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Rochester INSTITUTE OF TECHNOLOGY

Course outline form 

Golisano College of computing
and information sciences

School of Interactive Games & Media

NEW: GCCIS-IGME-230-WebsiteDesignAndImplementation
1.0 Course Designations and Approvals

	Required course approvals:
	Approval request date:
	Approval granted date:

	Academic Unit Curriculum Committee
	09/06/2010
	10/4/2010

	College Curriculum Committee
	10/15/2010
	10/22/2010


	Optional designations:
	Is designation desired?
	*Approval request date:
	**Approval granted date:

	General Education:
	Yes
	* No
	
	

	Writing Intensive:
	Yes
	* No

	Honors
	Yes
	* No


2.0 Course information:  

	Course title:

	Website Design & Implementation

	Credit hours:
	3

	Prerequisite(s):
	(IGME-102 or IGME-106) & IGME-110

	Co-requisite(s):
	None

	Course proposed by:

	Elizabeth Lawley

	Effective date:
	09/01/2013


	
	Contact hours
	Maximum students/section

	Classroom  
	 
	 

	Lab 
	
	

	Studio 
	
	

	Active Learning
	3
	30


2.a Course Conversion Designation*** (Please check which applies to this course).  *For more information on Course Conversion Designations please see page four.

	X
	Semester Equivalent (SE) Please  indicate which quarter course it is equivalent to:
4080-309

	
	Semester Replacement (SR) Please indicate the quarter course(s) this course is replacing:



	
	New Course


2.b Semester(s) offered (check)

	Fall: X
	Spring: X
	Summer
	Other


All courses must be offered at least once every 2 years.  If course will be offered on a bi-annual basis, please indicate here: 
2.c Student Requirements

	Students required to take this course:  (by program and year, as appropriate)

All students in the Game Design & Development, New Media Interactive Development, and New Media Design and Imaging (CIAS) programs must take this course.

	Students who might elect to take the course:

Students interested in a web design and development class for personal or professional reasons.


In the sections that follow, please use sub-numbering as appropriate (eg. 3.1, 3.2, etc.)

3.0
Goals of the course (including rationale for the course, when appropriate):

	To provide an overview of web development concepts and techniques including markup languages and standards, use of Cascading Style Sheets, basic web server concepts, client and server side programming techniques, and large scale website design.


4.0
Course description (as it will appear in the RIT Catalog, including pre- and co-requisites, and semesters offered).  Please use the following format:

Course number:





Name of Course

Description as you want it to appear in the catalog.  (Pre or co-requisites) 

Class X, Lab X, Credit X (Semester offered)

	IGME-230   Website Design & Implementation

Short Title: Web Design & Implementation

This course provides an introduction to web development tools and technologies, such as X/HTML, CSS, Javascript and DHTML, AJAX, web platforms and environments, and server-side programming methods. ((IGME-102 New Media Interactive Design and Algorithmic Problem Solving II or IGME-106 Game Development and Algorithmic Problem Solving II) & IGME-110 Introduction to Interactive Media) Class 3, Credit 3 (F,S)


5.0
Possible resources (texts, references, computer packages, etc.)

	5.1. Web-based reference sites, including (but not limited to)

5.1.1. A List Apart (alistapart.com)

5.1.2. WebMonkey (webmonkey.com)

5.1.3. WestCiv CSS Guide (http://www.westciv.com/style_master/academy/css_tutorial/)

5.1.4. W3 Schools (w3schools.com)

5.1.5. Visibone Quick Reference Guides (visibone.com)

5.2. O’Reilly Safari Books via RIT Library

5.2.1. Learning Web Design (Jennifer Niederst Robbins)

5.2.2. Webmaster in a Nutshell (Stephen Spainhour, Robert Eckstein)

5.2.3. HTML & XHTML, The Definitive Guide (Chuck Musciano, Bill Kennedy)

5.2.4. JavaScript, The Definitive Guide (David Flanagan)

5.2.5. Learning PHP, mySQL, and JavasScript (Robin Nixon)
5.2.6. Cascading Style Sheets: The Definitive Guide (Eric A. Meyer)


6.0
Topics (outline):
	6.1. Web Site Architecture

6.2. Web Standards

6.3. Basic Client-Side Web Programming

6.4. Web Server Architecture and Operations

6.5. Server-Side Web Programming

6.6. Web Data Management

6.7. Large-Scale Site Development


7.0
Intended course learning outcomes and associated assessment methods of those outcomes (please include as many Course Learning Outcomes as appropriate, one outcome and assessment method per row).
	Course Learning Outcome
	Assessment Method

	7.1
Students will use standards-compliant markup languages and style sheets to implement web pages.
	Assessed by: All individual and group projects, and final practical exam.

	7.2
Students will use client-side techniques such as JavaScript to implement interactivity and navigation.
	Assessed by: Final individual and group projects, and final practical exam

	7.3
Students will use server-based techniques including .htaccess directives and server-side scripting to improve site performance and security.
	Assessed by: Final individual and group projects, and final practical exam

	7.4
Students will demonstrate proficiency with fundamental data access from server-side scripts.
	Assessed by: Group project design document, wireframe, and web-based prototype.


8.0
Program outcomes and/or goals supported by this course 
	8.1. Game Design and Development

8.1.1. apply current technology in a media-centric context 

8.1.2. identify, critique, and apply knowledge of media theory, mediated communication, and aesthetics towards the construction of media-centric applications 

8.1.3. effectively communicate technical and design concepts through writing, speech, and formal presentation 

8.2. New Media Interactive Development

8.2.1. apply current technology in a media-centric context 
8.2.2. identify, critique, integrate, and apply knowledge of media theory, mediated communication, interactivity, and aesthetics towards the construction of media-centric applications  
8.2.3. effectively communicate technical and design concepts through writing, speech, and formal presentation 


9.0   

	
	General Education Learning Outcome Supported by the Course, if appropriate
	Assessment Method

	Communication

	
	Express themselves effectively in common college-level written forms using standard American English 
	

	
	Revise and improve written and visual content 
	

	
	Express themselves effectively in presentations, either in spoken standard American English or sign language (American Sign Language or English-based Signing) 
	

	
	Comprehend information accessed through reading and discussion
	

	Intellectual Inquiry

	
	Review, assess, and draw conclusions about hypotheses and theories 
	

	
	Analyze arguments, in relation to their premises, assumptions, contexts, and conclusions
	

	
	Construct logical and reasonable arguments that include anticipation of counterarguments
	

	
	Use relevant evidence gathered through accepted scholarly methods and properly acknowledge sources of information
	

	Ethical, Social and Global Awareness

	
	Analyze similarities and differences in human experiences and consequent perspectives 
	

	
	Examine connections among the world’s populations 
	

	
	Identify contemporary ethical questions and relevant stakeholder positions
	

	Scientific, Mathematical and Technological Literacy

	
	Explain basic principles and concepts of one of the natural sciences
	

	
	Apply methods of scientific inquiry and problem solving to contemporary issues 
	

	
	Comprehend and evaluate mathematical and statistical information
	

	
	Perform college-level mathematical operations on quantitative data 
	

	X
	Describe the potential and the limitations of technology
	Assessed by: Final individual and group projects, and final practical exam

	X
	Use appropriate technology to achieve desired outcomes
	Assessed by: Final individual and group projects, and final practical exam

	Creativity, Innovation and Artistic Literacy

	X
	Demonstrate creative/innovative approaches to course-based assignments or projects 
	Assessed by: Group project design document, wireframe, and web-based prototype.

	
	Interpret and evaluate artistic expression considering the cultural context in which it was created
	


10.0
Other relevant information (such as special classroom, studio, or lab needs,

special scheduling, media requirements, etc.)

	10.1
This course requires a studio classroom environment; total number of enrolled students will be dependent on available computing facilities.


*Optional course designation; approval request date: This is the date that the college curriculum committee forwards this course to the appropriate optional course designation curriculum committee for review.  The chair of the college curriculum committee is responsible to fill in this date.

**Optional course designation; approval granted date: This is the date the optional course designation curriculum committee approves a course for the requested optional course designation.  The chair of the appropriate optional course designation curriculum committee is responsible to fill in this date.
***Course Conversion Designations 
Please use the following definitions to complete table 2.a on page one.

· Semester Equivalent (SE) – Closely corresponds to an existing quarter course (e.g., a 4 quarter credit hour (qch) course which becomes a 3 semester credit hour (sch) course.) The semester course may develop material in greater depth or length. 

· Semester Replacement (SR) – A semester course (or courses) taking the place of a previous quarter course(s) by rearranging or combining material from a previous quarter course(s) (e.g. a two semester sequence that replaces a three quarter sequence). 

· New (N) - No corresponding quarter course(s).  

July 27, 2010

PAGE  
2

