TC310  

INTRODUCTION TO COMMUNICATION DESIGN
Autumn 2007
CLASS MEETING TIME & LOCATION

Monday, Wednesday, and Friday from 9:30am to 10:50am

Loew 19: (the TC Computer Lab)
Go Post board: https://catalysttools.washington.edu/gopost/board/cyputnam/2250/
INSTRUCTOR

Cynthia Putnam
Office: Engr. Annex - room 206
Office hours: By appointment 
cyputnam@u.washington.edu
http://courses.washington.edu/tc310/ 
COURSE DESCRIPTION

Professionals in technical communication use a wide variety of software tools to create print and digital documents.  This course will introduce you to some of the popular tools used by TC professionals: Word, Photoshop, PowerPoint, Illustrator, Visio, Flash, and Dreamweaver.  We will look at the functionality of these tools, the types of design activities that these tools support, and techniques for designing effective solutions with these tools.  Knowledge of these tools makes TC graduates very competitive in the job market.  Within this course, we will focus on techniques for rapidly learning these tools, for producing professional information design solutions using these tools, and we will learn about the nature of design within the TC profession.

REQUIRED MATERIALS & ELECTRONIC RESOURCES
· Readings
· Required: 

· Course pack : A course pack is available at the Ave Copy Center (4141 University Way NE, 206-633-1837).
· Redish, Janice (Ginny). (2007) Letting Go of the Words: Writing Web Content that Works. Elsevier: San Francisco, CA.
· Optional (Reference only):

Meyer, Eric A. (2004). Cascading Style Sheets: The Definitive Guide, Second Edition. O’ Reilly Media: Sebastopol, CA.
· Access to TC Computer Lab  
The computers in the TC computer lab will provide you with access to the software tools for the class.  Please speak to Carolynda Valerio-Lucas to get your personal lab door code and to get your account (username and password) on the TC computer network.  
All of the software that you need for this class is available in the TC Computer Lab (Loew 19), which is open whenever the building is open, except when other classes are scheduled in the lab.  Some of the packages are available in other computer labs on campus such as the Mary Gates computing center and the Odegaard Undergraduate Library.  Some packages can be downloaded for a free 30-day trial and installed on your own computer.  You may also wish to take advantage of the very reasonable educational discounts on some of these software packages; inquire at the University Bookstore Computing Store for prices and further information (your student ID is required for discounted purchases).
· Access to the Internet 
We will use a variety of web-based tools as part of this course.  You will be required to access course materials via the course website, submit your assignments through the web, and participate in online discussions.  As a result, you will need Internet access and your UWNetID.  The specific Internet-based resources are listed below

Course website:  http://courses.washington.edu/tc310
Portfolio: http://portfolio.washington.edu/ 
LEARNING OBJECTIVES

This course has been designed to focus jointly on information design activities and on professional use of software tools.  After participating in this course, you will be able to:

· Use popular software tools effectively and professionally for technical communication activities. 
You will learn how to use of modern software tools to accomplish common TC activities, which includes presentation management, print document design, interactive document design (i.e., Web design, help system design, PDF development), and graphics design (i.e., diagram design, information visualization).  As is common in the professional arena, you will be able to produce professional quality solutions under tight deadlines, to design solutions with existing content, and design solutions such that they are reusable.

· Use familiar strategies to learn new software tools.  
Throughout the course, you will gain skills and strategies that will help you rapidly learn similar software tools in the future.  You will gain understanding of common functionality in information design tools and Web site development tools.

· Design effective solutions in response to common technical communication challenges.
You will develop the following skills: 

· Analysis of communication situations based on audience needs, the context in which the intended audience will use the information, and the purpose of the information.

· The ability to make informed design decisions when creating information solutions by leveraging graph design, information architecture, interaction design, and usability principles.

· The ability to critically evaluate the effectiveness of the design decisions that shape an information solution, and the ability to select the most promising solutions based.

· Demonstrate knowledge of technical communication as a profession. 
This course will enable you to characterize the challenges and concerns TC professional face when engaging in digital document design and websites.  These include audience/user analysis, awareness of usability issues, familiarity with common document genres, and learning common guidelines for document development.  Overall, these skills will prepare you to educate others about the TC profession, activity direct their own learning in the future, find a job, and work effectively in a TC-related career.

ADDITIONAL ANTICIPATED OUTCOMES

Your learning in this class is expected to lead to three additional outcomes.  Participation in this course should also contribute to students’ abilities to: 
· Engage in professional TC discourse - engage in conversations with TC professionals in which a range of conceptual issues, product concerns, and software topics are discussed. 

· Identify TC learning issues - identify TC related issues that the student wishes to learn more about. 

· Envision job possibilities - describe a range of activities common to TC professionals and the job contexts in which such activities may occur. 
ASSIGNMENTS / DUE DATES / GRADING

In this course, you will complete a variety of assignments designed to help you achieve the course learning objectives.  The table below provides an overview of the assignments, the due dates, and associated percentage.  Assignments are due at the beginning of class on the specified day. See late policy under the section on student responsibilities.  

The following aspects of the course will determine your overall grade for this course:

	Submission
	Due Date
	% Final Grade

	Design assignments (7 total assignments)
	
	

	- Solutions
	Weekly-see schedule
	30 %

	- Design rationale


	Weekly-see schedule
	20 % 

	Design critique sessions
	
	

	- Critiques on the go-post board
	Weekly-see schedule
	5 %

	- Critiques during presentations

	Weekly-see schedule
	5 %

	Culmination
	
	

	- Professional website /portfolio
	03-Dec-07
	20 %

	- Learning portfolio 


	14-Dec-07
	10 %

	Class and group contributions and  /participation
	Weekly-see schedule
	10 %


Design Assignments 

The bulk of our class time will focus on 8 design assignments.  Each design assignment will allow you to become familiar with a new software package that you will learn during the weekly tutorial/workshop.  Each design assignment allow you to learn a new software package or technology, learn information design techniques, and apply what your have learned to solve a communication problem.  Equally important, each assignment requires that you write a design rationale that justifies your key design decisions and that you participate in a design critique session.  The schedule and individual aspects the assignments are described below.

Design solutions
Each week you will use a new tool/technology (e.g., Visio, Photoshop, etc.) to create a solution to a technical communication challenge.  New challenges will be handed out each week in class and posted online to the course website.  You will be responsible for analyzing the communication needs in each challenge and designing a solution (e.g., a help system, a web page) that meets those needs.  As a technical communication course, this course stresses usable solutions that successfully address audience needs, the audience’s context of use, and the purpose of the communication event.  

For some assignments you will create your solution under the context of a role-playing scenario in which you have been hired by a technical communication department of an organization. For others you will consider your professional portfolio website in addition to the role playing scenario.  You will be working as part of a team of interns and group assignments will happen during the first week of class.  Your team will select an organization at the beginning of the term and complete all assignments in the context of that organization.    

While these assignments will be primarily individual assignments, each will require some coordination with a team.  The solutions must fulfill all technical requirements and team/branding requirements, as well as be usable and effective.  For each assignment, you will submit a solution as well as a written rationale (see next section).  These two elements of the assignment will be graded separately.

The specific tools, assignments, and their due dates are listed below.  

Assignment description

Due ​ Date

Design assignment 1:  Poster / PowerPoint 

08-Oct-07
Design assignment 2:  Document design / Word
15-Oct-07
Design assignment 3:  Site Maps / Visio

22-Oct-07
Design assignment 4:  Wireframes / Illustrator 
29-Oct-07
Design assignment 5:  Graphics / Photoshop 

07-Nov-07
Design assignment 6:  Webpage / HTML 

14-Nov-07
Design assignment 7:  Photoshop treatment web-

                                     based professional portfolio
21-Nov-07

Design assignment 8:  Simple CSS/ Dreamweaver  
21-Nov-07
                                       ---this assign graded pass/fail only

Professional Portfolio with /simple Flash

03-Dec-07
FINAL – Learning Portfolio

12-Dec-05

Design rationale  
Professional designers are frequently called on to explain their solutions and the rationale behind the decisions in their solutions.  This is important when sharing a solution with co-workers and clients, when engaging in a design review, and/or when determining how to evaluate the solution.  The design rationale will provide you a place to document the reasoning associated with your solution.  

A complete design rationale will identify the key features of your solution, identify key design decisions represented in the solution, and explain the thinking behind one or more of the design decisions (the alternatives you considered, why you chose the one you did).  An effective design rationale for a TC professional will clearly show the link between the solution features and the user/audience analysis.  The goal of the design rationale is not to exhaustively capture your design reasoning.  Rather, the goal is for you to demonstrate your awareness of the key features of your solution.  A design rationale provide the following:

· Who is the primary audience(s)? How will the artifact be used?

· What does the audience know? What is the audience looking for? What do they need to know? 
· What kinds of questions are your audience asking when they look at your document/website and howdoes your design and writing effectively convey the answers to those questions?

· What kinds of issues did you consider as you made your design decisions? What are the major elements of your design and why did you make the choices you did?

· Your reflection on what you think works well – and/or what does not work well. What other issues need to be considered if you were to continue working on this project?
See the grading rubric below for more details.
Design critique sessions – Presentations and questions
Each week, we will explore a subset of the “just submitted” solutions.  These sessions will provide students with the opportunity to practice in presenting and justifying solutions, recognizing alternative solutions, asking questions about solutions, and thinking critically about solutions.  Teams will sign up for presentation dates at the beginning of the quarter.

Each design critique sessions will consist of following activities: 

a. Presentations: a group (3-4 students) will formally present their solutions for consideration by the class and will take general questions from the instructor or other classmates.  This presentation should be an oral, interactive version of their design rationale. 

b. Critical evaluation: Each presenter will team up with 2 or more students from other teams in front of a computer workstation.  Together, they will evaluate the effectiveness of the solution, identify what makes the solution usable, and suggest possible usability improvements.

c. Report:  Each group will report the findings of their evaluation back to the class.  Students should use design principles from the readings and lecture when reporting their analysis to the rest of the class.

Weekly Readings and Discussion

Through weekly readings and interactive lectures, you will be introduced to a range of information design concepts that are important in Technical Communication.  Schedules are  included  in this syllabus.

Discussion Contributions
Readings pertaining to technical communication design concepts will be assigned each week. Each week a different team will be asked to bring examples related to the readings and topic for the week for a whole group discussion.

Peer Critique
Each week you will be asked to look at two other students work through Catalyst portfolio and give a short critique. I will provide a schedule in the second week. The critique must include comments on at least one item executed well and one item you feel could be better. You need to relate your explanation to the class readings, discussions and the grading rubrics. The critiques will be seen ONLY by the recipient student; however, if you do not receive two students critique I expect you to let me know. You will be responsible for completing your critiques before 5PM each Thursday. Critiquing other’s work will help develop your own design language and evaluation skills.
Participation
The structure of this course relies greatly on the contribution of the students.  In addition to completing assignments and contributing to the debriefing sessions, you will be called upon to participate in additional class activities and assignments.  

Cumulative Final Projects

Professional Portfolio  
At the end of the quarter you will develop portfolios providing a synthesis of your class efforts.   In the professional portfolio assignment, you will be asked to design and develop a custom web-based professional portfolio.  At minimum, a high quality professional portfolio will be one that satisfies standard usability criteria, conforms to standards for effective communication, and succeeds in making and supporting claims about the professional skills of the person who created the portfolio. 

Learning Portfolio 
In the final assignment of the course (replacing the role of a final exam), you will be asked to develop a portfolio that demonstrates your achievement relative to the learning objectives of the class and your own experiences.  You will be asked to do this using E-portfolio.  At minimum, a high quality learning portfolio will be one that conforms to standards for effective communication, and succeeds in making and supporting claims about the learning achieved by the person who created the portfolio.

MORE ON GRADING

Work submitted in this class will be graded on both the design rationale and the design solution on a 0-4 grading scale. See the rubrics below for details.
Resubmitting work  
Students will be permitted to resubmit up to one solution and one design rationale for re-grading.  Students may resubmit these items at any time prior to the last week of the course.  The revised grade will replace the original grade.  When resubmitting, students should include the original work as well as the revision, and a brief statement explaining the nature of the revision. 

Rubric for Grading Design Rationales
	Dimension
	1.0 (“D”)

Poor Work
	2.0 (“C”)

Average Work
	3.0 (“B”)

Strong Work
	4.0 (“A”)

Exceptional Work

	Communication Quality (33%)

Effective communication that is free of grammar and style errors and is easily understood


	· Rationale required major editing before being shared with others.

· Large number of grammar/style errors.

· Rationale is very difficult to understand.
	· Rational requires some editing before being shared with others.

· Multiple grammar/style errors are present. 

· Rationale is somewhat difficult to understand.
	· Rationale is ok for team consumption.

· Rationale has limited grammar/style errors.

· Rationale is occasionally muddy but overall understandable.
	· Rational is good for public consumption and can be shared beyond the design team.

· Free of grammar/style errors.

· Rationale can be clearly understood.

	Completeness

(33%)

Rationale contains a problem interpretation, solution features, and reasoning driving design decisions.  Relationships between these three elements are clearly stated. 


	· Rationale severely incomplete because it is missing two or more major elements (aka: missing problem interpretation, solutions feature, and/or reasoning driving design decisions).
	· Rationale is incomplete because it is missing one major element or it fails to explain the relationships between the elements.
	· All three elements are present in the rationale.

· The relationship between all three elements is clear.

· Overall scope of rationale is limited, focusing mostly on 1 decision that drove the design of the solution.
	· All three elements are present in the rationale.

· The relationship between all three elements is clear.

· Overall scope of the rationale is broad, providing reasoning for multiple decisions that drove the design of the solution

	User-centered

(33%)

Rationale clearly states how the solution was driven by the needs of the intended audience and their pre-existing knowledge.
	· The design rationale focuses exclusively on the designer’s preferences and ignores the user’s needs and pre-existing knowledge.
	· The design rationale represents designer’s preferences while also addressing some of the user’s needs.
	· The design rationale almost exclusively focuses on user’s needs and leveraging their pre-existing knowledge.

· Some assumptions are made without explicitly linking to the user considerations.
	· The design rationale is exclusively focused on user’s needs and leveraging their pre-existing knowledge.

· The rationale’s focus on user issues is presented in a meaningful and elegant manner.


Rubric for Grading Design Solutions
	Dimension
	1.0 (“D”)

Poor Work
	2.0 (“C”)

Average Work
	3.0 (“B”)

Strong Work
	4.0 (“A”)

Exceptional Work

	Technical Requirements (50%)

Solution must meet all technical requirements stated in the assignment.


	Solution fails to meet multiple major technical requirements.
	Solution fails to meet one of the major technical requirements or multiple minor technical requirements.
	Solution mostly meets the technical requirements but may have one minor flaw.
	Solution fully meets all technical requirements.

	Team/Branding Requirements

(10%)

Solution must meet all team and branding requirements stated in the assignment.


	Solution fails to meet multiple major aspects of the team / branding requirements.
	Solution fails to meet one of the major team / branding requirements or multiple minor team / branding requirements.
	Solution mostly meets the team / branding requirements but may have one minor flaw.
	Solution fully meets all team / branding requirements.

	Usability Requirements

(40%)

Solution should exhibit a design in which users can be expected to not encounter usability issues (as judged by expert review). 
	Solution exhibits severe (show-stopper) usability problems: intended users will encounter significant difficulty using this solution and fail to use the solution properly.
	Solution exhibits major usability problems: intended users will experience major confusion or experience strong frustration using this solution before correctly figuring it out.
	Solution exhibits minor usability problems: intended users may sometimes exhibit minor confusion or frustration but can successfully figure out how to use the solution.
	Highly usable solution:  all evidence suggests that intended users will find the solution highly usable. 


STUDENT RESPONSIBILITIES 

As a student in this class, you have the following responsibilities:

· Attendance
You are expected to participate in class sessions and presentations as scheduled.  Consider this class as part of your professional life and keep in mind that you would not fail to report to work without giving appropriate notice.  Please email the instructor if you will be unable to attend class.

· Catching up after missed class sessions 
If you miss a class session, it is your responsibility to get caught up on missed materials.  Contacting other students and checking the course website are the most effective strategies for this.  If you feel that you need information from the instructor, please attend regularly scheduled office hours or make an appointment.  

· Meeting deadlines 
Meeting deadlines is a professional responsibility.  Therefore, all assignments must be submitted on the due date.  You can receive an extension only if you meet two conditions: (1) you contact the course instructor by email 24 hours before the date that the assignment is due to explain why you need an extension, and you receive a written (e-mail) approval.  (2) Next, you submit the assignment within one week of the original due date.

· Being personally responsible for learning
Individual experiences are so different, the only person who may truly understand what works for you is you.  As a result, students need to be their own self-advocates.  If something in the class is not working for you, please raise it with the instructor while there is still time to make a correction.  It is frustrating to learn of problems only when there is no longer the possibility of fixing them.  

· Plagiarism
It is your professional responsibility to ensure that all submitted work is your own.  Please read Department of Technical Communication (TC) policy for students registered in TC courses regarding plagiarism.  This information is located at: 
https://intranet.uwtc.washington.edu/academicresources/plagiarismpolicy.php

· Student Rights
You have rights as a student.  To learn about these rights, please read Department of Technical Communication (TC) policy for students registered in TC courses regarding student rights. This information is located at:
https://intranet.uwtc.washington.edu/academicresources/studentrights.php
 
· Participation in Research
Students registered in TC courses are part of the TC Human Subjects Pool. This means that students may be asked to participate in a research study. Participation in research studies is voluntary; students who do not wish to participate will be offered an alternative assignment. Please read the department policy at: 
http://www.uwtc.washington.edu/research/hsr/ 
INSTRUCTOR RESPONSIBILITIES
Instructors have a number of responsibilities.  The instructors of this course are committed to the responsibilities shown in the list below.  If you believe the instructors should have a responsibility that is not already mentioned in the list, please raise this issue.  
· Providing clear expectations and instructions

· Timely turnaround of submitted materials

· Providing justification of grades and constructive feedback for improvement

· Sharing knowledge and expertise

· Recognizing and balancing the needs of each of the students in the class

· Helping students develop excitement and interest in the topic

TEACHING PHILOSOPHY AND STYLE

TC 310 was designed with a specific philosophy and style in mind which incorporates the following elements:
1. Create a learning community
People learn from each other.  Students learn from other students as well as teachers.  Anyone with knowledge can represent a teacher.  Further, as students become more advanced, they often have knowledge that is relevant to other students.  Given these issues, I actively try to transform a group of students into a learning community—a group of people, who learn from each other, are willing to turn to one another with questions, and feel comfortable contributing their knowledge. 

2. Use a variety of learning and assessment activities 
Learning is an active process and also an individual process.  In order to learn, students need to be engaged in activities.  Yet, different learners benefit from different types of activities.  Thus, in this class we will use a variety of activity types in order to provide many different opportunities for students to test and demonstrate their understanding.  
3. Relate topics to a broader knowledge context 
Learning of one topic is facilitated when one understands how the topic relates to a wide variety of other topics. In other words, making connections is important for learning.  In the context of professional education, I will work to help you relate specific class topics to (a) other topics in the professional curriculum, (b) the practice of the professional (e.g., Technical Communication) and (c) issues of professional practice in general (e.g., to ethical issues, to teamwork issues). 

	Autumn 2007 Schedule (subject to change as needed)


	September 2007

	Monday
	Tuesday
	Wednesday
	Thursday
	Friday

	24
	25
	26

Introduction to TC310 

Go over Syllabus

Sign up for groups

Sign up for presentation days/Discussion days

	27
	28

Lecture and Discussion:

What is Communication Design?

What is User-centered Design?

What is Usability?




	October 2007

	Monday
	Tuesday
	Wednesday
	Thursday
	Friday

	1

Lecture: Gestalt Principles and Quantitative information display
Design Rationales
Introduction to Assignment 1 (PowerPoint, Posters)

	2
	3

Software tutorial: PowerPoint
	4
	5

Discussion:

Group 1 to present Quantitative information display examples – tie back to readings and lectures
Lab time:

In-class time for groups to work on posters 


	8

Poster Due  and presented
Bring in a PRINTED copy of your rationale to turn in

Lecture: Typography and User-Centered Print Design
Introduce next Word travel doc assignment


	9
	10

Software  Word Tutorial
	11
	12

Discussion:

Group 2 to present good and/or bad Type examples – either web-based or in print – tie back to readings and lectures
Lab time:

In-class time for groups to work on Word Travel Docs


	Monday
	Tuesday
	Wednesday
	Thursday
	Friday

	15

Word Travel Doc Due and presented
Bring in a PRINTED copy of your rationale to turn in

Lecture: web-based help Systems, Information Architecture, Interaction design, and site maps

Introduction to two Visio assignments: (1)map the help section just completed and (2)map web-based professional portfolio 


	16
	17

Software tutorial:  Visio Tutorial/site maps
	18
	19

Discussion:

Group 3  to present good or bad examples of interaction design – web-based or other – tie back to readings and lectures
Small group discussions: web-based professional portfolio site maps 

Lab time to work in Visio 

	22

Site Maps Due – but only site map for web-based help system will be presented
Bring in a PRINTED copy of your rationale to turn in

Lecture: Good Design Layout Essentials for print and web
Introduction to two Illustrator wireframes assignments: (1) wireframes for a web-based help system and (2) wireframes for web-based professional portfolio


	23
	24

Software:  Illustrator Tutorial  for wireframes

Bring wireframe sketches next class
	25
	26

Discussion:

Group 4 to present good and/or bad examples of design layout on websites or other – tie  back to readings and lectures
Small group discussions: web-based professional portfolio wireframes 

Lab time:

In-class time for groups to work on wireframes in Illustrator


	October-November 2007

	Monday
	Tuesday
	Wednesday
	Thursday
	Friday

	29

Wireframes for web-based professional portfolio and online help system due – but only the online help system wireframes presented
Bring in a PRINTED copy of your rationale to turn in

Lecture:  effective labels/links Models of Human Navigation
Introduce two Photoshop assignments: (1) graphic treatment for web-based help (2) graphic treatment for web-based professional portfolio


	30
	31

Software tutorial: Photoshop
	1
	2

Discussion:

Group 5 to present examples of effective or ineffective labels or links on websites – tie back to readings and lectures
Small group discussions: web-based professional portfolio graphic treatments

In-class time for groups to work on Photoshop assignments 

	5
Lecture: Special considerations when writing for the web 
Introduce next assignment – simple HTML page
Lab Time:

Work on graphic treatment of web-based  help system


	6
	7
Graphic treatment of web-based help system due and presented

Bring in a PRINTED copy of your rationale to turn in

Software tutorial: HTML – getting familiar with some old code
Lab Time:

Work on simple HTML assignment


	8
	9
Discussion:

Group 6 to good/bad examples of writing on the web – tie back to readings and lectures
Lab time:

Work on simple HTML assignment

Work on graphic treatment of web-based professional portfolio


	November 2007

	Monday
	Tuesday
	Wednesday
	Thursday
	Friday

	12

Veterans Day

	13
	14

Simple HTML assignment due and one group will present
Bring in a PRINTED copy of your rationale to turn in

Lecture: Introduction to CSS

Introduce simple CSS assignment


	15
	16

Software tutorial : Dreamweaver and CSS Tutorial 1

	19

CSS Tutorial 2


	20
	21

Simple CSS assignment Due and one group will present
No rationale needed for this assignment
Graphic treatment of web-based professional assignment due  - but not presented

Lecture: Animation Basics

Introduce simple Flash assignment:

create a simple Flash animation for fun or for your web-based professional portfolio


	22 - 23

Thanksgiving


	November- December 2007

	Monday
	Tuesday
	Wednesday
	Thursday
	Friday

	26

Software: Flash Tutorial 1


	27
	28

Software: Flash Tutorial 2

Software: Catalyst Portfolio Tutorial for Final

	29
	30

Discussion:

Group 7  to present examples of good and or bad examples of animation on the web – tie back to readings and lectures
Lecture: oral presentations
Lab time:
Work on CSS application of web-based professional portfolio and/or simple Flash assignment



	3

All web-based portfolios due and posted online

Presentations of web-based professional portfolio and Flash animation if separate from professional portfolio

Present your site map, wireframes, graphic treatment and the final product. 

	4
	5

Presentations of web-based professional portfolio and Flash animation if separate from professional portfolio

Present your site map, wireframes, graphic treatment and the final product.


	6
	7

Presentations of web-based professional portfolio and Flash animation if separate from professional portfolio

Present your site map, wireframes, graphic treatment and the final product.




Catalyst Portfolio Due by 5 PM December 12

Reading SCHEDULE 
	Due
	Readings

	F- 28-Sep
	Redish Chapters 1-2

Coursepak:

Barnum, C.M. (2002). Chapter 1 - What is usability and what is usability testing? in Usability Testing and Research, Longman: New York, pp. 1-9.

Nielsen, J. (1993). Chapter 2 – What is usability? In Usability Engineering, Morgan Kaufmann: San Francisco, pp. 23-48.



	F 05-Oct
	Coursepak:

Gould, J.D. & Lewis, C. (1985).  “Design for Usability: Key Principles and What Designers Think,” Communications of the ACM, vol. 28., no. 3.

Kostelnick, C. & Roberts D.D. (1998). Chapter 2 – Perception and Design, in Designing Visual Language, Allyn & Bacon: Boston, pp. 47-77.
Kosslyn, S.M. (1993). Chapter 2 - Choosing a Graph Format, in Elements of Graph Design, W.H. Freeman & Co: New York, pp. 19-62.


	F -12-Oct
	Redish pp 143- 151

Coursepak:

Kostelnick, C. and Roberts, D. (1998). Chapter 4 – Linear Components, in Designing Visual Language, Allyn & Bacon: Boston, pp. 119-158.

Kostelnick, C. and Roberts, D. (1998). Chapter 5 - Text fields, in Designing Visual Language, Allyn & Bacon: Boston, pp. 160-204.



	F - 19-Oct
	Redish Chapters 3-5

Coursepak:

Farkas, D. and Farkas, J. (2002). Chapter 10 - Writing for the Web, in Principles of Web Design, Allyn & Bacon: Boston, pp. 220-240. 
Rosenfeld, L. & Morville, P. (2002). Chapter 7 – Navigation Systems, Information Architecture for the World Wide Web, O'Reilly Press: Sabastopol, CA.
Brink, T., Gergle, D., Wood, S. (2002).  Chapter 5 – Information Architecture, in Usability for the Web: Designing Web Sites that Work, Morgan Kaufmann: San Francisco, CA.


	F- 26-Oct
	Redish pp 127-142, 151-170 and  Chapter 11

Coursepak:

Williams, R. (1994). The Non-designer's Design Book, Peachpit Press: Berkeley, CA, pp. 13-62. (Starts with the Joshua Tree Principle)
Optional: Grannell, Craig. (2005). Chapter 4 – Working with Images in Web Designer’s Reference: An Integrated Approach to Web Design with XHTML and CSS. Springer-Vertag: New York, NY, pp. 106- 127


	F- 02-Nov
	Redish Chapters 6 and 12

Coursepak:

Krug, S. (2000). Chapter 2 – How We Really Use the Web & Chapter 2 – Billboard Design, in Don't Make Me Think, New Riders: Indianapolis: IN, pp. 20-39.
Rosenfeld, L. & Morville, P. (2002). Chapter 6 - Labeling Systems, Information Architecture for the World Wide Web, O'Reilly Press: Sabastopol: CA.


	F- 09-Nov 
	Redish Chapters 8-10



	F- 16-Nov
	Redish Chap 13

Coursepak:

Krug, S. (2000). Chapter 6 - Street signs and breadcrumbs, in Don't Make Me Think, New Riders: Indianapolis: IN, p. 50-94.



	F- 30-Nov
	Coursepak:

Grannell, Craig. (2005). Chapter 2, 3 and 5 –in Web Designer’s Reference: An Integrated Approach to Web Design with XHTML and CSS. Springer-Vertag: New York, NY, pp. 000- 000




Cynthia Putnam
Director, TC 310 Mock-Internship Programs
Technical Communication Department

Seattle, WA 98195

Mr./Ms. T.C. Student

100 Main Street

Seattle, WA 98195

(206) 555-5555

26 September 2007
We are pleased to offer you a mock-internship position with our department of technical communication.  We are looking forward to having you as part of our team.  We were impressed with your credentials and hope that you will be impressed with us.  In the past, we have been able to offer our interns a wide variety of experiences and expect the same for you. 

Your job will be to create solutions to in-house technical communication problems as they arise during your 2.5 month internship and to document the reasoning behind your solutions in a written design rationale.  As with most work situations, you will be working as part of a team of professionals (in this case, a team of interns).  I will distribute most of the work across your team.  I will also frequently ask your team to ensure that the individual solutions are coordinated across the team. 

I am genuinely excited to have you on board.  Please let me know if you have any questions,

Sincerely,

Cynthia Putnam
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