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The proposed teaching and assessment methodology that appear in the guide may be subject to changes as a
result of the restrictions to face-to-face class attendance imposed by the health authorities.

Contact Use of Languages
Name: Celia Andreu Sanchez Principal working language: spanish (spa)
Email: Celia.Andreu@uab.cat Some groups entirely in English: No

Some groups entirely in Catalan: No

Some groups entirely in Spanish: Yes
Prerequisites

Knowledge of interaction design and the creation of interactive audiovisual products. It is necessary that
students have autonomy in the design of digital products. An understanding of English is necessary, since
some readings and resources will be presented in this language.

Objectives and Contextualisation

Creation of products that meet the needs of end users with simplicity and usability as the basis. Study of
methodologies, techniques and research models for the design and evaluation of final interactive products.

Competences

® Design and create aesthetically pleasing, usable interfaces based on users' needs.

® Integrate knowledge of design, language and photographic and audiovisual techniques to bring
meaning to different types of content.

® Manage time efficiently and plan for short-, medium- and long-term tasks.

® Search for, select and rank any type of source and document that is useful for creating messages,
academic papers, presentations, etc.

® Students must be capable of applying their knowledge to their work or vocation in a professional way
and they should have building arguments and problem resolution skills within their area of study.

Learning Outcomes

Create interfaces that keep a balance between technically functional design and aesthetic taste.
Cross-check information to establish its veracity, using evaluation criteria.

Distinguish the salient features in all types of documents within the subject.

Plan and conduct academic studies in the field of user-centred design.

Recognise the key elements for designing an interface tailored to people's needs.

Submit course assignments on time, showing the individual and/or group planning involved.

o0k b=



Content
User Centered Design contents include:

® User experience

® User interface

® Resolution of end user needs in interactive environments

® Research methods and techniques in user perception and interaction

Methodology

Content presentation classes, seminars with specific cases and practical projects will be held. Students will
carry out interactive projects that include design. The proposed teaching methodology and evaluation may
undergo some modification depending on the restrictions on presence imposed by the health authorities.

The detailed calendar with the content of the different sessions will be exposed on the day of the presentation
of the subject. It will also be posted on the Virtual Campus where students can find the detailed description of
the exercises and practices, the various teaching materials and any information necessary for proper
monitoring of the subject. In the event of a change in the teaching modality for health reasons, the teaching
staff will inform of the changes that may occur in the programming of the subject and the teaching
methodologies.

Annotation: Within the schedule set by the centre or degree programme, 15 minutes of one class will be
reserved for students to evaluate their lecturers and their courses or modules through questionnaires.

Activities

Title Hours ECTS Learning Outcomes

Type: Directed

Lessons 15 0.6 2,3,4

Type: Supervised

Laboratory work 21 0.84 1,4,6,5
Seminars 9 0.36 2,3,6
Tutoring 9 0.36 4,6,5

Type: Autonomous

Practical exercises 84 3.36 1,4,5

Assessment

The teaching methodology and the proposed evaluation may undergo some modification depending on the
restrictions on attendance that the health authorities impose.

Evaluation activities description:
* Exam (30%)

» Seminars (20%)

* Practical exercises (50%)

It is mandatory to pass the exam and the practical exercises to pass the subject.



Students will be entitled to the revaluation of the subject. They should present a minimum of activities that
equals two-thirds of the total grading. To have access to revaluation, the previous grades should be 3.5. The
activities that are excluded from the revaluation process are seminars.

Misspellings will be penalized with -0.5 points each.

The student who performs any irregularity (copy, plagiarism, identity theft...) will be qualified with O in this
assignment or exam. In case there are several irregularities, the final grade of the subject will be 0.

Assessment Activities

Title Weighting Hours ECTS Learning Outcomes

Exam 30% 3 0.12 2,3,4,5

Practical exercises 50% 3 0.12 1,4,6,5

Seminars 20% 6 0.24 2,3,6,5
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Throughout the course other resources will be added to this bibliography.

Software



In this subject, students are free to use the software that best suits their needs and technical capabilities. In the
cases in which the work with a specific software is proposed, it will be with free software, which will be
presented in the teaching sessions.



