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PROGRAMA CURRICULAR
COURSE UNIT CONTENT

1 — Objetivos de Aprendizagem
Intended learning outcomes

Esta unidade curricular procura proporcionar uma visdo compreensiva da interagdo entre hu-
manos e dispositivos computacionais, proporcionando ferramentas para repensar e explorar cria-
tivamente a interagédo de acordo com os seguintes conhecimentos, aptidées e competéncias:

a)
b)
c)
d)

e)

reconhecimento dos termos, principios fundadores e referentes da interagdo entre huma-
nos e dispositivos computacionais;

compreensdo e enquadramento do ambito tecnoldgico, artistico e cultural dos processos
de interagdo com artefactos digitais;

desenvolvimento de capacidades de anélise e critica dos processos de interagéo, atenden-
do a diversidade de contextos culturais a que se aplicam;

consolidagdo da pesquisa e experimentagcdo como bases da conceptualizagédo de processos
de interagéo;

promogao da autonomia conceptual e operativa, valorizando a colaboragao, o rigor meto-
doldégico e clareza na comunicagéo.

This curricular unit seeks to provide a comprehensive view of the interaction between humans
and computational devices, providing tools to rethink and creatively explore interaction according
to the following knowledge, skills and competences:

a)

b)

recognition of the terms, founding principles and referents of the interaction between hu-
mans and computational devices;

understanding and framing the technological, artistic and cultural scope of interaction pro-
cesses with digital artifacts;

development of skills for the analysis and critique of interaction processes, taking into ac-
count the diversity of cultural contexts to which they apply;

consolidation of research and experimentation as the basis for the conceptualization of in-
teractive processes;

promotion of conceptual and operational autonomy, valuing collaboration, methodological
rigor and clarity in communication.

2 — Conteudos Programaticos
Syllabus

O programa desenvolve-se em torno de diferentes abordagens as qualidades da interagdo que véo
além da mera usabilidade, focando os aspectos culturais, a passagem da funcionalidade de uso a
experiéncia estética subjetiva, bem como uma visao filoséfica da ubiquidade atual da computagéo:

1.

SRS

Conceptualizagdo e entendimento dos artefactos computacionais (criagdes vs. expe-
riéncias).

Aproximagcéo cultural (os media e o software).

Expanséo da HCI (do funcionalismo e usabilidade 4 emoc&o).

Da interface a experiéncia (aproximacdes reflexivas e criticas).

Ubiquidade da computac&o (sobre a experiéncia quotidiana de artefactos ubiquos e tangiveis).
Enquadramentos para anélise e criagdo de processos interativos (conceitos, mecénica, ex-
periéncia).
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Através de pesquisa tematica, andlise de projetos e exercicios experimentais, abordam-se ferra-
mentas conceptuais e operativas para repensar e explorar de forma criativa a interagéo entre hu-
manos e dispositivos computacionais.

The program develops around different approaches to qualities of interaction that go beyond mere
usability, focusing on cultural aspects, the shift from functionality of use to subjective aesthetic
experience, as well as a philosophical view of the current ubiquity of computing:
Conceptualization and understanding of computational artifacts (creations vs. experiences).
Cultural approach (the media and software).

Expansion of HCI (from functionalism and usability to emotion).

From interface to experience (reflexive and critical approaches).

Ubiquity of computation (on the everyday experience of ubiquitous and tangible artifacts).
Frameworks for the analysis and creation of interactive computational artifacts (concept,
mechanics, experience).

N

Through thematic research, project analysis and experimental exercises, conceptual and op-
erational tools are addressed in order to rethink and creatively explore the interaction between
humans and computational devices.

3 — Metodologias de Ensino e Avaliagao
Teaching and Evaluation Methodologies

A disciplina tem um caracter tedrico-pratico integrando aulas expositivas que dao origem a
exercicios, bem como aulas que convocam o aluno para a discussdo dos tépicos propostos (recen-
sdo tematica) ou para a apresentacdo da anélise de projetos (estudo de caso) e aulas orientadas
para a realizagdo de um exercicio experimental de conceptualizagdo de uma artefacto interativo. A
avaliagdo continua contempla assiduidade, participagédo, empenho e evolugao do aluno.

A classificagao final resulta da seguinte ponderagéo:
1. avaliacdo continua (10%);
2. avaliagéo periddica (80%):
— elementos de avaliagéo: recensdo tematica (20%), estudo de caso (30%) e exercicio
(30%);
3. avaliacdo final (10%):
— elementos de avaliagdo: reformulagéo do exercicio.

Critérios: correspondéncia as metodologias e prazos propostos; pesquisa, metodologia, criati-
vidade, adequacgéo do trabalho; autonomia conceptual e operativa, clareza na comunicacao, inte-
gracgéo dos alunos.

The course has a theoretical-practical nature, including lectures that give rise to exercises, as
well as classes that convene the students to the discussion and exposition of proposed topics
(thematic review) or to the presentation of the project analysis (case study) and classes oriented
towards the development of an experimental exercise, concerning the conceptualization of an
interactive artifact. Continuous assessment includes attendance, participation, commitment and
evolution of the student.

The final classification of the course results from the following weighting:
1. continuous assessment (10%);
2. periodic assessment (80%):

— of: thematic review (20%), case study (30%) and exercise (30%);
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3. final evaluation (10%):
— of reformulation of the practical exercise.

Criteria: correspondence to the proposed methodologies and deadlines; research, methodolo-
gy, creativity, appropriateness of the work; conceptual and operative autonomy, clarity in commu-
nication, integration of the students.
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