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Columbus State Community College
Interactive Media
Digital Art, Media & Design Department


COURSE NUMBER: IMM 1160

COURSE: Media Graphics/Optimization	

CREDITS:  3						CLASS HOURS PER WEEK: 2 Lecture, 2 Lab	
PREREQUISITES: IMM 1100

DESCRIPTION OF COURSE:

IMM 1160 provides the students with a deeper understanding of the industry standard prototyping software, Figma. The focus of this course is a powerful vector-based design and prototyping tool. It has quickly become a go-to application for UI/UX designers, web developers, and digital creatives. This course streamlines the process of creating user interfaces for websites and mobile applications, offering a comprehensive platform that covers everything from wire framing to building interactive prototypes.


COURSE STUDENT LEARNING OUTCOMES:
 
· Learning Figma – Prototyping software for web and mobile
· Identify the different uses of Photoshop in creation of interactivity     
· Discover the various compression formats and how they relate to interactivity 
· Demonstrate an understanding and utilize the power of layers, masks and blends    
· Describe how to execute multiple layer function and adjustments within a design
· Demonstrate an understanding in resolution and file quality issues dealing with importing graphics and images
· Utilize and explain various text styles and their relationship to resolution and navigation  
· Create and utilize custom icons and logo elements for design     
· Utilize background to create the foreground, middle and background elements of a page
· Demonstrate knowledge of the legal and technical aspects of using and making content for interactivity  
· Integrate Photoshop designs into Figma   
· Explain how to utilize the creative process to diagram layout designs for Final in a non-digital method
· Combine learned skills in design, typography, animation, imagery, navigation and rollovers

PROGRAM OUTCOMES 

· Comprehend the relationship between design, marketing, and interactive multimedia projects and how it affects society and industry. 
· Understand the purpose and interrelationship among design, scripting, and software. 
· Be able to evaluate the strengths and weaknesses of project design including storyboarding,
diagramming, flowcharting, and brand relevance. 

If you need to work at the main campus, we have a computer commons area. It is located in the Technology building. Refer to the Course Information page for more information.


OUTCOMES BASED ASSESSMENT OF STUDENT LEARNING 
For this course, students are expected to demonstrate the skills associated with the Institutional Learning Goals (ILG) identified below:
· Critical Thinking 
· Technological Competence
· Communication Competence
In class students are assessed on their achievement of these outcomes. Names will not be used when reporting results. Outcomes-based assessment is used to improve instructional planning and design and the quality of student learning throughout the college.


COURSE MATERIALS REQUIRED:  None


TEXTBOOK, MANUALS, REFERENCES, AND OTHER READINGS

Designing and Prototyping Interfaces with Figma - Third Edition
By Fabio Staiano


GENERAL INSTRUCTIONAL METHODS

 This course utilizes web page content for information delivery over the CSCC Global Campus (Blackboard).

· Classroom & Group Discussions / Lectures
· Mobile Design examples
· Mobile development videos


STANDARDS AND METHODS FOR EVALUATION

	ASSIGNMENTS
	Points

	Project One
	100

	Project Two
	100

	Project Three
	100

	Quiz
	100

	Project Four
	100

	Project Five
	100

	Project Six 
	100

	Final Project (Part A, B, C)
	300

	Total
	1000




GRADING SCALE

	Points
	Grade

	900 – 1000
	A

	800 – 899
	B

	700 – 799
	C

	600 – 699
	D

	0 – 599
	E




SPECIAL COURSE REQUIREMENTS: 
None


ATTENDANCE POLICY
Students will attend all classes.  If there is an issue, it is up to the student to contact the Instructor before the class. Students will be in class on time.   


COLLEGE SYLLABUS STATEMENTS
Columbus State Community College required College Syllabus Statements on College Policies and Student Support Services can be found at  www.cscc.edu/syllabus or on the College website Quick Links “ Syllabus Statements”.


WEATHER RELATED DEPARTMENT SPECIFIC POLICY 

In the event of severe weather or other emergencies that could force the college to close or to cancel classes, such information will be broadcast on radio stations and television stations.  Students who reside in areas that fall under a Level III emergency should not attempt to drive to the college even if the college remains open.
Assignments due on a day the college is closed will be due the next scheduled class period.  If an examination is scheduled for a day the campus is closed, the examination will be given on the next class day.  If a laboratory is scheduled on the day the campus is closed, it will be made up at the next scheduled laboratory class.  If necessary, laboratory make-up may be held on a Saturday. 
Students who miss a class because of weather-related problems with the class is held as scheduled are responsible for reading and other assignments as indicated in the syllabus.  If a laboratory or examination is missed, contact me as soon as possible to determine how to make up the missed exam or lab.  Remember!  It is the student’s responsibility to keep up with reading and other assignments when a scheduled class does not meet, whatever the reason.
In the event the college is forced to close during Final Examination Week, students will be contacted by the instructor, and will schedule times to meet individually for their final presentations. 
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UNITS OF INSTRUCTION

	WEEK
	UNIT OF INSTRUCTION
	LEARNING OBJECTIVES/GOALS
	ASSESSMENT METHODS
	ASSIGNMENTS
	ASSIGNMENT DUE DATE

	Week 1

	Introduction to Figma

Learning the interface
	Review course objectives.  

Review instructor objectives.

Figma software introduction
	
	Chapter 1 - Exploring Figma and Transitioning from Other Tools

	

	Week 2

	Chapter 1 - Exploring Figma and Transitioning from Other Tools

	Getting to know Figma

Creating an account

Transitioning to Figma from Sketch and Adobe XD

	
	Chapter 2. Structuring Mood boards, Personas, and User Flows within Fig Jam

Chapter 3. Getting to Know Your Design Environment
	

	Week 3

	Chapter 2. Structuring Mood boards, Personas, and User Flows within Fig Jam

Chapter 3. Getting to Know Your Design Environment
	Research phase

Competitive analysis

UI/UX processes- User personas and User flows
	Project
	Project 1 – Choose a real or imaginary Pizza restaurant and begin researching. Use two of the UI/UX processes to create user persona, mood board 

Chapter 4. Wireframing a Mobile-First Experience Using Vector Shapes

	

	Week 4

	Chapter 4. Wireframing a Mobile-First Experience Using Vector Shapes

	Turning flow into a skeleton

Shaping the interface

Wireframing structures


	Project
	Project 2 – Building off your research of Pizza restaurant and begin organizing Assets for a wireframe. Create Figma file with 6 artboards with names, guides, grids, fonts, colors and navigation bar layout. 

Chapter 5. Designing Consistently Using Grids, Colors, and Typography

	Project 1 due

	Week 5

	Chapter 5. Designing Consistently Using Grids, Colors, and Typography

	Guides and layout grids

Use of typography

Choosing a palette- review past mood board


	Project
	Project 3 Add Lo-Fi wireframe elements to your Pizza app from project 2. Have Nav bar complete and refined. Add interactivity to navigation icons. Upload prototype wireframe to cloud for review 

Chapter 6. Creating a Responsive Mobile Interface Using Auto Layout

	Project 2 due

	Week 6

	Chapter 6. Creating a Responsive Mobile Interface Using Auto Layout

	Introducing Auto layout

Gap, padding and alignment

Creating auto resize elements and components
	
	Chapter 7.  Building Components and Variants in a Collaborative Workspace

	Project 3 due

	Week 7

	Chapter 7.  Building Components and Variants in a Collaborative Workspace – part I
	Creating and organizing components

A – Top navigation bar

B – Hero carousel

C – Content cards
	Project


	Project 4 Create a Medium-Fi prototype of Pizza App, building on project 3 wireframes. Images, color and graphics added 

Chapter 7 continued
	

	Week 8

	Chapter 7.  Building Components and Variants in a Collaborative Workspace – part II
	D – Repeated rows

Extending components with variants

Implementing variants

	
	Chapter 8.  Building Components and Variants in a Collaborative Workspace

Chapter 9. Prototyping with Transitions, Smart Animate, and Interactive Components
	Project 4 due

	Week 9

	Chapter 8.  Building Components and Variants in a Collaborative Workspace

Chapter 9. Prototyping with Transitions, Smart Animate, and Interactive Components

	Discovering responsive design
Designing to code with fluid layouts
Mastering transitions and triggers
Animating with Smart Animate
Structuring interactive components
Creating interactive overflows and overlays
	Project

	Project 5- Finish Pizza App Prototype with functional interactivity added on all artboards, with working links, transitions, overlays and triggers. 

Chapter 10. Testing and Sharing Your Prototype in Browsers and Real Devices
	

	Week 10

	Chapter 10. Testing and Sharing Your Prototype in Browsers and Real Devices 

Creating app icons
	Viewing your interactive prototype

Sharing your prototype with others

Working with feedback and reviews
	Quiz
	Quiz 1

App icons not in book – will use external web resources.
	Project 5 due

	Week 11

	Creating app icons
	Design approaches for effective mobile app design – save in 4 diff. pixel dimensions
	Project
	Project 6 - Create an App Icon design for your pizza app. 

Chapter 11. Exporting Assets and Managing the Handover Process

	Quiz 1 due

	Week 12

	Chapter 11. Exporting Assets and Managing the Handover Process
	Exporting from Figma

Exploring Dev Mode

Handing over the project for development
	
	Chapter 12. Expanding Your Workflow with Resources, Plugins, Widgets, and AI Tools
	Project 6 due

	Week 13

	Chapter 12. Expanding Your Workflow with Resources, Plugins, Widgets, and AI Tools
	Exploring the Figma Community

Extending Figma with plugins

Using widgets in Figma and FigJam

Speeding up your flow with AI

	Project
	Final Project (Part A) - Develop concept for Neighborhood Tour mobile app: Write a ‘White Paper’ at least one page long. Include details on the featured locations, color palette and why, typography, sizing/shaping, etc. Reasons for all design choices.

Chapter 13. Going Advanced with Variables and Conditional Prototyping
	

	Week 14

	Chapter 13. Going Advanced with Variables and Conditional Prototyping
	Understanding variables

Pushing further with conditional prototyping

	Project
	Final Project (Part B) Create the finished wireframe on all 8 artboards. Map locator page for your Neighborhood must be accurate 
	Final Project (Part A) due

	Week 15

	Final project preparation
	Prepare for final project
	
	Final Project (Part C) Create High-Fi Prototype for Neighborhood App with all interactivities, links, triggers and effects included. Uploaded onto Adobe cloud for review.
	Final Project (Part B) due

	Week 16

	Finals Week
	
	Final Project
	Final Project completion
	Final Project (Part C) due
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