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  MODULE 1:  INTERACTIVE THEORYds       

LESSON 1:  INTERACTIVE MEDIA THEORY

OUTCOMES

· Learners will see that Interactive Media can involve letting users create content and communicate with one another not just an authority.

· Learners will realize that they have an opportunity to blend the skills of Designers, Developers, Makers and Ideators to become Creators and Get Creative through Sheridan.
· Learners will be given a set of definitions of Interactive Media, its context and content in order to guide them with respect to what things we can make and why.
· Learners will see that it is the rules that set up an interactive environment and these rules are enforced by coding.

· Learners will look through examples of good uses Interactive Media and to better understand the differences between the DOM and the Canvas.

PRESENTATION (45 Minutes)

Introduce the Program Breakdown and Interactive Media Overview documents.  Show the Creator chart – which helps explain Sheridan’s motto – Get Creative.
BREAK (15 Minutes)

PRESENTATION (60  Minutes)
Go over the DOM and Canvas comparison PowerPoint.
Then take learners through the various uses – expanding the MORE sections and scanning them – not reading everything but giving them an overview of the types of things we will be learning.

BREAK (15 Minutes)

LAB (45  Minutes)
Have learners do a FOLLOW INSTRUCTIONS exercise where you ask them to draw an abstract picture.  We then have a look at the picture to get a sense of how well they are understanding verbal instructions like putting things inside or above, going from left to right, etc.  We could have them look at each other’s and then that would segway into working in pairs through the examples.

Spend the rest of the time looking at examples https://zimjs.com/examples.html in pairs perhaps.
PAGE  
1

[image: image1.jpg]