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New Course Proposal Form
The following information is required for all new course proposals. To facilitate the review/approval process, please use the headings below (and omit the italicized explanations below each heading).


1.	Program: Master of Design, MDES

2.	Course Number: MDES 5414

3.	Credit Value: 3.0

4.	Long Course Title: Interactive Objects and Environments

5.	Short Course Title: Interactive Objects and Environments

6.	Effective Session: Winter 2019

7.	Calendar (Short) Course Description: 
This courses introduces students to theories and practices of communication design for interactive environments. Interaction scenarios and user experiences will be explored through alternative interfaces using sensors and other inputs to control projected video, graphics, and sound.

8.	Expanded Course Description: 
This course introduces students to theories and practices of communication design mediating the interactions between digital and physical environments, interactive devices, audience interaction, sensorial interfaces and physical computing controls. 

Students are introduced to principles of physical computing and experiment with electronics, microcontrollers, sensors and programming environments to design interactive forms and create informative content for interactive communication experiences. Some of the topics covered in this course include:

Electronics: basic terminology, micro controllers (Arduino), electronic components, circuits and wireless communications
Sensors: touch, force, presence, motion, distance, light, position, orientation, sound, temperature, etc.
Actuators: solenoid, servo, motors, switch, valve, etc. 
Programming Environments:

Arduino: an open-source electronics prototyping platform based on flexible, easy-to-use hardware and software; it’s intended for artists and designers interested in creating interactive objects and/or environments
Processing: an open source programming language and environment for learning, prototyping and production; it introduces fundamentals of computer programming within a visual context and serves as a software sketchbook and/or a professional production tool to program images, animation and interactions
Computer Vision (video tracking): real-time video capturing and processing, detecting presence, motion, location, position, colour, value, etc. 






9.	Course Learning Outcomes 
Through research, planning, design and implementation of interactive physical interfaces, students broaden their knowledge of visual communication design beyond traditional print and screen-based mediums.

Upon completion of this course, students will be able to:
[bookmark: _GoBack]
Learn an iterative development methodology based on prototyping and testing
Assess and implement technologies necessary for taking a project idea from concept to completion
Understand the basic principles and techniques necessary to incorporate electronic circuits
Develop code literacy to understand and apply programming concepts
Integrate and extend principles and practices across the design field
Articulate individual ideas in visual, oral and written forms
Undertake independent creative and technical learning and research   
Collaborate with peers to develop collective knowledge and skills

10. Rationale: 
Significant shifts are presently happening in the use of new technologies and media in visual communication design. Using a monitor, mouse and keyboard as the predominant mode of accessing screen-based information is just one option. Other options involve one or multiple user audiences accessing information through interactive, non-screen based devices. This emerging field has a great potential to create new forms of communication for ambient aware interactive environments. 

This course will provide an opportunity for MDes students to refine an interest they may already have or an opportunity to round out their educational experience. Currently, no core MDes course provides this material.

11.	Evaluation: 
Presentations 			10%
Project 1 				10%
Project 2 				20%
Project 3 				35%
Written Assignment 			20%
Attendance and Participation              5%

Integrated Courses: 
Graduate courses may be integrated only with undergraduate courses at the 4000-level, where it is understood that 4000-level indicates an advanced level. Graduate students will be expected to do work at a higher level than undergraduates. If the proposed course is to be integrated, please provide a grading scheme that clearly differentiates between the work that undergraduate and graduate students perform, including a description of how the work performed by graduate students is at a higher level. As well, please indicate the course information for the undergraduate course (i.e., Faculty/unit/course number/credit value) and include a statement from the relevant undergraduate chair or undergraduate director indicating agreement to the integration.

The proposed course is an integrated course with FA YSDN 4009 3.0. The grading scheme for the undergraduate level course is:

Presentations 			15%
Project 1 				15%
Project 2 				25%
Project 3 				40%
Attendance and Participation              5%


13.	Crosslisted Courses: 
	N/A

14.	Faculty Resources: 
1. Current faculty qualified to teach the course: David Gelb, Borzu Talaie
2. Frequency: 1 section; 4 hour studio, once per week


15.	Physical Resources: 
The course will take place alongside YSDN 4009. No additional physical resources are required.

16.	Bibliography and Library Statement: 

Suggested Readings
Banzi, Massimo and Shiloh, M. (2014). Getting Started with Arduino: The open Source Electronics 
Prototyping Platform. Maker Media, Inc.
Blum, Jeremy (2013). Exploring Arduino: Tools and Techniques for Engineering Wizardry. Wiley.
Klanten, Robert and Ehmann, S. and Hanschke, V. (2011). A Touch of Code: Interactive Installations 
and Experiences. Gestalten.
Moggridge, Bill (2006). Designing Interactions. Cambridge, Mass.: MIT Press. 
Maeda, John (2001). Design by Numbers. Cambridge, MA: MIT Press. 
Norman, Donald A. (1990). The Design of Everyday Things. Doubleday Books.
Platt, Charles (2015). Make: Electronics: Learning Through Discovery. Maker Media, Inc.
Reas, Casey and Fry, B. (2015). Getting Started with Processing: A Hands-on Introduction to Making 
Interactive Graphics. Maker Media, Inc.

Online Resources
Arduino http://www.arduino.cc/
Processing http://www.processing.org/
Generative Design http://www.generative-gestaltung.de/2/
We Make Money Not Art http://www.we-make-money-not-art.com/
Interactive Architecture Lab http://www.interactivearchitecture.org/


















Please submit completed forms and required supporting documentation by email to the Coordinator, Faculty Governance – fgsgovrn@yorku.ca 
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