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DIY: Digital Materials

For this teaching cooperative, our primary goal was to develop one or more set of teaching materials 
for a course we teach at CSUMB.  For the past couple of semesters, I've been working to transition 
CST 201: Media Tools to a “flipped classroom” model, and during the course of the Spring 2012 
semester I developed digital (multimedia) lecture materials to be consumed by students each week 
before coming to class each week, leading to in-class discussions and activities about the lecture 
content.

Briefly, here is the description of CST 201 from the course catalog:

Explores computer-based tools used in the design and creation of electronic media. 
Includes designing, creating, and editing electronic images, sounds, videos, text, 
and motion. Integrates multimedia authoring to design, manage, and execute a 
multimedia project.

I felt that this development process would be a good fit for the goals of the DIY teaching 
cooperative.  As such, I will briefly describe the artifacts resulting from this development process.

The Transition Process

In transitioning my lecture materials from an in-class to a flipped model, I had two primary 
concerns:

1. The highest possible material quality (i.e., professional polish) feasibly completed within the 
limited time frame available to a typical CSUMB faculty member

2. Universal Design for Learning: Continued accessibility of the lecture content for current and 
future students with minimal modification of content or presentation.

Based on these two concerns, for each set of lecture materials I generated an extensive PDF 
document containing text, images, and “test yourself” practice exercises directly oriented toward 
follow-up activities to be conducted in class.  In each case, if additional media files (e.g. audio, 
video) were needed for the lecture, these were included in a folder associated with the main PDF 
file – with each media artifact directly referenced by filename in the body text of the main PDF file.

All media contained within (or associated with) each PDF file were either taken from the public 
domain, appropriately attributed according to chosen Creative Commons licensure, or generated by 
me (either my own photography or illustrations).  Included media were appropriately cited back to 
source locations (typically the Wikimedia Commons).

One interesting caveat of this approach was the reciprocal nature of lecture content creation.  Many 
of the examples generated for further explanation of core concepts presented in each lecture were 
based upon what sorts of media were available with these types of licensure.  This approach kept 
things interesting for me, and I actually learned quite a bit about some rather peripheral topics as I 
went through the process of content generation!
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The Lectures

Based on the scheduling of the course for the Spring 2012 semester, I generated a total of seven 
sets of lecture materials1, listed here (in chronological order):

• Communication Basics
This lecture covers the basics of human communication (relevant to media production) as 
well as the core aspects and goals of communication design.

• Elements and Principles of Visual Design
The elements of visual design are the tools you have in your visual design toolset (such as 
line, color, shape, form) and the principles of visual design are concerned with the ways one 
uses these tools (such as contrast, repetition, alignment, proximity).

• Copyright and the Creative Commons
This lecture covers one major concept: the protection of creativity and production. Several 
different avenues of protection and sharing will be explored – notably Copyright and the 
Creative Commons (see: http://creativecommons.org/about).

• Sound Design, Manipulation, and Recording
This lecture provides an introduction to manyaspects of sound design and production, 
including the basic physics of sound, sound design principles, recording, editing, and 
publishing auditory artifacts.

• Working in Two Dimensions
This lecture extends beyond the elements and principles of visual design, addressing issues 
such as the frame and aspect ratio; size, direction, magnetism, and vectors; and 
psychological elements of visualization such as figure/ground and closure.

• Animation: Adding Motion and Time
Following a brief cause to question the very nature of animation, this lecture approaches 
animation from two perspectives: traditional (hand-drawn) animation techniques followed 
by modern computer-based animation techniques – those that both extend and transcend 
traditional techniques.

• Designing for Interactivity
The final lecture of the semester introduces students to interactive design from three 
perspectives: fundamentals of interactivity, a focus on users, and imperatives for interaction 
design (i.e., ethical, purposeful, pragmatic, and elegant).

All in all, these lectures were a pleasure to develop.  With a highly conversational writing style, 
they read very much like chapters from a book without the added stuffiness that often occurs in 
traditional textbooks.  Further, based on consultation with Cindy Compean, Information 
Technology Consultant for Assistive Technology in the CSUMB Center for Academic Technology, 
these lectures are all completely accessible.  Mission accomplished! :)

1 Note: Each lecture is available upon request from the CSUMB TLA.


