Life or All Things
Considered) or it may be an experimental soundscape that relies heavily on non-linguistic elements and seeks to
attach a set of feelings to your main “character.” Your final composition should make use of at least two
distinct human voices and sounds from one non-human source. You may utilize as many sources as you
want. If you mostly craft and read a fictional story, examine the John Bresland piece on Brevity again – this is
likely to be the hardest kind of audio piece to get “right,” even though it seems easier than interviewing, etc.
SOME PRACTICAL GUIDELINES FOR WORKING WITH AUDIO:
☐

Everyone has access to Audacity – this is on the lab computers and it is free/easy to download. If
you’re already familiar with more sophisticated audio editing software, you’re absolutely welcome to
use something else.

☐

Before asking me an Audacity question, check the resource packets on Courseweb and the wiki:
http://wiki.audacityteam.org/wiki/Audacity_Wiki_Home_Page

☐

One goal of this project is to start getting a feel for what’s possible in this medium. To this end, the
one thing I don’t want to get is a six-minute monologue with some Bon Iver in the background and
no sound effects.

☐

A question worth building an audio essay around probably isn’t something that can be answered in 5
minutes. You’ll need to think about what kinds of things someone might do with a question beyond
trying to answer it. Provide it with history, collect conflicting perspectives regarding it, learn to ask it
in better ways, etc.

☐

Your project should grapple with the challenges and the opportunities presented by working with
sound. Think about what this means. If there are sights, tastes, or tactile sensations that are
particularly pertinent to your question, your audio essay will need to find some way to represent or
invoke these things.

☐

You might want to ask an interview subject to describe what he or she is wearing. You might find
sound effects useful in terms of representing movement through space. If the question you’ve
selected is the kind of thing that leaves people speechless, you might explore the different genres of
speechlessness that exist.

☐

If you use music, take some time to think about how music impacts different listeners in very
different ways. Who is your ideal audience? What associations are they likely to attach to the noises
you’ve chosen to deploy? What might a less-than-ideal listener make of your composition? ALSO.
Consider seriously using music that isn’t under copyright. Check out http://freemusicarchive.org
SOME MORE GUIDELINES FOR THIS SPECIFIC ASSIGNMENT:

☐

Once your concept is finalized, you should create a 500px square “teaser” image and a 100-150 word
description to go with your final audio piece as marketing materials. These should be carefully edited.
Bring a draft of your short text to class on March 3, alongside the rough cut of your audio. Make sure
you’ve given your piece a title.

☐

As you collect sounds and manipulate them, you should be keeping a log of where they came from.

☐

I want to hear some of your mistakes and some experiments that you abandon. Save some duplicates
of your working files along the way (rather than just erasing work as you go forward). Consider
seriously both options for the assignment at hand before you commit to one or the other.

☐

Your should post your finished audio piece on SoundCloud and learn how to embed audio on your
(or a) website. You will want to signup for a SoundCloud account NOW (if you don’t already have
one).

☐

You should turn in a link to the page where your finished audio is posted via Courseweb.

☐

You should also create and turn in a .zip folder (do not just send all the files separately) that includes:
- Your final piece as a .mp3;
- Three or more edited experiments you conducted in audio format and decided not to use in
your final piece (as .mp3 or .wav files); 30+ seconds each would be appropriate;
- Plus the marketing materials (image and description) for your finished piece;
- The log of where your borrowed sounds came from;
- A 600+ word debrief.

☐

The “debrief” offers you a chance to tell me about the parts of your composing process that I can’t
hear. What went well? What could have gone better? What new-to-you things did you try out? What
did you try out and then decide not to turn in? Can you imagine wanting to work in audio again later
this semester? Are there materials you collected that you didn’t use but would like to see put to use?
Tell me, in detail, about one choice you made and a way in which you could have composed
differently.

☐

I will be pickier about file formats than I have been in the past. If you don’t have both a live link and
a .zip folder, you will lose points. The same goes for turning in audio project files instead of
exporting into .mp3 format. (You’ll need the LAME plugin to get .mp3 files from Audacity; unlike
.aup or other project files, .wav files are acceptable in a serious pinch, though not preferred).

☐

You may (with no penalty at all) double submit things in this portfolio and in the collection of design
experiments due during individual conferences the week before Spring Break. In fact, I strongly
encourage you to do so.
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Rather than being a separate formal project designed by me, this mid-semester check-point offers you an
opportunity to continue experimenting with the technologies and ideas that have been put on the table in the
first half of this class---and to talk about your experiments with me. As with your first suite of experiments,
this set of things should be one that “assumes integrated ways of knowing and demonstrates fluid
relationships among them.” Ten of the 25 points available for this project have already been “earned”
by your website soft launch.
You can absolutely include things that you as an individual have created for your group’s storytelling
project here. But also consider what you might want to make for yourself. Web work that is counted
again post soft launch should either be really ambitious or show you trying to fix glitches.
☐

You might return to Photoshop and work on creating some graphic elements for your website. (A
logo, a more professional header, a series of background images to use in different containers, etc.)

☐

You might imagine a particular feature you want your website to have and work on building that.
(Some kind of sliding art gallery, a place to show off professional projects you’ve completed, etc.)

☐

You might return to a single mythical object you made that was a great concept but not flawlessly
executed and create a second version. Or just continue adding to that set. Or craft a more traditional
photo essay to feature on your website, if that’s more your style.

☐

You might bring the promo art and description of your audio piece to review with me.

☐

What constitutes one object will vary. A website you put up for your group’s project might easily
count as three things (an html file, a css file, a header). If you want to tackle one more complex
project instead of a bunch of little projects, drop me an email or ask during your conference. That’s
probably more than okay.
COME TO YOUR CONFERENCE:
- EXPECTING TO CHAT FOR 20-30 MINUTES
- WITH SOME FOCUSED QUESTIONS FOR ME
- READY TO SHOW OFF FIVE NEW OR REVISED OBJECTS
- READY TO TELL ME WHAT YOU’RE THINKING FOR YOUR FINAL PROJECT/FORM OF YOUR FINAL WEBSITE
- READY TO TELL ME ABOUT YOUR GROUP’S WORK
- WITH A HARD COPY OF A TWO-PAGE REFLECTION ON THE CLASS THUS FAR THAT INCLUDES
SPECIFIC GOALS FOR THE REST OF THE SEMESTER (POSSIBLY A FINAL PROJECT PROPOSAL)
- WITH ANY FILES YOU WANT TO LOOK AT NEATLY ORGANIZED ON A FLASHDRIVE
(OR ON YOUR LAPTOP, IF YOU BRING THAT WITH YOU)

☐

When you turn in your expanded set of objects, do make sure I know what I’m looking at/for. If
there are things included that we’re done for conference, you may want to attach a debrief for them.

☐

You should turn in your reflection via Courseweb with appropriate links or files in formats that are
reasonable for web viewing. This is due end-of-day Friday, regardless of when you conference.
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You should create either two short animation projects (approximately one minute each) or one slightly longer
project (two to four minutes). Consider: we often see kinetic typography in commercials and music videos;
are there other rhetorical (communicative) situations where you can imagine this technique being useful? You
might consider here lessons learned from poetry or from artistic usage of letters and words across media.
☐

Your project(s) should grapple with the challenges and the opportunities presented by the task of
using space and movement and language to create meaning.

☐

Imagine a specific audience and a specific goal (or set of goals) for your kinetic type project. If you
choose to create two short projects, one may be an animation that takes the lessons of kinetic
typography and puts them to use in an animation that is less focused on text itself.

☐

Consider font (and the sculptural quality of letters) and color as agents of argument and/or
storytelling. Do you have more than one person talking? What are the range of ways in which you
might show that? Is there a feeling you want viewers to walk away with? How can you suggest that
feeling to them? Consider also usability. Does your text move too fast to read? Is it too small?

☐

You may use audio (either a voice reading your text or music or sound effects or all three), but this is
not required. If you choose to use audio, it should be integrated in a deliberate and thoughtful way
and synched to the animation of your text. Beginning from a song or a clip from a movie or
interview might give you a more solid starting place that trying to begin “just” from text.

☐

Consider the other content that you’ve featured or plan to feature in your final projects. Is there a
way to make this project work well as a featured piece there? (Not required, but worth considering.)
SOME MORE PRACTICAL GUIDELINES:

☐

One goal of this project is to start getting a feel for the software. To this end, I should be able to see
you testing out different tools, techniques, and aesthetics in your composition(s).

☐

As you collect images, sounds, video clips, bits of text---anything that is of use but not entirely your
own---you should be keeping a log of where things came from. You should include credits either at
the end of your video or in a descriptive blurb that appears with it on your website/in your debrief.

☐

When you turn in your kinetic typography videos, you should also turn in a 600+ word “debrief” that
tells me about the parts of your composing process that I can’t see or hear. What went well? What
could have gone better? What new-to-you things did you try out? What did you try out and then
decide not to turn in? Can you imagine wanting to work with animation or video again for your final
project? Tell me, in detail, about one choice you made and a way in which you could have
composed differently.

☐

You should turn in your debrief and a link to your project(s) via Coursweb.

☐

Your project(s) should end up online somewhere – I encourage you to use Vimeo (or YouTube), but
uploading your source files to your server and using another kind of player is also a good solution.
You could also choose to post them to our class blog. Leave yourself time after finishing to figure
out how you want to do this. You’ll probably want to render your project using a codec (Vimeo
recommends H.264) that gives you an MP4 file, but MOV (Quicktime) is likely to be fine too.
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These presentations can take any form you would like. They may take up any objects that can be understood
as digital media objects – that includes objects that seem “analog” at first but which were created using
workflows with significant digital components (or via logics that we might think of as computational).
Who. You are invited to work alone OR to present collaboratively with peers who have similar
interests/skills. Any group formation that happens will be up to you – I’m not assigning any groups.
How long. Regardless of how big your group is, each person is responsible for at least 8 minutes and no
more than 12. So, if you have a group of three people and you want to run a hands-on workshop,
you should plan an activity that will last for at least 24 minutes and no more than 36.
What. Consider the forms we’ve worked in and the software that we’ve used. Your presentation can either
extend something we’ve already done or introduce something new to the class.
Something new-to-us might mean: a new feature of a piece of software that we’ve used, a new piece of
software, or an example that is weird and/or interestingly complex and/or “just” very cool. It could
mean a tour of an online story or two, sharing several works by your favorite net artist, or looking at
some specific usages of social media (maybe a Twitter story or a collection of bots). Video, software
for creating branching narratives, JavaScript, GIS, notes from art history or the history of computing
that might ground some of the digital objects we’ve seen --- really anything is fair game. Regardless of
what you choose to present, do ask: what kinds of questions does your object or task provoke?
Format. Entirely up to you. You might: 1. Prepare a 12-minute lecture that analyzes an example and
provides some context/history that’s relevant to it.
2. In a group with several people, give micro-lectures (2-3 minutes
each) then have a round table discussion about some key questions
your individual presentations raised.
3. Walk through a tutorial that people are expected to “just” watch
and hand out a list of resources to help people learn more later.
4. Conduct a hands-on tutorial where people follow along and
make something with you.
5. Bring a set of activities that aren’t themselves “digital” but that
partake of logics that we often see in digital environments.
6. Something I haven’t imagined that you’re excited to do with us.
☐

Your presentation should address both affordances and limitations. What is well illustrated by your
exemplary form or an ideal task for your chosen platform? What kinds of projects might be a poor fit
for this platform or form? What problems are users new to a software package likely to face?

