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Course WorkCourse WorkCourse Work
•• FoundationsFoundations

––   Include digital visualInclude digital visual
concepts as part ofconcepts as part of
foundations for allfoundations for all

–– Require traditionalRequire traditional
foundations for allfoundations for all
computer art studentscomputer art students

–– TimeTime

•• Start computer art coreStart computer art core
as soon as possibleas soon as possible



INTERDISCIPLINARY ISSUES

Foster Environments
That Encourage:
Foster EnvironmentsFoster Environments
That Encourage:That Encourage:

•• DialogueDialogue

•• Collaboration andCollaboration and
common projectscommon projects
betweenbetween

–– DepartmentsDepartments

–– DisciplinesDisciplines

–– CulturesCultures

–– IndustryIndustry



TEACHING ISSUES

Critical IssuesCritical IssuesCritical Issues
•• Limited resourcesLimited resources

•• Funding & technicalFunding & technical
supportsupport

•• Teacher workloadTeacher workload

Basic CompetencyBasic Competency

•• Prior to collegePrior to college

•• Provide course work forProvide course work for
those without backgroundthose without background
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Still Need to DevelopStill Need to DevelopStill Need to Develop
•• Objective ways toObjective ways to

measuremeasure

–– Student achievementStudent achievement

–– Departmental progressDepartmental progress

•• Internal and externalInternal and external
evaluationevaluation
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Disciplines in Digital ArtsDisciplines in Digital ArtsDisciplines in Digital Arts

••The stillThe still

––Imaging, 3D modelingImaging, 3D modeling

••TimeTime

––Animation, videoAnimation, video

••InteractivityInteractivity

––Interactive CDs, webInteractive CDs, web

••Interdisciplinary (in art)Interdisciplinary (in art)

––Photography, paintingPhotography, painting



SUMMARY AND
CONCLUSION

The use of computers in the arts:The use of computers in the arts:The use of computers in the arts:
•• Builds on artistic traditionsBuilds on artistic traditions

•• Embraces new forms ofEmbraces new forms of
creativitycreativity

RecommendationsRecommendations

•• Encompass artistic & technicalEncompass artistic & technical
concepts, problem solving,concepts, problem solving,
expression, & collaboration inexpression, & collaboration in
coursescourses

••  Balance art & technology Balance art & technology
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Didactic Review

Multimedia
Production 

Programming 
Simulations Design and Layout

Creation

Content Selection 
and Structure

• Source selection
• Evaluation
• Migration
• New material
• References -> Nodes

Delivery

 Assessment Tests 

Quality 
Verification

Cycle

Self tests given by the Students

Feedback by the reviewers
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