
LMC 4730: Experimental Digital Art 

Design Remix Logic in Experimental Digital Art and Media-Making  

Fall 2026, Tues/Thurs, 2:00 - 3:15 EST, 

Skiles 357 

Professor: Joycelyn Wilson, PhD 
E-mail: drjoyce@gatech.edu 
Office Hours: Wednesdays 11am –12 noon EST in person or by appointment via Zoom 

NOTE: The course is delivered through face-to-face instruction, with the integration of 
independent preparation and group assignment/design studio days. Elements of the 
syllabus and course schedule are subject to adjustment based on those made by the 
Institute due to COVID-19 or any other extenuating circumstances. Regular attendance 
and participation are expected, especially on design studio days, as peer critique and 
collaboration are integral to the learning process. 

Prerequisites: (Undergraduate Semester level CS 1322 Minimum Grade of C or 
Undergraduate Semester level CS 1331 Minimum Grade of C) and (Undergraduate 
Semester level LCC 2100 Minimum Grade of C or Undergraduate Semester level LCC 
2700 Minimum Grade of C or Undergraduate Semester level LMC 2700 Minimum Grade 
of C or Undergraduate Semester level LMC 2000 Minimum Grade of C) 

General Course Description 

The course is listed under the general topic of “Experimental Digital Art”. Generally 
speaking, the course will examine ways in which forms and media of communication 
create and are created by other cultural constructs and impacted by digital technologies 
in order to create artifacts in areas ranging from augmented and mixed reality to 
scientific visualization. It will also examine significant movements, styles, and trends in 
digital art, emphasizing its key conceptual, formal, aesthetic and technical elements.   

Topical Course Description 

Christiane Paul explains the curation of digital art as an engagement with a variety of 
aspects of the production, presentation, and reception of the work of art as it has been 
created through the use of digital technologies. The work of art can range from a 
painting, to a sculpture, to an album collection of music; all of which can be curated in a 
variety of environments: an online exhibit, a music streaming service, a virtual archive, or 
a public museum's digital installation. 

Experimental Digital Art explores digital media as a space for creative experimentation, 
cultural expression, critical inquiry, and design. Rather than approaching digital tools 



simply as technologies to master, this course asks students to investigate what becomes 
possible when artists and designers question conventions, remix forms and systems, 
experiment across media, and reconsider the relationship between an artwork and its 
audience. 

Throughout the semester, students will encounter experimental digital art across a range 
of cultural forms and experiences, including visual art, photography, music, film and 
video, games, interactive media, digital storytelling, concert and performance design, 
installation, and emerging technologies. We will examine not only what these works look 
and sound like, but how they operate: What conventions do they challenge? What 
technologies and design choices shape the experience? What roles are audiences asked 
to play? How do culture, identity, place, memory, and context influence what is made 
and how it is interpreted? 

The course is grounded in Design Remix Logic (DRL), Hip Hop–inspired Design (HHiD), 
and the OUTKAST Imagination (OI) as frameworks for reading, interpreting, and making. 
DRL provides a culturally grounded methodology for understanding purposeful 
innovation through design, context, systematic practice, and remix; HHiD brings that 
logic into creative practice; and OI provides a hermeneutic for reading, making, and 
deciding. Together, these frameworks help students investigate how creative works 
produce meaning and how those insights can inform their own experimental practice. 
This framing reflects the relationship established in Hacking Hip Hop between DRL as the 
underlying methodology, HHiD as its application to practice, and OI as an interpretive 
and design hermeneutic. 

The course moves progressively from encountering and analyzing experimental work to 
making it. Through short design experiments, critical responses, studio activities, 
protocols, critique, prototyping, testing, and iteration, students will develop an individual 
experimental digital art project. Technical sophistication is not treated as an end in itself. 
Instead, students are encouraged to select and combine technologies according to the 
purpose, context, meaning, and intended experience of their work. 

No single medium defines experimental digital art in this course. Students may work 
across image, sound, animation, video, interactive and web-based media, games, 
performance, installation, generative systems, AI-assisted media, mixed or extended 
reality, and other digital or hybrid forms. The semester culminates in an individual 
experimental digital artwork or experience and final exhibition, supported by 
documentation demonstrating the student's process of questioning, intervention, 
experimentation, testing, revision, and discovery. 

Areas of Focus 

1. The conceptual, technical, speculative, and aesthetic foundations of digital art. 
2. The history and innovation of hip hop as a cultural approach to design thinking, 

popular music, and the production of works of art using new media technologies. 



3. The relationship between hip hop, popular culture, and digital art. 
4. The use of Hip Hop-inspired Design Thinking (HHiD) as a cultural approach to the 

ideation, problem-solving, design process, and production of digital art created to 
express themes and ideas generated from music lyrics (i.e., album covers, short 
and long-form videos, film and animation, photography, concerts, meme culture, 
social media). 

Course Aims 

These seven major aims shape the structure of the course: 

• To explore the conceptual, speculative aesthetics, and technical elements of 
digital art. 

• To exit the course with a fundamental understanding of digital art. 
• To draw on a rich dataset of media artifacts for analysis and enhance students’ 

knowledge base of techniques for designing works of art that utilize digital 
technology as part of the creative process. 

• To provide students with a set of skills and tools for creating media products that 
intersect media and culture with social impact. Particular attention is given to 
issues of representation and identity, and how works of art are curated through 
digital technologies to express these concepts. 

• To use Hip Hop-inspired Design Thinking (HHiD) as a cultural approach for 
examining how music and music-centered artifacts serve as a medium for 
representing aspects of Black cultural expression and how they create and are 
created by other sociocultural constructs. 

• To conceptualize experimental digital art as a facilitator of voice, collaboration, 
inclusion, and resilience. 

• To understand digital art within the context of archiving and preservation, 
recognizing its role in shaping cultural memory and future access to creative 
works. 

Course Learning Outcomes 

By the end of LMC 4730, students should be able to: 

1. Analyze experimental digital art across multiple media, cultural 
forms, and technological contexts. 

2. Apply DRL, HHiD, and the OUTKAST Imagination to the 
interpretation and development of creative work. 

3. Use remix as a design logic to purposefully intervene upon existing 
artifacts, conventions, systems, contexts, and audience 
relationships. 



4. Develop experimental media and design literacies by selecting 
technologies and media according to conceptual purpose. 

5. Design for audience and experience, recognizing how interaction, 
agency, interface, and context shape meaning. 

6. Use experimentation as inquiry through questioning, prototyping, 
testing, critique, and iteration. 

7. Document and critically reflect upon creative process, including 
decisions, failures, revisions, and discoveries. 

8. Create and present an original experimental digital artwork or 
experience demonstrating an intentional relationship among 
concept, context, medium, intervention, and audience. 

GENERAL COURSE REQUIREMENTS 

LMC 4730 is a discussion-, critique-, and studio-based course. Much of the learning in 
Experimental Digital Art happens through active participation: encountering work 
together, discussing ideas, experimenting with media, sharing works in progress, testing 
prototypes, giving and receiving feedback, and observing how other students approach 
creative problems. For that reason, regular attendance and active participation are 
essential to success in the course. 

Attendance 

Students are expected to attend all scheduled class meetings and arrive prepared to 
participate. This includes regular in-person meetings as well as any class sessions 
designated in advance as virtual meetings, presentations, critiques, or studio sessions. 

Attendance will be taken throughout the semester. However, attendance alone does not 
constitute participation. Simply being present in the classroom without engaging in the 
work of the day does not earn full Participation + Studio Practice credit. 

Students who must miss class should notify the instructor as soon as reasonably possible 
and are responsible for reviewing Canvas, obtaining missed materials, and completing 
work that can reasonably be made up. 

Some experiences—particularly peer critiques, prototype testing, guest-speaker 
conversations, collaborative exercises, and live studio activities—cannot be fully 
recreated independently. Repeated absences from these sessions may therefore affect 
the Participation + Studio Practice grade even when other coursework is completed. 

University-approved and documented absences will be handled in accordance with 
Georgia Tech policies. Students who are absent because of participation in approved 



Institute activities (such as field trips, professional conferences, and athletic events) will 
be permitted to make up the work missed during their absences. Approval of such 
activities will be granted by the Student Academic and Financial Affairs Committee of 
the Academic Senate, and statements of the approved absence may be obtained from 
the Office of the Registrar https://catalog.gatech.edu/rules/4/.  

Participation and Studio Practice 

Participation and Studio Practice is worth 75 points (15% of the final course grade). 

Participation is evaluated through the quality and consistency of a student's engagement 
with the course. This may include: 

• arriving prepared, having completed assigned readings, screenings, 
or other preparation; 

• contributing thoughtfully to class conversations; 
• participating fully in studio and design activities; 
• completing in-class protocols and micro-experiments; 
• sharing works in progress; 
• giving constructive and substantive peer feedback; 
• participating as a tester or audience member for classmates' work; 
• responding thoughtfully to critique; 
• engaging with guest speakers; 
• contributing appropriately during virtual meetings and 

presentations; and 
• demonstrating sustained engagement with one's own creative 

process. 

Students are not expected to speak constantly in order to participate successfully. 
Listening closely, asking thoughtful questions, making substantive contributions during 
small-group work, providing useful critique, and engaging seriously in studio practice are 
all meaningful forms of participation. 

Studio Culture 

Experimental work requires a classroom environment in which students can try things 
that may not work. 

Students are expected to approach one another's work with curiosity, respect, and 
constructive critical engagement. Critique should help a classmate understand what a 
work is doing, how it is being experienced, what possibilities it contains, and where 
further experimentation may be useful. 



The goal of critique is not simply to say whether something is "good" or "bad." 

Throughout the semester, we will practice giving feedback through questions such as: 

What do I notice? 
What do I think the work is asking me to do or consider? 
Where does the intervention become visible? 
What is working? 
What remains unresolved? 
What might be pushed further? 

Students should also expect their own ideas to change as a result of experimentation, 
testing, and critique. Revision is part of the creative process, not evidence that the 
original idea failed. 

Design and Work Days 

Some class meetings will be designated as Design Days, Production Studios, Prototype 
Labs, or independent work sessions. 

These are class days. 

Unless otherwise indicated, students should use this time to complete the specific work 
identified for that session. A Design Day is not automatically a "day off" simply because 
there is no traditional lecture. 

For independent or asynchronous Design Days, students may be asked to document 
their work through a protocol, progress checkpoint, Canvas submission, process note, or 
another form of evidence specified by the instructor. 

Virtual Class Meetings 

Selected meetings may take place virtually when indicated on the course schedule or 
announced in advance. 

Students should treat virtual class meetings with the same level of preparation and 
participation expected during in-person sessions. When possible, students should join 
from a location that allows them to see, hear, speak, share work, and participate without 
significant distraction. 

For presentations, critiques, guest speakers, and interactive class discussions, students 
should plan to have their cameras on unless circumstances make doing so difficult. 
Students should communicate with the instructor when accommodations or 
circumstances require an alternative. 



Guest Speakers 

Guest artists, designers, scholars, technologists, and creative practitioners may join us 
throughout the semester. 

Guest-speaker sessions are part of the intellectual and creative work of the course rather 
than supplemental events. Students should arrive having completed any assigned 
preparation and be ready to listen actively, ask thoughtful questions, and connect the 
speaker's practice to ideas we are exploring in class. 

Brief preparation or reflection activities associated with guest visits may count 
toward Participation and Studio Practice rather than appearing as separate graded 
assignments. 

A Note About Experimentation 

You will not receive a grade simply for being "creative," nor are you expected to arrive in 
this course already proficient in every technology you may encounter. 

What matters is your willingness to engage, question, try, document, test, listen, 
reconsider, and revise. 

Some experiments will succeed. Some will fail technically. Others may produce 
something completely different from what you intended. 

All three can produce meaningful learning. 

Your responsibility is to participate seriously in the process and be able to account for 
what you discovered through it. 

Personal Electronics  

If you are found to be using a device for any purpose unrelated to the immediate 
conduct of the course, you will be marked absent for the day. If I ask you to put your 
device away, I expect you to graciously do so. You may not, without my written 
consent, audio or video record my lectures. 

All devices should remain on vibrate. If you are expecting an important call, remember to 
sit near the door so there is little to no interruption when you exit. 

Please note that Georgia Tech policy requires you to wait fifteen minutes for the 
instructor to arrive before  concluding that the class is not meeting. 

COURSE TEXT AND MATERIALS 



Christiane Paul, Digital Art. Selected readings. 

Joycelyn Wilson, Hacking Hip Hop: Design Remix Logic in Research, Method, and 
Practice. Selected readings. 

Additional readings, screenings, artist materials, and digital resources will be provided or 
linked through Canvas. 

Required Platforms 

The documentary films we screen in and out of class are available on YouTube, Netflix, 
and other on-demand streaming services. Access to a Netflix account is helpful to screen 
most of the assigned documentaries. Please let me know if you do not have access. I will 
do my best to find a complementary assignment. You will also need to purchase a journal 
and/or sketchbook for in-class reflections, notetaking, and outlining of production 
notes.   Completion of the software evaluation survey will help me understand the 
platforms and software you have at your fingertips. 

DESCRIPTION  OF COURSE ASSIGNMENTS 

Participation & Studio Practice (75 points; 5 points per week) for preparation; 
discussion; studio engagement; peer critique; prototype testing; guest-speaker 
engagement; virtual-studio participation; completing in-class protocols; constructive 
participation in the design community. 

Critical Design Responses (80 points; 4 responses @ 20 points each) 

Students are required to post a 300-500 word or an equivalent visual/annotated 
response to the course's discussion thread.   Given this is Experimental Digital Art, 
students can occasionally respond through annotated images, diagrams, visual analysis, 
short recorded responses, system maps, or written reflection. The goal is to frame the 
assigned readings for the week by raising (but not necessarily answering) key questions, 
concerns, arguments, and positions taken by the author or producer. These become 
opportunities to demonstrate critical thinking, while the Design Experiments (below) 
demonstrate making. 

They will occur at major conceptual moments: 

Response 1 — What Makes Digital Art Experimental? 
Track I. Students consider the relationship among digital media, art, experimentation, 
innovation, audience, and experience. 

Response 2 — Reading Through DRL/HHiD/OI 
Track II. Students apply Design Remix Logic (DRL), Hip Hop–inspired Design (HHiD), the 



OUTKAST Imagination (OI), and/or related course concepts to the interpretation of an 
artifact, system, or creative work. 

Response 3 — Experimental Digital Art in the Wild 
Track III. Students critically examine an example of experimental digital practice 
encountered through film, music, games, concerts/performance, interactive media, visual 
art, or another course context. 

Response 4 — From Analysis to Making 
transition into Track IV. Students reflect on how the creative strategies, interventions, or 
design methods they have encountered might inform their own experimental practice.   

Specific prompts and submission requirements will be provided in Canvas. 

Posts may: 

• Serve as reflections to close out the week. 
• Help guide discussions for the upcoming seminar. 
• Respond to another student’s post (adding to or challenging their ideas, but not 

attacking them). 
• Late posts receive partial credit unless due to excused absence or emergency. 

Design Experiments (3 experiments @40 points each) 

Students will complete three short Design Experiments during the semester. 

Unlike conventional projects that emphasize polished final products, Design Experiments 
emphasize trying something, observing what happens, documenting the process, and 
learning from the result. 

Students are encouraged to take creative risks, work with unfamiliar approaches, and 
explore different relationships among medium, meaning, context, technology, and 
audience. 

Design Experiment 1 — Deconstruct / Remix 

Students will examine something that already exists—such as an artifact, form, 
convention, system, interface, medium, or cultural practice—and develop a purposeful 
intervention. 

Students will begin distinguishing between remix as artifact and remix as design logic, 
asking not only what can be changed? but also why should it be changed, and what becomes 
possible because of that intervention? 

Design Experiment 2 — Image and Identity 



Students will experiment with how digital images construct, communicate, complicate, or 
transform identity and representation. 

Students may explore relationships among image, context, composition, scale, layering, 
manipulation, juxtaposition, text, audience, or other appropriate design variables. 

Design Experiment 3 — Change the Audience's Role 

Students will experiment with the relationship between an artifact and the person 
encountering it. 

Projects may investigate shifts such as: viewer as participant; listener as performer; reader 
as user; observer as player; consumer as co-creator 

The experiment asks students to consider how changing agency, interaction, interface, 
rules, or audience expectations changes the meaning or experience of a work. 

Additional micro-experiments will occur during class throughout the semester. Not every 
experiment will be graded. Some are deliberately opportunities to play, fail, practice, test, 
and learn without the pressure of producing a formal submission. 

Experimental Process Portfolio (75 points) 

Experimental practice involves more than producing a finished artifact. Students will 
therefore maintain an Experimental Process Portfolio documenting the development of 
their work throughout the semester, particularly during the development of the Final 
Experimental Digital Art Project. 

The portfolio may include: 

• experimental questions and early concepts; 
• sketches and notes; 
• course design protocols; 
• source materials and precedents; 
• remix/intervention decisions; 
• storyboards or experience maps; 
• prototypes; 
• screenshots and development documentation; 
• testing observations; 
• peer feedback and critique notes; 
• failed or abandoned experiments; 
• revisions and alternate versions; 



• AI-use documentation, when applicable; and 
• reflections on discoveries made through the design process. 

Students are not expected to hide unsuccessful attempts. Failed experiments, 
unexpected outcomes, technical problems, rejected ideas, and substantial changes in 
direction can provide valuable evidence of creative inquiry when they are thoughtfully 
documented and reflected upon. 

The Process Portfolio allows students to demonstrate how their thinking and making 
evolved, rather than presenting the final artifact as though it appeared fully formed. 

Final Experimental Digital Art Project (150 points) 

The Final Experimental Digital Art Project is an individual project and the culminating 
creative experience of the course. Students will conceive, develop, prototype, test, 
revise, and present an original experimental digital artwork or experience. Projects may 
work across or combine forms such as: 

• digital image and photography; 
• sound; 
• animation; 
• experimental video; 
• interactive media; 
• web-based media; 
• games and game-like systems; 
• projection; 
• installation; 
• performance; 
• virtual, augmented, or mixed reality; 
• generative or AI-assisted media; 
• physical/digital hybrid experiences; or 
• another appropriate digital form. 

The medium should emerge from the purpose of the experiment rather than determine it 
in advance. Students will begin with an experimental question and identify an existing 
artifact, convention, context, system, function, medium, technology, cultural practice, or 
audience relationship upon which they wish to intervene. 

Through the design process, students will consider: 

• What already exists? 



• What am I questioning? 
• Where am I intervening or remixing? 
• Why am I making this intervention? 
• What does digital technology make possible? 
• What happens when someone actually encounters the work? 
• What changed through prototyping, testing, and critique? 
• What did I discover through making? 

The final project does not require students to remix an existing artwork. Remix may 
operate at the level of an artifact, but it may also operate as a design logic through which 
students reconfigure conventions, contexts, media, systems, functions, interfaces, 
relationships, or audience roles. 

Students will draw upon Design Remix Logic and other course frameworks as part of the 
project's conceptualization and development. 

Final Project Components 

The final project will include: 

1. Final Experimental Artwork/Experience 
The completed individual creative work. 

2. Experimental Process Portfolio 
Documentation demonstrating development, experimentation, prototyping, testing, 
critique, and iteration. This component is graded separately as described above. 

3. Artist/Design Statement and Critical Reflection 
A concise written statement explaining the project's question, context, intervention, 
design decisions, development, and discoveries. 

4. Final Exhibition/Presentation 
Students will present their work as part of the class's culminating experimental digital art 
exhibition. 

The final presentation will emphasize the story of the experiment, not simply a 
demonstration of the finished artifact: What existed to What I questionedto Where I 
intervened to What I tried to What happened to What changed to What I made to What I 
discovered 

Assignment prompts, required materials, preparation instructions, and due dates will be 
provided through the course schedule and Canvas modules. Students are responsible for 
consulting Canvas regularly for current assignment information and course materials. 



Course Requirement Points Percentage 
Participation + Studio Practice 75 15% 
Critical Design Responses (4 × 20) 80 16% 
Design Experiments (3 × 40) 120 24% 
Experimental Process Portfolio 75 15% 
Final Experimental Digital Art Project + Exhibition 150 30% 
TOTAL 500 100% 

This distribution gives us a particularly good balance: 

40% — ongoing analysis and studio participation 

39% — design experimentation and process 

30% — culminating final project 

Those categories overlap conceptually, of course, but the larger message to is clear: the 
semester matters, not just the final artifact. 

GRADING SYSTEM 

You will be expected to meet all of the set deadlines according to the assignments. You 
will be responsible and held accountable for the readings. You will be expected to submit 
your very best work without typos. That doesn’t mean that you have to write like Ernest 
Hemingway, incorporate metaphors like Toni Morrison, or design like Basquiat. But you 
WILL be expected to follow the assignment rubrics, consider my suggestions for 
improvement, and submit exemplary work.  

As listed below, I use a point-based grading system.  These points are accumulated 
according to rubrics designated for each assignment.  Your grade will be based on the 
following criteria. 

Grading Scale 

Your final grade will be assigned as a letter grade according to the following scale: 

A   90-100% 

B   80-89% 

C   70-79% 



D   60-69% 

F     0-59% 

SUBMISSION OF ASSIGNMENTS COMPLETED USING AI 

Given how this course now treats experimentation, design process, remix, and emerging 
technologies, I would make the policy permissive but accountable rather than simply 
prohibitive. 

Use of Generative AI and AI-Assisted Tools 

This course examines experimental digital art as a process of inquiry, design, remix, and 
creative decision-making. Generative AI and other AI-assisted tools may be used in this 
course when they support those goals, but they should not replace your own thinking, 
analysis, creative judgment, or authorship. 

You may use AI tools such as ChatGPT, Claude, DALL·E, Midjourney, Adobe Firefly, 
Runway, or similar platforms for purposes including: 

• brainstorming and ideation; 
• generating exploratory concept sketches or mood-board material; 
• testing visual or narrative possibilities; 
• experimenting with style, form, sequence, sound, or interaction; 
• assisting with technical troubleshooting; 
• generating provisional assets that are substantially transformed, 

remixed, critiqued, or incorporated into a larger design process; 
• examining AI itself as a medium, system, collaborator, or object of 

critique. 

However, AI use becomes inappropriate when the tool is doing the intellectual or 
creative work that the assignment is intended to assess. You may not submit AI-
generated writing, analysis, reflection, design rationale, or finished creative work as 
though it were entirely your own process when the assignment requires you to 
demonstrate your own interpretation, decision-making, experimentation, or authorship. 

Transparency Is Required 

If you use generative AI in any submitted assignment or project, you must disclose that 
use. 

Your disclosure should identify: 



1. the tool(s) used; 
2. what you used the tool to do; 
3. what material or output it contributed; 
4. how you selected, modified, rejected, remixed, or transformed the 

output; 
5. how the final creative and design decisions remained yours. 

For major projects, you may be asked to include relevant prompts, generated outputs, 
screenshots, iterations, or other evidence of process in your Experimental Process 
Portfolio. 

AI Output Is Source Material, Not Automatic Authorship 

For purposes of this course, AI-generated material should generally be treated as source 
material to be evaluated, manipulated, questioned, or remixed, not as a substitute for a 
finished creative idea. 

The fact that an AI system can generate an image, video, paragraph, sound, or interface 
quickly does not by itself make the result experimental. 

You should be able to answer: Why did I use AI here? What did it make possible? What 
did I contribute that the tool could not determine for me? 

This is especially important in a course grounded in Design Remix Logic. Technology 
should serve the purpose, context, intervention, and design process of the work—not 
determine them for you. 

AI and the Final Project 

Generative AI may be incorporated into the Final Experimental Digital Art Project, 
including as a creative material, production tool, interactive system, or subject of 
experimentation. 

However, using AI does not satisfy the experimental requirement on its own. 

A project that simply asks an AI system to generate a polished artifact is not necessarily 
an experimental digital art project. You will still be expected to demonstrate: 

• a clear experimental question; 
• an identifiable context or convention; 
• a purposeful remix/intervention; 
• intentional design decisions; 
• testing and iteration; 



• critical reflection on what the process revealed. 

If AI is central to the project, your final presentation and process documentation should 
address how its use shaped questions of authorship, agency, authenticity, context, bias, 
labor, ethics, or audience experience, where relevant. 

Writing and Critical Analysis 

Unless an assignment explicitly states otherwise, AI may help you brainstorm, outline, or 
revise, but it should not produce the substantive analysis you submit for Critical Design 
Responses, reflections, or other writing intended to assess your understanding of course 
materials. 

You are responsible for the accuracy of anything you submit. AI systems may fabricate 
information, misrepresent sources, produce biased material, or make claims that sound 
authoritative but are incorrect. 

Do not cite an AI system as evidence in place of assigned readings, course texts, 
artworks, screenings, or credible scholarly sources. 

Academic Integrity 

Submitting undisclosed AI-generated work as your own may constitute a violation of 
Georgia Tech's Academic Honor Code when it misrepresents the work you actually 
completed. When in doubt, disclose your use and ask before submitting. The guiding 
principle for this course is simple: AI may participate in your process. It should not erase 
your process. 

COURSE SUPPORT AND SERVICES 

The Communication Center 

The Communication Center is located in Clough Commons, Suite 447. It is an excellent 
resource for any student (undergraduate or graduate) who wants help with a 
communication-related project. You can visit the center for help at any stage of the 
process for any project in any discipline. The knowledgeable and friendly tutors are 
available to help you develop and revise your projects. They are not available to “fix” 
your projects. Please do not ask the tutors to proofread or edit your projects. For 
information on making an appointment please visit this website: 

<http://communicationcenter.gatech.edu/content/make-appointment (Links to an 
external site.)Links to an external site.>. If you need assistance with the appointment 
system, you can call 404-385-3612 or stop by the center. All services are free and 
confidential. 

http://communicationcenter.gatech.edu/content/make-appointment
http://communicationcenter.gatech.edu/content/make-appointment


COURSE EXPECTATIONS AND GUIDELINES 

Academic Integrity 

Georgia Tech aims to cultivate a community based on trust, academic integrity, and 
honor. Students are expected to act according to the highest ethical standards.  For 
information on Georgia Tech's Academic Honor Code, please 
visit http://www.catalog.gatech.edu/policies/honor-code 
/or http://www.catalog.gatech.edu/rules/18/Any student suspected of cheating or 
plagiarizing on a quiz, exam, or assignment will be reported to the Office of Student 
Integrity, who will investigate the incident and identify the appropriate penalty for 
violations. 

Attendance and/or Participation 

Students are expected to come to class fully prepared to participate in class activities. At 
the same time, the GT’ rules and regulations (http://www.catalog.gatech.edu/rules/4/ ) 
will be honored, which allow the absences due to the participations in institute activities, 
attendance in funerals, participation in particular religious observation, jury duties, etc. 

Students who miss class due to illness or emergency should notify the instructor when 
they can and then should file an IAA form with the Registrar’s Office. The instructor will 
be notified by e-mail if the absence is approved. 

Learning Accommodations   

Classroom accommodations will be made for students with disabilities. These 
accommodations must be arranged in advance and in accordance with the Office of 
Disability Services: 

http://disabilityservices.gatech.edu/ 

Student-Faculty Expectations Agreement 

Student-Faculty Expectations Agreement: At Georgia Tech we believe that it is 
important to strive for an atmosphere of mutual respect, acknowledgement, and 
responsibility between faculty members and the student body. 
See http://www.catalog.gatech.edu/rules/22/ for an articulation of some basic 
expectation that you can have of me and that I have of you. In the end, simple respect 
for knowledge, hard work, and cordial interactions will help build the environment we 
seek. 

COURSE EXPECTATIONS AND GUIDELINES 

Academic Integrity 

http://www.catalog.gatech.edu/policies/honor-code
http://www.catalog.gatech.edu/policies/honor-code
http://www.catalog.gatech.edu/rules/18/
http://www.catalog.gatech.edu/rules/4/
https://registrar.gatech.edu/info/institute-approved-absence-form-for-students
http://disabilityservices.gatech.edu/
http://www.catalog.gatech.edu/rules/22/


Georgia Tech aims to cultivate a community based on trust, academic integrity, and 
honor. Students are expected to act according to the highest ethical standards.  For 
information on Georgia Tech's Academic Honor Code, please 
visit http://www.catalog.gatech.edu/policies/honor-code 
/or http://www.catalog.gatech.edu/rules/18/Any student suspected of cheating or 
plagiarizing on a quiz, exam, or assignment will be reported to the Office of Student 
Integrity, who will investigate the incident and identify the appropriate penalty for 
violations. 

Attendance and/or Participation 

Students are expected to come to class fully prepared to participate in class activities. At 
the same time, the GT’ rules and regulations (http://www.catalog.gatech.edu/rules/4/ ) 
will be honored, which allow the absences due to the participations in institute activities, 
attendance in funerals, participation in particular religious observation, jury duties, etc. 

Students who miss class due to illness or emergency should notify the instructor when 
they can and then should file an IAA form with the Registrar’s Office. The instructor will 
be notified by e-mail if the absence is approved. 

Learning Accommodations   

Classroom accommodations will be made for students with disabilities. These 
accommodations must be arranged in advance and in accordance with the Office of 
Disability Services: 

http://disabilityservices.gatech.edu/ 

Student-Faculty Expectations Agreement 

Student-Faculty Expectations Agreement: At Georgia Tech we believe that it is 
important to strive for an atmosphere of mutual respect, acknowledgement, and 
responsibility between faculty members and the student body. 
See http://www.catalog.gatech.edu/rules/22/ for an articulation of some basic 
expectation that you can have of me and that I have of you. In the end, simple respect 
for knowledge, hard work, and cordial interactions will help build the environment we 
seek. 

COVID Guidelines 

We will do our absolute best to keep ourselves and those in our classroom community 
safe. While it is not a mandate that you wear a mask, I suggest you do for your own 
benefit and for the safety of those around you. I will be wearing my mask in class and 
during our lectures. Social distancing is also a CDC recommendation that we will do our 
best to meet. There are twenty students enrolled in the course. Please adhere to social 

http://www.catalog.gatech.edu/policies/honor-code
http://www.catalog.gatech.edu/policies/honor-code
http://www.catalog.gatech.edu/rules/18/
http://www.catalog.gatech.edu/rules/4/
https://registrar.gatech.edu/info/institute-approved-absence-form-for-students
http://disabilityservices.gatech.edu/
http://www.catalog.gatech.edu/rules/22/


distancing during in-person meetings. If you must ask me a question or speak with be 
before or after class, please maintain six feet from me. My suggestion is that you take 
advantage of my office hours, which are held virtually on Wednesday from 11am-
12noon. 

While the CDC has dropped the requirement to quarantine if there's been exposure to 
the virus, please be mindful that the requirement is to where a mask for the five days. As 
a safety measure for us, I strongly encourage you to stay home if you are sick, feel sick, 
think you might be sick, or think you have been exposed to COVID, the flu, MPX, or any 
viral infection that is highly-transmissible. You will not be penalized. Let's all do our part 
to stay healthy and safe! 

Jackets Moving Forward! 

Module Schedule 

Each module includes lecture topics, readings, screenings, and assignments for the week. 
The dates in red indicate no class meeting on that particular day or week. The dates 
in green indicate an online class meeting. Dates that are in purple indicate an 
independent prep or design/studio day. 

 


