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This course is intended to achieve the following course objectives:
understand basic HCI concepts and definitions

understand users and methods of collecting appropriate data

study User-Centered Design, task analysis, and other key HCI methods
develop an understanding of needs analysis of user interactions
perform prototyping and evaluation

perform usability testing

understand design evolution
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This course is intended to achieve the following
course objectives:

1. understand basic HCI concepts and definitions
2. understand users and methods of collecting
appropriate data

3. study User-Centered Design, task analysis, and
other key HCI methods

4, develop an understanding of needs analysis of
user interactions

5. perform prototyping and evaluation

6. perform usability testing

7. understand design evolution

2 This course aims to prepare students with sufficient
knowledge about human-computer interaction,
including key theories and practices in the field,

KEPHRL PR Pooii s AR AR RS 2aEE o

B g ) e ~ /:‘5 (blT} L g Y s R 5 -\

1| & | ABCDE 12345678 | AR R E A RF 1%~ TE 3w (E
HE M) F
L (FTF R
FIDINES S ]

2| 34 | ABCDE 12345678 | W~ 5 TE -~z %
¥R E(F T
B E o) Eb e

ok R £
% 2 et n % (Subject/Topics) #2r
=K
114/09/15~ .
1 114/08/91 Introduction to the Course




114/09/22~
. , -
2 114/09/98 What is Interaction Design?
114/09/29~
M eqe . ()
3 o0 | What is Usability Testing? (1)
114/10/06~
M eqe . ()
4 i | What is Usability Testing? (2)
114/10/13~ .
5| is10/19 | COgNItive Aspects
114/10/20~ ] .
6| Lu/10s96 | Social Interaction
114/10/27~ ] .
7 114/11/02 Emotional Interaction
114/11/03~ ]
8| L1100 | Invited Talk
114/11/10~| _ . .
9 11411716 Midterm: HCI Research Paper Presentations
114/11/17~
10| 141103 | Interfaces
114/11/24~ _
1| 115 | Data Gathering
114/12/01~ _ . .
2 Data Analysis, Interpretation, and Presentation
114/12/07
114/12/08~ _ .
13 1914 | Evaluation Studies
114/12/15~| . . . . .
14| ||, 19/9; | Discovering Requirements/ Design, Prototyping, and
Construction
5| R g " )
L/19/98 | Project Presentations (1)
6| B~ o b " ,
11501704 | Project Presentations (2)
115/01/05~
17 15011 | [Independent Study (1)
115/01/12~
18| =015 | Independent Study (2)
Eﬁcﬁii%% - 33 = 2q 41l . pe 21 L A Lk
Mg 4 | AEY >~ FTRPE S RS B
STEAMAZ (S5 ~ T 3t ~ B1 4% ~ M#ic# > ik » A% = £Ee4F )
B4R 3 AR
By #H(doAR/VRE e ~ § Wiz
o g
TRAR
, BIEY Y
AR ALR
FENF e




2 Pl

AELER
et 4 B MREH R, A
PS8 | b AH R E, BA
it
$4 <
o ®LFE % @FEFE: 300 % GHFFE: 300 %
FUES | emiitE 400 %
Bt *
' ki () %
r?{%‘f’i% # P IL k kL, $ent t https://web2. ais. tku. edu. tw/csp & d Fiti
Eﬁ&ﬁA%rﬁﬁﬁéﬁ LR
5 3
>< r:ﬁﬁ%}" Héﬁﬁ.@u 2 T2 @220~ TRIHHF ) o HR*IREP
ERER A FIE S LALTRE
TABXM2A2577 0A 547 /£ 4F 2025/6/28 11:10:11




