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This course will introduce theories and techniques of Human Computer
Interaction (HCI), including related topics in cognitive science, psychology
and behavior science, By reading, discussing and practicing HCI theories,
cases and design principles, students will understand important concepts of
HCI and be able to critically analyze cases and issues of HCI,
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prototyping and evaluation;
perform usability testing; and
practice and apply interaction
design principles and
patterned,
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103/02/17~
1 .
10302723 | Course Introduction
103/02/24~ ) _ . _
2 103/03/02 Interaction Design Introduction (with User
Experience)
103/03/03~ . .
3 103/03/09 Goal-Centered Design, User—Centered Design and
Design Process
103/03/10~ . ) .
4 Usability Testing and System Evaluation
103/03/16
103/03/17~ . ) .
3| 103/03/23 Usability Testing and System Evaluation Workshop
103/03/24~
6 S Drad .
103/03/30 Mini—Project Presentation
103/03/31~
7 oy
103/04/06 Cognitive Psychology 1
103/04/07~
8 o e
103/04/13 Cognitive Psychology 2
103/04/14~
9
L03/0020 | USer Research 1
103/04/21~
10 . .
L03/04/97 | User Research 2 (with mini-workshop)
103/04/28~
11 . . )
L03/05/04 | COMPany Visit (On Site Learning)
103/05/05~ . _ _
121 03/05,1; | Company Visit (On Site Learning)




13 122;2?2? Interaction Design Principles and Patterns 1
14 122;2?;;? Interaction Design Principles and Patterns 2
15 122;22;?? Prototyping (with mini-workshop)
16 122;232? Mobile Interaction Design
17 122;23?? Guest Speaker
18 122;23;? Mini-Project Presentation
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