
 ART 410
PRINCIPLES OF INTERACTION DESIGN

FALL 2013
TUES. & THUR. 9-12PM

“I DON’T KNOW IF IT’S POSSIBLE...
BUT ANYTHING’S POSSIBLE”

COURSE DESCRIPTION
Studio course in Interactive Media, with an emphasis on design concepts and 
techniques in several media including web, mobile, and experimental interfaces. 
Thorough examination of usability and communicating content within the 
interactive space. Topics include interaction design patterns, user experience, 
information architecture, and industry standards in UX design.

COURSE OBJECTIVES
Students will further develop key design skills and techniques, such as typography, 
hierarchy and grid systems, and expand upon the traditional design workflow 
by incorporating tools (eg. wireframing, storyboards, etc.). Students will create 
multiple projects that will react to user input, adapt to changing constraints and 
provide engaging user experiences. They will be able to clearly communicate 
their ideas, both conceptually and logistically, via writing and presentations. In a 
nutshell, students will learn to think and work like Interaction Designers.

Students will not be expected to know or learn any code for this class.

ATTENDANCE POLICY
Attendance is mandatory. We will be covering a lot of new and technical 
information, and missing class will put you at a big disadvantage for keeping up 
with future material.

Students are allowed 2 absences without it affecting their grade, with each 
subsequent absence reducing the student’s grade by half a letter grade. Five absences 
will result in a failing grade. Arriving to class late or leaving early will count as half 
an absence. Arriving late or leaving early by 15 minutes—or without the required 
homework or materials—is a full absence. And, yes, I do keep track.

LAPTOPS & SOFTWARE
This course is taught in a “laptop lab”, and as such, students are expected to come 
to attend each class with a laptop of their own, and with all of the necessary 
software intalled to be able to follow along with and do work during class. 
Students are recommended to have Adobe Photoshop, but other apps may be 
suitable substitutes. Check with me to see if what you have is appropriate.

 INSTRUCTOR:
 Thom Hines
 thines@pdx.edu

OFFICE HOURS:
Neuberger Hall M238C
2nd floor, on the secret mezzanine
Wed 9-11am, by appointment
Wed 11-12pm, drop-in hours

PREREQUISITES:
Art 341 and formal acceptance 
into the third year by Sophomore 
Portfolio Review.
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GRADE VALUES
A (90% -100%) - EXCEPTIONAL
In order to receive an A in this class, students must demonstrate a high degree 
of thoughtfulness in concept, solid and functional execution, willingness to 
experiment and go beyond the scope of what’s taught in class, and thorough 
documentation of process throughout the term. These student’s must also 
frequently participate in discussion both in class and online.
 
B (80% -89%) - ABOVE-AVERAGE
Above-average concept and execution. Doing all of the assignments, meeting all 
of the requirements and occassionally participating in discussions, and nothing 
more, will get you at most a B in this class.

C (70% -79%) - AVERAGE
Average concept and execution, or great designs executed poorly. Students will 
receive a C even if all of the requirements are met, but it is clear that the student 
is not making an effort to push themselves in their work or participate in class.

D (60% -69%) - BELOW AVERAGE
Below average work quality, minimal participation in discussions, late or 
missing assignments. If you are struggling in this class, don’t hesitate to make an 
appointment to come talk with me.

F (<60%) - FAILING
Don’t be this student.

PROJECTS
PROJECT 1:  SIX DEGREES
Thinking modularly and globally.  Students will look at how systems can provide 
structure and simplicity to complex pieces of information.

PROJECT 2:  MAKIN’  IT  APP ’EN
Taking a deeper look at interface design. Creating a mobile app to explore a smaller, 
dynamic space, anticipate user needs and provide an intuitive experience for users.

PROJECT 3:  XTREME INTERFACES! !
Not all apps are on a screen. Students will explore what interfaces can do when we 
stop using mice and start using the space around us.
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GR ADING BREAKDOWN:
Assignments  20%
Project 1   20%
Project 2   30%
Project 3  10%
Participation  20%



ASSIGNMENTS
In addition to the projects, students will be doing a variety of readings, 
presentations, and research throughout the term. These aren’t intended to take 
up much time, but will provide students with another way to supplement their 
learning as well as build good habits of seeking out and analyzing inspiring work. 
All assignments should be posted to the class blog. 

BLOG
Because time is so limited for in-class discussion, and because thinking, writing 
and speaking about your work is so important, students will post weekly 

“snapshots” of their work progress. Posts should include both written and graphic 
elements. Students should comment on their design concepts, reasoning, ideas for 
future directions, technical issues, discoveries, etc. Note: students are not limited 
to one post per week.

RE-DOING PROJECTS
Students have the opportunity to re-do any project by the end of the semester. 
Projects—in addition to all documentation, writing, and process work—must be 
posted to the class blog prior to the last day of class in order to be considered.

LATE ASSIGNMENTS
Assignments will drop by one letter grade for every day they are late. No 
exceptions.

CRITIQUES
Being able to speak intelligently about one’s work is a essential skill in Design. 
This course explores a lot of new concepts and vocabulary not found in most of 
the rest of the Graphic Design curriculum, and so it is especially vital to actively 
participate in these discussions. 

Students should be prepared to discuss not only the aesthetic, technical and 
interactive components of their own projects, but also question and comment 
upon the work of their peers in a open, honest and respectful way.

Engagement in class discussions is the largest portion of a student’s Participation 
grade.

COURSE URLS:

Where to post assignments
http://art410f13.wordpress.com/

To share something with the class, 
send an email to 
course-art-410-001-201304- 
group@pdx.edu
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SUPPLEMENTAL BOOKS / RESOURCES
 
The Design of Everyday Things (Required)
Donald Norman
http://www.jnd.org/books/the-design-of-everyday-things.html

~$12 at Amazon

The Elements of User Experience: User-Centered Design for the Web and Beyond
Jesse James Garrett
http://www.jjg.net/elements/

~$25 at Amazon

Favourite Website Awards
http://www.thefwa.com/

Hack Design
http://hackdesign.org/

Little Big Details
http://littlebigdetails.com/

Creative Applications
http://www.creativeapplications.net/

MIT Media Lab
http://www.media.mit.edu/research/groups-projects

MIT Tangible Media Group
http://tangible.media.mit.edu/

“Design is not just what it looks like and feels like. Design is how it works.”
-Steve Jobs
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