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Interaction designers use form to shape behavior.  
We create a dialogue between a user and 
products, systems or services. Truly meaningful 
design is more than interactions, it elicits emotion.  

We will explore the founding principles of interaction design, how 
interaction design as a discipline came to be, its potential future(s), 
and—most importantly–how you fit in this broad landscape.

Learning Objectives This course is designed to provide competency in these areas: 

• discovery  curiously exploring complexity in the word around you 
in order to understand it deeply  

• communication  translating knowledge gained from discovery 
into meaningful and actionable insights  

• envisioning  shaping insights into thoughtful artifacts, interactions 
or experiences that balance human and more-than-human needs 

• critique  the never-ending process of continuous improvement of 
ourselves, our process, and our world 

In short, you’ll grow as an interaction designer.  

Textbooks There is no single required textbook for this course. You will have 
readings provided (PDFs or website links) throughout the semester.
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Course Structure The course is structured as a seminar. Each class will be some combination 
of: lecture, discussions (student-led and/or professor-led), project-based 
learning activities, workshops, and critique. 

Attendance 
Engagement  

This is a highly interactive course. If you’re not present, you won't be able to 
regain the experiences you missed. You are allowed two non-excused 
absences. Additional absences without prior approval will result in a letter 
grade reduction off your final grade. If you are unable to attend class, let 
me know by email at least one day before. Missing five class sessions 
over the course of the semester for any reason(s), even if some portion of 
these absences are excused, will earn you a final course grade of “F.” 

Evaluation Students often think grades measure how much you learned. Only you can 
say how much you actually learned. In this class, grades reflect your 
performance and quality of work.  

You will be evaluated on your class engagement week-to-week and your 
performance on a series of small-scale projects designed to introduce you to 
the tools, methods, mindsets and postures of interaction designers.  

Engagement  30 
Project I  20% 
Project II  20 
Project III 30
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How to be Successful  
in This Course

Although there is no single recipe for success, the following mindsets can 
help you navigate successfully through this class.  

Embrace creative confidence. Design is risky. No venture is ever 
guaranteed success. Designers rely on creative confidence when making 
leaps, trusting intuition, and chasing solutions that they haven’t yet fully 
figured out. It takes time to build (or find) creative confidence. I hope that by 
the end of the course, you will have gained more.  

Make the abstract concrete. Making an idea real can reveal insights that 
mere theory cannot. Good designers have a bias toward action, creating 
tangible—not necessarily beautiful—prototypes. Getting ideas out of your 
head and into the hands of others is a necessary step toward understanding. 

Fail, then iterate. Most education systems don't do much to reward failure, 
even though it can be a very powerful tool for learning. If you don’t fail at 
something every so often, chances are you are not taking many risks. We 
often learn more from failed attempts than successful ones. You have my 
permission and encouragement to get things wrong in this class, even 
though you don’t actually need it.  

Reflect often. You will forget most of what you learned in school. Learning 
is enhanced and made more permanent when you reflect on your learning 
experience and its meaning to you. When you reflect on what you learn, 
how you learn, its value to you, and what else you need to know, you’re 
more inclined to own and appreciate your learning. 
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Suggested Readings The following texts will be useful to you throughout your time in the 
masters in interaction design program at UNT.  

Goodwin, K. Designing for the Digital Age: How to Create Human-Centered 
Products and Ser-vices. Indianapolis, IN: Wiley, 2009.  

Hackos, J. T. & Redish, J. C. User and Task Analysis for Interface Design. NY: John 
Wiley & Sons, 1998.  

Hook, Kristina. Designing with The Body: Somaesethic Interaction Design. 
Cambridge, MA: MIT Press. 2018.  

Horton, S., & Quesnbery, W. A Web for Everyone: Designing Accessible User 
Experiences. Rosenfeld Media, 2014.  

Jarrett, C. Forms that Work: Designing Web Forms for Usability. Morgan Kaufman, 
2018.  

Krug, S. Rocket Surgery Made Easy: The Do-It-Yourself Guide to Finding and Fixing 
Usability Problems. New Readers, 2009.  

Kuniavsky, M. Observing the User Experience: A Practitioner’s Guide to User 
Research. San Francisco: Elsevier / Morgan Kaufmann, 2012.  

Lichaw, Donna. The User's Journey: Storymapping Products That People Love. 
Rosenfeld Media, 2016.  

Lobardi, V. Why We Fail: Learning from Experience Design Failures. Rosenfeld 
Media, 2013.  

Norman, D. The Design of Everyday Things: Revised and Expanded Edition. Basic 
Books, 2013.  

Plattner, H., Meinel, C. & Leifer, L. Design Thinking Research: Taking Breakthrough 
Innovation Home. Basel, Switzerland: Springer International Publishing AG, 
2016.  

Portigal, S. Interviewing Users: How to Uncover Compelling Insights. Rosenfeld 
Media, 2013. 

Redish, J. Letting go of the Words, Second Edition: Writing Web Content that 
Works. Morgan Kaufman, 2012.  

Robson, C. Real World Research: A Resource for Users of Social Research Methods 
in Applied Settings, 3rd edition. Wiley, 2011.  

Rodgers, P.A. & Yee, J. (Editors). The Routledge Companion to Design Research. 
New York, NY, USA: Routledge, 2015.  

Sommer, R. & Sommer, B. A Practical Guide to Behavioral Research: Tools and 
Techniques, 5th edition. NY: Oxford, 2001.  

Sanders, L. & Stappers, Pieter J. Convivial Toolbox: Generative Research for the 
Front End of Design. Amsterdam: BIS Publishers, 2013.  

Tomer, S. Validating Product Ideas: Through Lean User Research. Rosenfeld Media, 
2016. 

Tomer, S. It's Our Research: Getting Stakeholder Buy-in for User Experience 
Research Projects. Morgan Kaufmann, 2012. 

Warfel, T. Prototyping: A Practitioner’s Guide. Rosenfled Media, 2009. 

Young, I. Practical Empathy: For Collaboration and Creativity in Your Work. 
Rosenfeld Media 2015.  


