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                   WEB DESIGN 2
                   SYLLABUS
INSTRUCTOR INFORMATION:

Diane Stocker-Bendersky

Office:  734-994-2092

Best Conference Times:  after 3:30 W-F

Email:  stockerb@aaps.k12.mi.us 

REQUIRED TEXT AND MATERIALS: 

Shelly Cashman Series –Complete Concepts and Techniques of HTML
Adobe Dreamweaver CS3 Revealed

Additional Materials found on Internet Sites
SOFTWARE USED:
Adobe CS3 Suite (Dreamweaver, Fireworks, Flash)

Photo Editor, Paint
       Microsoft Office Suite (Word, Powerpoint, Excel)

Microsoft Movie Maker
Cuteftp
MULTIMEDIA TOOLS:   

Mavica and Cannon digital cameras, HP Scanner; Microsoft Word, Excel, Photo Editor, Paint, 
PowerPoint, Microsoft Movie Maker; Notepad – HTML, JavaScript Programming, Roxio Easy 
CD & DVD Creator, Sound Max.  Video camera and microphone.
COURSE RESOURCES:  

· Dreamweaver, Flash, Fireworks

· Articles  (handouts, online
· Websites 
· Handouts
COURSE DESCRIPTION:   

Web pages have become important to our daily lives!  Learn how to create these pages using Adobe Macromedia suite.  Discover the mysterious HTML/XHTML, DHTML tags that make publishing on the WWW possible! 
This course introduces the fundamentals of the Internet and web page design to students. Students will learn the history and development of the Internet along with learning the basics of designing a web page using Macromedia Dreamweaver software. This course is based on the premise that design is best learned through application. Every project will focus on applying the creative process to practical problems in preparing their project web pages. 

This course will provide students with essential web page planning and development skills. Students will learn to write code manually and use graphical authoring tools. Students will also learn to work with web page layout and graphical elements, including images, hyperlinks, tables, forms, and frames. Mastery of these standards through project-based learning’s and group driven projects will help prepare students with a competitive edge for the global marketplace.
Students will also develop an understanding of IT professionalism including the importance of ethics, good communication skills, and knowledge of the “virtual workplace.” 
Course Objectives

· You will gain the skills and project-based experience needed for entry into web design and development careers.

· You will be able to use a variety of strategies and tools to create websites. 

· You will develop awareness and appreciation of the many ways that people access the web, and will be able to create standards-based websites that can be accessed by the full spectrum of web access technologies.

Course Prerequisites
Students should have basic computer skills, but do not need to be computer experts to take this course.
 INSTRUCTIONAL PHILOSOPHY:  

A variety of instructional methods may be used depending on content area.  These include but are not limited to: lecture, multimedia, cooperative/collaborative learning, labs and demonstrations, individual and group projects and presentations, speeches, debates, and panels, conferencing, performances, and learning experiences outside the classroom.  Methodology will be selected to best meet student needs.

MAJOR COURSE PROJECT(s)
Individual class assignments in web design to include a: Pizza website | Halloween website | Personal website | The Striped Umbrella website | Images Tutorial website | Club website | Resume website | Research topic website | Business website
COURSE OUTLINE
Getting to Know You.
1.   Introduction slideshow
2.  Creating files and folders for classwork

3.  Why have a have a website discussion? 

4.  Introduction to web development
Section 1:  Internet Technology and the Internet 
1. Learning the importance of Naming Conventions

2. Learning directory structure

3. TC/IP Suite and Internet Addressing
4. Copyright and Ethics

5. Copyright and Netiquette

6. Understand the impact of IT on business.
Section 2:  Employability and Career(s) Planning 
7. IT Job  Roles |  Employability and Career Development

8. Evaluate and compare employment opportunity to individual needs and career plan.
Section 3:  Web Browsing
9. Internet Service and Tools

10. Introduction to Web Browsing 
11. Basic Functions of Web Browsers 
12. Web Addresses
13. How Browsers Work
14. Browser Choices
15. Browsing Techniques
16. Multimedia on the Web

Section 4:  Systems

17.  Characterize the nature of the business (Foundation Standard)
18. Understand functions and interactions of departments within a business. (Foundation Standard)
19. Demonstrate knowledge of the nature of IT in business. (Foundation Standard)
20. Understand the functions of information systems in business. (Foundation Standard)
Section 5:  Image Techniques

21. Introduction to Web Image Techniques 

22. Image Transparency

23. Image Interlacing
24. Animation 
a.  Create animated GIFs

b.  Create a JavaScript rollover

c.  Embed Java and Quick Time Movies

d. Create Flash animation

Section 6:   Site Development/Project Management
25. Study Good Web Design Techniques

26. Basic Design Principles

27. Design Plan (Phases)
28. Integrate media elements.

29. Creating and Editing a Web Page

a. Introduction to Web Site Development

b. Markup Language and Site Development Essentials
30. Web Site Publishing
Section 7:  HTML/XHTML Coding
31.  Introduction  to HTML/XHTML

32. Markup Tags/Document Structure Tags

33. Good Coding Practice

a. Exploring the CS3 Adobe Suite


D.   Horizontal Rules and Graphical Elements


          E.    Hyperlinks


          F.     Table


          G.    Image Techniques


          H.    GUI HTML Editors
Section 8:   IT Project Management
34.   Overview of IT Project Management

35.   Project Management Fundamentals

36.   Project Management Phases/Schedules/Planning
Section 9:  Web Hosting
37. Internetworking Servers

38. Understanding Systems and Using Technology
Section 10:  Internet Security/Safety
14.   Maintain Safe Working Environment

15.   Understand health and safety standards and concepts in the workplace 

16.   Use the Internet to communicate and collaborate.

Section 11:  Leadership and Teamwork
16.      Demonstrate knowledge of the skills needed for leadership in the IT environment (Foundation Standard)
17.      Understand key approaches to successful leadership in the IT environment. (Foundation Standard)
18.
     Build interpersonal skills with individuals and other team members. (Foundation Standard)
19.
     Understand best practices for successful team functioning. (Foundation Standard)
Section 12:  Ethics and Legal Responsibilities
20.
   Understand ethical and legal issues in the IT field. (Foundation Standard)
Major Course Projects:

Design a Pizza Website | Personal Website | PhotoGallery | Image Tutorial Site | Halloween Website | The Striped Umbrella Website | others as needed

EXPECTED LEARNER OUTCOMES:

Upon successful completion of Web Page Design, the student will be able to:
Foundations
  I.
Basic Design Principles

A.
Describe reasons why page layout is necessary for web page design.

B.
Explain how proper color scheme enhances the web page design.

C.
Create a page design that shows proper use of layout, contrast and focus.

  II.
Web Page Construction

A.
Describe the basic tags used in web page construction.

B.
Explain the proper syntax and uses of tags.

C.
Create web pages using proper tags.

D.
Describe requirements needed for web writing.

E.
Explain color issues and selection as it pertains to web page design.

F.
Create a web page with the proper use of colors.

G.
Explain different technical issues involved in web page design.

H.
Describe common legal and ethical issues.
III.
Design Plan

A.
Describe the elements that go into a proper web design plan.

B.
Explain the need for a design plan.

C.
Describe different ways to have “value added content.”

D.
Explain what typography is and why it is important in web design.

E.
Describe the different types of graphic formats.

F.
Create web pages using different types of graphics.

G.
Explain the different types of animation in web page design.

H.
Create a web page using forms of animation.

I.
Describe the different types of audio in web page design.

J.
Explain how to optimize and stream audio.

K.
Create web pages using audio elements.

L.
Describe different types of video use in web page design.

M.
Create web pages using video elements.

N.
Explain what is meant by “dynamically generated content” and what it brings to the design of web pages.

O.
Explain the different types of structure in web site design.

P.
Create examples of web design structure.

Q.
Describe different functions of web pages.

R.
Explain different means to test and market the web site.
BASIC SKILLS (Reads, writes, performs arithmetic and mathematical operations, listens, and speaks): 
  
          F1 - Reading: Locates, understands, and interprets written information in prose and in documents such as manuals, graphs, and schedules. 
          F2 - Writing: Communicates thoughts, ideas, information, and messages in writing; creates documents such as letters, directions, manuals, reports, graphs, and flow charts. 
          F3 - Arithmetic: Performs basic computations; uses basic numerical concepts such as whole numbers, etc. 
          F4 - Mathematics: Approaches practical problems by choosing appropriately from a variety of mathematical techniques. 
•  THINKING SKILLS (Thinks creatively, makes decisions, solves problems, visualizes, knows how to learn, and reasons): 
  
          F7 - Creative Thinking: Generates new ideas. 
          F8 - Decision making: Specifies goals and constraints, generates alternatives, considers risks, and evaluates and chooses best alternative. 
          F9 - Problem solving: Recognizes problems and devises and implements plan of action. 
          F10 - Mental visualization: Seeing Things in the Mind's Eye: Organizes and processes symbols, pictures, graphs, objects, and other information. 
          F11 - Knowing how to learn: Uses efficient learning techniques to acquire and apply new knowledge and skills. 
          F12 - Reasoning: Discovers a rule or principle underlying the relationship between two or more objects and applies it when solving a problem. 

•  PERSONAL QUALITIES (Displays responsibility, self-esteem, sociability, self-management, integrity, and honesty): 
  
          F13 - Responsibility: Exerts a high level of effort and perseveres towards goal attainment. 
          F14 - Self-Esteem: Believes in own self-worth and maintains a positive view of self. 
          F15 - Sociability: Demonstrates understanding, friendliness, adaptability, empathy, and politeness in group settings. 
          F16 - Self-Management: Assesses self accurately, sets personal goals, monitors progress, and exhibits self-control. 
          F17 - Integrity/Honesty: Chooses ethical courses of action.
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IV.
Web Design Tools

A.
The student will describe different web design tools.

B.
The student will explain the uses of different commercial web tools

V.
Web Design Roles

 A.
The student will describe different jobs in web design.

 B.
The student will explain what the different webs do in the construction of

           a web site.

VI.
Current Issues

  A.
The student will describe current issues in web page design.

  B.
Explain how current issues affect web page design.


Performance Standards: 

1. Information Technology and Major Business Functions:  Describe the information technology components of major business functions and explain their interrelationships. 

2. Input Technologies: Use input technologies appropriately to enter and manipulate text and data. 

3. Information Retrieval: Gather, evaluate, use, and cite information from information technology sources. 

4. Programming and Application Development: Design, develop, test and implement programs. 

5. Privacy and Ethics: Describe, analyze, develop, and follow polocies for managing privacy and ethical issues in organizations and in a technology-based society. 

6. Information Technology Careers: Describe positions and career paths in information technology. 

**this course also fulfills the Arts Credit Requirement**
7. Creation and Performance Standard: The student will understand and use artistic processes to create original or perform existing works of art in at least one of the three arts areas required to be offered by a school from the following: dance, media arts, music, theater, and visual arts. As an elective, the student may understand and use artistic processes to create original or perform existing works of art in another art form or creative writing. 
COURSE POLICIES
All school discipline and attendance policies well be followed.
· Attendance daily – if absent, please make arrangements to complete the missing work.  

· The student must make arrangements in a timely manner to make up missed exams. A "zero" will be recorded for grade reports until complete.  Plagiarized work will receive a grade of “zero”.
· Grades are weighted numerically per assignments:

1. Textbook Quizzes / Tests (www.quizlab.com plus essay questions) 

2. Multimedia presentations (subjective assessment)

3. Web pages and presentation of digital portfolio (subjective assessment)

4. Graphics, edited photographs and animations 

5. Student self and peer evaluations. (detail quality assessment) 
6. Module Activities (computer tracked and recorded)  and Post Tests (on class multimedia computers) 

7. Optional grade – organized notebook and journal with notes and homework .  
8. Extra Credit for creative application of concepts added to choice web page.  Please have plans approved in advance. This may be a partner project depending on the complexity. 

Cheating/Plagiarism

Students caught pilfering or turning in work other than their own will lose credit and there is a risk for all parties involved to not receive credit for a project. Your professionalism grade will also be a failing grade, an administrative referral may be required, and parents will be contacted.

Computer Lab Policies
Students are expected to take responsibility in helping to maintain a classroom environment that is conductive to learning. In order to assure that all students have the opportunity to gain from the time spent in class, students are prohibited from making offensive remarks, reading material not related to the class, sleeping, having cell phone conversations, beepers (not on vibrate) or engaging in any kind of distracting behavior. Inappropriate behavior in the classroom shall resultStudents are expected to take responsibility in helping to maintain a classroom environment that is conductive to learning. In order to assure that all students have the opportunity to gain from the time spent in class, students are prohibited from making offensive remarks, reading material not related to the class, sleeping, having cell phone on, cell phone conversations, beepers (not on vibrate) or engaging in any kind of distracting behavior. (See Huron’s electronic policy in Student Code of Conduct Handbook) Inappropriate behavior in the classroom shall result in warning then a consult with teacher, parent, and administrator.
Students are responsible for any deliberate damage done to the equipment in the lab including, but not limited to computer workstations, calculators, copiers, scanners, printers, and projectors. Please see the Computer Lab Rules for a complete list of responsibilities.

Hours Required Out of Class

Depending on the background and computer skills of the student, outside work, research, and practice may be necessary to complete an assignment. Lab time is available during the lunch hour or after school twice a week by appointment.
Grading Breakout - You will be evaluated by written and performance assessments throughout the course. Every four weeks and each marking period (quarter), your grade is computed using their daily points and the scores you have achieved on tests, quizzes, assignments and homework.  
25%  Daily Assignments

 5% Homework Assignments

20%  Projects

10%  Tests/Quizzes

10% Midterm Exam

20 % Final Exam

10%  Professionalism/Attendance/Work habits
Retake Policy:  Students will be requested to redo class assignments, projects, homework if it does meet employment standards.  Projects may not be redone.  Upon resubmission of student work, it  will be re-graded.  If grade is higher, the new grade will be entered into the gradebook.  Students may retake quizzes and exams once only.  

Course Grading:
Course Grades: <59=E, 60-69=D, 70-79=C, 80-89=B, 90-100=A
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