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Preparing students for work in digital media is like aiming for a moving target: the tools and needs of the field are changing with every innovation. In my research, I am constantly evaluating the impact new media forms will have on the creation and distribution of narratives and participatory culture, and I bring that awareness to my classroom. Just as I work at the intersection of digital theory and practice, so too must my students learn to draw upon disciplines including art and graphic design, human-computer interaction, programming, writing, and media theory. Tackling such complex problems cannot be accomplished alone: digital media demands collaboration. I prepare learners to adapt to these challenges through teaching that emphasizes teamwork and creative thinking across disciplines.
Collaboration is at the heart of working in digital media, as teams are formed not just with technical experts but with input from a variety of specializations. I simulated this experience in my Interactive Educational Design course. My colleague and partner in the project, Dr. Elizabeth Nix, offered a course on public art to engage her students in original research studying three different artists who make use of history and culture in innovative ways. My students studied the history and principles of educational design across different media and learned how to build apps using web technologies packaged with PhoneGap. In parallel, the history students interviewed artists, visited studios, and connected the work they were studying to historical concepts. Once they reported back with their research, my student teams started building apps in consultation with the “content experts,” resulting in several touch-screen ready prototypes. This required students to work under pressure with ideas and input from outside their field.
Whenever possible, I draw students into situations that either provide real-world clients or simulate the experience of working in teams under deadlines and constraints. This focuses their collaborative work on the needs of real companies and challenges. Students in my advanced undergraduate Community-Focused Game Design course designed learning games in Unity for a client from the National Security Agency. I planned additional "obstacles" and needs to emerge throughout the course from the client, putting students under pressure while teaching them strategies for adaptation and rapid iteration. In my introductory courses, where students are first introduced to programming in Unity and developing game design principles through collaborating on making board games, I invite industry experts to a final festival to offer feedback and encouragement. These outside clients and mentors encourage students to innovate in their approach to real problems.
This type of problem solving requires students to draw on many disciplines at once rather than compartmentalizing their skillsets. In my Interactive Narrative course, which I proposed as a new part of our curriculum, I started each class with a creative provocation: Oulipian exercises in word-constrained poetry, storytelling from generated prompts, interviewing a fictional character, or telling a story about a desk. These jolts bring my students into a flexible frame of mind when moving into the combination of creativity and coding necessary to develop playful interactive experiences. I also use the course as a space to introduce students to works and platforms from my own research, including two free tools for making web-based interactive texts, Twine and Inform 7. Bringing students into these platforms puts their work in discourse with others in the community and shows them potential outcomes of combining creative writing and code.
[bookmark: _GoBack]To conclude, I am dedicated to preparing students to succeed in an environment that values teamwork and cross-disciplinary knowledge and application. I prepare my students for the expectations of participatory culture and use outside experts and real-world clients and communities to broaden student’s understanding of digital media. My teaching engages students not just with the digital media of today, but with the potential forms of tomorrow.
