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SUPSI-DACD

Interaction Design

Introduction

The University of Applied Sciences and Arts
of Southern Switzerland (SUPSI), as the
other Swiss UASs, performs three interre-
lated tasks:

- basic training leads to Bachelor's and
Master's degrees recognized by the Swiss
Confederation;

- continuous education, from specializa-
tion MAS to ad-hoc education courses;

- applied research projects, technology de-
velopment, and transfer, in cooperation
with companies, institutions, and other
universities.

Since its establishment in 1997, SUPSI has its

strengths in:

- the bond with its reference territory,
thanks to the support to the regional
economy and in favor of small and me-
dium-sized enterprises;

- the professional dimension, which is en-
sured through state-of-the-art, practi-
ce-oriented training involving teachers
with established professional experience;

- the relationship between applied research
and training, promoted by teacher-rese-
archers of the institutes and laboratories;

- teaching offered in parallel with the
professional activity, through study pro-
grams that can be attended by students
who are actively employed during their
training;

- internationalization, developed through
collaboration agreements and the invol-
vement of lecturers from abroad.

The Master of Arts (MA) SUPSI in Inte-
raction Design is offered by the Department
for Environment, Constructions and Design
(DACD), which also offers Bachelor's de-
grees in Architecture, Interior Architecture,
Visual Communication, Conservation, and
Civil Engineering, and Master's degrees in
Conservation-Restoration and Civil Engi-
neering.

Within the DACD there are the following

research units that employ numerous rese-

archers and collaborators that also teach in

the degree courses:

- the Institute of Applied Sustainability to
the Built Environment (ISAAC);

- the Institute of Earth Sciences (IST);

- the Institute for Materials and Con-
structions (IMC):

- the Institute of Design (IDe);

- the Institute of Microbiology (IM).

The guidelines that led to the complete re-

vision of the education programs and that

govern the design of this Study Plan include
in particular:

- the modular design of a Bachelor's (180
ECTS credits) and Master's (9o ECTS cre-
dits) degree courses, in line with UAS go-
als and national directives;

- the implementation of training credit sy-
stems based on the ECTS model;

- the promotion of student and teacher
mobility with the consequent strengthe-
ning of European cooperation through
quality assurance.

Education Credits (ECTS)

The ECTS (European Credit Transfer System)
is the European system for the recognition,
transfer, and accumulation of credits. One
ECTS credit corresponds to a student wor-
kload of approximately 30 hours (lectures,
supervised study, and individual study). One
academic year corresponds to 60 ECTS cre-
dits (1800 working hours).

Qualification

The qualification is awarded to those who
certify all modules included in the Study
Plan which correspond to 9o ECTS credits
of the Master of Arts SUPSI in Interaction
Design.

The diploma is recognized at the federal
level and constitutes a qualification pro-
tected by the Swiss Confederation.

Equal Opportunities

Equal opportunities and the prevention
of discrimination are priority objectives at
SUPSI, which integrates the gender dimen-
sion into its development strategies and
management.

Information
For further information, please visit the
SUPSI website at www.supsi.ch.

Academic Year 2023/2024
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Interaction Design

Master of Arts SUPSI

IN Interaction Design

Head of the Master Program:
Massimo Botta

The Master of Arts (MA) SUPSI in Inte-
raction Design combines design thinking,
prototyping techniques, digital fabrication,
programming, and physical computing in
one study program addressing the reali-
zation of projects in which the interaction
between the design culture and the tech-
nological development allows to generate
design-driven innovations.

The master offers students specialized
knowledge and skills of interaction design.
A pragmatic problem-solving approach to
design is applied in a laboratory environ-
ment. Peer-to-peer learning, iterative pro-
cesses, and the rapid prototyping of various
solutions qualify the students to pursue
careers in industry, research centers, and
design practices, wherever technological
innovation and design meet.

The study program covers three semesters:
it is structured in modules offering a variety
of design, methodological and technical
courses.

The first semester focuses on in-depth
courses and workshops about the Funda-
mentals of Interaction Design, whereas the
second semester is dedicated to project-ba-
sed learning about Designing Advanced Ar-
tifacts, Designing Advanced Environments,
and Designing Advanced Services.

The third semester is entirely dedicated to
the thesis project: students have the op-
portunity to do hands-on research on their
own project and develop their competen-
cies through an internship in a company.

The Master Program

The master's program in Interaction Desi-
gn offers to graduate students advanced
professional training that combines the de-
sign culture with technological innovation
and social change. As a master's education,
the program in Interaction Design merges
knowledge coming from the design disci-
plines in a unique profile able to set new
thinking in design, technological innova-
tion, and human needs. For this reason, the
program has a multidisciplinary perspective
and it is conceived as the result of an origi-
nal set-up of three domains:

1. the Design Domain: the systemic thinking
to face global challenges, the adoption of
human-centered design methodologies
to respond to major social issues, and the
practice of design to define a better future;

2. the Technical Domain: composed of tho-
se cutting-edge technologies driving de-
sign innovation, the impact of the digital
transformation on society and organiza-
tions, and business models to provide the
entrepreneurial feasibility of design solu-
tions;

3. the Social Domain: the intellectual, criti-
cal, and social role of the designer, where
design answers human needs and rights
considering three emerging topics: the
information society, sustainable develop-
ment, and the common good.

The master program merges these domains
in a specific curriculum, where Interaction
Design is the key element for the concep-
tion and creation of Advanced Artifacts, En-
vironments, and Services.

@ Systemic Thinking

® Human Centred
Design Methods

Theoretical
Activity

Academic Year 2023/2024

Objectives

The goal of the Master of Arts SUPSI in In-
teraction Design is to train skilled designers
who work in interdisciplinary design teams
in the most creative and innovative indu-
stries.

The master responds to the demands of the
market for designers who are able to tackle
the digital transformation within firms and
industries. In particular, the study program
allows students to develop design, metho-
dological, technical, strategic, and relational
skills.

The master meets the innovation economy
by training professionals qualified to design
products and services focused on human
needs and desires, make use of cutting-ed-
ge technologies, and promote new business
models.

e Cutting-Edge
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e Digital
Transformation

Designing
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Competences and Skills

The master's degree program offers stu-
dents the opportunity to acquire speciali-
zed knowledge, skills, and design methods
that can be applied for research and pro-
blem-solving. Moreover, students have the
opportunity to learn how to build working
prototypes to test their ideas. This set of
skills qualifies the students to undertake
professional careers at consulting agencies,
companies, and research centers at the in-
tersection between design and technology.

The Master of Arts SUPSI in Interaction De-
sign allows students to learn the following
core competencies and skills:

Analysis and Research Methods

To acquire knowledge about Human-Cen-
tered Design (HCD) methods, ranging from
research to the analysis of the user needs
and co-design. To be able to successfully
implement the right methods during the
project phases and to skillfully apply them
according to the context.

Rapid Prototyping

To learn the rapid prototyping techniques
by using digital fabrication machines to bu-
ild working prototypes that can be tested,
improved, and communicated by means of
incremental iterations.

Understanding of Technology
To become aware of the limits and possibi-
lities of the technology with software pro-
gramming and electronics to acquire the
necessary knowledge to work with engine-
ers and product managers.

Ability to Plan and Develop Complex Projects
To be able to autonomously plan and deve-
lop digital services and ecosystems focused
on the user experience (UX) for different
industries, such as financial services, tran-
sportations, consumer electronics, heal-
thcare, telecommunications, media, cultu-
re, society, and institutions.

Working in Multidisciplinary Teams

and Applying Collaboration Methods

To collaborate with peers from different
disciplines and backgrounds; to assign spe-
cific tasks and responsibilities according to
knowledge, skills, and interests; to improve
results and correct mistakes in peer asses-
sment.

Interaction Design

Understanding and Defining Business Strategies
To recognize the social and economic rele-
vance of an industrial sector and draw use-
ful information from it in order to pitch a
project that responds to a market need. To
learn about business models, to tackle and
apply strategic design thinking in dialogue
with leading managers; to acquire the tools
necessary to set up a business plan.

Leadership and Communication Skills

To learn the leadership principles to plan
and carry out creative processes within
complex organizations. To handle and eva-
luate various approaches in order to docu-
ment, articulate and present a project in a
convincing and reasonable manner.

Attitude Towards Innovation

To be able to originally combine user ne-
eds, cutting-edge technology, and research
outcomes to define innovative products,
environments, and services.

Critical and Creative Thinking

To develop a critical and personal approach
supported by research outputs to sustain
the decision-making process. To enhance
creative skills thanks to interdisciplinary
collaborations and workshop activities.

Professional Profile

The interaction designer conceives and de-
signs innovative products, environments,
and services to create a meaningful expe-
rience that fulfills human needs, innovates
the company'’s business, and positively im-
pacts society.

The main skills of the interaction designer
are to craft the interaction between human
beings and systems, defining behavioral
and functional features of technological
products, processes, and eco-systems.

The duties of an interaction designer in-
clude analyzing business strategies, con-
ducting user research, defining the user
experience, and creating prototypes to test
in real-use contexts to improve or innovate
a company's product or service.

They work in multidisciplinary and inter-
national teams, wherever innovation and
design meet.

Academic Year 2023/2024

Career Prospects

The interaction designer is a professional
figure who has career prospects not only
within the traditional interaction design
fields but also in multidisciplinary sectors
which work with system innovation. The
interaction designer covers specialized ro-
les, whose professional development can
also progress to managerial and executive
positions.

Students who complete the Master of Arts
SUPSI in Interaction Design will pursue
careers at design agencies, industries, and
startups worldwide. Students will work on
innovative products and services in sectors
where the digital transformation represen-
ts a competitive advantage, such as:

- design practices in interaction design,
product design, digital communication,
exhibition design, and architecture;

- international consulting agencies offe-
ring complex services and project deve-
lopment where innovation is a competi-
tive advantage;

- digital media and web companies;

- ICT and digital services;

- industries where the digital transforma-
tion is a strategic factor for the develop-
ment of new products and services, such
as banking and finance, telecommunica-
tions, consumer electronics, automoti-
ve, distribution and logistics, health and
well-being;

- public and private institutions operating
in the cultural, social, entertainment and
tourism fields;

- technology start-ups.

Functions

The functions performed by interaction
designers vary in relation to the sectors in
which they work and, in general, can be
considered as specialized or complemen-
tary to a specific industry.

The progression of functions held by an
interaction designer during their career
usually takes place through the transition
to the following functions:

- Interaction designer/service designer junior
- Senior interaction designer/service designer
- Design researcher

- Principal interaction/service designer

- Associate creative director

- Creative director

- Executive/Design director
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Regarding career prospects, the interaction
designer is a recognized professional figure
who progresses steadily to higher positions
within all organizations, taking on the role
of mid-level manager, executive director, or
manager.

Admission Requirements

The Master of Arts SUPSI in Interaction De-
sign is addressed to students with creative
talent combined with a strong interest in
designing the evolution of the technologi-
cal, social, and cultural context of the near
future.

The requirements for acceptance to the Ma-

ster of Arts SUPSI in Interaction Design are:

- A bachelor's degree in Design (graphic
design, industrial design, interior desi-
gn, media design, web design, etc) or an
equivalent diploma.

- Students with a bachelor's degree in
fields such as architecture, engineering,
humanities, fine arts, and business ma-
nagement are entitled to apply. Their ap-
plication is subject to the approval of the
Board of the Master and it might entalil
the acquisition of some extra ECTS cre-
dits, which can be obtained before or du-
ring the program.

Copyright

The inventions or creations made by SUPSI
students (who do not have an employment
relationship with SUPSI) as part of their
degree course are owned by the students
who hold the Copyright. The author grants
SUPSI the free right of use for academic and
communication purposes and the free right
to keep a copy in the archives.

Interaction Design

Program
Structure

The Master of Arts SUPSI in Interaction
Design course lasts for 3 semesters and is
developed through several teaching modu-
les. The first two semesters are composed
of design, methodological and technical
courses that require full-time attendance.
The third semester coincides with the de-
velopment of the final thesis project and
allows the student to consolidate their pro-
fessional skills through an internship in a
company.

The Master of Arts SUPSI in Interaction De-
sign awards 90 ECTS.

1t Semester

Interaction Design Fundamentals

The first teaching semester provides studen-
ts with the skills necessary for the practice of
interaction design and is organized in design,
technical and methodological courses, and
intensive design-oriented workshops. The
semester offers an introduction to program-
ming and electronics, digital fabrication, user
experience design, and research methodo-
logies, equipping students with transversal
and multidisciplinary skills.

2" Semester

Designing Advanced Artifacts, Environmen-
ts, and Services

The second semester consists of teaching
modules that allow students to address
specific areas of design through the de-
velopment of complex projects, the use of
cutting-edge technologies, and the adop-
tion of innovative business and entrepre-
neurship models and strategies.

Designing Advanced Artifacts Module

This module investigates the relationship
between humans and the development
of new kinds of objects, as well as the
structuring of new relationships between
the human being and the object through
the use of specific technologies. The mo-
dule offers students the opportunity to
design devices to support everyday activi-
ties such as work, study, leisure, entertain-
ment, and communication.

Designing Advanced Environments Module

The module investigates the immersion of
human beings in a physical environment
and their interactions within space. The
module offers students the opportunity to
explore the design of interactive environ-
ments that define the spatial experience in
different contexts of use such as the home,
urban space, workplace, exhibitions, and si-
te-specific installations for dissemination or
entertainment purposes.

Academic Year 2023/2024

Designing Advanced Services Module

The module investigates the design of the
human experience by defining new systems
and processes through the use of multiple
touchpoints.

The module allows students to design di-
gital services and ecosystems based on
user experience (UX), which defines new
relationships and interaction patterns in
different fields such as media and commu-
nication, health and well-being, economic
growth, mobility, education, gender equa-
lity and inequality reduction, sustainable
consumption, social and environmental
change.

3 Semester

The Thesis Project

The third semester consists of one module
dedicated to the thesis work and focuses
on the development of an applied project,
in which the student implements the rese-
arch methodologies and the technical and
design skills acquired during the previous
modules to develop innovative solutions in
different sectors of industry, society, orga-
nizations, economy, and culture and which
may be suitable for an entrepreneurial ven-
ture (start-up).

The thesis project is carried out with the
support of a tutor and through an intern-
ship in @ company or public or private in-
stitution for a period of approximately 4
months. The module does not require a
permanent presence on campus but inclu-
des some sessions to present progress on
the project to the thesis jury.
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Teaching
Methods

The Master of Arts SUPSI in Interaction De-
sign courses are designed to offer quality
training for designers and innovators who
want to become key players in the next so-
cial, technological, and economic transfor-
mations. The courses are taught in English
to reflect the international vocation of the
Master and the multidisciplinary and multi-
cultural working environment.

The curriculum’s educational model adop-
ts approaches, methods, and practices that
are aimed at acquiring the knowledge and
skills needed to generate product, process,
and service innovation.

Teaching takes place mainly in a laboratory
environment, characterized by the ‘learning
by doing’ approach, where working closely
with the teaching staff enables students to
acquire skills aimed at transforming ide-
as into working design solutions and pro-
totypes, to be tested with real users and
used for demonstration purposes.

The study program consists of design-dri-
ven courses and workshops, methodolo-
gical and technical courses, and talks and
seminars.

The design-driven courses and work-
shops focus on practical activities and
enable students to acquire the fundamental
design, methodological and technical skills
of the interaction design discipline. They
are intended to create a common basis for
students from different bachelor’s training
programs, to equip them with transversal
and shared skills, and an aptitude for mul-
tidisciplinary collaboration.

The methodological courses include lear-
ning and practicing Human Centred Design
(HCD) methodologies, with different levels
of depth and complexity. Knowledge of the-
se methodologies enables students to acqui-
re the conceptual and practical tools useful
for structuring a creative process: collecting
data and information in an organized man-
ner, analyzing the needs of different users,
extrapolating evidence to inform the project,
setting up and structuring the various desi-
gn phases with rigor, defining the user expe-
rience and the key features of a product, en-
vironment or digital ecosystem.

The mastery of these methodologies certi-
fies the student’s ability to set up and guide
a design process in the most diverse orga-
nizations and industries.

Interaction Design

Technical courses are always project-o-
riented. The acquisition of technical and
technological skills takes place through the
development of projects in which the le-
arning of specific software and hardware
programming languages, such as the use
of digital fabrication machines, are functio-
nal to the achievement of a design goal.
Through the technical courses, the student
acquires confidence in the use of different
technologies and the necessary knowledge
to explore new ones.

The project-based courses involve the de-
velopment of real projects in collaboration
with companies and institutions, throu-
gh which students have the opportunity
to tackle challenging research topics and
explore the use of cutting-edge technolo-
gies.

The project activity aims to address metho-
dological and technical skills in a process
where it is necessary to know how to achie-
ve project goals, meet user needs, define
the user experience and implement specific
interactions and technological solutions.
The craft of a prototype demonstrating
the effectiveness and innovativeness of the
project concludes the project process.

The talks and seminars aim to offer an
overview of the discipline of interaction de-
sign, through lectures by professors, resear-
chers, professionals, and representatives of
companies and start-ups from national and
international backgrounds. The topics co-
vered are intended to show the breadth of
views that make up the interaction design
area and provide opportunities for meeting
and networking with the key players of cre-
ativity and innovation.

Academic Year 2023/2024



SUPSI-DACD Interaction Design Academic Year 2023/2024

First and Second Year
Full-Time Curriculum

Modules and Courses

1t Semester - Interaction Design Fundamentals

Codice Titolo ECTS Ore/Lezioni Pag.
ID101 Programming and Interactivity 5 45 12
ID101.01 Creative Coding with P5.js 45

ID1M User Experience Design 3 32 14
ID111.01 Designing Digital Experiences 32

1D120 Digital Fabrication 5 132 16
ID120.01 Digitally Designed Objects for Fast Prototyping 92

1D120.02 Documentation and Communication 40

1D131 Experimental Workshop 1 3 45 19
ID131.01 Machine Learning for Designers 45

ID140 Physical Computing 5 130 21
1D140.01 Creating Tangible Interfaces 90

ID140.02 Documentation and Communication 40

ID151 Experimental Workshop 2 3 45 24
ID151.01 Programming Interactive Objects 45

ID161 The field of Interaction 2 15 26
ID161.01 Maind-Expanding Talks 15

ID170 Design Thinking 1 28 28
ID170.1 (Co)design for Systematic Challenges 28

1D180 Human Centred Design 3 56 30
1D180.01 User Research Design 56

Total 1t Semester 30 528

2"d Semester — Designing Advanced Artifacts, Environments and Services

Codice Titolo ECTS Ore/Lezioni Pag.
1D200 Designing Advanced Artifacts 7 104 34
1D200.01 Multimodal User Experience Design in Products 92

1D200.02 Documentation and Communication 12

ID211 Designing Advanced Environments 7 96 37
ID211.01 Prototyping Interactive Installations 84

1D211.02 Documentation and Communication 12

1D220 Designing Advanced Services 7 88 40
1D220.01 Designing Intelligent Experiences 88

1D230 Entrepreneurial Skills 5 32 42
1D230.01 From Project Ideas to Market 32

1D241 The Business of Design 2 30 44
1D241.01 Design for..Seminars 30

ID251 The Field of Interaction 2 15 46
ID251.01 Maind-Expanding Talks 15

Total 2" Semester 30 365

3rdSemester - The Master Thesis Project

ID300 Master Thesis Project Module 30 440 50
ID300.01 Thesis Project Definition 40

1D300.02 Thesis Project Development 400

Total 3" Semester 30 440

Total Master 920 1333
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ID101

Module Head:
Fabio Franchino

Semester:
First

ECTS:
5

Module Hours:
45

Interaction Design Academic Year 2023/2024

Programming
and Interactivity

ID101.01
Creative Coding with P5.js
Teaching Hours: 45

Ist Semester
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Teacher:
Fabio Franchino

Assistant:
Matteo Subet

Interaction Design Academic Year 2023/2024

ID101.01

Creative Coding
with P5.s

What You'll Learn

- Foundational knowledge in programming topics and coding principles
- The P5,js environment and language
- Basic interactions between ChatGPT and P5.js

Description

The goal of the course is to give students an introduction to coding with a special focus on
graphics programming and interactivity.

Every week the students will learn new principles, concepts, and language syntax of pro-
gramming, using the P5.js environment and language.

The students will practice coding by means of structured exercises with continuous sup-
port from the teacher.

A project brief will be given to allow the students to put in practice the learned materials,
prototyping a project that will be evaluated at the end of the course.

The course follows the learn-by-doing principle featuring hands-on activities. The approa-
ch follows the step-by-step process through incremental exercises.

Format and Assessment

Format: online lectures, onsite lessons, individual incremental exercises, online support,
and mentoring.

Individual/group-based course: the course exercises will be developed individually while
the final project will be developed by small groups.

Examination: final presentation on the last day of the course.

References

References will be provided during the course.

Ist Semester

13
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ID111

Module Head:
Sarah Corti

Semester:
First

ECTS:
3

Module Hours:
32

Interaction Design Academic Year 2023/2024

User Experience
Design

ID111.01
Designing Digital Experiences
Teaching Hours: 32

Ist Semester
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Teachers:
Sarah Corti, Alberto Andreetto,
Enrico Tedoldi

Interaction Design Academic Year 2023/2024 15

Désigning Digital
Experiences

What You'll Learn

- How to design a mobile application starting from the foundation of Digital Experiences
design

- How to identify user needs and validate user behavior

- Define user requirements for the creation of interactive systems with high usability and
accessibility

- How to define the end-users, the value proposition, and the key features of a mobile
application

- User Flow and Customer Experience mapping

- How to generate ideas and how to translate them into experience elements (From
areas of opportunity to solutions)

- User Interface basics, how to put together an interface, and how to create a design
library

Description

Since the introduction of the iPhone in 2007 and the widespread use of high-speed mobile
networks, smartphones have been our primary way to access information and services
related to every aspect of our daily life: from social networks to media, from financial
services to transportation, from healthcare to shopping. Great digital experiences today
are made possible by providing highly contextual, personalized, and emotional experiences
to the customers.

How can we design delightful digital experiences through multiple digital touchpoints,
rather than focusing just on a single product or service? How can we create mobile expe-
riences and show relevant information on small screens?

In this course, we will understand the whole UX process — from user research, require-
ments analysis, idea generation, and product definition to prototyping, Ul design, and
usability testing. We'll learn how to design a mobile application starting from the foun-
dation of Digital experiences design: from defining its end-users, to value proposition

and key features definition, building a solid UX framework and defining the different user
flows, creating a distinctive visual language to design and prototype a modern mobile
User Interface.

Students will be given a concrete design brief and will be asked to design, prototype, and
test a mobile app. The course will mix online lectures, hands-on activities, and review
moments to support students in the learn-by-doing approach through their personal
projects.

Format and Assessment

Format: offline and online lectures, intermediate assignments, coaching, and mentoring.
Workgroup-Based Course: the course assignments and the final project will be developed
in workgroups of max. 4 students.

Examination: examination of final presentation on the last day of the course.

References

References will be provided during the course.

Ist Semester
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ID120 Digital Fabrication

Modue Head: 1D120.01
S Digitally Designed Objects for Fast Prototyping
First Teaching Hours: 92

ECTS:

> 1D120.02
Module Hours: Documentation and Communication
Teaching Hours: 40

Ist Semester
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Teacher:
Marco Lurati

Assistant:
Matteo Subet

Interaction Design Academic Year 2023/2024 17

Digitally Desighed
ODbjects for
Fast Prototyping

What You'll Learn

- Basic principles of parametric CAD

- How to prepare 2D and 3D files for digital manufacturing through laser cutting machi-
nes and 3D printers

- How to prototype with digital fabrication tools as interaction designers

Description

The course aims at giving the basis of one of the most widespread and versatile 2D and 3D
software, Fusion 360, in order to create digitally designed objects that can be fabricated
through fast prototyping machines. The focus of the course is placed equally on CAD the-
ory, Fusion 360 lessons, and practical exercises. The course provides an overview of both
the Computer-Aided Design and the Fusion interface. Following the overview, students
will design a small 2D file and 3D file of low or intermediate complexity and prepare it for
a potential digital manufacturing process.

The main goal is to introduce students to parametric CADs and to explain the different
possible approaches based on the desired result. The focus of the course is the useful ap-
plications these technologies have for an interaction designer (like simplifying the hacking
of existing objects or design new interfaces from scratch), that can be produced with
innovative digital technologies, like laser cutting machines, CNC routers, and 3D printers.

Format and Assessment

Format: offline and online lectures, intermediate assignments, coaching, and mentoring.
Course: the course assignments and the final project will be developed individually or in
small teams.

Examination: final presentation on the last day of the course.

References

References will be provided during the course.

Ist Semester
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Teachers:
Antonella Autuori, Matteo Subet

Interaction Design Academic Year 2023/2024

ID120.02

Documentation
and Communication

What You'll Learn

- To document all components of the project developed during the module
- To refine the documentation for the future portfolio

Description

The course aims to produce the documentation of the project developed within the mo-
dule. The student will have to write a description of the project, produce image documen-
tation (digital outputs/screens in the case of digital software or photographs in the case
of physical products), a video (the storytelling of the project), the software source files and
the hardware schematics, according to the provided examples and guidelines.

More specific documentation may be requested depending on the course topic.

Format and Assessment

Students’ evaluations will be based on the review of the requested materials. To assess
this module, it is mandatory to hand in the project documentation.

References

References will be provided during the course.

Ist Semester
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ID13]

Module Head:
Matteo Loglio

Semester:
First

ECTS:
3

Module Hours:
45

Interaction Design Academic Year 2023/2024

Experimental
Workshop 1

ID131.01
Machine Learning for Designers
Teaching Hours: 45

Ist Semester
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Teacher:
Matteo Loglio

Interaction Design Academic Year 2023/2024

ID131.01

Machine Learning
for Designers

What You'll Learn

- The fundamental concepts and practical applications of Machine Learning

- A practical way to start using this new technology in your design and creative projects
- An overview of the current tools used in the machine learning prototyping space

- Simple programming tools such as ml5.js, RunwayML, and Wekinator

Description

The acceleration of processing power, large amounts of data, the release of open-sour-
ce frameworks and research papers are only a few factors that contributed to making
artificial intelligence one of the most hyped and interesting trends of the last few years.
Machine learning is watching over the devices we use every day, it listens and records

our actions, learns our behaviors, and predicts our intentions. There are many branches of
Al where designers could have a great impact. So far, the most obvious applications are
conversational design, voice interfaces, and natural language, but we are starting to move
into more experimental directions. This course provides an introduction to artificial intel-
ligence and its relative creative applications. Participants will learn how to include Al in
their projects, and to experiment with some simple tools created for artists and designers.
We hear news about artificial intelligence and machine learning almost every day, but
what are they exactly, and how can we use them in design practice? We will look into
existing projects that use this technology in the fields of art, science, design, and creati-
vity in general. Then we will start to prototype ideas using machine learning as a design
instrument. Participants will learn to use existing libraries and prototyping applications
hands-on, and many examples will be provided for future reference.

Format and Assessment

Format: offline and online lectures, intermediate assignments, coaching, and mentoring.
Workgroup-Based Course: the course assignments and the final project will be developed
in workgroups of 3-4 students.

Examination: final presentation on the last day of the course.

References

References will be provided during the course.
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ID140 Physical Computing

Module Head: |D'|4O 0'|

Ubi De Feo .
Creating Tangible Interfaces

Semester: .

First Teaching Hours: 90

ECTS:

> ID140.02

Module Hours: Documentation and Communication
Teaching Hours: 40
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Teacher:
Ubi De Feo

Assistant:
Matteo Subet

Interaction Design Academic Year 2023/2024

ID140.01

Creating Tangible
Interfaces

What You'll Learn

- Fundamentals of electronics

- Programming tiny computers

- Sensing the world and reacting to it

- Creating a project using Arduino boards

- Prototyping a physical interactive object or experience

Description

The course introduces the domain of physical computing for interactive product pro-
totyping. The focus is to create physical modalities and experiences for accessing and
manipulating information through sensing artifacts. The course is based on the approach
of “learning by doing”: students learn how to design and implement interactive behaviors
by developing basic prototypes with using Arduino hardware and MicroPython.

The goal of the course is to learn how to design and implement interactive product
behaviors and interfaces through systems based on sensors and actuators controlled by
Arduino and electronics. This will be achieved by learning basic notions of physical compu-
ting and working with a range of sensors and actuators which can be used and controlled
through the use of Arduino as a programmable microcontroller board.

Format and Assessment

Format: offline and online lectures, intermediate assignments, coaching, and mentoring.
Course: the course assignments and the final project will be developed individually or in
small teams.

Examination: at the end of the course, students present a summary of the project and the
prototype.

Materials: a custom Arduino kit will be provided with a set of sensors and actuators.

Prerequisites

Basic knowledge of programming and code structures.

References

References will be provided during the course.
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Teachers:
Antonella Autuori, Matteo Subet
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ID140.02

Documentation
and Communication

What You'll Learn

- To document all components of the project developed during the module
- To refine the documentation for the future portfolio

Description

The course aims to produce the documentation of the project developed into the module.
The student will have to write a description of the project, produce image documentation
(digital outputs/screens in the case of digital software or photographs in the case of phy-
sical products), a video (the storytelling of the project), the software source files and the
hardware schematics, accordingly to the provided examples and guidelines.

More specific documentation may be requested depending on the course topic.

Format and Assessment

Students’ evaluations will be based on the review of the requested materials. To assess
this module, it is mandatory to hand in the project documentation.

References

References will be provided during the course.
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ID15]1

Module Head:
Andreas Gysin

Semester:
First

ECTS:
3

Module Hours:
45

Interaction Design Academic Year 2023/2024

Experimental
Workshop 2

ID151.01
Programming Interactive Objects
Teaching Hours: 45

Ist Semester
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Teacher:
Andreas Gysin

Assistant:
Matteo Subet

Interaction Design Academic Year 2023/2024

ID151.01

Programming
Interactive Objects

What You'll Learn

- Programming praxis, mainly for the web platform but not limited to it
- An efficient workflow

- Structuring a complete application

- Working with XML/JSON

- Working with text

- Working with pixels

- Working with vectors

- Transposing data to other domains (for example visualization)

- Encoding and decoding information

- Programming for real-time environments

Description

What is an interactive system? What is the “goal” of an interactive system? What is the
role of the user in such systems? The main activity of the course is guided experimentation
with code finalized for a specific assignment. Through a practical approach with a strong
focus on code, the students will try to find answers to these questions by programming a
complete application.

Format and Assessment

Format: online lectures, exercises, support, and mentoring.

Course: the course assignments and the final project will be developed individually or in
small teams.

Examination: final presentation on the last day of the course; every student or team will

present the projects developed during the course to the class: the concept, the techniques,

and the presentation itself will be evaluated.

Prerequisites

Basic knowledge of programming (any language) is required. See "Creative Coding" course
description.

References

References will be provided during the course.
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IDI1G]

Module Head:
Massimo Botta

Semester:
First

ECTS:
2

Module Hours:
15

Interaction Design Academic Year 2023/2024

The field of
Interaction

ID161.01
Maind-Expanding Talks
Teaching Hours: 15
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Teachers:
Invited Speakers

Interaction Design Academic Year 2023/2024

I\/Iéind—Expanding
Talks

What You'll Learn

- The main objective of the lectures is to provide knowledge in interaction design, from
broad topics to specific areas and skills

Description

The course is organized into a series of seminars and talks that address issues of interest
in interaction design. The lectures, taught by invited professors and professionals, have
the goal of presenting theoretical and practical knowledge useful for design thinking and
practice.

Format and Assessment

Format: offline and online lectures.
Examination: attendance is mandatory.

References

References will be provided during the course.

Ist Semester
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ID170 Design Thinking

Elona Zordan ID170.01
semester: (Co)design for Systemic Challenges
Fist Teaching Hours: 28

ECTS:
1

Module Hours:
28

Ist Semester




SUPSI-DACD

Teachers:
Elena Zordan, Federica Bardelli, Enrico
Tedoldi

Interaction Design Academic Year 2023/2024 29

(Cb)design for
Systemic Challenges

What You'll Learn

— Discover the Design Thinking approach as a framework for disclosure and inquire

- Experiment with proper methods, tools, and templates in a collaborative environment
- Increase your awareness about design as a medium to entangle complex situations

- Challenge yourself in a team within participatory processes and co-design activities

- Reflect on new ways of interaction

Description

The increasing complexity of the context we live in challenges design discipline and asks
for new ways of disclosure. Interaction design should become a relational discipline
finding new innovative ways to connect people in challenging, extreme, faraway, (...) en-
vironments. The digital turn we're facing, accelerated unexpectedly in the Covid Pandemic
years, is proposing to us - as designers - new spheres of interventions, new languages, and
frameworks that must be discussed from a methodological perspective.

This course will focus on the Design Thinking approach, giving an overview of how this
mindset can help shape solutions capable to impact on complex situations, from different
perspectives, to produce systemic changes, while being at the same time inclusive and
targeted.

During the course, we will apply the methodology in order to experiment and reflect on
new and innovative ways of interaction, and what interactivity and networked processes
can add to the discipline.

The classes will entail theoretical matters and practical exercises to make participants
experiment and learn-by-doing Design Thinking processes in a collaborative workshop
environment.

Format and Assessment

Format: short theory lessons and hands-on exercises, working groups, research, discus-
sion, and debate on single outputs.

Workgroup-Based Course: the course assignments and the final project will be developed
in teams.

Examination: final presentation on the last half-day of the course.

Students will be evaluated for their capability of applying the Design Thinking approach
to the delivered initial challenge and demonstrating full confidence within processes and
methods, framing problems into a personal critical perspective, and presenting their final
results to open up discussion trajectories.

References

References will be provided during the course.
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ID180

Module Head:
Elisabeth Graf

Semester:
First

ECTS:
3

Module Hours:
56

Interaction Design Academic Year 2023/2024

Human Centred
Design

ID180.01
User Research Design
Teaching Hours: 56
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Teachers:
Elisabeth Graf
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ID180.01

User Research
Design

What You'll Learn

- How to create a research plan and choose the right research methods
- How to conduct research
- How to synthesise research findings and communicate insights

Description

This course gives an introduction to design research. Through a learning-by-doing appro-
ach, students will get familiar with the different phases of design research. From under-
standing a research brief to developing a research plan. Choosing the right methods for
the research questions and learning more about the different techniques and tools. During
the course, students will have the opportunity to conduct small research and to learn how
to capture findings and synthesise them into insights.

Furthermore, we will explore how to communicate those insights effectively so that they
can be used in the ideation phase of the design process.

Format and Assessment

Format: offline and online lectures, individual incremental exercises, intermediate assign-
ments, online support, and mentoring.

Course: the course assignments and the final project will be developed individually or in
small teams.

Examination: final presentation on the last day of the course; every student or team will
present the research projects developed during the course to the class: the research plan
and the presentation itself will be evaluated.

References

References will be provided during the course.

Ist Semester
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ID200

Module Head:
Serena Cangiano

Semester:
Second

ECTS:
7

Module Hours:
104

Interaction Design Academic Year 2023/2024

Designing
Advanced Artifacts

1D200.01

Multimodal User Experience Design
in Products

Teaching Hours: 92

1D200.02

Documentation and Communication
Teaching Hours: 12
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Teachers:
Serena Cangiano, Alice Mela

Assistant:
Matteo Subet

Interaction Design Academic Year 2023/2024

1D200.01

Multimodal User
Experience Design
IN Products

What You'll Learn

With a focus on the domain of conversational agents and voice user interfaces, the course
aims to guide the students in the design process to:

- ideate an interactive product based on multimodal interfaces; in particular they will
concentrate on combining voice recognition and touch interfaces

- design and prototype a conversational agent and a voice user interface

- communicate and showcase a functioning prototype and documentation to describe
the context of use and interaction modalities

Description One of the biggest challenges for interaction designers today is to craft user experiences
that leverage the power of intelligent agents as well as support people in their daily envi-
ronments through different interaction modalities. Multimodal interfaces can help shape
a more free and natural communication between people and devices through experiences
that connect digital information, intelligent systems, and physical devices through natural
modes of communication.

Format and Assessment Format: offline and online lectures, intermediate assignments, coaching, and mentoring.
Workgroup-Based Course: the course assignments and the final project will be developed
in teams of max. 3 students.

Examination: final presentation on the last day of the course.
The work executed will be evaluated with the following criteria:
-10% research
- 40% concept & design
- 30% execution, prototyping, and product design
- 20% presentation and documentation.
References Diana Deibel, Rebecca Evanhoe, Conversations With Things: UX Design for Chat and Voice

Christine W. Park, John Alderman, Designing Across Senses: A Multimodal Approach to
Product Design

Cathy Pearl, Designing Voice User Interfaces: Principles of Conversational Experiences
Cheryl Platz, Design Beyond Devices: Creating Multimodal, Cross-Device Experiences

2" Semester
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Teachers:
Serena Cangiano, Alice Mela

Interaction Design Academic Year 2023/2024

1D200.02

Documentation
and Communication

What You'll Learn

- To document all components of the project developed during the module
- To refine the documentation for the future portfolio

Description

The course aims to produce the documentation of the project developed into the module.
The student will have to write a description of the project, produce image documentation
(digital outputs/screens in the case of digital software or photographs in the case of phy-
sical products), a video (the storytelling of the project), the software source files and the
hardware schematics, accordingly to the provided examples and guidelines.

More specific documentation may be requested depending on the course topic.

Format and Assessment

Students’ evaluations will be based on the review of the requested materials. To assess
this module, it is mandatory to hand in the project documentation.

References

References will be provided during the course.
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Module Head:
Leonardo Angelucci

Semester:
Second

ECTS:
7

Module Hours:
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Designing
Advanced
Environments

ID211.01
Prototyping Interactive Installations
Teaching Hours: 84

ID211.02

Documentation and Communication
Teaching Hours: 12
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Teacher:
Leonardo Angelucci

Assistants:
Antonella Autuori, Matteo Subet

Interaction Design Academic Year 2023/2024

Prototyping
Interactive
Installations

What You'll Learn

- The main goal is to give the students a real understanding of the complexity of an inte-
ractive installation as well as a common foundation to prototype it using the combination
of all the technical disciplines learned during previous courses

- You will learn how to ideate, design, and prototype, in a teamwork setting, an interacti-
ve installation following a given project brief

- To use Machine learning, HTML, CSS, Javascript, SQL, and Python as main programming
languages to prototype interactive installations

Description

We live in the digital age, a time when technological innovation continues to transform
and define our daily lives. This rapid technological evolution has drastically changed the
way we interact with the world around us, and a particularly influential area is hu-
man-machine interaction.

The goal of the course is to design an interactive installation in relation to a specific con-
text and scope of work.

The primary focus of the course is not accessibility, but rather the ability to experiment
and conceptualize new forms of spatial interaction.

Students will be asked to experiment with new methods of human-machine-space inte-
raction.

The technologies that will be used during the course are mainly web, machine learning,
screens, and sensors.

Students will be required to work in groups in all major phases of the course: ideation, de-
sign, and prototyping. The teacher will aim to supervise as well as help with the technical
and conceptual part of the entire course.

Format and Assessment

Format: the course will follow the typical process for all the ideation, design, and
prototyping phases. Each week the teacher will provide details about intermediate activi-
ties and deliverables. Each group is encouraged to meet all the deadlines and deliverables
asked by the teacher.

Workgroup-Based Course: the activities will be organized in a teamwork setting from
the beginning. Each group will be encouraged to self-organize the activities according to
the project phase and the teacher's suggestions. The teacher will guide and oversees the
progress of each group weekly.

Examination: final presentation on the last day of the course.

Prerequisites

Attendees have a basic understanding of HTML, CSS, and Javascript paradigms.

References

Supplementary references will be provided during the course.
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Teachers:
Antonella Autuori, Matteo Subet
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ID211.02

Documentation
and Communication

What You'll Learn

- To document all components of the project developed during the module
- To refine the documentation for the future portfolio

Description

The course aims to produce the documentation of the project developed into the module.
The student will have to write a description of the project, produce image documentation
(digital outputs/screens in the case of digital software or photographs in the case of phy-
sical products), a video (the storytelling of the project), the software source files and the
hardware schematics, accordingly to the provided examples and guidelines.

More specific documentation may be requested depending on the course topic.

Format and Assessment

Students’ evaluations will be based on the review of the requested materials. To assess
this module, it is mandatory to hand in the project documentation.

References

References will be provided during the course.
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D220 Designing
Advanced Services

Module Head: | DZZOO]

Giorgio Baresi i i . .
Semostor. Designing Intelligent Experiences
Second Teaching Hours: 88

ECTS:
7

Module Hours:
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Teachers:

Giorgio Baresi, Nicolo Calegari, Paolo
Decaro, Martina Granello, Mariapaola
Valicenti

Interaction Design Academic Year 2023/2024

Designing
Intelligent
Experiences

What You'll Learn

- Analysing a competitive landscape

- Conducting design research with end-users

- Synthesizing end-user observations and information into insights

- Designing an intelligent, multi-touchpoint product/service experience that delights
end-users and is sustainable from a business perspective

Description

Ubiquitous technologies have changed the way people experience services. Nowadays, the
expectation is not only to have a coherent, omnichannel experience but also interactions
that are personalized (only for me), intelligent (learning from me), context-aware, and,
ultimately, capable of raising a brand's relevance in an ever-changing, hyper-competitive
landscape.

At the same time, the new normal we are living after the pandemic is setting new chal-
lenges and new opportunities in the design of services, redefining the boundaries between
physical and digital, and allowing us to re-think and evolve the concept of hybrid and
‘phygital’ experience.

In this course, we will learn how to design an intelligent service experience across diffe-
rent touch-points and contexts: from gathering insights directly from our target users to
identifying opportunity areas that satisfy unmet needs, to generating ideas that lead us to
a concept that will be developed and prototyped.

Format and Assessment

Format: online lectures, intermediate assignments, coaching, and mentoring.
Workgroup-Based Course: the course assignments and the final project will be developed
in workgroups of 3-4 students.

Examination: final presentation on the last day of the course.

References

References will be provided during the course.
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ID230 Entrepreneurial
Skills

Module Head: |D230 0'|
Leandro Bitetti ) .
From Project Ideas to Market
Semester: .
Second Teaching Hours: 32

ECTS:
5

Module Hours:
32
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Teachers:
Leandro Bitetti, Monica Mendini

Interaction Design Academic Year 2023/2024 43

1D230.01

From Project Ideas
to Market

What You'll Learn

- Be able to discover Business opportunities

- Be able to write and describe a Business Idea

- Be able to understand who your customer really is, what she/he wants, and what cu-
stomer-centricity means

- Be able to write and describe a unique Value Proposition in response to customers’' needs

- Be able to understand what market research is about

- Be able to design and test a Minimum Viable Prototype

- Be able to write, describe and discuss a Business model

- Be able to describe the main chapters of a Business Plan

- Be able to present and advocate their own business project

Description

Entrepreneurship is a fundamental process that promotes innovation, growth at the corpo-
rate level as well as at the level of economic and social systems. In addition, it is also a pro-
cess that leads to self-accomplishment. There are many ways to support and promote this
process. One of these is to discover potential business ideas and hence interesting business
opportunities looking at the market, social, technological, institutional, and economic trends,
and customer needs. This is also a way to support another fundamental process which is the
knowledge and technology transfer from Science to Business.

Graduates and master students are key agents in this process. Some recent developmen-

ts in the business entrepreneurship field are particularly linked to the general framework

of the MA in Interaction Design. We particularly investigate the role of the “entrepreneur”
considered in a broader view as a sense-maker, as a language-maker, as a culture-maker,
and as a history-maker. Moreover, entrepreneurship and innovation are increasingly custo-
mer-oriented and based on a problem-solving process. That is why we do believe that there
are good chances to find interesting entrepreneurial seeds in the students’ projects, ideas, or
even dreams that deserve to be nurtured, supported, and promoted throughout the module.
The module aims at developing a validated customer-centric Business Concept, with
particular attention to the Value Proposition and the Business Model. The module will also
provide an introduction to the Business Plan document and its main chapters (the finan-
cial projections and the customers in particular).

Format and Assessment

Format: offline video lectures, online discussion sessions (Q&A), and coaching and mento-
ring concerning the individual or group project.

Individual-based or Team-based Course: the course project may be carried out individually
or in small teams of 2-3 students.

Examination: Students are expected to understand the business side of a project and be
able to apply its basic concepts in their practical work.

The certification of the module is composed of two main parts: the different forms (Value
Proposition Canvas, Market Research Report, Business Model Canvas, and Financials)
(80%) and the final oral presentation, i.e. Elevator Pitch (20%).

References

References will be provided during the course.
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1D241

Module Head:
Massimo Banzi

Semester:
Second

ECTS:
2

Module Hours:
k{o)
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The Business of
Design

1D241.01
Design for...Seminars
Teaching Hours: 30
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Teacher:
Massimo Banzi
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Design
for...Seminars

What You'll Learn

- The main objective of the course is to provide knowledge useful to develop and produce
a physical product and to start a proper business

Description

The course structures a series of seminars introducing some entrepreneurial aspects to
consider when designing and implementing a physical product to start a new business.
The lectures, taught by invited professors and professionals, have the goal of presenting
theoretical and practical knowledge for building a product, focusing on salient aspects,
such as how to design for hi-fi prototyping, how to design for manufacturing, and how to
design for small and medium productions/series.

Each seminar aims to offer contributions on topics that range from the more operational
to the ethical ones.

Format and Assessment

Format: offline and online lectures.
Examination: attendance is mandatory. Presentation on the last day of the course of
requested deliverables.

References

References will be provided during the course.
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|D25] The Field
of Interaction

Massimo Botta JEZ2ilion
Sermestor Maind-Expanding Talks
Second Teaching Hours: 15

ECTS:
2

Module Hours:
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Teachers:
Invited Speakers
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I\/Iéind—Expanding
Seminars and Talks

What You'll Learn

- The main objective of the lectures is to provide knowledge in interaction design, from
broad topics to specific areas and skills

Description

The course is organized into a series of seminars and talks that address issues of interest
in interaction design. The lectures, taught by invited professors and professionals, have
the goal of presenting theoretical and practical knowledge useful for design thinking and
practice.

Format and Assessment

Format: offline and online lectures.
Examination: attendance is mandatory.

References

References will be provided during the course.
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1DE]0]0

Module Head:
Massimo Botta

Semester:
Third

ECTS:
30

Module Hours:
440

Interaction Design Academic Year 2023/2024

WV ESESIENS
Project Module

ID300.01
Thesis Project Definition
Working Hours: 40

ID300.02
Thesis Project Development
Working Hours: 400

The thesis project module concludes the training and aims to apply the knowledge acqui-
red to a complex topic over a longer period of time to create an original project in the field
of interaction design.

The thesis project module is organized into two parts devoted to the development of the
Master Thesis Project. Students are expected to identify a thesis challenge and select a
thesis mentor, and, if necessary, establish a network of people, institutions, and companies
for the completion of the thesis project.

Participants have to present the thesis challenge to the Thesis Jury for evaluation and
approval. After this step, participants will develop the thesis project and present it to the
Thesis Jury for the final evaluation.

Thesis Project Plan

The plan of activities listed below represents the necessary issues/items/points that
students have to develop for the completion and the dissertation of the thesis project.
The plan is organized into two main courses: the Thesis Project Definition and the Thesis
Project Development.

Prerequisites
To attend the Master's Thesis Project Module, the student must have certified all modules
and obtained 60 credits from the previous semesters.

Remarks

- It is mandatory to be present at the Mendrisio campus for the thesis dissertation and the
exhibition at the end of the Master Project Module.

- Before the start of the Thesis Project Development, the student must have the proposed
thesis challenge definition approved by the Thesis Jury.

Copyright

The inventions or creations made by SUPSI students (who do not have an employment
relationship with SUPSI) as part of their degree course, Bachelor's or Master's thesis, are
owned by the students who hold the Copyright. The author grants SUPSI the free right
of use for academic and communication purposes and the free right to keep a copy in the
archives.

314 Semester
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Thesis Jury and Thesis Tutors
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ID300.01

Thesis Project
Definition

What You'll Learn

- Define the thesis topic
- Identify a thesis tutor
- Identify a company, organization, or institution for the development of the thesis project

Description

The course provides a methodological tool for defining a thesis topic and introduces the
work plan to be carried out in the second part of the module: the Thesis Project Deve-
lopment. The student must identify a topic to investigate, formulate a design challenge,
elaborate the How Might We Question that will guide the project, and select the industry
sector of interest.

The student is also responsible for identifying a mentor and planning an internship in a
design practice, company, industry, or institution.

Format and Assessment

Format: offline/online lectures, presentations, and discussion sessions (Q&A).
Individual-based Course: the course may be carried out individually.

Examination: students are expected to deliver the methodological tool filled out and a
short text to the Thesis Jury. The certification of the module takes place through the ap-
proval of the Thesis Project Definition.

References

References will be provided during the course.
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Teachers:
Thesis Jury and Thesis Tutors
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ID300.02

Thesis Project
Development

What You'll Learn

- Develop a complete project from ideation through user research, documentation, and
implementation of an interactive prototype

- Apply a human-centered design methodology to a complex project over an extended
period of time

- Work independently and organize tasks

- Experience a work environment

Description

This phase focuses on the development of an interaction design project which must be
fully developed in all formal, behavioral, and functional details according to a plan of acti-
vities.

The plan of activities represents the necessary issues/items/points that students have to
develop for the completion and the dissertation of the thesis project.

Students must prepare the documentation required for each stage of progress and submit
it to the Thesis Jury.

The module ends with the delivery of the required materials, the defense of the the-

sis project to the Thesis Jury, and the organization of a closing exhibition of the thesis
projects.

Format and Assessment

Format: offline/online feedback and presentation session.

Individual-based Course: the course may be carried out individually.

Examination: students are expected to deliver and present the required documents and
materials to the Thesis Jury at each stage of progress. The evaluation of the thesis project
takes into account the student's path throughout the whole module and is expressed
through a grade.

References

References will be provided during the course.
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Faculty

Master Commission

Massimo Botta

Massimo Botta is a professor in interaction
design, head of the Master of Arts SUPSI in
Interaction Design, and head of the resear-
ch area on Interaction design at the Institu-
te of Design. He holds a Ph.D. in Industrial
Design and Multimedia Communication
from the Polytechnic of Milan and he wor-
ked at Domus Academy Research Centre
and Philips Design as Senior Design Consul-
tant. He carries on a theoretical and resear-
ch activity in the field of interaction design,
the design of new products and services, di-
gital archives, user-centered interfaces and
software design, interaction modalities and
techniques, knowledge organization, and
information visualization. He is the author
of the theoretical book on computer-based
systems Design dell'informazione. Tassonomie
per la progettazione di sistemi grafici auto-no-
matici (2006) and the editor of the book
Multiple ways to design research. Research ca-
ses that reshape the design discipline (2009).
With Prof. Sabine Junginger, he is the edi-
tor of the conference proceedings Design as
Common Good. Framing Design through Plurali-
sm and Social Values (2021).

He has been the Head of the Master of Ad-
vanced Studies SUPSI in Interaction Design
from 201 to 2020.

Serena Cangiano

Serena Cangiano works at SUPSI as a re-
searcher and as the head of the FabLab
DACD (founded in 2012), a laboratory de-
dicated to digital fabrication and open
innovation. From 2009 to 2020, she also
served as the program coordinator of the
MAS in Interaction design. As a professio-
nal, she operates in academic, educational,
and industry contexts to make projects
where the encounter among design, tech,
and making fruitfully happens. During the
last ten years, she has been designing, te-
aching, and coordinating workshops and
projects in collaboration with an interna-
tional network of interaction designers,
creative coders, and (change)makers. She
co-edited "Open Technologies”, the issue
n.30 of Progetto Grafico, the Italian maga-
zine on graphic design; the book “Rebelling
with Care” (WeMake, 2019). Her last publi-
cation is included in the book “The Critical
Makers Reader - (Un)Learning Techno-
logies” (Amsterdam University of Applied
Sciences, 2019). She gave workshops and
public talks at events such as LIFT Confe-
rence Geneva, HEK Basel, LIMA Platform
for Media Art Amsterdam, ISEA HK, Dani-
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sh Design Center, FHNW. She moderates
and co-curates public events and exhibi-
tions on the encounter between coding
and design such as the exhibition Codici
Visivi (Turin, October 2019) and Processing
Community Day (Turin, February 2019).
In 2017 she was awarded the ETH Zlrich
exchange grant to collaborate with Mo-
toelastico Architectural studio and IDAS
International Design School on the first
Seoul Architecture Biennale. She has been
collaborating with Swiss and internatio-
nal organizations, such as the Educreators
Foundation, WeMake Makerspace, TODO
media & interaction design, and worked as
a business coach at Creative Hub. Together
with Leyla Tawfik, she is the co-founder of
the Ethafa project, a kit for teaching pro-
gramming and electronics to kids through
playful stories (successfully powered by
Gebert RUf Stiftung).

Alice Mela

Alice designs interactive experiences for
products, museums, exhibitions, spaces,
and events, with a focus on User-Centered
Design aspects and User Experience. With
an educational background between Pro-
duct and Interaction design and almost 10
years of experience in the field, she leads
large-scale projects from concept to rea-
lization. Since 20m she has been an active
member of the makers and Fablabs com-
munity, with collaborations with Fablab
Amsterdam, Fablab Dahahran, and Fablab
Torino. Since 2020 she is Vice President of
Fablab Torino. Since 2012 she has been te-
aching classes and workshops on diverse
topics, from User Experience to interactive
prototyping, and for different educational
institutions, such as Willem De Kooning
Academy, IED, NABA, Domus Academy,
SUPSI, and more
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Alberto Andreetto

Alberto is a designer with a focus on inte-
raction and service design. He worked for
startups and corporates in Italy, Switzer-
land, and Germany before joining Sketchin
in 2017. Since then, he designed services in
Italy, Switzerland, Angola, Russia, Germany,
and UAE paying attention to how a user
should interact with any kind of services
and interfaces. Lately he focused on digital
prototyping and on designing human in-
teraction mediated by technology carrying
out different projects with a human core
interaction.
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Leonardo Angelucci

Leonardo Angelucci is an art director,
graphic designer and coder based in Zurich,
Switzerland. Focusing on code, graphic de-
sign for screen and print, he works mostly
with culture and institutions. Angelucci is
a lecturer for the Bachelor in Visual Com-
munication at SUPSI and has led workshops
worldwide and is a visiting lecturer at seve-
ral universities.

Antonella Autuori

Assistant

Antonella Autuori is @ communication de-
signer with a Bachelor's degree in Interior
design and a specialization in Graphic de-
sign and Data Visualization from Politec-
nico di Milano. She has been working for
about a year as a collaborator at Accurat,
a Milan-based data visualization studio,
and she has taken part in several short-
term research projects in collaboration
with Uva, University of Amsterdam of New
Media, and iNova Media Lab Lisbon on the
topic of information design and the role of
the algorithms in our society. During her
master's thesis, carried out at the Density
Design Lab of the Polytechnic University of
Milan in collaboration with King's College
and the University of Amsterdam's New
Media (Uva), Antonella worked on deve-
loping new methodologies for analyzing
and synthesizing collections of video data
to facilitate the study of these materials in
the context of social research on the web.
Since 2021, she has been a research assi-
stant at the Design Institute SUPSI and a
teaching assistant at the Master of Arts in
Interaction Design. In 2022, Antonella crea-
ted the first Data Visualization course in the
Bachelor's program in Creative Communi-
cation at IED in Turin, where she currently
serves as a lecturer.

Her research focuses on experimenting
and systematizing the application and in-
tersection of Machine Learning, Artificial
Intelligence, and Data Visualization within
the field of Design. Related to these fields,
she started the research project "Designing
With: Al+ML+DV," funded by Movetia and in
collaboration with EPFL and Universidade
Nova de Lisbon, aimed at integrating these
practices into the pedagogical curricula of
Design.

Massimo Banzi

Massimo Banzi is an Interaction Designer,
Educator, and Open Source Hardware ad-
vocate. He's the co-founder of Arduino
where he currently works. Before Arduino,
he spent 4 years at the Interaction Design
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Institute Ivrea as an Associate Professor. He
also worked many years as a consultant on
interactive projects and was a software ar-
chitect in Milan and London.

Massimo teaches Interaction Design, runs
workshops, and is a public speaker at insti-
tutions all over the world.

He currently teaches at the Universities of
USI and SUPSI in Lugano and Mendrisio.

Federica Bardelli

Federica Bardelli is working at Sketchin /
Switzerland as visual designer and as affi-
liated researcher at Visual Methodologies
Collective / HVA Hogeschool van Amster-
dam - Faculty of Digital Media and Creative
Industry (FDMCI). She obtained in 2013 a
master's degree in Communication Desi-
gn at Politecnico di Milano where she col-
laborated for two years with the research
department DensityDesign Lab. She also
studied for a master's degree in New Art
Technologies at Accademia di Belle Arti di
Brera - Milan and she spent a semester in
France at ESADMM - Ecole Supérieure des
Beaux-Arts de Marseille where she practi-
ced sculpture and photography. She used to
teach Communication Design at Politecni-
co di Milano and worked with IED (Istituto
Europeo di Design), IULM, and NABA.

Her research focuses on new visual langua-
ges applied to research, specializing in in-
formation and data visualization strategies
with digital methods, co-design processes
and speculative discussions.

Giorgio Baresi

Giorgio is Executive Design Director at
Spark Reply, where he leads a multidiscipli-
nary team of service, interaction, and visual
designers based in Milan and Munich.

As a creative leader with 15+ years of expe-
rience both as a designer and as a mana-
ger, Giorgio has partnered with clients
such as Novartis, Roche, General Electric,
Intel, AXA, Generali, and Swisscom, sha-
ping new ideas and distilling them into
products and services that meet users’
needs and advance their experience by
bringing meaning to their life. Moreover,
both as a professor and a design director,
Giorgio coaches and mentors young de-
sign talents to ensure they are ready to
face today's challenges in an ever-evolving
industry.

Leandro Bitetti

Leandro Bitetti is Lecturer-researcher at
the Competence Centre for Management
and Entrepreneurship at the Department
of Business Economics, Health and Social
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Care of the University of Applied Sciences
and Arts of Southern Switzerland (SUPSI), a
Ph.D. student in the field of Business Model
Innovation at the Faculty of Communica-
tion, Culture, and Society at the Universi-
ta della Svizzera italiana, in Lugano, and a
Scientific and Community Coordinator of
the International Society for Professional
Innovation Management (ISPIM).

He holds a Master of Science in Manage-
ment with a specialization in Organizatio-
nal Behavior from the University of Lau-
sanne. His main responsibilities concern
education, research, and consulting activi-
ties in the field of innovation management
and entrepreneurship, in particular in the
area of innovation strategy and business
model design. He is involved in numerous
entrepreneurship training initiatives in
Switzerland, such as the Boldbrain startup
challenge, where he is also a member of the
Regional Jury.

Nicolo Calegari

Nicolo works as Principal Designer at Spark
Reply, where he leads teams of designers on
national and international projects covering
the design process end-to-end, supporting
clients from the opportunity framing until
the delivery of the final solution or product.
His main role is to coordinate and lead Spark
design teams in the process of translating
users’ needs and business requirements
into valuable and delightful experiences
leveraging a design-driven methodology,
with a particular focus on the Interaction
Design discipline.

Sarah Corti

As Sketchin's Chief Design Officer, Sarah le-
ads the design team in delivering excellence
to customers, collaborating effectively with
the company's leadership.

With her 10+ years of design and manage-
ment experience, Sarah creates long-la-
sting, sustainable value for Sketchin's clients
by evolving organizations, shaping business
transformation, and enhancing the human
experience. Among some of the main par-
tners she has worked with with Artemide,
Fastweb, Sky, Mondadori, FC Internaziona-
le, Repower, Axpo, RSI, SUPSI, Ticino Turi-
smo, Berlin Packaging and Cerved. She's
also a Professor and Design Director men-
toring young talents to face tomorrow's
challenges in an ever-evolving industry.

Paolo Decaro

Paolo is Design Manager at Spark Reply,
moving from experience design and expe-
rience strategy to help companies innova-
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te, support them in change management
processes, and bring their focus to their
customers and final users. He's been wor-
king within different industries such as he-
althcare, insurance, real estate, automotive,
and education.

Paolo believes that empathy is the key to
truly understand users’' needs and expecta-
tions and create the perfect match to busi-
ness objectives.

Ubi De Feo

Born in 1974, Ubi belongs to one of the
luckiest and unique generations that ever
lived: part of a demographic which grew up
without the Internet, he slowly saw the in-
ternet appearing on computer screens, and
gradually transitioned to a world in which
connectivity lies in our pockets, on our wri-
sts, in our fridge and many more connected
devices.

Ubi started taking stuff apart when he
was 6, and this desire to discover the inner
workings of objects has guided him throu-
ghout his whole life via hacking computers,
engines, code, and electronics. Armed with
this curiosity he became interested in many
aspects of computing and technology, as
well as many other things “technical”. Ubi
moved to Amsterdam in 2002 where he
worked as a Creative Technologist for the
advertising industry and then rediscove-
red his passion for working in the physical
realm building tangible experiences. Tea-
ching programming, electronics, and pro-
totyping techniques, he often develops his
own methods to explain really complicated
things in a more down-to-earth fashion.
Believing that you cannot teach what you
don't thoroughly understand, often leads
him to learn entirely new subjects in order
to explain them to himself and others. In his
off-time (mostly when doing the dishes)
he thinks about ways to improve things or
invent new ones. He began experimenting
with mobile devices in the early 2000s, and
his first internet-connected objects saw the
lightin 2007. These days he works for Ardu-
ino as the product owner of software tools
and the Internet of Things, and in his off
time, he's learning woodworking. Ubi loves
talking about the future but treasures the
experiences of the past.

Fabio Franchino

Fabio is a computational designer and a
founding partner at ToDo. He has always
been involved in creative processes, in fields
ranging from music to design, passing
through performing and generative arts.
One day he discovered the potential of
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programming as a medium and uncon-
ventional tool for his creative purposes,
and he has explored ideas through evol-
ving processes, often finding unexpected,
meaningful outcomes and new aesthetics,
ever since. After gaining senior experience
with ActionScript and Processing, he has
been exploring the Web Platform, trying
to exploit the creative potentials of that
platform. He has taught at several institu-
tions and has held workshops in his field of
expertise; he also organized the first Italian
event devoted to computational practices
in art and design.

Elisabeth Graf

Elisabeth is a freelance service designer
who worked for different design agencies
across Europe such as Livework and Idean
(now frog). She gained experience across a
wide range of sectors including healthcare,
travel, public services and fintech. The goal:
crafting engaging service experiences and
supporting teams in increasing the capabi-
lity for change. She conducts research, tran-
slates findings into actionable insights and
develops new experiences to test and im-
plement.She regularly coaches small com-
panies in their adoption of Service Design
methods and new ways of working. As well
as facilitating workshops for private orga-
nizations and public institutions such as the
Politecnico di Milano, University of Padova,
Fondazione Ca'Foscari. Having supported
many organizations in developing new
value propositions she is now creating her
own: IMMA. It stands for impact makers
and is a collective of experts working in the
field of climate adaptation. IMMA helps or-
ganizations grow their capacity to prepare,
manage and recover from disasters and the
consequences of the climate crisis.

Martina Granello

Martina is a dynamic design professional
with a diverse background in crafting tran-
sformative user experiences. Martina part-
nered with start-ups and established com-
panies, leading venture design, strategic
repositioning, and redesign projects. Cur-
rently serving as a Design Lead at Spark Re-
ply in Milan, Martina's ambition is to inspire
her team and create meaningful impacts in
the design landscape.vAs a service designer,
she thrives on orchestrating solutions that
harmonise user expectations and business
imperatives. Martina's holistic approach
encompasses comprehensive evaluations
of users, stakeholders, infrastructure, chan-
nels, and business strategies, coordinating
teams to deliver experiences that leave
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lasting impressions and drive companies
toward success.

Andreas Gysin

Andreas Gysin was born in Zurich, and cur-
rently lives and works as a graphic and inte-
raction designer in Lugano. Writing custom
programs is part of his design process inde-
pendently of the output medium. Whene-
ver he is not busy working on commercial
or experimental projects, he teaches inte-
raction design and programming at SUPSI
(Lugano), ECAL (Lausanne), ISIA (Urbino),
and at occasional workshops worldwide.

Matteo Loglio

Matteo Loglio is a product and interaction
designer, currently a founder of and direc-
tor at oio, a new design lab. Matteo works
at the cutting edge of design and techno-
logy, on experimental projects big, small,
and often the first of their kind. He recently
designed a musical instrument for Google,
he taught a river in London to write poetry
using Al and started the ed-tech company
Primo Toys — a wooden robot that is chan-
ging the lives of millions of children who
use it every day. Matteo talks about desi-
gn and creativity in universities, museums,
and hackerspaces around the world. So-
metimes you can find his work exhibited
in places like MoMA NY, V&A London, or
Triennale Milan.

Marco Lurati

Marco Lurati graduated in Micro-engi-
neering at the Bern University of Applied
Sciences in Biel/Bienne and holds a Master
of Advanced Studies in Interaction Design
from the University of Applied Sciences and
Arts of Southern Switzerland (SUPSI). As an
engineer, he worked at Sensoptic SA in the
production and quality control of optical
sensors, as well as the design and customi-
zation of production tools and mechanical
and micro-mechanical manufacturing. He
is currently working for the Institute of De-
sign - Interaction Design research area as
a scientific collaborator. He collaborates on
the development of web and mobile appli-
cations and carries out interaction design
projects.

Monica Mendini

Monica Mendini is a research lecturer in
Marketing at the Department of Business
Economics, Health and Social Care of the
University of Applied Sciences and Arts of
Southern Switzerland, SUPSI. Before joining
SUPSI, she obtained her Ph.D. in Marketing
(sponsored by the Swiss National Science
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Foundation, Doc.CH) at the Universita della
Svizzera italiana in Lugano, where she still
teaches in graduate programs. Her research
focuses mainly on consumer behavior, with
particular reference to consumer-brand
relationships, cause-marketing, design
thinking, food consumption, and consumer
well-being. Her work has been published in
the Journal of Business Research, Journal of
Consumer Behaviour, Qualitative Market
Research, and Marketing Education Re-
view.

Giovanni Profeta

Giovanni Profeta holds a Ph.D. in Design
from the Politecnico di Milano, where he
developed, at the DensityDesign research
lab, a thesis about user interfaces for ac-
cess to digitized cultural collections. After
obtaining his Master's degree in Visual and
Multimedia Communication from the Uni-
versity IUAV of Venice, he collaborated on
web design and digital publishing projects.
As a researcher at the Institute of Desi-
gn of the University of Applied Sciences
and Arts of Southern Switzerland (SUPSI),
he carries out applied research projects
focused on data visualization and inte-
raction design. He also teaches interaction
design and map design within the Ba-
chelor SUPSI in Visual Communication.

Matteo Subet

Assistant

Matteo Subet is an interaction designer
who pursued product and nautical de-
sign at the University of Genova before
earning a Master's degree in Interaction
Design from SUPSI. He has worked as
a freelance web designer and has also
explored design and technology through
personal projects in physical computing.
During his Master's degree program, Mat-
teo collaborated with the Spearhead re-
search project to develop a novel method
for digitizing the laboratory experience of
antibiogram testing. This project aimed
to raise awareness of antimicrobial resi-
stance and was completed at the FabLab
at SUPSI as part of his thesis project cal-
led DiPLab - Digital Petri Laboratory.
Since 2023, Matteo has been working as a
teaching and research assistant at the De-
sign Institute at SUPSI. He continues to del-
ve into new technologies in the design field
and physical computing, and his research
focuses on interaction design.

Enrico Tedoldi
Enrico is a designer with a strong fascina-
tion for digital and new technologies. His
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background and his work experience in
the Service Design field, in the academic
and research environment, combined with
his “maker” attitude are granting him the
opportunity to understand, see and design
from complementary perspectives. In this
way, he's capable to support companies by
envisioning new services and improving the
existing ones from research to actual im-
plementation.

Elena Zordan

Elena Zordan is General Manager in
Sketchin Switzerland. She has professio-
nal experience as Executive Design Direc-
tor with more than 10 years of practice in
designing integrated UX/CX strategies for
digital products, services, ecosystems, and
strategic consultancy.

Her professional and academic work history
combines continuous in-depthresearch and
explorationabout the best human-centered
design techniques, tools and approaches for
service, interaction, and design research, as
well as connections between design, design
thinking, innovation processes and business
strategy. Her focus extends from digital to
physical experiences, from single products
and touch-points to complex ecosystems
and services. She has worked leading a
wide range of multidisciplinary design te-
ams, innovation, and digital transformation
programs, within different industrial fields:
bank and financial services, e-commerce,
consumer products, telecom and media,
fashion, luxury, tourism, retail, pharma, and
energy. She enables teams and companies
to embrace design thinking, agile principles,
and methodologies to improve the way
people work and how processes are desi-
gned, unlocking a continuous improvement
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virtuous cycle. She is interested in systemic
design & innovation, helping companies
and institutions to evolve by launching new
products and services that can generate a
positive impact on the system in which we
live or that we will experience in the future.
She is currently Adjunct Professor at SUPSI,
School of Design - Politecnico di Milano and
LIUC - Carlo Cattaneo University, where
she teaches Design Thinking, Design Rese-
arch, Business and Visual Design. She is also
involved in extensive teaching activities and
collaboration in post-graduate courses and
masters.
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Academic Year
2023/2024

Applications

Application deadline: please check the following websites:
https://www.supsi.ch/dacd/bachelor-master/interaction-design.html
https://www.supsi.ch/home_en/bachelor-diploma-master/ma-
ster/interaction-design.html

https://maind.supsi.ch/

Fall Semester 2023
Start of courses: 18 September 2023
End of courses: 09 February 2024

Suspension of Courses
23 December 2023 - 07 January 2024: Christmas holidays

Spring Semester 2023
Start of courses: 19 February 2024
End of courses: 14 July 2024

Suspension of Courses
29 March — 07 April 2024: Easter holidays

Public Holidays

01 November 2023: Ognissanti

08 December 2023: Immacolata Concezione
19 March 2024: San Giuseppe

01 May 2024: Festa del Lavoro

09 May 2024: Ascensione

20 May 2024: Lunedi di Pentecoste
30 May 2024: Corpus Domini

29 June 2024: San Pietro e Paolo

01 August 2024: Festa Nazionale
15 August 2024: Assunzione

Summer Exam Session (make-up session)
16 August — 02 September 2024

Fall Semester 2024
Start of courses: 16 September 2024
End of courses: 9 February 2024
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Information

Scholarships

Students can benefit from cantonal scho-
larships under certain conditions of income
and residence in Ticino (their own or their
parents, if they are dependent on them).

Ufficio degli aiuti allo studio Residenza
governativa

Piazza Governo 7

CH-6501 Bellinzona

+41(0)91 814 34 32
www.ti.ch/aiutistudio

Career, Experience and Study Advisory
Area gestione amministrativa studenti
Via Pobiette 1

CH-6928 Manno

+41(0)58 666 60 04
amministrazione.studenti@supsi.ch

Bibliography

Teaching activities are carried out with the
support of digital documentation consisting
of a basic bibliography and handouts pre-
pared by the teachers.

Canteen

At the DACD Campus in Mendrisio, there
are a canteen and a bar available to stu-
dents and staff.

Library

SUPSI has specialized thematic libraries,
integrated with the national university
catalog Swissuniversities. The libraries are
available to students from Monday to Fri-
day. For timetables, databases, and further
information: https://www.supsi.ch/biblio-
teca.html

At the Department of Environment Con-
structions and Design, there is also the Ma-
terioteca which, along with the library, is
part of the DACD biblio-documentary hub.

Languages and Mobility

Language courses for SUPSI students are
organized by a unit dedicated to foreign
languages. The purpose is to provide stu-
dents with the necessary language skills to
facilitate their integration into the profes-
sional world in Switzerland and abroad.

Area Lingue Straniere (LIST)

Dipartimento formazione e apprendimento
(DFA)

Palazzo E, Via Cantonale 16e

CH-6928 Manno

+41(0)58 666 6133/34

dfa.list@supsi.ch

The International Office manages SUPSI's
mobility programs.

It is possible to carry out semesters of study
or internship in a partner institution, obtai-
ning recognition of the earned credits.

SUPSI International Office
Le Gerre, Via Pobiette 11
CH-6928 Manno
international@supsi.ch

Laptops, Notebooks

All students are required to use their laptop
computers during courses.

The Department of Environment Con-
structions and Design provides an adequa-
te number of connections to the computer
network. IT services can advise students
about the purchase of laptops and pro-
grams suitable for their chosen degree
course.

https://si.supsi.ch/

it.dacd@supsi.ch

Internet, e-mail

Throughout their studies, SUPSI students
have free access to the Internet and receive
a personal email address in the format firs-
tname.lastname@student.supsi.ch.

To use these services, all students must re-
spect SUPSI's norms and regulations for the
use of IT infrastructure.

Access to Facilities

Access to the Campus is granted without
particular time restrictions for carrying out
the planned activities. Students receive a
badge that allows them to access the Cam-
pus and the department’s IT infrastructure.
Smoking is prohibited in enclosed areas of
public use, including hallways. The regula-
tions and orders handed out by the respon-
sible staff also apply.

Language of instruction
The courses are held in English.

SUPSI Sport

A dedicated service, addressed to students,
organizes sports activities aimed at pro-
moting socialization and the improvement
of students’ personal values and skills. An
exclusive program allows them to partici-
pate in weekly activities, group and training
courses, and national/international events.

Servizio carriera, esperienza e orientamento
Area esperienza universitaria

Via Pobiette 11

CH-6928 Manno

sport@supsi.ch

www.sport.supsi.ch

Insurance

Students are not insured by SUPSI for tre-
atment in case of illness or accident, and
therefore they must be insured privately
(LamMal or European Health Card). Enrolled
SUPSI students are insured in the event of
bodily or material damage to third parties
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occurring during work/study time through
SUPSI's civil liability insurance.

Sportello Assicurazioni SUPSI
Stabile Le Gerre, Via Pobiette 11
6928 Manno
assicurazioni@supsi.ch

Military Service
In case of military duty please contact
course secretary or the following address:

Sezione del militare e della protezione della
popolazione

Piazza Governo 7

CH-6501 Bellinzona

Tel. +41(0)91 814 33 21

di-smpp@ti.ch
www4.ti.ch/di/smpp/section/

Arriving by Public Transport

It is possible to reach the Department of
Environment Constructions and Design by
using public transport. Stop at FFS station
in Mendrisio.

FFS: Ferrovie Federali Svizzere

AMSA: Autolinea Mendrisiense
AutoPostale

SUPSI grants a 20% contribution towards
the purchase of an Arcobaleno annual pass
to students who purchased one before De-
cember 1st.

For further information on public transport,
please consult the following websites:
www.ffs.ch

www.amsa.ch

www.postauto.ch/it

www.arcobaleno.ch

Arriving by Car

(see QR code on the following page)

It is possible to reach the Department of
Environment Constructions and Design by
car, follow the directions below:

1. Take the A2 highway

2. Exit in Mendrisio

3. Drive towards the Mendrisio FFS train
station

Parking

On the lower floors of the Campus, there is
a parking garage (Park & Ride della stazio-
ne FFS di Mendrisio).

Address

Campus SUPSI Mendrisio
Via Flora Ruchat-Roncati 15
CH-6850



60 SUPSI-DACD Interaction Design Academic Year 2023/2024

Helpful Addresses
mastermid@supsi.ch

SUPSI Direction

Le Gerre

CH-6928 Manno

tel. +41 (0)58 666 60 00
fax +41(0)58 666 60 01
info@supsi.ch
www.supsi.ch

Department of Environment
Constructions and Design
Via Flora Ruchat-Roncati 15
CH-6850 Mendrisio

tel. +41(0)58 666 63 00

fax +41(0)58 666 63 09
info@supsi.ch
www.dacd.supsi.ch

Department of Business Economics,
Health and Social Care

Business and social sciences

Palazzo E

CH-6928 Manno

tel. +41(0)58 666 61 00

fax +41(0)58 666 61 01
dsas.economia@supsi.ch
dsas.sociale@supsi.ch
www.dsas.supsi.ch

Department of Business Economics,
Health and Social Care

Healthcare

Stabile Piazzetta, Via Violino 1
CH-6928 Manno

tel. +41(0)58 666 64 00

fax +41(0)58 666 64 01

dsan@supsi.ch

www.dsan.supsi.ch

Department of Innovative Technologies
Galleria 2

CH-6928 Manno

tel. +41(0)58 666 6511

fax +41(0)58 666 65 71

dti@supsi.ch

www.dti.supsi.ch

Department of Education
and Learning

Piazza San Francesco 19
CH-6600 Locarno

tel. +41(0)58 666 68 00
fax +41(0)58 666 68 19
dfa@supsi.ch
www.dfa.supsi.ch

E-mail addresses of collaborators of the
Department of Environment Constructions

and Design:
All SUPSI collaborators have an email How to More
address in the format Reach Us Information

firstname.lastname@supsi.ch
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