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Things That Sound explores how 
audio objects can be designed 
around specific situations, needs, 
and forms of interaction. Students 
investigate listening as an everyday 
activity and examine sound, usabili-
ty, perception, materiality, and  

human behavior. Through research, 
ideation, prototyping, and iterative 
design, they develop physical 
products in which sound becomes 
part of a clear function or experi-
ence. Projects may address acces-
sibility, social listening, acoustic 

feedback, intuitive interaction,  
mobility, or new forms of everyday 
audio. The course combines user-
centered thinking with experimen-
tal making and culminates in a 
functional prototype of an original 
object that sounds.
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