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Though I have had classes that emphasized what I consider to be the front end of design, such as planning and prototyping, I was never able to see it at work in the context of a whole development project.  This is the process in which I had no relevant experience.
In the past I did utilize sketches and PowerPoint prototypes of designs, but often these designs mere gave lip service to the needs that should have been the basis of the design.  In this project this issue was forced upon me and made me realize that in a large scale project, any component that is left to chance or an after thought will most likely cause the greatest amount of problems.

I now realize that a focus on production before design in my approach at the beginning of this project was the reason for many of the shortcomings in my learning objects and instruction.  This is the same mistake that many instructional designers make and, unfortunately, I fell into the same trap.  I should have designed my instruction first and based my learning objects on that instruction.  I came at it from the opposite side.  I thought of learning objects that I could design and then designed the instruction around them.  I would like to think that I would never do this in another context, but the reality is that many instructional designers do it everyday whether they consciously think about it or not.

Critique


I thought the class critiques were very valuable.  I am not sure how much they helped me on the learning object that was being developed, but I carried the lessons learned into later productions.  Usually, by Monday a good portion of the learning objects being critiqued were finished and while I had time to tweak designs a little, in most cases going back and making large revisions would have been time prohibitive.  This was the case with the Flash objects.  I learned a lot from the Flash critiques, but by the time these came around a good portion of my product was finished and couldn’t have been changed AND turned in on time.

What I think is a great addition to class critiques are informal peer critiques.  Occasionally, I was able to get feedback from peers, both in R541 and elsewhere, who gave me valuable advice on what I was doing right and what I was doing wrong.  Possibly, informal critique groups could be formed in R541 at the beginning of the semester so that students have a sounding board for their ideas.  It could even be made better by structuring it so that the groups have a distribution of talents (i.e., a techie, a writer, someone with work experience, etc…).

Technical Process


I came into this course with some experience using all of the technologies, except Flash.  Since I did not spend as much time learning the technologies as many of the students did, I concentrated on working better on them.

I have a great deal of experience using Dreamweaver.  I didn’t have to learn to use the software, but I did learn valuable lessons on the use of tables, especially the use of multiple embedded tables.  I have also used Photoshop many times in the past, but the projects gave me the opportunity to use tools and procedures that I had never used in the past.
I had less experience using audio and video programs.  I took great joy in figuring out the intricacies of SoundForge and Premiere.  The projects gave me a great opportunity to develop a level of expertise in the programs and a greater understanding of the settings and tools available to create quality products.

Lastly, there was Flash.  I put off learning this application for many years, before taking this class.  I am still not a big fan of the use of Flash on the web, but I did get a greater understanding of its potential uses (and abuses) during my travails with the software.  In the end, I created a Flash movie that I was very proud of, but was not practically useful as a learning object.  This was a personal lesson in the importance of putting technology to good use and not just use.
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