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Electronic Publishing

SIMS 290-1:  Mondays 2-5 PM.

Instructor:  Dale Dougherty

Electronic Publishing Overview

The goal of the course is to have students become familiar with the business, creative and technical challenges of electronic publishing by developing a prototype electronic publishing product or service.  

We will explore electronic publishing from a project-based framework.  Students will be expected to work in groups to define and develop an electronic publishing project, which can be experimental in nature and should propose new directions.  I prefer that the project have the potential for a commercial application.

We will be as concerned with the design and development process as with the end product.   We will examine and adapt rapid-prototyping project development methodologies usually associated with software development.  We will look at building flexible, multi-purpose systems that are open to change and reuse.   

In addition, students will become familiar with the technological developments that are a part of  electronic publishing’s history as well as future.   We will, of course, look at the Web as an electronic publishing platform, and examine the components of online publishing systems. Students will become familiar with various aspects of the publishing business and incorporate marketing, production and distribution considerations into their project. 

I will invite speakers to class to discuss their experience and add insight on real-world issues. 

Project Overview

Each EP project requires students to start up a new project. Students may choose to work as individuals, but the results are better when students collaborate on a project.  Each project should start with a well-defined product or service concept.    As part of the course, students will be work on the components of project plan that discusses creative challenges, business objectives and technology choices.   This plan will be finalized at the end of the course.  Students will build a prototype for each project – a reasonable working demo that proves the feasibility of the concept.   In the last class, each project will make a 30-minute presentation in class that demonstrates the prototype and summarizes the product concept and business plan.  

A project will consist of the following elements:

· A written product/service concept that can be discussed in class.  Discuss vision, viability and value.   Include a hand-drawn sketch of what the product or service might look like.

· A written project plan consisting of:

· Audience Analysis: who are the intended customers for this product or service and what problem does it solve for them?  How hard is it to find them?  

· Technical Requirements: describe the technical requirements for the product or service, distinguishing between the capabilities of the prototype and the final product.  Describe what technologies you are using and why; assess the implications of these choices in terms of project cost, expertise required, etc.  

· User Design Requirement:  describe the audience in detail, analyzing their needs and motivation.  What features are most important to them?  How will you design the system and organize information for these users?  

· Marketing and Sales Plan:  both strategic and tactical marketing; how will the product or service be marketed and sold; how will you develop traffic, if a web project.   Also consider what potential partners you wish to involve in promoting or distributing the product.   Describe the identity of the product or service and how it helps you establish a brand or characterize its benefits for its audience?

· SWOT Analysis:  analyze the strengths and weaknesses of your project compared to your competition. 

· Metrics for Success:  how will you know that your product or service is succeeding; what will you look for?

· A functional prototype, preferably installed on a SIMS server.  Consider this prototype a demonstration of your group’s ability to deliver as promised on your product or service concept.   It should be as complete as is practical. 

· A 20-minute in-class presentation with overhead slides outlining key points about the project and demonstrating the prototype.  

Additional Written Assignments

Each student will be required to submit short written papers that demonstrate engagement with topics discussed in class.  These assignments develop sections of the project plan.   The project plan ends up being the compilation and review of these assignments.  Planned assignments are listed in the Course Outline.  Additional readings will be assigned in class.

Each assignment is due in writing but may be submitted in email. 

Grading

Project --  Concept, Plan, Prototype, Presentation  -- 75%

Class Participation, Individual Assignments – 25%

Course web site

http://www.sims.berkeley.edu/courses/is290-1/f01
Mailing List

mailto:epub@sims.berkeley.edu
Send a message to majordomo@sims.berkeley.edu with “subscribe epub” in
the body of the message.

My Background

I have been involved in publishing for fifteen years and online publishing for about twelve of those years, all at O’Reilly, a technical publisher.   I am currently VP of Online Publishing and Research at O’Reilly.  I am responsible for O’Reilly Network, oreilly.com, and Safari, an online book library.

I was one of the founders of O’Reilly & Associates, where I have been a writer, editor, and publisher since 1984.    In the late ‘80’s, I began getting involved in various aspects of electronic publishing at O’Reilly, in particular looking at how to deliver technical manuals via CD-ROM.   I founded the Davenport Group, which went on to develop the Docbook DTD, a standard SGML/XML tagset for software documentation. 

In 1992, I began to develop what would become the first commercial publishing venture on the Web, the Global Network Navigator (GNN).  GNN was launched in August of 1993 and incorporated a directory (based on The Whole Internet book) and a magazine.  We also published the Mosaic What’s New Page, beginning in 1994.  In 1995, we sold GNN to America Online in 1995.   I founded Songline Studios in 1995, an online publishing company that published webreview.com, an online magazine for Web developers.  Songline also spun out a company named Likeminds, to focus on collaborative filtering with a demo site moviecritic.com.   Likeminds was bought by Andromedia, which in turn merged with Macromedia.   Web Review was sold to CMP and Songline Studios was renamed O’Reilly Network to focus on technical content appropriate to the O’Reilly brand.

O’Reilly Network develops and manages online technical web sites, including oreillynet.com, XML.com and Perl.com.   It is supported by advertising.    

I have been a member of the Advisory Board of the World Wide Web Consortium.  I have been a columnist for Web Techniques magazine.

I am the co-author with Tim O’Reilly of “Unix Text Processing” (Sams/1986) and “Sed & Awk” (O’Reilly/1990)

Contact info:

Dale Dougherty
VP, Online Publishing and Research
O’Reilly



101 Morris Street
Sebastopol, CA 95472

Email: dale@oreilly.com
Phone:  707.829.6510 (wk)
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