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The Graduate Project Coursework Assignment Brief 2013/14: 
 
LEARNING OUTCOMES 
 

O1  Conceive and identify, research and develop, produce and 
deliver an interactive media artifact of substantial scope; 

O2  Demonstrate a critical engagement with contemporary 
media practices and debates around interactive media 
production and reception 

O3     Effectively manage commitments and time to complete 
projects and collaborate with and contribute to others’ work. 

 
THE BRIEF 
 
Design, develop, and test a substantial interactive media production 
project, and collaborate on two other productions. Assessment for the 
Graduate Project unit will be based on the submission of a finished 
project using the following criteria: 
 

• Appropriate development of the subject and its 
treatment 
• Effective visual and interface design 
• Appropriate use of hardware and software in production 
of final product 
• Effectiveness of the final product and its fitness for 
purpose 
• Appropriate variety, control, and quality of different 
media elements 
• Effective realisation of ambition 
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Evidence File Contents: 
 
1. Identifying the Project Concept 
 
2. Idea Development Summary (LO1) 
 
3. Critical engagement with contemporary media practice (social media 
usage) (LO2) 
  Audience Research 

**See also Audience/User Research Evidence File** 
 
4. Management of Commitments and Collaborations (LO3) 
 
5. Research and Development of Effective visual and Interface  
Design (LO1) 
 
  User Testing 

 **See also Audience/User Research Evidence File** 
 
 
6. Appropriate Use of Hardware and Software in Production of Final 
Artefact (LO1) 
 
7. Varieties, Quality and Control of Different Media Elements (LO1) 
 
8. Realisations and Ambition: An Evaluation (LO3) 
 
9.  Produce Interactive Media Artefact (LO1) 
 (LO1)  
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1. Identifying the Project Concept 
 
Social Media: 

Websites and applications that enable users to create and 
share content or to participate in social networking 

 
Total Users:  

Facebook has 1.15Billion+   
Twitter has 500 million+   
Google+ has 500 million+   
Instagram has 130million+  
Pinterest has 70 million+  

 
With a majority of the population on some form of social media 
network, or talking about social media networks or talking about what 
happene d on the social media network they are apart of, or thinking 
about what ways they can utilise social media functionality for 
monetary or emotional gains, it really is the word on everyone’s lips 
right now – whether people are a part of it or not – it is undeniable 
everywhere… including the dining room table at tea time or the third 
wheel in a relationship.  
 
This project isn’t about trying to make the next social network, or 
attempting to make a video go viral or marketing a product by utilising 
its exposure capabilities. This project is not another inspirational info 
graphic displaying frightful facts about how “if Facebook were a 
country it would rival the population of China” or something 
hypocritical encouraging users to “switch off” from an online world. 
This project is not about trying to compete with any other large-scale 
interactive installation that may look impressive on the outside but be 
forgotten about shortly afterwards. Instead this project is about people 
and good old people watching (not in a stalker way) and creating 
something most can relate to. On choosing Social media engagement 
as a project concept for development, it is a bit like when you want to 
buy a new car and you’ve decided on the model you want – you start 
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to see it everywhere. You must have seen it just the same amount 
before, but now you’ve starting recognising it, you feel like you can’t 
get away from it. This project is like that, only it isn’t a new model of 
car were looking at. Some simple questions to start the ball rolling… 
When you wake up in the morning, how long is it before you unlock 
your mobile phone, check your emails, send a text message or make a 
phone call? With 65% of Adults sleeping with their Smartphone, my 
guess is not very long. Have you ever felt frustrated when you’ve been 
in an out of service area and not even had 3G reception? Could you tell 
an Iphone message tone from another popular brand of Smartphone? 
Could you differentiate between Facebook blue and Twitter blue? 
    
This project is an investigation into people’s active and subconscious 
participation in a world powered by the Internet. This isn’t about 
targeting those who use it the most, but instead looking at how it has 
something everyone, regardless of whether they use it or not, has seen 
or heard about. It isn’t until somebody points it out to you that you 
start thinking about it and will actually be able to notice just how 
much we have all become accustomed to modern day media 
conventions and that is because it has been a gradual process since 
the modem dial up days of the 1990’s, but the Internet has now 
undeniably become another essential utility – quite like running water, 
or gas or electric.  
 
So social media has made a business of being “social”. 
  
Social:  

Relates to society or organisation. The needing of 
companionship and therefore best suited to living in 
communities and not in isolation 

 
Better access to the Internet has gratified the need people have be a 
part of a group. So people have better access to other people now 
because they can contact them on say 5 different applications of 3 
different interfaces… 
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Isolation:  

To have a secluded existence, with minimal contact with 
others, and be far away from other places or people 

 
If a person sits on their Smartphone (alone) all day contacting their 
300 “friends” via social media does this count as contact with other 
although it is not physical and would is be described as an included, 
not se-cluded, existence even though the person is physically alone? 
 
Communication:  
 

The imparting or exchanging of information by speaking, 
writing, or using some other medium. The means of 
sending or receiving information 
 

There is no denying the Internet has improved communication. By 
everyone being connected it makes everything much easier. It is 
important to justify that this project isn’t some protest screaming that 
the Internet now disillusions everyone and that they forget to “see” the 
“real” world, it is about displaying the blurring line between online and 
offline and how we have become so accustomed to it.  
 
This project is about gaining a response from the audience and 
pointing something out to them that they perhaps hadn’t really 
thought about before. It is about gaining an emotive reaction to 
something simplistic that they can truly relate to. Perhaps a sound, a 
colour, a symbol, a story, a moment to trigger a memory or to open 
their eyes just a little more to something they are seeing every single 
day.  
 
 
 
 
 
 
2. Idea Development Summary (LO1) 
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Take 3. Interactive Concept Visualisation 
 
Idea 3 still focuses on the themes, ideas and content included in idea 
2, however the structuring of the narrative has been changed. Instead 
of forcing a direct pathway through the information and forcing the 
user to understand and relate to what I am trying to make them 
connect with, I am allowing for the ideas to emerge more naturally. 
This in turn represents the whole overall process of the idea itself and 
how it came to emerge making me quite annoyed at myself for not 
realising this sooner! By pushing the ideas upon people in idea 2, they 
lost credibility; it was poorly designed therefore making it look tacky 
and overall looked very pointless and amateur. This method of display 
and adopting a more artistic approach is much butter understood by 
the user and much clearer. This way the project will stand as a 
conceptual artefact within its own right and encourage the viewer/user 
to really reflect on their own personal use of social media and their 
own engagement with it and how they allow for themselves to be 
viewed as well as how they view others, questioning all aspects of the 
project concepts. The decision to use a 3D gallery viewer with 
interlaced video, sound and image, as well as 2 user installations, 
which required direct users, input, the overall design was stronger and 
more engaging. The 3D gallery was instantly more engaging because it 
is something fresh and different from average web pages and reflected 
my own more personal “artistic scrap book type” style. 
 
3. Research: Narrative, Media Theory, Genre 
 
Narratives  
 
 

Multiple linked Narratives:  
- Entertaining but only when full attention of audience has 
been achieved.  
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- Requires fast pace storyline, maintaining suspense and 
large quantity of narrative materials 

Multiple Independent Narratives under the same topic: 
- Free standing, more engaging, short and sharp so better 
hold attention of audience.   

 Realistic Fiction:  
- Stories that have their characters, settings and plot 

lines displayed as if they could really exist in reality 
- Requires detailed scripting and total audience 

engagement 
Artistic Non Fiction: 

- Allows audience to “be the story”, to put themselves 
within the content.  

Fixed Single Narrative:  
- Good for clear interactivity 
- Bad for immersive experience, unspecified narrative 

pathway 
Unstructured Pathway Narrative: 
 - See multiple independent narrative. 

 
Theoretical Paradigms  
 

Structuralism: 
- Human culture is analysed, semiotically - as a systems 

of signs. What signs that we are connected to an online 
world? 

- Roman Jakobson, Claude Levi-Strauss, Jaques Lacan, 
Michael Foucalt, Louis Althusser, Roland Barthes 

Post Structuralist: 
- Approach to textual analysis – reader replaces the 

author as the primary subject of enquiry. 
- History/culture/external factors need to be understood 

as well as the object itself because they can cause bias 
and misinterpretations.  

Genre 
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 Transmedia Storytelling: 

- Multiplatform method of narration 
- Knowing the audience is already out there – social 

media users, haters, lovers…everyone wants to have an 
opinion regardless of what it is. 

- Content is important but context and finding are key.  
- The transmedia, i.e. video, sound, image, links, colors, 

etc, requires the user/viewer/player to transform the 
content into context by engaging his or hers own, 
natural cognitive psychological abilities, and enables 
the meaning and realisation gained to surpass the 
actually medium and content itself.  

 
 Documentary: 

- Poetic. Historical material/lyrical 
- The Expository Mode = social issues, argumentative 
-  The Observational Mode = social factors/freedom 
- Participatory – reliant on audience input/feedback, 

honesty and enthusiam 
- Reflexive – audience present 
- Performative – emotional and subjective context.  

 
Media Theory: 

- Self Identity, subjective identity, social identity (Barker 
2008) 
- Anti essentialist (changeable – target, those on the fence    
about social media and could have their opinion swayed 
one way or the other. ) 
- Essentialist (Fixed opinion – those who will either love or 
hate the process, concept and idea) 
- Semiotics – Saussure (1974) “signifier and signified” 

- Barthes (1968) “denotation and connotation” 
- How meaning is created from something   
simplistic. This is essential because the 
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project work mimics social media processes, 
functionalities etc. 

- Sosnoski (2010) Cultural Configuration – “the 
performance of a cultural practice so that the listener or 
reader can learn how to behave as a member of the 
culture” – creating an insightful relatable experience. 

- Gerbner (1960) Cultivation Theory - Cultivation of media 
technologys leaves people with a misperception of what is 
true in our world. 

 
4. Critical engagement with contemporary media practice (social 
media usage) (LO2) 
 
Aims: 

• Combine a high production values, clear visuals, recognisable 
content, realistic imagery.  

• Viewer specific – have to watch the piece for you, therefore must 
include a unique element to personalise the experience for each 
individual viewer. 

• Be able to post and send forward? “Share”? (Ironic that the 
project touches upon issues regarding this form of “sharing”) 

• Play on narcissistic tendencies – “selfie” culture 
• Level of unpredictability 
• Thought provoking 
• No need for commentary or documentary? Uses recognisable 

customs and conventions.  
•  Brings forward the subconscious thought process and sub-

conversation, which surrounds social media. Social media in 
reality – what people really think/say.  

• Have “talk value” and “pass along appeal” (not essential but 
good to have a lot of responses.  
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5.  Audience Research (O1, O2) 
 

• http://thehashtaglife.wordpress.com/graduate-project-audience-

research-submission-may-16th/  
 

This page on the online blog will offer you a better overview of 
audience research carried out. Please also see the Visual Diary. Below 
is an overview of Audience research carried out and a copy of research 
participant documentation. 
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 What do people really think about social media?
How and why do they engage with it?

The main theme of my audience research was to engage with an active social media audience and 
gain better understanding for their reasons for engaging with it. This demonstrates critical
engagement of the topic in mind, and led to interesting debates around interactive media 
production in terms of why people actually use them. The audience research required some a level
of social and identity theory to be applied, which is knowledege I have gained from my previous
works and my Dissertation. The audience researh brought about common opinions and themes
which have acted as inspiration for the visual and audio elements of my projects content. The 
research was broken down into 4 sections. These sections being;

 

#Focus Groups

#SoundRecognitionTest

#Interviews

1. Online Survey 2. Interviews 3. Focus Group 4. Sound Recognition

#Online Survey. See Visual Diary Page.14 and the production blog 
http://thehashtaglife.wordpress.com/2014/04/29/how-social-is-social-media-questionnaire/ 

Interviews were constructed to delve deeper into answers 
given to questions similar to the online survey. By asking 
what peoples favourite social media network was, meant 
people were quick to say why they did not particularly like 
another. 
Themes: User spoke like they were distancing themselves
from social media usafe, felt the need to justify that they 
were not part of the main in group of social media users.

Interestingly the focus groups reduce barriers put up by 
social media users when questioned individually, with a
“yeah but we all do it” attitude. By getting the groups to
carry out a blind hashtag test, this allowed for conclusions
WR�EH�PDGH�UHJDUGLQJ�KRZ�WKH�FKRLFH�WR�¶�·�D�SRVW�RU�SLFWXUH
altered peoples opinions of the person posting the media 
and made them more judgemental. The key themes that rose
from this is that basically all social media behaviour is 
attention seeking and that pressure is felt to get recognition 
RQOLQH�WKURXJK�WKH�VRFLDO�PHGLD�IXQFWLRQDOLWLHV�RI�¶/LNHV·�DQG
comments. Interestingly there was basically complete 
admission to constructing ones identity online and that the 
decision to post something was infact a bigger deal than 
maybe one would assume

The sound recognition test was employed to remove the 
common concept that people would try and hide just how
much they engage with media as a whole. The tests was 
made up of common media sounds and aimed to conclude 
how they have been installed within us to require a 
response or action. By finding out what noises trigger 
different response, I would beable to use them more 
effectively within my video content. Some of the sounds 
included were, Ipone message tone, Facebook notification 
sound and email tone. All participant scored full marks in 
the test. 
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Usability Test Consent Form.

Please Read carefully and sign this form.

In this usability test:

- You will be asked to listen to short clips of sound and to write down what you 
think they are. Shorter clips will be played twice before moving on. The clips can be 
replayed as many times as you which and the test can be stopped at any time.

Participation in this user test in voluntary. All information will remain strictly
confidential. The descriptions and findings mabe used to describe the production 
process of the final product. However, at no time wil your name or any other 
identification be used. You can withdraw your consent and stop the test at any time. 

If you have any questions after today, please contact me at
i7802726@bournemouth.ac.uk

I have read and understood the information on this form and had all of my questions
answered.

signed................................................     Date..............................................
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Audience Research Consent Form.

Please Read carefully and sign this form.

For this research study:

- You will be asked a few short questions and prompted for discussion. 
- You will be asked to analysis and annotate some images take from social media.
- You will be asked a few short question individually. 
- The session will be recorded and the footage may or may not feature in the final product
which will feature online. 

The process will be recorded entirely and any footage taken or recorde may or may not be
used in the final production project which will feature online. All personal information will 
remain strictly confidential and the participation in this research project is entirely voluntary.

Participation in the study is voluntary and at no time wil you name or any other identification 
be used. You can withdraw your consent at any time. 

 
If you have any questions after today, please contact me at
i7802726@bournemouth.ac.uk

I have read and understood the information on this form and had all of my questions
answered.

signed................................................     Date..............................................
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5.  Management of Commitments and Collaborations (LO3) 
 
This project has required a high level of commitment and time 
management. Being heavily research based, it has been important to 
organise time well to ensure that time spent with research participants 
has been the most effective and productive that it could have been. 
This is definitely given strength to this project and the project itself 
has effectively grown out of the primary research that has been carried 
out. In order to further educate knowledge about narrative, story 
telling, and utilising my research to construct something engaging and 
entertaining, in the early stages of the project I collaborated with 
Jessica Long, a final yea Ba Multimedia Journalism student, who 
features as the news reader in my “future news report” video. 
Additionally, I collaborated with Dominic White, a Bsc Computing final 
year student who has developed my knowledge of coding. As a self-
confessed code un-enthusiast, working with Dom has actually turned 
this around. He was able to help me develop a better understanding 
for Javascript, Jquery, HTML and CSS as well as Twitter API’s. We 
worked together to develop the “selfie” plugin where the live webcam 
image is pulled to truly submerge the user in the experience and offer 
an element of surprise and unique experience for everyone who comes 
across it. Initially the webcam plugin was using Javascript only, 
however, on further testing this meant that the webcam did not load in 
safari meaning it failed ot be cross browser compatible. To overcome 
this a Flash plugin in was used instead. The “speak what you tweet” 
interaction was developed using a ‘myspeak’ Javascript plugin and has 
been coded to pull in the live Twitter stream for whatever hash tag 
word is searched for. The reasons we used this plug in was because it 
is a universal platform using only Javascript, which meant it did not 
require detecting the user agent and would have cross browser 
compatibility.  
 
Additionally although not directly related to the graduate project 
submission, I have developed collaborations with other course 
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members in order to organise and execute meetings regarding the 
Graduate Exhibition. Participating in early design and planning, as well 
as dealing directly with festival of learning and an international 
illustrator, I feel this has strengthened my knowledge of business 
planning and allowed me to grow in confidence when organising large 
scale projects.  
 
5. Research and Development of Effective visual and Interface  
Design (LO1)  
 

• http://thehashtaglife.wordpress.com/graduate-project-user-testing/ 
 
This page on the online blog will offer you a better overview of 
audience research carried out. 
 
 
User Testing Overview: 
    Narrative Wire Frames  
    Website Walk through 
The project itself has taken a fair few different forms, each of which 
have had their successes and failings. I feel happy with the final form 
this has taken however I do feel as if it could now been taken even 
further and could continue to grow as more content gets uploaded. As 
a more artistic project, the possibilities are endless and the uploads 
could keep on coming. I like the looking into the future aspect in the 
sense that some of the upload look at predicting the future so in a few 
years to come it will be interesting to see if they are true.  
 
6. Appropriate Use of Hardware and Software in Production of 
Final Artefact (LO1) 
 
This piece has relied heavily on a very visual aspect. Before completing 
the project my knowledge and experience with video editing software 
was minimal and I would describe my Illustrator and Photoshop skills 
as moderate. These areas of skill were of particularly interest to me 
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because they are what I am looking to pursue in terms of my further 
career as I have always thoroughly enjoyed photography, print design 
and art. I feel as if this project has excelled my knowledge and giving 
me a good amount of experience will plenty to work on for the future. 
It has been a learning curve in terms of video quality, video exporting 
etc and has resulted in changing from embedding videos into the 
page, to have them running through YouTube, to having them 
uploaded onto Vimeo.  
 
7. Varieties, Quality and Control of Different Media Elements (LO1) 
 
This project has a fair few different media elements. From video, to 
photograph, to sound, to interactive functionality to responsive 
HTML… It has been quite a struggle to overcome and to make the 
project elements “fit” together in a narrative form. The nature of the 
project being more a visual representation/observation as opposed to 
a scripted story, has meant that it has evolved. Initially creating a 
linear click through structure that the audience would follow strictly, 
they are know able to dive into what ever is on the page and view 
whatever is of interest to them. This overcomes the inability I had to 
link the different elements together to make a specific point and 
instead is representative of the overall theme that there is no real 
point and it is just a type of observational documentary. Additionally 
the design now is much more representational by being 3D. The whole 
point of the project has been to demonstrate the blurring line between 
offline and on and this does this effectively. I am aware of the design 
faults of this 3D gallery scroller and would not choose it had it not 
been for the nature of this project. However I think is slightly 
confusing nature and interactivity just adds to the concept as a whole. 
I really like the webcam installation as I feel this is the best way to 
involve the user. The main issue I have with this than I cannot 
overcome it the fact that not all devices that this is viewed upon with 
have a front facing webcam. Although this is unfortunate it is 
something that doesn’t totally overrule the functionality of this project 
and the other elements can still be enjoyed. 
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8. Realisations and Ambition: An Evaluation (LO3) 
 
It would not be fair to say that I was over ambitious at the start of the 
year in terms of producing this project, however I would say that I had 
not realised just how long it would take to complete. Having to learn at 
least 3 new programmes and develop my coding knowledge was no 
mean feat and definitely took longer than expected even with hard 
work and daily dedication. It is a shame that, as I come to the end of 
this project, I feel as if had the project brief been set as of now, I could 
truly smash it, creating a much stronger piece. The nature of the 
concept is one of those though that will continue to change and evolve 
meaning this, like most other products, always have room for 
improvements. My biggest change I would make would be to make the 
individual element link a little more, because although they all fall 
under the umbrella of “social media representation” they don’t 
necessarily “flow” particularly well. I would like to make it much more 
clear to the user that it is up to their own mind making as to what they 
read into from this project, which is obviously quite a high risk to take. 
I feel this risk is justified however due to the project mainly being 
viewed by users with an interest in the topic area and viewed by 
artistic individuals at the exhibition also.  
 
 
9.  Produce Interactive Media Artefact (LO1) 
   
To conclude I have produced an interactive visual representation of 
social media and the blurring lines between online and offline, 
displayed together in a semi responsive webpage which requires the 
audience to investigate and immerse themselves within.  Combing 
video, photography, sound, Twitter and webcam technologies, the 
project shows that I am able to design, develop and test a substantial 
interactive media production project and have satisfied each aspect of 
the graduate project brief.  
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 Visit www.untagme.co.uk, plug in some headphone and turn up your 
volume.  
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APPENDIX 7: Graduate Project Submission Form 
 
 
BOURNEMOUTH UNIVERSITY 
Bournemouth Media School 
Talbot Campus 
Bournemouth BH12 5BB 
 
Tel: 01202 524111 Fax: 01202 595099 
 
Producer:  Carly Gale 
Project Title: The #Life 
Completion Date: Friday 16th May 2014 
Macintosh compatible: YES . PC compatible: YES 
Compatible Devices (eg Mobile/tablet): Built for web but, YES it is 
compatible with mobile/tablet – Please mark with regards to it 
being built for desktop web  
Submission format: 2 x DVD /  WEBSITE / /OTHER: 1 x Visual Diary  
Website Address: www.untagme.co.uk 
FTP Details  
Host: https://www.one.com 
User name: carlygale@live.co.uk 
Password:  thehashtaglife2014 
     YES I  have included a trailer and 4 screen shots YES I have included 
all source code 
(Where appropriate, Game walkthrough or shortcut details should be 
attached on a separate sheet). 
SHORT SYNOPSIS OF PROJECT: (200 words max) 
The #Life is an artistic visual narrative piece, conceptualizing the 
continued blurring line between life led online and off. It aims to engage 
users directly with regards to their own social media usage and 
involvement. Drawing from extensive audience research, this is a stand-
alone piece aiming to mimic and challenge common opinion and 
stereotypes in order to create a lasting opinion on who ever views it. 
Built using a 3D image and video gallery on a responsive website 
reflects the abstract ideas regarding a very three-dimensional existence 
carried out in a very two-dimensional environment the other side that 
screen.  
I declare that, to the best of my knowledge, I have obtained details of all 
necessary clearances and permissions for the private/public/commercial use 
of this project, I hereby give permission for this project to be submitted for 
possible entry to competitions, exhibitions, broadcasts, or other appropriate 
means of public display. 
 
Signed: ...........Carly Gale............................................. 
 
Date: .............15.5.14................................ 



Bournemouth	  University	  
Ba	  (Hons)	  Interactive	  Media	  Production	  

Carly	  Gale	  
Student	  Reference:	  4258701	  

	  
	  
APPENDIX 8: Use of Non Original Materials 
In each case give details of: 
 
Title 
Author 
Reference details 
Source address 
Description and length of segment used 
Copyright holder details and address 
 
VIDEO OR FILM 
PHOTOGRAPHS 
TEXT 
ANIMATION 
MUSIC 
OTHER SOUND  

 

- Free Sound (2014), available from 
https://www.freesound.org, last accessed 10.5.14.  
Royalty free sounds used as part of the video clips 
included in my website. Some rights reserved by Free 
Sound.  
 

- Envato MarketPlace/Code Canyon (2014), available 
from https://codecayon.net, last accessed 11.5.14. A 
3D gallery Javascript plugin download, used for the 
functionality of the website better allowing for a clearer 
representation of “online meets offline”. Although the 
gallery demo was used as a starting point for this 
project, in terms of the CSS and overall look and feel of 
the gallery scroller within my website, a heavy amount 
of editing and further coding has been carried out by 
myself in order to achieve my overall desired finish. 
Copyright 2014, Envato.  

 

 

 

 

 

	  


