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Class Schedule

Week 1)
How do you make designs work?


Start with designing a homepage for a site about graduate programs in Ireland for digital media. What elements are required? How should they be arranged? What goes on the first page, and how would you structure the information so it is easy to find and understand?


As we discuss these choices, the concepts of user centred design will arise. Clarity, intelligiblity, coherence, effectiveness, flexibility. We all consume information via the web, and manipulate information with digital applications from Photoshop to an iPhone app. What determines the successful digital media from the forgotten? 


We will use Donald Norman’s book Design of Everyday Things as the guidebook for successful design. By evaluating numerous everyday products and tools, we will work to improve your digital projects.

Week 2)
Design of Everyday Things : Introduction and Chapter 1


Affordances, Constraints, Mapping, and Feedback. Four crucial design considerations often missed in the quest for features or marketing goals. How would you design effective recycling bins for the college canteen?

Week 3)
Let’s create a list of characteristics that we can use to evaluate successful designs. How do we prioritize these criteria depending on whether we are consuming something, or creating something? Successful websites such as Ryanair and AerLingus have grappled with these questions. Manufacturers of potato mashers have had to deal with their own criteria. The buyer’s guide as evaluating usability.

Week 4)
Deciding priorities in any design process is a difficult and fluid, uh, process. Iterative design is one method for navigating the process. Cascading design is another.

Week 5)
What gets priority: ‘look and feel’  or ‘proof of concept’? Is the ‘look’ of the project central or tangential to its success? What tools can you use in screen design?

Week 6)
Reading Week

Week 7)
How do you define what you want your project to do? What are you helping the user to achieve? What choices do you offer, and where? How will you structure the heirarchy of information for the user to make it easy to understand and use?

Week 8)
Often our interactions with our environment are based on emotional responses. In Emotional Design, Norman categorizes these responses as three levels: visceral, behavioural and reflective. How do you make these characteristics work for you?

Week 9)
The pocket multi-tool. What features do you want? Optimum vs. Good-enough. Flexibility vs. Usability. 80-20 Rule.

Week 10)
Project Testing. Review your design and implementation. At what stage should you test? How often should you test? Determining testing criteria.

Week 11)
Group critique session on Design Principles projects. Do we use different criteria in this module than in S-J’s class? (dependent on submission schedule)

Week 12)
Scalable information. How do you create a design that works at different scales? Billboard – poster -  book – screen – phone screen. How does reproduction size affect visual design and information design?

Week 13)
Group critique session
