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	[bookmark: table01]FACULTY ……… / DEPARTMENT……………… 
SUBJECT CARD
Name in Polish Interakcja człowiek-komputer
Name in English Human Computer Interaction
Main field of study (if applicable): Computer Science 
Specialization (if applicable): ……………………..
Level and form of studies: 1st level, full-time 
Kind of subject: optional 
Subject code INZ005226
Group of courses NO*
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	Lecture
	Classes
	Laboratory
	Project
	Seminar

	Number of hours of organized classes in University (ZZU)
	30
	
	30
	
	

	Number of hours of total student workload (CNPS)
	60
	
	60
	
	

	Form of crediting
	Crediting with grade
	Examination / crediting with grade* 
	Crediting with grade
	Examination / crediting with grade*
	Examination / crediting with grade*

	For group of courses mark (X) final course
	X
	
	
	
	

	Number of ECTS points
	2
	
	2
	
	

	including number of ECTS points for practical (P) classes 
	
	
	2
	
	

	including number of ECTS points for direct teacher-student contact (BK) classes
	1.2
	
	1.2
	
	


*delete as applicable
	[bookmark: table03]PREREQUISITES RELATING TO KNOWLEDGE, SKILLS AND OTHER COMPETENCES
1. Introduction to computer system design
2. Ability to read with understanding scientific and technical texts in English.



\
	[bookmark: table04]SUBJECT OBJECTIVES
C1 To familiarise students with basic knowledge from the area of Cognitive Psychology, that is necessary for the understanding of human-computer interaction.
C2 To make students aware of the importance of the software system usability and the key role of usability for the overall quality of the computer system.
C3 To familiarise students with the overall process of software system development in a way focused on achieving high quality with respect to its usability.
C4 To present methods and techniques of performing complex usability evaluation.
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	SUBJECT EDUCATIONAL EFFECTS
Related to knowledge:
PEK_W01 A student knows basic notions of Cognitive Psychology relevant to Human Computer Interaction. 
PEK_W02 A student is familiar with the best practices in user interface design.
PEK_W03 A student knows basic models of the processes of interactive system design and methods of the usability evaluation.

relating to skills:
PEK_U01 A student is able to perform a context of use analysis for a software system.
PEK_U02 A student has basic skills in planning and monitoring of the user interface development process.
PEK_U03 A student is able to design user interface. 
PEK_U04 A student knows how to plan a usability evaluation process, perform it and draw conclusions concerning necessary changes in the system under development. 

relating to social competences:
PEK_K01 A student is able to cooperate with a group building a software system, such that roles of members responsible for the system usability have been appointed. 
PEK_K02 A student is aware of the influence of the software system on the environment of its use and the life of users; a students understand importance of the usability as perceived in this context.
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	PROGRAMME CONTENT

	Form of classes - lecture
	Number 
of hours

	Lec 1
	Basic notions and elements of Cognitive Psychology applied in Human Computer Interaction. Main areas: User Interface, Usability and User Experience.
	4

	Lec 2
	Usability and an outline of the process aimed at ensuring high quality of usability.
	1

	Lec 3
	Context of use: description and analysis.
	4

	Lec 4
	Software system design process focused on users and their tasks. Conceptual design based on metaphors. User Experience aspect in different approaches to software design and development.
	2

	Lec 5
	Standards, guidelines and design patterns in Human Computer Interaction and their applications in the user interface development process. Psychology of perception in relation to user interface technical-level design.
	3

	Lec 6
	Usability evaluation of the constructed user interface.
	4

	Lec 7
	User Experience in the perspective of Web pages, Web portals and mobile applications.
	3

	Lec 8
	 Sketching and prototyping User Interface. Design techniques for improving Usability and enhancing User Experience.
	4

	Lec 9
	Analysis of the selected use cases in the area of the design of interactive systems.
	4

	Lec 10
	Usability specification and the issue of Usability and User Experience in software project management.
	2

	
	Total hours
	30
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	Form of classes - class
	Number of hours

	Cl 1
	
	

	Cl 2
	
	

	Cl 3
	
	

	Cl 4
	
	

	..
	
	

	
	Total hours
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	Form of classes – laboratory
	Number of hours

	Lab 1
	Experimental task: teaching a person with very limited computer skills to use an application which has been jointly selected by him.
	2

	Lab 2
	Experimental task: an intuitive analysis of a selected application performed on the basis of the exploratory learning scheme.
	2

	Lab 3
	Formulation of the general specification of the project (a mission and a preliminary, draft description of users and their tasks), that is to be used as a pivot for all following tasks.
	2

	Lab 4
	Preparing context of use description (on the basis of the collected data): users, goals, and contexts: physical, organisational and socio-cultural.
	4

	Lab 5
	Analysis of user tasks (on the basis of the context of use description).
	4

	Lab 6
	Conceptual design of the user interface.
	2

	Lab 7
	Formulating assumptions for the technical design and preparing an initial paper prototype and mock-up.
	4

	Lab 8
	Building an initial electronic prototype.
	4

	Lab 9
	Performing analytical usability evaluation with selected methods, e.g.: Cognitive Walkthrough and heuristic evaluation method.
	2

	Lab 10
	Building an improved UI prototype and performing empirical usability evaluation for selected, most important user tasks.
	4

	
	Total hours
	30
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	Form of classes - project
	Number of hours

	Proj 1
	
	

	Proj 2
	
	

	Proj 3
	
	

	Proj 4
	
	

	…
	
	

	
	Total hours
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	Form of classes - seminar
	Number of hours

	Sem 1
	
	

	Sem 2
	
	

	Sem 3
	
	

	…
	
	

	
	Total hours
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	TEACHING TOOLS USED

	N1. Textbooks
N2. Electronic materials on selected Web pages and Internet portals.
N3. Electronic materials for the lecture and Project that are Publisher on the e-learning portal of the Faculty of Computer Science and Management.


EVALUATION OF SUBJECT EDUCATIONAL EFFECTS ACHIEVEMENT
	[bookmark: table0C]Evaluation (F – forming (during semester), P – concluding (at semester end)
	Educational effect number
	Way of evaluating educational effect achievement

	F1 Evaluation of the phases: context of use and task analysis
	PEK_W03, PEK_U01, PEK_U02, PEK_K01, PEK_K02
	A student presents a report, which is next evaluated and scored.

	F2 Evaluation of the user interface design
	PEK_W02, PEK_U02, PEK_U03, PEK_K01
	A student presents user interface design, which is next evaluated and scored.

	F3 Evaluation of the prototype and usability assessment
	PEK_W01, PEK_U02, PEK_U04
PEK_K01
PEK_K02
	A student presents user interface prototype, usability evaluation results and an improved version of the initial prototype – all are evaluated and scored.

	P: summing combined evaluation based on: the results of the evaluation of project final version and results of the final test – effects PEK_U01- PEK_U03, PEK_W01- PEK_W03
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	PRIMARY AND SECONDARY LITERATURE

	PRIMARY LITERATURE:
[1]  Barfield L. The User Interface Concepts & Design. Addison-Wesley 1993.
[2]  Michael Beasley (2013) Practical Web Analytics for User Experience. How Analytics Can Help You Understand Your Users.
[3]  Diana DeMarco Brown (2013) Agile User Experience Design. A Practitioner’s Guide to Making It Work. Morgan Kaufman (Elsevier).
[4]  Hackos J., Redish J. User and Task Analysis for Interface Design, Wiley Comp. Pub. 1998.
[5]  Newman W., Lamming M. Interactive System Design. Addison-Wesley 1995.
[6]  ISO 9241 ver. 2010 Ergonomics of human-system interaction, ISO
[7]  Galitz W.O. Essential Guide to User Interface Design. Wiley Comp. Pub. 2007.
[8]  Greenberg, Saul, Sheelagh Carpendale, Nicolai Marquardt i Bill Buxton (2012) Sketching User Experiences. Morgan Kaufman (Elsevier).
[9]  Christian Kraft (2012) User Experience Innovation. Apress.
[10]  Adrian Mendoza (2014) Mobile User Experience. Patterns to Make Sense of it All. Morgan Kaufman (Elsevier)
[11]  Nielsen J. Projektowanie funkcjonalnych serwisów internetowych. Helion, 2003.
[12]  Human-Computer Interaction: Design Issues, Solutions, and Applications. Ed. Andrew Sears i Julie A. Jacko. CRC Press/Taylor & Francis Group, 2009
[13]  Avi Parush (2015) Conceptual Design for Interactive Systems, Morgan Kaufmann.
[14]  Elizabeth Rosenzweig (2015) Successful User Experience Strategies and Roadmaps, Morgan Kaufman (Elsevier).
SECONDARY LITERATURE:
[1]  Paul Doncaster (2014) The UX Five Second Rules. Morgan Kaufman (Elsevier).
[2]  Marti A. Hearst. Search User Interfaces. 
[3]  Arnie Lund (2011) User Experience Management. Essential Skills for Leading Effective UX Teams, Morgan Kaufman (Elsevier).
[4]  Maruszewski T. Psychologia poznania. Gdańskie Wyd. Psychologiczne, 2001.
[5]  Nielsen J., Tahir M. Funkcjonalność stron WWW 50 witryn bez sekretów. Helion, 2005.
[6]  Simon Robinson, Gary Marsden, Matt Jones. (2015) There’s Not an App for That. Mobile User Experience Design for Life. Morgan Kaufman (Elsevier).
[7]  Jeff Sauro i James R. Lewis (2012) Quantifying the User Experience. Practical Statistics for User Research, Morgan Kaufman (Elsevier)
[8]  Spool J. M., Scanlon T., Schroeder W., Snyder C., DeAngelon T. Web Site Usability. Morgan Kaufman, 1999.

	SUBJECT SUPERVISOR (NAME AND SURNAME, E-MAIL ADDRESS)

	Maciej Piasecki, maciej.piasecki@pwr.wroc.pl




MATRIX OF CORRELATION BETWEEN EDUCATIONAL EFFECTS FOR SUBJECT
Human Computer Interaction
AND EDUCATIONAL EFFECTS FOR MAIN FIELD OF STUDY 
Computer Science (1st level, full-time)
AND SPECIALIZATION ……………………………..
	[bookmark: table0E]Subject educational effect
	Correlation between subject educational effect and educational effects defined for main field of study and specialization (if applicable)**
	Subject objectives***
	Programme content***
	Teaching tool number***

	PEK_W01
	K1INF_W19
	C1
	W1, W2
	N1-N3

	PEK_W02
	K1INF_W19
	C2
	Wy3, W5, Wy7, Wy8, Wy9
	N1-N3

	PEK_W03
	K1INF_W19
	C2, C3
	W4, W6
	N1-N3

	PEK_U01 (skills)
	K1INF_U16
	C1, C2, C3
	La1, La2
	N1-N3

	PEK_U02
	K1INF_U16
	C3
	La3-La5
	N1-N3

	PEK_U03
	K1INF_U16
	C3
	La6-La8
	N1-N3

	PEK_U04
	K1INF_U16
	C2, C4
	La9, La10
	N1-N3

	PEK_K01 (competences)
	K1INF_K03
	C3
	La3-La10
	N1-N3

	PEK_K02
	K1INF_K02, K1INF_K04
	C2
	La1, La2, La4, La10
	N1-N3


** - enter symbols for main-field-of-study/specialization educational effects
*** - from table above
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