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By reading and discussing HCI theories and cases, students will understand
important concepts of HCI and be able to critically analyze cases and issues
of HCI.
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1 Students will understand C4 E
users and methods of
collecting appropriate data;
study user—centered design,
and other key HCI method;
develop an understanding of
needs analysis of user
interactions; perform
prototyping and evaluation;
and perform usability testing,
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