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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

Act with ethical responsibility and respect for fundamental rights and duties, diversity and democratic
values.
Act within one's own area of knowledge, evaluating sex/gender-based inequalities.
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.
Introduce changes in the methods and processes of the field of knowledge to provide innovative
responses to the needs and demands of society.
Manage time efficiently and plan for short-, medium- and long-term tasks.
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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

Analyse a situation and identify its points for improvement.
Communicate using language that is not sexist or discriminatory.
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.
Evaluate the impact of problems, prejudices and discrimination that could be included in actions and
projects in the short or medium term in relation to certain people or groups.
Identify situations in which a change or improvement is needed.
Plan and conduct academic studies in the field of user-centred design.
Propose new methods or well-founded alternative solutions.
Propose projects and actions that are in accordance with the principles of ethical responsibility and
respect for fundamental rights and obligations, diversity and democratic values.
Propose projects and actions that incorporate the gender perspective.
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.
Weigh up the risks and opportunities of both one's own and other people's proposals for improvement.

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 calendar will be available on the first day of class. Students will find all information on the Virtual Campus:
the description of the activities, teaching materials, and any necessary information for the proper follow-up of
the subject.

This subject is in Spanish.

This subject doesn't provide for the single assessment system.

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
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Title Hours ECTS Learning Outcomes

Type: Directed

Lessons 15 0.6 4, 5, 8

Type: Supervised

Laboratory work 21 0.84 3, 8, 13, 12

Seminars 9 0.36 4, 5, 13

Tutoring 9 0.36 8, 13, 12

Type: Autonomous

Practical exercises 84 3.36 3, 8, 12

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.

In the event that the student performs any irregularity that may lead to a significant variation of an evaluation
act, this evaluation act will be graded with 0, regardless of the disciplinary process that could be instructed. In
the event, that several irregularities occur in the evaluation acts of the same subject, the final grade for this
subject will be 0.

Assessment Activities

Title Weighting Hours ECTS Learning Outcomes

Exam 30% 3 0.12 1, 2, 4, 5, 7, 8, 12

Practical exercises 50% 3 0.12 2, 3, 8, 13, 9, 10, 12, 6

Seminars 20% 6 0.24 1, 2, 4, 5, 14, 13, 11, 12
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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.
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