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The program has two teaching focuses, i.e. object design and experience design. Each focus offers the series of three
courses, which are personal system, client product and circular products. Students shall take the three courses for a total
of 9 credits. Students can choose either teaching focus when take one of the three courses.
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Students complete 1 studio course and 2 lectures (9 credits)
RE | RER X Hbxti/ | BlUgE | #iltk® N
%3 | = REEH P | smys | wm L e
WE 5 O kE S
DS333 MESRR 3 1 3/4 x it
Narrative and Branding
Stk .
DS334 Advanced Manufacturing 3 ! /4 * B
FRARSE N
D 1 /4 ST AR
$335 Product UX 3 3 x RitFbe
ISPl N
DS336 EE%S? ARG 3 1 3/4 x RitFbe
Electronics and Controls
M) Ky hd A
DS337 AR 3 1 3/4 % Bt
Responsive Devices
[ERTP———
DS338 RRSEE 3 1 3/4 x it
= Branding and Marketing
ane
W DS339 B g5 it 3 1 3/4 z Bt
# Service Design
. MRS b N
G| DS340 HE. HRSREIE 3 1 3/4 F Bt
v Color, Materials, Finish
b N
& | Ds341 AR 3 1 3/4 z Bt
i Robotic Objects
major T b SRERFOR B
focus DS357 Industry Practices and 3 3 Vo WITERT
) Strategies
electiv EETN
es BN N
DS358 Product Philosophies 3 3 * B
MR TR ER _ 2B s %
SDM262 Fundamentals of Materials 3 1 3/4 I B
Engineering "
P S ——
SDM316 Product Function and 3 1 3/4 I B
Mechanism "
%‘?ﬁé%ﬂiﬁ‘-ﬁ%% Intelligent 20 8 2 s 2
SDM372 Manufacturing and 3 1 3/4 SDM232 B
Equipment "
T
CS314 %Haéﬂ&ﬂﬁ 3 1 3/4 CS305 HTENFE
Internet of Things
Ait 45 13

F BRI EAEM EREREE I N IEFRE. 1 NERRE, £12%H
Students in Object focus complete 3 studio courses and 1 lectures (12 credits)
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Students in Experience focus complete 3 studio courses and 1 lectures (12 credits)
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