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Web Design & Development

Overview

This studio and the accompanying lab are essentially a com-
bined 5 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.

Interactive designers in today’s workforce need to have a 
technical understanding of the web in addition to their design 
skills. The goal of this course is not to teach the computer sci-
ence behind creating databases, but to help students of design 
understand dynamic, data-driven websites and their unique 
accompanying visual design challenges. As designers, you 
should have a basic understanding of database organization 
and information retrieval (queries, loops, arrays, etc.) so you can 
collaborate with back-end developers in the future and make 
better-informed designs up front. 

Technical Goals

The primary focus of this class is definitely the design aspect of 
interactive systems. But to create great designs in this space 
you really have to know fundamental coding concepts, even if 
you’re not going to be the person actually developing the site. 
So, we’ll learn (X)HTML and CSS in some depth and we’ll give 
you an introduction to PHP and using databases like mySQL 
for dynamic websites. To attempt to keep you abreast of current 
web trends, we’ll be learning WordPress as a content manage-
ment system and use jQuery as a javascript framework.

From the Registrar:  

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 structur-
ing, and navigation. Emphasizes tools and strategies for design, 
such as site maps, wireframes, prototypes, usability testing, and 
iterative development. Develops meaningful interactive experi-
ences through team-based projects.

IM 2401 - Web Development Tools
Introduces skills and software used in designing and develop-
ing 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.

Why should I bother learning this?

If you’ve taken a class with me in the past, you’ve probably 
seen this, but...

(1) Because internet (therefore interactive) businesses are 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 employ-
ers.

(2) There are very few designers that come out of an under-
grad program with an understanding of dynamic websites and 
databases. Even a cursory understanding of this stuff will give 
you an advantage. 

(3) Aside from that, I personally think interactive design is the 
most rewarding because it’s the most challenging. Being profi-
cient here means you have to have mastery over all of the other 
design disciplines—typography, graphic design, photography, 
video, time-based—they’re all understood by great interactive 
designers.

Class stuff

I don’t have office hours, but I’m happy to meet with you 
outside of class time to review anything. Please email me to 
schedule time. 

Grading, schedule, supplies and resources on the following 
pages...



Supplies

Web Hosting
The only real supply requirement that you need for this class is 
your own hosting account (with the minimum tech requirements 
to run WordPress, which can be found here: http://wordpress.
org/about/requirements). 

Please note that you DO NOT need a separate hosting account 
or domain for this class—if you already have existing hosting, we 
can set up a subdirectory for the class.

If you don’t already have hosting, I highly recommend getting 
an account with asmallorange.com. If you sign up for this class, 
you can use this code for a 13% discount “backtoschool13”

Resources

Sketch book and pencil.
Always bring something to sketch on—doesn’t have to be dedi-
cated to this class, but you should have a pencil.

While not a requirement...
Your life will be easier if you have a computer that you can install 
MAMP on. If you have a laptop, I highly recommend bringing it 
to class to code the PHP- and WordPress-powered sections of 
the class instead of having to transfer your database around. 

Useful Programs (mostly free)

Firefox https://www.firefox.com
Firebug http://getfirebug.com/
Chrome https://www.google.com/chrome
MAMP http://www.mamp.info
Cyberduck http://cyberduck.ch/

Frameworks/Code

WordPress.org
jQuery.com
jQueryUI.com

Online Resources 

Smashing Magazine http://www.smashingmagazine.com/
A List Apart http://www.alistapart.com/
CSS Tricks http://css-tricks.com/
AWWWARDS http://www.awwwards.com/
WordPress Codex http://codex.wordpress.org/
WordPress Support Forums http://wordpress.org/support/

My site will probably have the most up-to-date list of 
my links and resources here:
http://www.turnwall.com/teach/



The 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. Think 
about the Smithsonian—Natural History Museum, American 
History Museum, National Science museum, Air and Space 
Museum, etc.

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. 

Choose one of these two tracks
+Some ideas to get you thinking in the right direction:

The evolution of a technology: (the automobile, flight, music 
recording and playback, electricity, computers)

The history of something: (jazz music, the United States, Abra-
ham Lincoln, downhill skiing, the city of Boston.)

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 success-
ful 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?



Deliverables:

*All deliverables must be uploaded to the classwork server 
BEFORE class begins on the specified due date, unless 
otherwise noted. All written and static design content must be 
turned in as a PDF. All code must be contained in a ZIPPED 
folder.

Written project scope document (Final due 9/16) 
A document that essentially outlines what your exhibit will be 
about. It’s an overview of the topic that sells the idea of why 
this is an interesting and valuable topic to research/present. 
You must specify the intended audience (how old are they, what 
is their background). Include as part of this your data objects 
table column headers and at least 15 row items.

Content map (Final due 9/23)
A document that descibes and/or lists all of the content you 
intend to include on your website. This is not actually the 
content, it’s essentially a list of all of the headings or parts you’ll 
need to research. 

Site map (Final due 9/30)
Turn in a plan for how your site will be organized.

Wireframes (Final due 9/30)
Turn in your page layout wireframes

Written research (Final due 10/21) 
All content that you’ll be including on the website should be 
written and turned in as a PDF for review.

Database objects table  (Final due 10/21) 
Fill in all of the info for the table you specified in your scope 
document. (You can make this in excel, google spreadsheets, 
InDesign, etc. but you should export as a PDF to turn in.)

Final page design comps (Final due 10/21)
You should turn in a static design comp of your entire site 
design for the mid-term review.

Final, coded, functioning website  
turned in TWO ways:

(1) A fully-functioning website on your server, with a URL 
EMAILED to me.

(2) A zipped folder with all required site content uploaded to 
the Classwork server. This should include ALL of the Word-
Press site files, as well as a dump of your SQL database.



WEEk IN STUDIO TECH (TOOLS CLASS—TENTATIvE) HOMEWORk (DUE FOLLOWING CLASS)

1
(9/9)

Class and project introduction. A website project 
workflow: sitemaps, wireframes, design comps. 
Who is part of the web team?

(9/12) Review what HTML and CSS 
students should already be com-
fortable with. Introduce grids and 
using CSS grid frameworks. Using 
browser tools.

Start looking for a topic—have a solid idea 
and a backup (just in case). Present the idea 
and content map, plus table headings that 
organize data objects.

2
(9/16)

Topic reviews. Discuss audiences, navigation 
types, feedback, contectual content. Grids on 
the web.

(9/19) Tips & Tricks: better feedback 
with CSS3. 

Start to research approved topic. Make 
preliminary sitemap and wireframes to fit 
your content map. Final content map due 
next class.

3
(9/23)

Small group feedback about content organiza-
tion. General web trends and tech discussion. 
Design principles on the web: type, hierarchy, 
grids.

(9/26) Introduce jQuery and 
Flexslider plugin.

Continue research and draft content. Revise 
sitemap and wireframes based on class 
discussion (finals due next class). Start first 
round of designs for a single page.

4
(9/30)

Class design crit. Discuss unique advantages/
disadvantages of interactivity in information 
design, common options, jQuery.

(10/3) Tips & Tricks: using simple 
jQuery statements

Revise page designs, start other pages and 
complete a first round of your database 
content template display.

5
(10/7)

Class design crit of info design section. Talk 
about HTML5 structure and SEO. LAMP stacks 
explained.

(10/10) Getting started with MAMP 
and PHP

Continue iterating on page designs—you 
have two weeks, so finish all of your page 
designs and research for class on Oct 21. 
This is a big deadline! Your designs and 
research will constitute your mid-term grade. 

(10/14) No class—Columbus Day (10/17) Setting up WordPress

6
(10/21)

Class design crit—FINAL DESIGN CRIT FOR 
ALL LAYOUTS! This is the mid-term review.

(10/24) WordPress custom post 
types and advanced custom fields.

Code your page layouts for desktop. (You 
don’t have to have all of the features or con-
tent there, but the page layout should reflect 
your designs.)

7
(10/28)

Who needs to see what, when? Audiences, user 
types, motivations, goals. Delivering content 
based on tech, device and assumptions. How we 
can use basic logic arguments to do this.

(10/31) Loops and conditional state-
ments

Add features, content, design, feedback to 
desktop pages.

8
(11/4)

Discuss testing in the workplace. Functionality 
crit: group review. Using analytics as a testing 
platform.

(11/7) Setting up your web server Set up your data in WordPress. Write a loop 
to display your data and style that part of the 
page. You have two weeks for this—really 
strive to get this done!

(11/11) No class—veteran’s Day (11/14) Moving WordPress data-
bases, exporting and importing 
content with XML.

9
(11/18)

Second (different) group review of functionality. (11/21) TBA Connect WordPress-driven page loop and 
the rest of your pages. Continue to code 
features, feedback, etc.

10
(11/25)

TBA (11/28) No tools class—Thanksgiving 
recess

Squash the bugs.

11
(12/2)

TBA (TBD) End of semester, pos-
sible tools class for code help and 
debugging TBA.

Test. Squash the bugs. Repeat.

12
(TBD)

Final Critique (Exam Week)

Class & Project Schedule



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

Grading

Note for all courses: Regular on-time attendance, 
with no more than 3 late attendances or absences, 
is required to fulfill credit requirement. 

Your semester-long project grade will be broken up into four 
parts: concept, content, design, and execution which consi-
tute your grade for the four credit studio.

Additionally, you will recieve a grade for the one credit tools 
course based on your mastery of the code portion of the proj-
ect.

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 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. You have 
until the end of the semester to change any of these grades, 
but don’t wait until the last minute to revise—there is simply too 
much to complete. 

Concept. How well does your project meet the goals? Does it 
“surprise” and “delight” us? Does it motivate the user? Do we 
want to interact with it?

Content. Did you do enough research? Did you complete the 
requirements for the database portion? Is your storyline compel-
ling? Does it make sense in context of your project?

Design. Does it look professional and exhibit a high level of 
craft, attention to detail and finality? 

Execution. How well does your final website 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?


