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COURSE THEME

YT'S NOT DESIGN UNLESS IT'S SUSTAINABLE’

The nature of Design has always been related to the socio-technological forces of its time. In the last decade, the impact of information and
communication technologies (ICT) has influenced every social, economic and cultural aspect.

These technologies act as environmental and anthropological forces, pervasively determining interactions with physical and intellectual reality.
Starting from the consideration that the ecological crisis is the greatest planetary emergency and bearing in mind that 80% of the
environmental impact of everyday products, services and infrastructures is already determined in the design phase, the main question of
design is how to improve our lives and our environment significantly.

The program of 2023 course is focused on understanding the interrelationships between man, environment and ICT, on imagining, conceiving,
and experimenting interactions through a specific methodology (Environment Centred Design) and transdisciplinary approach, pursuing a
design centered on man but above all on environmental sustainability. The backbone of the course is indeed focused on the link between
environmental sustainability and the enabling technologies of the fourth industrial revolution; how technologies can be used to design
interactive systems 4.0, the so-called cyber-physical systems (CPS), which are essentially the new products and services of the digital
revolution, to improve the use of natural resources and promote more sustainable actions.

The planning part of the course refers to an intelligent city model called "Enhanced City"; an idea of the city of the Fourth Industrial Revolution,
an operational concept that combines the idea of 'smart’ with those of a creative and cultural city, in which the form of 'intelligence' derives

substantially from the urban implementation of enabling technologies for a sustainable interconnected city of the 4.0 era.
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TRAINING OBJECTIVES

- The course highlights the main strategies and representation techniques for the development
and communication of an Interaction Design project.

Students will learn how to use new tools and apply techniques collaboratively through a project
that will be started together with the teacher in the second half of the course and which will be
concluded with the presentation to the exam. These are the main objectives:

- acquire an autonomy of reading and understanding of emerging techno-scientific processes
and stimulate the formation of a personal idea on the transformations taking place, also in
relation to the more general cultural trends

- learn the practice of Interaction Design in the context of a practical and collaborative project:
work in teams to solve complex problems and create interactive, innovative and sustainable
experiences, services and products by implementing the specific plans of Human Computer
Interaction (HCI): User Experience (UX) User Interface (Ul), Interaction Design (IxD), Information
Architecture (1A)

- achieve a specific preparation for the realisation of an interactive prototype in one of the
design fields presented during the lessons

- provide training in transdisciplinarity, team working and project management, knowing how to
lead, share and communicate a project, encouraging the decision-making, creative and
management skills of the study group

- enhance the soft skills and adaptability of individual students; knowing how to propose
innovative solutions that respect the criteria of sustainability and inclusiveness

- increase critical knowledge on environmental sustainability by examining the objectives of the
UN Agenda 2030.



METHODOLOGY

The methodology of the Interaction Design course is based on a reworking of the conceptual
structure of Design Thinking integrated with the Double Diamond process as defined by the
British Design Council. The main change consists in assuming the centrality not only of man but
also and above all the environment to define a coherent sustainable design.

The resulting method is called Environment Centred Design (ECD).

Interaction design planning is based on 3 fundamental principles: Sustainability, Circular
Economy and Digital Sovereignty and it is carried out by - iteratively- going through all the
phases of the design methodology: research, ideation, wireframing/prototyping, testing and
implementation.

To meet the sustainability requirements and design compatible interactive systems, some useful
models will be introduced, such as footprints (Carbon, Eco, Water), urban metabolism, human
exposome and characteristics of Industry 4.0 such as Digital Twins and CPSS (Cyber-Physical-

Social-System).
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PREREQUISITES

Prerequisites of the course are to have hard/soft skills in at least one of the 7 fields listed below:

1 knowledge of UX/Ul design tools for wireframing and prototyping (Figma, InVision , Framer,

Principle, UxPin, Sketch, Maze, Marvel, Adobe XD, ProtoPie, Wireframe.cc, Axure)

- 2 knowledge of the main Interface Design platforms (Max-Msp, VVVV, Touch Designer, Processing

/ P5)

- 3 knowledge of Interaction Design programming languages (Java, Phyton, Unity, HTML, CSS,

JavaScript, Swift)

- 4 knowledge of new digital representation techniques (data visualization, 3D simulation, graphics

and generative video)

* 5 knowledge of Internet Of Things Cloud Design (Arduino, Raspberry, Sensor Networks, LoRaWAN,

etc.)

- 6 have completed design experiences in the multimedia field with interdisciplinary methods and

practices

- 7 Having completed studies in Humanistic, Social, Cognitive, Environmental, Psychological,

Philosophical Sciences; have knowledge of the theoretical and cultural field of interaction and

media design



EDUCATIONAL GOALS

The course highlights the main strategies and representation techniques for the development and
communication of the project. Students will learn how to use tools and apply techniques through a
project that will be started together with the teacher in the second half of the course and which will be
concluded with the presentation to the exam. These are the main objectives:

- acquire an autonomy of reading and understanding of emerging techno-scientific processes and
stimulate the formation of a personal idea on the transformations taking place, also in relation to the
more general cultural trends

- learn the practice of Interaction Design in the context of a practical and collaborative project: work in
teams to solve complex problems and create interactive, innovative and sustainable experiences,
services and products by implementing the specific plans of Human Computer Interaction (HCI): User
Experience (UX) User Interface (Ul), Interaction Design (IxD), Information Architecture (l1A)

- achieve a specific preparation for the realization of an interactive prototype in one of the design
fields presented during the lessons

- provide training in interdisciplinarity, team working and project management, knowing how to lead,
share and communicate a project, encouraging the decision-making, creative and management skills
of the study group

- enhance the soft skills and adaptability of individual students; knowing how to propose innovative
solutions that respect the criteria of sustainability and inclusiveness

* increase critical knowledge on environmental sustainability by examining the objectives of the UN
Agenda 2030.
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MIRO

Collaborative Digital Whiteboard

SLACK

Cloud-based project collaboration &
team interaction software

FIGMA
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Ux/Ui Wireframing & Prototyping
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INFOGRAM
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infographic and visualization

TOUCHDESIGNER

Integrated Interface Design
Environment

ARDUINO Cloud

®

loT Interface Design


https://help.miro.com/hc/en-us/articles/360017730533-What-Is-Miro-
https://slack.com/help/articles/115004071768-What-is-Slack-
https://www.figma.com/
https://about.infogr.am/tutorial/getting-started/getting-started-with-infogram/
https://derivative.ca/community-post/tutorial/touchdesigner-beginner-crash-course/65237
https://cloud.arduino.cc/
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EXAM PROJECT

" As previously mentioned, the theme of the exam is Enhanced City, the
city of the Fourth Industrial Revolution.

" Due to the fundamental transdisciplinary nature of Interaction Design
course, both research and prototyping will be carried out in groups.

" Student teams will develop a project of new urban systems and
services, operated by interactive interfaces and applications, made up
of sensors connected to loT networks, Artificial Intelligence systems,
Augmented Reality scenarios, digital twins models, etc.:

the city implementation of the enabling technologies of Industry 4.0.
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ASSIGNMENTS

eDuring the course there are will be 3 tests;

eat least 2 revisions are foreseen during the planning, carried out by the teacher for each team.

*The final grade will be determined by the sum of the points obtained on each test, together with the evaluation of the exam.

*To reach the maximum score, it is advised to read at least one of the texts indicated in the course bibliography.
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Selfportrait

= The first task consists in
the sketch of a digital self-
portrait to be created with a
technique chosen by the
student;

(maximum score: 3/30)

»

Team Building & Research

= An intermediate test will follow;
after forming the teams, through a
brainstorming, the students will
decide which themes and problems
to address with their projects.

By adopting the methodology of the
course, they will start the research
phase, ending with the conception of
the project to be carried out in the
next assignment. The result will be
exposed by the team in an
interactive multimedia presentation.

(maximum score: 7/30)

Project Development

= The plan defined in the first
assignment will form the basis
for the third test which
consists in the design and
implementation of a prototype.
The interaction designh process
will follow an iterative path, in
which, the skills acquired in
the other UX courses will be
applied to create a coherent,
intuitive and emotionally
engaging experience.

(maximum score: 18/30)
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