
[bookmark: _Toc397592073][bookmark: _Toc11681706]IMAT2015 Multimedia Development
Assignment Handbook
Module tutor 	Matthew Dean mjdean@dmu.ac.uk

Deliverables and Feedback
Final submission via Turnitin as a zip file 20th August 2021 12pm 
· [bookmark: _GoBack]

Contents
Marking Schemes	1
Java Script Game 70% of module mark	1
Icon Maker “Phase Test” 30% of module mark	3
Resit Requirements	4
Assignment 1: Java Script Game	5
What you need to do	7
Assignment 2: Icon Maker “Phase Test”	8
What you need to do	10
What you will Explore	11
What You need to Submit	11


[bookmark: _Toc74648998]Marking Schemes
[bookmark: _Toc74648999]Java Script Game 70% of module mark
	Sprite design 25%
	
	

	You have created one or more sprites that respond to user input.  There is some sort of collision detection and the sprite exhibits appropriate motion e.g. velocity, acceleration, response to gravity.  At least one sprite demonstrates internally generated animation.
	
	

	User interaction
	25%
	

	Collision detection
	25%
	

	Appropriate motion
	25%
	

	Internal sprite animation
	25%
	

	
	
	

	JavaScript Code 25%
	
	

	Your JavaScript code is well written and suitably documented.  There is clear and consistent evidence of the application of OO design principles.
	
	

	Comments
	10%
	

	Code readability 
	30%
	

	Appropriate application of OO design
	60%
	

	
	
	

	Game Play 10%
	
	

	You have created a game that although not terribly complex is to some level amusing to play. You have created a professional animation with appropriate use of colour and sprite design.  The design exhibits some level of complexity and is stable and plays without fault.
	
	

	Subjective enjoyment
	20%
	

	Professionalism
	20%
	

	Complexity
	30%
	

	System stability and compilation
	30%
	

	
	
	

	Documentation 15%
	
	

	You have documented the design of your program.  There is a professional looking storyboard created in PowerPoint.  There is clear alignment of documentation to implementation.
	
	

	Storyboard in PowerPoint
	50%
	

	Alignment of documentation to product
	50%
	

	
	
	




[bookmark: _Toc74649000]Icon Maker “Phase Test” 30% of module mark
	GPE 25%
	
	

	Suitable GPE Script including two distinct colours (not black and white)
	20%
	

	Comments are clear and appropriate
	20%
	

	The code works and is well structured using functions where possible
	60%
	

	
	
	

	Encoder 25%
	
	

	Comments
	20%
	

	Code readability
	20%
	

	The code works
	60%
	

	
	
	

	Decoder 25%
	
	

	Comments
	20%
	

	Code readability
	20%
	

	The code works
	60%
	

	
	
	

	Overall results 25%
	
	

	Correct use of compression
	30%
	

	Correct selection of colour resolution
	30%
	

	Decoder works displaying the original image correctly
	40%
	





[bookmark: _Toc74649001]Resit Requirements
You will need to complete the failed component bringing it you to a pass level.


[bookmark: _Toc523817912][bookmark: _Toc74649002]Assignment 1: Java Script Game
	Module name:
	Multimedia Development

	Module code:
	IMAT2015 

	Title of the Assignment: 
	JavaScript Game

	This coursework item is both
	Summative
	Formative

	This summative coursework will be marked anonymously
	
	No

	The learning outcomes that are assessed by this coursework are:
1. Design and construct a set of multimedia artefacts, from initial concept to final implementation
2. Demonstrate a level of professional presentation in designing multimedia content
3. Analyse and assess a range of authoring tools making sensible choices for a range of problems

	This coursework is team based:
	
	

	This coursework constitutes 70% to the overall module mark.

	Date Set: 
	Week 1

	Date & Time Due: 
	See above

	Your marked coursework and feedback will be available to you on:
If for any reason this is not forthcoming by the due date your module leader will let you know why and when it can be expected. The Head of Studies (headofstudies-tec@dmu.ac.uk ) should be informed of any issues relating to the return of marked coursework and feedback.

Note that you should normally receive feedback on your coursework by no later than four working weeks after the formal hand-in date, provided that you met the submission deadline.

	

	When completed you are required to submit your coursework to:
1.    Electronically 

	Late submission of coursework policy: Late submissions will be processed in accordance with current University regulations which state: 
“the time period during which a student may submit a piece of work late without authorisation and have the work capped at 40% [50% at PG level] if passed is 14 calendar days. Work submitted unauthorised more than 14 calendar days after the original submission date will receive a mark of 0%.  These regulations apply to a student’s first attempt at coursework. Work submitted late without authorisation which constitutes reassessment of a previously failed piece of coursework will always receive a mark of 0%.”

	Academic Offences and Bad Academic Practices:
These include plagiarism, cheating, collusion, copying work and reuse of your own work, poor referencing or the passing off of somebody else's ideas as your own. If you are in any doubt about what constitutes an academic offence or bad academic practice you must check with your tutor. Further information and details of how DSU can support you, if needed, is available at: 
http://www.dmu.ac.uk/dmu-students/the-student-gateway/academic-support-office/academic-offences.aspx and 
http://www.dmu.ac.uk/dmu-students/the-student-gateway/academic-support-office/bad-academic-practice.aspx 


	Tasks to be undertaken: See below


	Deliverables to be submitted for assessment: See below


	How the work will be marked: See below


	Module leader/tutor name:
	Matthew Dean

	Contact details:
	mjdean@dmu.ac.uk



[bookmark: _Toc523817913][bookmark: _Toc74649003]
What you need to do
You are required to complete your allocated game in JavaScript.
· You may not use any of the sprites from the lab work however you may make use of the classes in the examples.
· At least one sprite must have its own internal animation e.g. flashing lights etc.
· Your code MUST be Object-Oriented in all respects, with classes that you have used from the sample code, and/or classes adapted from the sample code

[bookmark: _Toc492465525][bookmark: _Toc523817923][bookmark: _Toc74649004]Assignment 2: Icon Maker “Phase Test”
	Module name:
	Multimedia Development

	Module code:
	IMAT2015 

	Title of the Assignment: 
	Icon Maker “Phase Test”

	This coursework item is both
	Summative
	Formative

	This summative coursework will be marked anonymously
	Yes
	

	The learning outcomes that are assessed by this coursework are:
Design and construct a set of multimedia artefacts, from initial concept to final implementation
Demonstrate an understanding of how multimedia content is stored and generated

	This coursework is: 
	Individual
	

	This coursework constitutes 30% to the overall module mark.

	Date Set: 
	Week 1

	Date & Time Due: 
	See above

	Your marked coursework and feedback will be available to you on:
If for any reason this is not forthcoming by the due date your module leader will let you know why and when it can be expected. The Head of Studies (headofstudies-tec@dmu.ac.uk ) should be informed of any issues relating to the return of marked coursework and feedback.

Note that you should normally receive feedback on your coursework by no later than four working weeks after the formal hand-in date, provided that you met the submission deadline.

	

	When completed you are required to submit your coursework to:


	Late submission of coursework policy: Late submissions will be processed in accordance with current University regulations which state: 
“the time period during which a student may submit a piece of work late without authorisation and have the work capped at 40% [50% at PG level] if passed is 14 calendar days. Work submitted unauthorised more than 14 calendar days after the original submission date will receive a mark of 0%.  These regulations apply to a student’s first attempt at coursework. Work submitted late without authorisation which constitutes reassessment of a previously failed piece of coursework will always receive a mark of 0%.”

	Academic Offences and Bad Academic Practices:
These include plagiarism, cheating, collusion, copying work and reuse of your own work, poor referencing or the passing off of somebody else's ideas as your own. If you are in any doubt about what constitutes an academic offence or bad academic practice you must check with your tutor. Further information and details of how DSU can support you, if needed, is available at: 
http://www.dmu.ac.uk/dmu-students/the-student-gateway/academic-support-office/academic-offences.aspx and 
http://www.dmu.ac.uk/dmu-students/the-student-gateway/academic-support-office/bad-academic-practice.aspx 


	Tasks to be undertaken: See below


	Deliverables to be submitted for assessment: 
· Electronic files/folders containing all relevant code and other assessed content;
· Paper based design for GPE script

	How the work will be marked: 
See marking scheme at end of this document


	Module leader/tutor name:
	Matthew Dean

	Contact details:
	mjdean@dmu.ac.uk





[bookmark: _Toc523817924][bookmark: _Toc74649005]What you need to do
You are required to design an icon using a software platform called GPE (Graphical Programming Environment).
The initial design for your icon needs to be planned on a 20 x 20 grid like so…

	
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	13
	14
	15
	16
	17
	18
	19
	20

	1
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	2
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	3
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	4
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	5
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	6
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	7
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	8
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	10
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	11
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	12
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	13
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	14
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	15
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	16
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	17
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	18
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	19
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	20
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	



Your icon must include two distinct colours, not including black and white.
[bookmark: _Toc74649006]What you will Explore
For this assignment you will explore some of the issues related to processing and storing of multimedia data as a graphics file format.
To do this you will use a set of tools provided by a program called GPE (Graphical Programming Environment) written in C# running under Visual Studio.
The tools provided by GPE are to some extent irrelevant to the subject of multimedia.  You are unlikely to use the GPE environment again outside of this module.
However, the technologies that GPE exposes you to are all relevant to a wider context.
For example
· File formats
· Compression formats
· Image and colour resolution
· Colour Look-Up Tables
· Rasterization
· Vector and Bitmap Images

The above are all important in understanding multimedia concepts and are very much the focus of the assessment.  GPE is merely the vehicle by which you will be exposed to the above.
You will be expected to construct some C# code in the assessment but there should be enough examples provided such that this is not the focus of the assessment.
Many of the topics related to this assessment will be explicitly taught as part of the module content the rest will be introduced in the guide on the module web site.
[bookmark: _Toc74649007]What You need to Submit
From now until the module deadline you are required to undertake the following steps.
1. Take a copy of the GPE program from the module web site
2. Create an icon design in GPE (20 x 20 at least 2 colours not including black and white)
3. Save the design as a GPE script
4. Write the encoder for your design to create a MOG file
5. Write a decoder for your design to display the MOG file
6. Include the following information as a word document (Sections A, B and C)



P Number	_______________________________________
Indicate the settings for your CODEC by placing an x against your selection of colour encoding and compression
A. Colour Encoding
	b. 1-bit monochrome
	

	c. 8-bit CLUT
	

	d. 24-bit RGB
	



B. Compression
	e. RLE
	

	f. LZW
	

	g. None
	






C. Your design…
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7. Zip everything up and submit to Turnitin
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