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PROGRAMA CURRICULAR
COURSE UNIT CONTENT

1 — Objetivos de Aprendizagem
Intended learning outcomes

Design de Interacéo (IxD) propde o estudo de métodos e técnicas que circunscrevem o proces-
so de conceptualizagdo e desenvolvimento de artefactos interativos e da experiéncia que estes
proporcionam aos utilizadores. Enquadrada pelo Design de Comunicagéo, promove a aplicagdo
de conhecimentos provenientes da &rea interdisciplinar da Interagdo Homem-Computador (HCI)
assim como nog¢des de Experiéncia do Utilizador (UX) e de Design de Interfaces (Ul) Centradas no
Utilizador. O programa proporciona uma reflexao sobre as experiéncias mediadas e os paradigmas
digitais contemporaneos e incentiva a construgao de uma perspetiva critica sobre os artefactos
interativos e as tecnologias numa sociedade mediada tecnologicamente. O projeto de design de
interacéo é orientado para o desenvolvimento de artefactos interativos de caracter exploratério e
experimental que integram preocupagdes estéticas, funcionais e comunicativas, sempre em con-
formidade com as tecnologias e as plataformas emergentes.

Interaction Design (IxD) proposes the study of methods and techniques that circumscribe the
process of conceptualisation and development of interactive artefacts and user experience. Framed
by Communication Design, it promotes the application of knowledge from the interdisciplinary
field of Human Computer Interaction (HCI) as well as User Experience (UX) and User-Centered
Interface Design (Ul) concepts. The program provides broad reflection on contemporary mediated
experiences and digital paradigms and encourages the construction of a critical perspective on in-
teractive artefacts and technologies in a technologically mediated society. The interaction design
project is oriented towards the development of exploratory and experimental interactive artefacts
that integrate aesthetic, functional and communicative concerns, always in the context of emerg-
ing technologies and platforms.

2 — Conteudos Programaticos
Syllabus

1.Contexto
— Contextualizagdo cultural e histérica dos Novos Media
— Interface, sistema, agdo humana e interatividade

2. Interagéo

— Fundamentos da Interagdo Homem-Computador (HCI)
— Design de interagéo

— Usabilidade e acessibilidade

— Experiéncia e user experience (UX)

— Design da interface (Ul) centrada no utilizador

3. Modelos e metodologias

— Caddigos e convengdes da linguagem interativa

— Fatores humanos: fisicos, cognitivos, sociais e emocionais

— Levantamento de necessidades: recolha, anélise, interpretagdo, modelagao

— Design conceptual: metafora, narrativa, arquitetura de informacéo, wireframes, user expe-
rience e design da interface
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— Prototipagem: processos, técnicas e ferramentas

— Auvaliagédo: métrica, heuristica, usabilidade e experiéncia do utilizador
— Plataformas e ferramentas

— Novas fronteiras para o design de interagéo

1. Context
— Cultural and historical context of the New Media
— Interface, system, human action and interactivity

2. Interaction

— Fundamentals of Human-Computer Interaction (HCI)
— Interaction Design

— Usability and accessibility

— Experience and user experience (UX)

— User-centered user interface (Ul) design

3. Models and methodologies

— Interactive language codes and conventions

— Human factors: physical, cognitive, social and emotional

— Needs assessment: collection, analysis, interpretation, modeling

— Conceptual design: metaphor, narrative, information architecture, wireframes, user experi-
ence and interface design

— Prototyping: processes, techniques and tools

— Evaluation: metrics, heuristics, usability and user experience

— Platforms and tools

— New frontiers for interaction design

3 — Metodologias de Ensino e Avaliagao
Teaching and Evaluation Methodologies

As aulas estdo estruturadas em exercicios e apresentagdes orais com recurso a slides e demonstra-
¢oes. Os resultados sdo apresentados formalmente em cada aula para debate, anélise critica e avaliagdo.

O programa é dividido entre exercicios individuais e de grupo, com a sistematizagdo de mode-
los praticos/tedricos.

Avaliagdo de caracter continuo (20%), sendo privilegiada a participagdo e o empenho nas aulas,
a capacidade de comunicacgao e integragdo na dinamica da turma.

Nas avaliagbes intermédias (60%), em que a primeira ocorre 6 semanas apds o inicio do semes-
tre e a segunda apds 12 semanas, serdo avaliadas as fases dos projetos e exercicios solicitados.

A avaliagéo final (20%) analisara todo o percurso efetuado pelo aluno, o seu nivel de execucéo,
de demonstragdo metodoldgica, de criatividade e de rigor na elaboragdo, empenho na apresenta-
¢do dos exercicios e cumprimento dos prazos previstos para os projetos.

The classes are structured in exercises and oral presentations using slides and demonstrations.
The results are presented formally in each class for discussion, critical analysis and evaluation.
The program is divided between individual and group exercises, with the systematization of prac-
tical / theoretical models.

Continuous assessment (20%), with participation and commitment in class privileged, the abili-
ty to communicate and integrate in the dynamics of the class.

In the intermediate evaluations (60%), in which the first occurs 6 weeks after the beginning of
the semester and the second after 12 weeks, the phases of the projects and exercises requested
will be evaluated.
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The final evaluation (20%) will analyze the entire course of the student, his level of execution,
methodological demonstration, creativity and rigor in the preparation, commitment in the pres-
entation of the exercises and compliance with the deadlines foreseen for the projects.
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