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Caraterização da Unidade Curricular / Characterisation of the Curricular Unit

Designação da Unidade Curricular / Curricular Unit:
[3181200354] Interação Utilizador-Computador

[3181200354] User Computer Interaction

Plano / Plan: 2017/2018

Curso / Course:
Artes Plásticas e Multimédia 
Arts and Multimedia

Grau / Diploma: Licenciado

Departamento / Department: CA - Comunicação e Arte

Unidade Orgânica / Organic Unit: Escola Superior de Educação de Viseu

Área Científica / Scientific Area: Multimédia

Ano Curricular / Curricular Year: 1

Período / Term: S2

ECTS: 5

Horas de Trabalho / Work Hours: 0135:00

Horas de Contacto/Contact Hours:

(T) Teóricas/Theoretical: 0030:00 (TC) Trabalho de Campo/Fieldwork: 0000:00

(TP)
Teórico-Práticas/Theoretical-Practical:

0000:00
(OT) Orientação Tutorial/Tutorial
Orientation:

0000:00

(P) Práticas/Practical: 0030:00 (E) Estágio/Internship: 0000:00

(PL) Práticas Laboratoriais/Pratical Labs: 0000:00 (O) Outras/Others: 0000:00

(S) Seminário/Seminar: 0000:00

Docente Responsável / Responsible Teaching

[2069] Maria Cristina Coelho Carvalho Azevedo Gomes Santos E Silva

Outros Docentes / Other Teaching

Não existem docentes definidos para esta unidade curricular.
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Learning Outcomes of the Curricular Unit

To understand the evolution of interaction design history

To compare and analyze interactive products and interaction styles

To understand the factors that affect the quality of user experience

To develop a theoretical reference on general interface design principles and objectives

To understand and apply the main aspects related to usability

To know and apply the main aspects related to accessibility, design and evaluate interface components
appropriate to the user profile

To discuss and reflect on the influence of interactive applications on social networks, and apply appropriate
methodologies for interaction design.

Learning Outcomes of the Curricular Unit (Lim:1000)

To understand the evolution of interaction design history

To compare and analyze interactive products and interaction styles

To understand the factors that affect the quality of user experience

To develop a theoretical reference on general interface design principles and objectives

To understand and apply the main aspects related to usability

To know and apply the main aspects related to accessibility, design and evaluate interface components
appropriate to the user profile

To discuss and reflect on the influence of interactive applications on social networks, and apply appropriate
methodologies for interaction design.
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Syllabus (Lim:1000)

Interaction design 
Interaction design concept 
Interaction design objectives 
Process of interaction design and human and technological factors that determine the use of an interactive
system 
General quality criteria in interactive systems 
Interaction Analysis and Design 
Conceptual models 
Metaphors and interaction paradigms 
Cognitive, social and emotional aspects 
Usability 
Accessibility 
Interface design methodologies 
User-centered design 
The user's needs 
User interface relationship 
Iterative development 
Needs analysis and requirements definition 
Prototyping 
Evaluation 
Evaluation methodologies and techniques 
Heuristic evaluation; expert and user testing 
Evaluation in natural and controlled contexts.

Demonstration of the syllabus coherence with the curricular units' learning objectives

The strategy of articulation between the learning objectives and the curricular unit contents is based on: i)
presentation of fundamental contents; ii) presentation and discussion around practical examples in order to
promote the clarification of the practical application of the concepts and iii) realization of practical tasks to
deepen knowledge and testing. The curricular unit aims to provide the acquisition of skills related to
interaction design, specifically directed to the understanding, conceptualization and development of
user-centered interfaces.
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Teaching Methodologies (Including evaluation; Lim:1000)

A unidade curricular desenvolve-se atrave¿s de aulas teo¿ricas de apresentac¿a¿o e discussa¿o de
conceitos em articulac¿a¿o com aulas teo¿rico/pra¿ticas de explorac¿a¿o de casos e problemas e de
aplicac¿a¿o dos conceitos, refletindo o seu enquadramentocom o referencial teo¿rico e metodolo¿gico. Nas
horas de trabalho auto¿nomo osalunos devem aprofundar os conceitos atrave¿s de leituras propostas ou de
pesquisas sobre determinado to¿pico. 
A avaliação contínua inclui: 
10% - Participação, assiduidade, pontualidade e tarefas a realizar ao longo do ano 
(mínimo de presenças 2/3 do total de aulas lecionadas). 
Os estudantes-trabalhadores serão avaliados com base nas tarefas. 
50% Prova teórico-prática. 
30% Um projeto de conceção e avaliação de interfaces para um sistema informático. 
10% - Apresentação/defesa oral do projeto. 
Avaliação por Exame/recurso/melhoria

Demonstration of the coherence between the teaching methodologies and the learning outcomes

The theoretical-practical articulation of the curricular unit is demonstrated by the domain of theoretical
concepts, the analytical reflection about the examples presented and discussed during the contact hours by
the professor and the conceptualization and implementation of the final project. At the end of the curricular
unit, it is expected that students master the essential knowledge to develop a system that values interaction
design and user experience, following the appropriate methodologies and techniques. The adoption of a
strategy that focuses on stimulating the autonomous work of students will allow them to deepen both
theoretical and practical knowledge.
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