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Units of Credit: 6

Course Overview

Course Description

Fully Online Delivery Term 2 2020

Some adjustments have been made to this course to allow for fully online delivery during the COVID-19 situation. Please refer to the Resources section at the back of this
document for more information about materials and resources required to complete this course outline.

***

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 / Feedback Tool
Collaborate Ultra in Moodle – Virtual Classroom
Microsoft Teams - Teamwork Hub and Group Chat Platform
Moodle - Learning Management System

Assessment

TITLE WEIGHTING ASSESSMENT TYPE

Assessment Task 1 Return brief and conceptual framework 20% Project Proposal

Assessment Task 2 Interaction affordances 40% Design Studio Work

Assessment Task 3 Interactive and tangible interface 40% Project
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