
Term T1, 2019

Course Information

Units of Credit: 6

Course Overview

Course Description

Interactive exhibits in museums, visitor centres and gallery settings, enable visitors to engage with complex materials, revealing hidden connections and providing a shared
focus for active exploration and conversation. In this studio, you will research, design and produce an interactive exhibit for a museum or visitor-centre, and explore
approaches to interfacing with multimedia content (i.e. images, audio recordings, videos) that go beyond conventional keyboard, mouse and touch screen interactions to
explore the possibilities of more tangible and physically dynamic ways of interacting and exploring multimedia materials through a range of sensing technologies from RFID
tags, to gestural interactions and other touch and movement sensing technologies.

Building on skills and knowledge developed in Interaction Design: Foundations for Human Computer Interaction, you will advance your skills in the design, production and
evaluation of interactive exhibits, with a focus on ergonomics, interaction aesthetics, electronics and the manipulation of audio-visual materials. You will develop familiarity
with theories and principals of interface design, signal-mapping, interaction aesthetics and exhibition design and apply this to the development of a functioning prototype
exhibit based on research into emerging real-world applications for interactive displays and interpretive systems in the field of exhibition design. Lectures, case studies and
tutorial presentations will introduce you to the principals of interface design, signal-mapping, and interaction aesthetics, and hands-on technical workshops will will enable
you to develop your skills integrating off-the-shelf components and systems with software tools for navigating immersive visualisations. 

Course Learning Outcomes

On completion of this course, the student should be able to:

1. Demonstrate an understanding of the role of the interface in the design and production of interactive exhibits - how user experience and engagement is facilitated and
transformed through the design of interface hardware and software and associated displays.

2. Develop knowledge and apply skills in the development of tangible or embodied interfaces for controlling interactive exhibits, using electronic components, or off-the
shelf sensor hardware.

3. Employ ideation, sketching and prototyping processes to produce engaging interactive designs, grounded in a close examination of the exhibition subject matter,
interface affordances, interaction contexts and technical constraints.

Teaching and Learning in this Course

This courses uses a variety of teaching approaches:

Blended/online

Review - assessment tool
Turnitin - originality checking
Moodle - learning management system

Lectures

Lectures and workshops will introduce important ideas, approaches and techniques that you are required to understand and apply in your work for the studio. You will be
assessed on ability to understand and reflect critically on these ideas and methods in each of the assessment tasks in the studio. During the lectures and workshops, we will
elaborate on ideas and approaches introduced in the readings associated with each weeks topic (refer to 'Topics and Dates' section of this document). It is important that
you read and make notes on these readings BEFORE each class and that you are ready to discuss and apply these ideas and methods in the studio.

Studio

Studio work supports students to develop their skills and understanding through detailed and ongoing process of research and development, specific to each project brief.
Lecturers provide students with detailed feedback on the their research and concept development process from one week to the next, based on research materials,
sketches, and prototypes that students present for discussion.

Assessment

TITLE WEIGHTING ASSESSMENT TYPE

Assessment Task 1 Cardboard prototype experiments 20% Project

Assessment Task 2 Interaction affordances 30% Formal Presentation and Paper

Assessment Task 3 Interactive exhibition 50% Project

References for this Course

Week 1: Norman, D.A., 2013. Fundamental Principles of Interaction; AND The Seven Stages of Action, in The design of everyday things: Revised and expanded edition. Basic
books, pp. 10–36; pp. 71–73. URL: http://cc.droolcup.com/wp-content/uploads/2015/07/The-Design-of-Everyday-Things-Revised-and-Expanded-Edition.pdf
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Week 3: Simon, N., 2010, Chapter 1: Principles of Participation, in The participatory museum. Museum 2.0 URL: http://www.participatorymuseum.org/chapter1/

Week 5: Hornecker, E. and Buur, J., 2006, Getting a grip on tangible interaction: a framework on physical space and social interaction, in Proceedings of the SIGCHI
conference on Human Factors in computing systems (pp. 437-446). ACM.
URL: http://www.ehornecker.de/Papers/FrameworkCHI.pdf

Week 6: Simon, N., 2010, Chapter 4: Social Objects, in The participatory museum. Museum 2.0 URL: http://www.participatorymuseum.org/chapter4/

Week 7: Ciolfi and Bannon, 2003, Learning from museum visits, in Proceedings of the International Conference on Computer-Human Interaction (pp. 63-67).
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Week 8: Simon, N., 2010, Chapter 10: Evaluating Participatory Projects, in The participatory museum. Museum 2.0 URL: http://www.participatorymuseum.org/chapter10/
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