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IM 2400 - Web Design and Development

Applies information design principles to Web design. Explores 
user-centered interface and programming design strategies for 
the delivery of responsive data-driven Web sites. Discusses 
audience definition, content development, information struc-
turing, and navigation. Emphasizes tools and strategies for 
design, such as site maps, wireframes, prototypes, usability 
testing, and iterative development. Develops meaningful interac-
tive experiences through team-based projects.

IM 2401 - Web Development Tools

Introduces skills and software used in designing and devel-
oping Web-based interactive environments. Explores Web-page 
scripting and tagging, CSS-based design coding, options for 
front- and back-end page design connections, and alternative 
technologies.

Overview

This studio and the accompanying lab are essentially a 
combined five-credit course exploring the world of practical 
web design and development. The courses focus on both 
design and development simultaneously—they’re fast-paced and 
will likely require lots of out-of-class work on your part.

Goals 

The goal of this course is to give you the tools you’ll need 
to design successful interactive experiences, which means 
achieving a specified purpose, usually for a specified user (or 
multiple types of users). We’ll learn the processes that are 
utilized by today’s leading design studios, while keeping the 
class design process open for interpretation/experimentation 
and focused on the fundamentals that transcend any specific 
technology or device.

Technology

In addition to learning design fundamentals, we’ll be exploring 
some basic coding technologies so you’ll be able to rapidly 
prototype your design intentions into a working model. Actually 

being able to build and test interaction design makes the 
design, and the designer, better. As such, we’re going to learn 
HTML, CSS and Javascript (the general “front-end” tools) 
so you’ll have command on your entire design process, from 
concept to execution.

Where do I fit in? 

I personally hope this class sheds a little light on where you’ll fit 
in the professional world—these days it can be confusing unless 
you’re active in the industry. With rapidly evolving technology, 
jobs become more segmented and specific, so we’re seeing 
new jobs pop up everywhere. Interactive designers, user 
experience (UX) experts, user interface (UI) designers, web 
developers, back-end developers... yada, yada. As designers 
in this program you should graduate with the skill set needed 
to work in a number of different positions relating to interactive 
design—we’ll explore where you’d like to fit.

Why should I bother learning this?

If you’ve taken a class with me in the past, you’ve probably seen 
these already. If this is your first class with me, you’ll probably 
see these repeated in the future, but...

(1) Because internet (therefore interactive) businesses are 
(still) the fastest-growing segment of the U.S. economy. Out 
of all the design jobs out there right now interactive designers 
demand the highest salaries and are in the greatest demand by 
employers. (If you care about that sort of thing.)

(2) There are very few designers that come out of an under-
graduate program with strong technical skills in web develop-
ment. Even a cursory understanding of this stuff will give you 
an advantage. In the three short years I’ve taught this course, 
this has already radically changed. If you want any job in design 
these days, chances are you’re going to have to know a little bit 
of code. And if you want to be designing websites or anything 

“interactive,” you definitely need some solid “front-end” coding 
chops to make it. 

(3) Aside from that, I personally think interactive design is 
the most rewarding because it’s the most challenging. Being 
proficient here means you have to have mastery over all of the 
other design disciplines—typography, graphic design, informa-
tion design and visualization, photography, video, time-based—
they’re all part of making great interactive designs.

turnwall.com/webdev 



Evaluation & Participation

I don’t believe that traditional grading systems (where you start 
at 100% and every mistake you make chips away at that perfect 
grade) are the most effective way to learn design. Mistakes 
and iteration are a critical part of the design process. So 
instead, think of it this way: everyone starts at zero and has the 
opportunity to build up to 100% by the end of the semester. 

This perhaps makes grading and evaluation less specific 
throughout the semester, but should be considered no less 
transparent. The feedback you get week-to-week in critiques 
should give you a good indication of your progress.

Above all, this requires that you participate. 

This is a studio class, not a traditional lecture. That means you 
learn from the critiques of your work—by iteration, and trial 
and error. The core concepts of the course come out through 
the critique of your work naturally, (and sometimes they’ll be 
augmented with short lectures and tutorials.)
 
Giving feedback, and listening to other’s feedback is just 
as important, if not more important, than getting feedback. 
Responding to feedback with thoughtful questions and asking 
clarification if needed is part of the process. 

Since participation in class discussions and critiques 
is critical, it is essential that during these times you are 
actively participating in the review of your classmates’ 
work, which means NOT working on your computer, browsing 
the web, working on other class work, text messaging, etc. for 
the duration of the crit or discussion period. (Thank you!)

At any point you have the opportunity to get feedback on your 
progress so you should really already know what grade you 
can expect by the time we get to the final. I encourage you to 
ask for feedback and about your “progress grade” at any point, 
and I encourage you to challenge my expressed views if you 
disagree. (Really, I don’t pretend to have all of the answers, I’m 
another voice in the critique. Above all, you must clearly defend 
your design choices.) 

If you ever have any questions about this process, or the 
grades—ASK ME! I’m always willing to stick around, schedule 
an appointment, and if nothing else, I’m just an email away. It’s 
important that you ask questions early—don’t wait until it’s too 
late in the class. 

Course/University Policies

Attendance

Attendance is mandatory. You are expected to arrive to class on 
time and prepared to work. Two instances of tardiness counts 
as an absence. Two absences will lower your course grade. 
More than two absences will make passing this course difficult. 
Missing a critique day is like missing an exam. If you’re 
going to miss a class, it’s your responsibility to get caught 
up—email me and we can try to make arrangements to cover 
anything you missed. 

Accommodation

Northeastern University strives to provide academic accom-
modations to students with documented disabilities. Accom-
modations are approved by the Disability Resource Center (20 
Dodge Hall; www.drc.neu.edu). Students need to register with 
the DRC and bring their instructors a letter from that office 
stating approved accommodations. If you will be requesting 
accommodations in this class, please let me know as soon as 
possible to avoid delays.

Office Hours, Additional Help

I don’t have specific office hours (I’m at Northeastern part-time), 
but I’m more than happy to meet with you outside of class to 
review anything. Just email me to schedule time and always feel 
free to stop me before or after class to talk or schedule another 
time to meet. 

Course communication

Please check your email regularly during the week—if there 
are ever any changes, cancellations or updates; this is how 
I’ll contact you. And again, please feel free to email me at the 
address below if you have any questions or concerns:

alex@turnwall.com



A 93-100
A– 90-92
B+ 87-89
B   83-86
B–  80-82
C+  77-79
C 73-76
C–  70-72  
D+  67-69 
D    63-66
D–  60-62
F    0-59

A  superb quality work. 

• demonstrates one of the best performances on 
projects the instructor has seen

• demonstrates true intellectual passion, curiosity, 
initiative, and exploration 

• consistently brings strong ideas to fruition with a 
high level of craft 

• conveys a strong affinity for design culture

A- high quality work. 

• demonstrates one of the best performances on 
projects within the studio 

• demonstrates true intellectual curiosity, initiative, 
and exploration 

• consistently brings ideas to fruition with a high 
level of craft 

• conveys strong interest in design culture

B+ good quality work. 

• demonstrates a strong performance on projects 
within the studio 

• consistently brings strong ideas to fruition with a 
good level of craft 

• conveys broad interest in design culture

B above average work. 

• demonstrates good initiative and above  
average craft 

• conveys interest in design culture

B- average work. 

• demonstrates average effort and craft  
and initiative 

• meets attendance requirements

C+ below average work. 

• demonstrates below average effort and craft  
and initiative 

• meets attendance requirements

C well below average work. 

• demonstrates well below average effort and craft 
and initiative 

• engages in excuse-making, tardiness,  
and absence

C- minimal work. 

• demonstrates minimal effort and craft  
and initiative 

• engages in chronic excuse-making, tardiness, and 
absence

D+, D, D- marginally acceptable work. 

• demonstrates unacceptable effort and craft  
and initiative 

• engages in chronic excuse-making, tardiness, and 
absence

Your grades will be broken up into four or five parts, depending 
on the project: concept, content, design, execution,  
and code.

For each category, you’ll be given a grade from the rubric 
below. These will be averaged to arrive at your overall grade for 
the project. Project total grades are averaged together for your 
final grade in the class.

Hint: I need to know what your conceptual goals for your 
projects are so that I can accurately grade them—I’ll be giving 
you grades on content, design and execution that are based 
on how well your work achieves your stated conceptual goals, 
which you’ll define at the outset of a project. So to give yourself 
the best grade—tell me your concept in detail in a way that 
makes me believe your design is accomplishing this. Focus on 
your writing—it is an important part of this course.

I will give you updates on your grade based on your progress 
in the course at certain times throughout the semester—please 
feel free to request an update whenever you’d like.

Concept. How well does your design concept meet the project 
goals? Is it a good solution to the design problem at hand? It is 
audience-appropriate?

Content. Did you complete the requirements? Is there enough 
evidence of your effort in trying to solve the design problem 
at hand? Is there enough supporting information/research to 
support your concept?

Design. Does it look professional and exhibit a high level of 
craft, attention to detail and finality? Is the design appropriate 
for the concept and audience?

Execution. How well does your final work meet the goals you 
set forth in your concept? Does it all work? Is it all finished? Did 
you turn in all of the parts correctly and on time?

Code. Did you complete all of the coding requirements? Does 
your code actually work? Are there any errors? Is anything 
broken?

Grades



WEEK # IN STUDIO HOMEWORK (DUE FOLLOWING CLASS)

1 Introduction

Class Intro
The state of the web today
Web professions

Project work flows, defining scope with sitemaps 
and content maps.

Project:

Email me topic ideas for approval before you spend a ton of 
time on research!

Start research and define scope
Define two target audiences
Create site/content map

Explore:
Awwwards.com

Code:
We’ll cover getting set up with HTML5 Boilerplate. 
*If you think your coding may be rusty, check out  
codeacademy.com and follow the HTML/CSS tutorials. 

2 Planning: wireframes & prototyping  
+ grids and hierarchy.

Review project topics and content maps

Project:

Content map revisions
Desktop wireframes

Code:
Dive into responsive grids, measurement units, and type.

3 Close look at type and hierarchy on the web, 
and resulting design considerations

Review wireframe revisions

Project:

Desktop wireframe revisions (code if you wish)
Mobile wireframes

Code:
Building responsive grids and %-based layouts in depth.

4 Mobile and responsive considerations

Review/crit second-stage wireframes

Project:

COMPLETE Coded desktop wireframes for testing
Start to flesh out static design comps

Code:
Understanding DOM manipulation with jQuery.

5 Rapid prototyping: fail faster

Review wireframes

Project:

Coded responsive wireframes
Revise design comps

Code:
Single in-page nav with jQuery.

Schedule (Tentative)



WEEK # IN STUDIO HOMEWORK (DUE FOLLOWING CLASS)

6 Navigation, orientation and feedback

Affordance and skeuomorphism
Review coded prototypes

Project:

Iterate on design comps, focus on navigation states

Code:
Building responsive navigation (part 1)

7 Design case studies: today

Review designs

Project:

Iterate on designs 
Start to add finalized design features, images to code

Code:
Building responsive navigation (part 2)

8 Personas, variable data, and  
contextual content

Sorting, filtering, searching, and data-specific 
navigation patterns.

Review designs

Project:

Start designs for “variable-data” feature based on audience-
specific needs.

Code:
Useful tricks: CSS “tooltips”, icon fonts, and SVG images.

9 When more is actually more: loading in-page 
content

Crit variable data section

Project:

Iterate “variable data” section designs and overall page design 
to accommodate.

Code:
Working with complex jQuery plugins.

10 When the visual isn’t enough: motion,  
transition, animation and gesture

Why add motion to our designs?

Review site progress

Project:

Code the variable data section

Code:
Progressive enhancement: CSS3 vs. jQuery  
(animations, transitions, transforms)

11 Multimedia: video and sound

Crit overall site progress

Project:

Work on code revision, design tweaks, and overall finesse of 
design.

Code:
TBA: likely help with projects.  
(Maybe integrating simple PHP includes and variables.)



WEEK # IN STUDIO HOMEWORK (DUE FOLLOWING CLASS)

12 Design case studies

Review site progress

Project:

Work on code revision, design tweaks, and overall finesse of 
design.

Code:
TBA: likely help with projects
(Maybe server setup, FTP, GIT.)

* Note: one section of this class has an extra week this semester 
(pending snow days, etc.). We’ll use this as a studio working and 
review day—both sections are welcome to come. Will announce 
day/time later in the semester.

Final Critique

Will announce final day/time based on student 
availability. Will likely NOT be the date assigned by 
the registrar but will be during exam week.



Interactive Exhibit Project

Overview

You’re going to be creating an online educational experience 
akin to a physical museum exhibit. This is literally open to just 
about anything that you are passionate about, want to know 
more about yourself, or want to teach people about. 

Take this as an opportunity to indulge in something 
you’re really interested in. You’ll be spending an entire 
semester on it, so it should be something you like 
spending time on!

And, it’s a great opportunity to make an awesome portfolio 
piece—something you can actually put online for people to see 
and interact with.

Think about the Smithsonian—Natural History Museum, Amer-
ican History Museum, National Science museum, Air and Space 
Museum, etc. What kind of physical exhibits at those place 
draw you in personally?

This isn’t an art exhibit or gallery—you’re not just putting up 
items for display. Instead, you want to capture your audience’s 
attention, “surprise and delight” them, create a story and flow 
through the information. Your goal is to engage and teach your 
audience about the subject matter. You want them to feel like 
they are part of an experience.

You should not emulate an existing exhibit—you are the curator, 
researcher and designer of your own exhibit. You may choose 
a subject matter that’s been covered before, but while you may 
seek inspiration from a physical exhibit, you should try to put 
your own unique spin on it.

Topic ideas:

Some ideas to get you thinking in the right direction:

The evolution of something (technology, sport, etc.) 
(the automobile, flight, music recording/playback, guitars, 
electricity, computers, rock climbing, skiing, golf, etc...)

General information and history of something or 
someone: 
(Jazz music, brewing/distilling, the United States, Abraham 
Lincoln, skiing, the city of Boston, etc...)

Some specific time period or event: 
(The Civil War, the Enlightenment, the Jurassic, the Apollo Lunar 
missions,  etc...)

Check out www.si.edu/Exhibitions for more inspiration.

Goals

Your first and foremost goal is education! 

But, your audience isn’t necessarily an engaged audience. So, 
how do you engage them so that they actually want to learn the 
content?

Considerations

So how can you do this? “Play” is often a big part of successful 
exhibits, it’s a great motivator for all types of audiences. But, 
you have to really know who your audience is.

Storytelling: what is your take on this? What is the unique angle 
that you’d like to explore? What’s the narrative arc of the story?

Where will this be experienced? How is experiencing some-
thing on screen different that visiting a physical space? What 
are the drawbacks? What are the advantages?



Topic requirements

1.
Has plentiful, existing research so you do NOT have to do any 
original research of your own—be able to take info from the web, 
books, etc. and include a “works cited” page to me as refer-
ence. (Copying and pasting is perfectly okay here—I’m worried 
about the design of your site, not your writing.)

2.
Appropriate complexity: at least three distinct “stages”, “chap-
ters”, “parts”, or “movements” can be created about this subject. 
(Different sections with different design cues that you need to 
navigate between.) While this is not a hard rule, you should be 
able to easily generate about 3,000 words on the subject.

3.
In addition: at least 15 “data nodes” (events, dates, people, 
objects, animals, etc.), each with at least 5 similar, related 
types of data (terms, see example), that can be classified into 
different taxonomies (categories).

4.
At least two distinct types of audiences that you’re able to 
define as “interested in” this topic.

5.
While you can have an opinion on the subject, you’re able to 
present it in a historically-relevant, opinion-agnostic manner.

For example:

1.
Blues Music would be a great topic. Tons of research out there, 
and easy to find interesting visual content on the web currently.

2.
Complexity: blues music could be broken up into decades or 
time periods (1900’s, 20’s, 30’s, etc.) or categories of music 
(folk blues, country blues, field hollers, acoustic, electric, etc.). 
Or you could write a story about it generally (“Beginnings in 
slavery”, “Africa to America”, “Southern migration”, “Electric 
cities”, “Rebirth in Europe”, “Rock Roots”, etc.). The point is—
there are many mays you can explore the subject, and there is 
enough breadth to make it an interesting experience.

3.
Data nodes: For example, we can find at least 15 examples of 
musicians, songs, record labels, concert venues, etc. 

If “People” were my data node, the related terms could be as 
follows (in bold).

Name: Muddy Waters (McKinley Morganfield)
Born/Died: April 4, 1913-April 30, 1983
Instrument: Guitar, vocals, harmonica
Years active: 1941-1982
Labels: Aristocrat, Chess, Testament
Genres: Blues, Chicago Blues, country blues, delta blues, 
electric blues

In addition, the last two terms—labels and genres— could be 
considered categories or taxonomies (things we can order all of 
the data nodes by).

This idea of ordering and sorting is VERY IMPORTANT 
to this project—make sure you spend time finding this 
data.

4.
Audiences: this is a bit open to personal interpretation for 
our purposes, but for the blues, I could say that “musicians” 
and “American history buffs” are interested in the topic. The 
audiences are very different and probably want different types 
of information. The more unique your audiences are—the 
better.

5.
I love blues music personally, but there is enough data and 
research out there that I can present the info neutrally.

 


