Spacetime User Experience
Course:
DMED 540 G500: 3 credits
Date & Time*:Select weekends in May/June
May 14 & 15 from 10am - 5pm (S/S)
May 28 & 29 10am - 5pm; May 30 9am - Noon (S/S/M)
June 4 10am-5pm; June 5 2-5pm (S/S)

Term:
Instructor:
IA:

Summer 2022
Laura Ballay | laura@uxdesigneducation.com or lballay@sfu.ca
TBD

Important info about the course:
This is not your typical UX class: Please be aware that this course is: a) intensive workshop
format involving field trips outside of the classroom and b) focuses on user experiences in
the built environment (read: physical world). The intent is for students to reflect on how to
apply these design concepts to the digital medium.
We may adjust the course along the way: Class content is always subject to change (for
example: a field trip may be replaced by a different activity). I will always announce in class if
there are any changes. You are responsible for listening for these adjustments in class. If
you’re not sure, please ask!
We bring information from outside of the classroom: As this is a seminar class, you are
invited to bring additional materials (articles, projects, etc) to discuss with the group.
This class assumes you already have a design foundation: That said, if you’re unfamiliar
with a concept or any terminology, just ask—it’s 100% okay!

Precis
As the world of design has expanded into four orders (graphic design; industrial design;
interaction design; systems design), the field has grown increasingly complex. When design is
no longer confined to “flat” linear experiences, how can we design for this complexity,
especially when an experience may unfold over the course of multiple interactions and
dimensions and involve users with differing needs?
In this course, we will focus on the design of products/services that exist in three and four
dimensions (in other words, spaces across time) to explore the topics of iterative design,
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empathy in design, assessing and validating design decisions, navigation, wayfinding, and
accessibility to create meaningful, complex interactions. We will look to the built environment
to find learning opportunities and best practices about designing inclusively for humans and
applying this to emerging cross-channel experiences as well as technologies (tangible
interfaces, hybrid mixed-reality experiences, speculative design).
These themes will be explored through a combination of class dialogue and activities to
include:
– Prototyping tangible interactions
– Creating an empathy toolkit
– Developing a set of design principles
– Evaluating design principles
– Ideating through low fidelity prototyping
– Deconstructing play
– Storyboarding
– Storytelling in design

Course Goal
This course exposes students to concepts that relate to designing products and services that
exist in three and four dimensions (physical space and time). We will work to define
important key UX concepts (e.g. what is an experience, what is a journey, what is
design, what is an affordance), how to document a design over time, and how to
evaluate product concepts, interfaces, and experiences. We will explore, analyze, and
deconstruct different types of experiences to better understand their mechanics. We
will also touch on the topics of physical interfaces, hybrid digital-physical spaces, navigation,
wayfinding, service design, designing for emotion, and speculative design/design fiction. This
course requires a high degree of class participation and discussion.

Course Objectives
Upon completion of this course, students will be able to:
• Explain and follow the core tenets of a human-centered design framework
• Describe the benefits and value of empathy
• Apply user experience design principles to products and services that are not
exclusively screen based
• Distinguish between different types of design practice and artefacts (for example:
interface design, interaction design, service design, information architecture)
• Demonstrate resourcefulness and creativity when sketching and ideating designs
individually as well as part of a team
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Important: Please note that this is NOT a class on:
• “Rules” for “good” UI, visual design, or design research
• Learning how to create wireframes or prototypes using digital tools
• Building a complete product from concept to high-fidelity prototype, beta testing
and/or MVP
• Unmoderated research methods such as surveys, web analytics or remote user
testing tools such as usertesting.com

Course Topics
This course is structured as three related themes, with each centering on a different topical
area.
These themes are:
Interactions: What is design? How about an experience? What defines an interaction?
How might we better learn about people and apply it to our designs?
Intersections: What does the intersection between physical and digital design look like
and what are the design considerations involved? What is context and why does it
matter? How can we better orient and guide people between the handoffs between
different spaces and types of experiences? How do we document these handoffs?
Investigation: How do you measure or evaluate subjective experiences? What does
“fun” and “play” look like? What are ways of exploring futuristic concepts?

Date
Sat, May 14
10am-5pm

Theme
Interactions

Sun, May 15
10am-5pm

Interactions

Sat, May 28
10am-5pm

Intersections

Sun, May 29
10am-5pm

Intersections

Activities (subject to change)
Design Goals
What is Design (vs. what is Art?)
Assignment 1 - Part 1: Affordances
Assignment 1 - Part 2: Cube Exercise
Design Shifting Field Trip
Wayfinding
Assignment 2: Building a Toolkit
Documenting Experiences
Cross-Channel Field Trip
Assignment 3: Journey Mapping
Assignment 4: Cross-Channel Project
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Mon, May 30
9am-Noon
Sat, June 4
10am-5pm
Sun, June 5
2-5pm

Investigation

Evaluating Experiences

Investigation

Assignment 5: Heuristics of The Game
Assignment 6: Design Fiction

Investigation

Roundtable

Readings + Related Content:
All required readings will be provided in class and/or posted to Canvas.
These books are strongly recommended for your ongoing design practice. Many may be
found electronically through the SFU library.

About Face, 4th Ed:
Alan Cooper, Robert Reimann, David
Cronin, Christopher Noessel

Observing the User Experience, 2nd Ed:
Elizabeth Goodman, Mike Kuniavsky, and
Andrea Moed

Practical Design Discovery:
Dan Brown

Presumptive Design:
Leo Frishberg, Charles Lambdin

Additional Recommendations:
John Dewey: Having an Experience
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Victor Papanek: Design for the Real World
Don Norman: Perceived Affordances; Emotional Design
Bruno Munari: Design as Art
Indi Young: A New Way to Listen
Scott McCloud: Understanding Comics
W.I.B. Beveridge: Art of Scientific Investigation
Jan Chipchase: Mapping the Lives of Your Users/Hidden in Plain Sight

Grading and Evaluation:
Assignments (6 total)
Class Participation
Attendance
Total

60
28
12
100

Assignments will be evaluated based on the following rubric:
• Quality of the work: Did you put in effort, thought and care into your output? Is your
communication clear and without significant spelling/grammatical errors? Do you
continuously solicit feedback? Did you refine and iterate on your original idea based
on the feedback?
• Taking risks/Innovation: Did you take chances in your work and go into uncharted
territory? Did your work push the bar?
• Solving Problems: Have you distinguished between a problem and a solution? How
did you go about validating the problem? How did you validate your solution?
• Connecting, Synthesizing, Transforming: Are you connecting ideas and concepts
throughout the class and building upon the ideas? Are you drawing from your
knowledge in other domains?
Full explanations of each assignment will be discussed in class. You are responsible for
getting clarification about any questions regarding an assignment or class activity.
Assessments and feedback on design work will typically be provided verbally during class.

Class Participation
This grade is determined by meaningful contributions to the class—meaning that you are
engaged, enthusiastic, an active participant in discussion and involved in class activities. As a
show of respect to your peers and faculty, social media, cellphones and all devices should
remain off and unused unless they are appropriate to class activity. Students should also not
sleep in class.
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Fine print: A student who habitually does not actively participate, sleeps or inappropriately
uses social media, messaging or devices will be given one written warning. Following this, if
s/he continues to not actively participate, or use media/devices, the student will lose all
participation marks.
Note that attendance is calculated separately.

Attendance:
Attendance is mandatory and will be taken at every class. Because the format of the class
depends largely on the full participation of the class, it is critical for students to arrive at class
on time and stay the entire class. If you arrive late by more than five minutes or leave
class early without permission of the instructor, you will be marked as absent. If
students must arrive late or miss class for an excusable reason, you need to email me for
written permission IN ADVANCE. This means I need to reply back with permission. Students
who are unavoidably absent due to illness, emergency or disability should notify me of their
situation as soon as reasonably possible. Note that attendance is calculated separately.
Fine print: More than one unexcused absence will receive zero marks for the attendance
portion of grading

Written & Spoken English Requirement:
Written and spoken work may receive a lower mark if it is, in the opinion of the instructor,
deficient in English.

Religious Accommodation:
The university accommodates students whose religious obligations conflict with attendance,
submitting assignments, or completing scheduled tests and examinations. Please let your
instructor know in advance, preferably the first week of class, if you will require any
accommodations on these grounds.

Academic Integrity
MDM considers plagiarism to be the most serious academic offense that a student can
commit. Regardless of whether or not it was committed intentionally, plagiarism has serious
academic consequences and can result in expulsion from the university. Plagiarism involves
the improper use of somebody else’s words or idea’s in one’s own work.
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It is the student’s responsibility to ensure you fully understand what plagiarism is. Please see
the SFU website for an explanation of the various types of plagiarism and to take the
plagiarism tutorial:
http://www.lib.sfu.ca/help/writing/plagiarism

Grading Profile
A+
A
AB+
B
BC+
C
F

95-100
90-94
85-89
80-84
75-79
70-74
65-69
60-64
0 - 59

Policies
The student and academic policies of the Masters of Digital Media Program and of Simon
Fraser University apply within this course.
Relevant SFU policies can be found at:
•
Graduate General Regulations
http://students.sfu.ca/calendar/for_students/grad_regulation.html
•
Academic Honesty and Student Conduct Policies
http://www.sfu.ca/policies/Students/index.html
•
Teaching and Instruction Policies
http://www.sfu.ca/policies/teaching/index.htm
•
University Policies (complete site)
http://www.sfu.ca/policies
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