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Ano lectivo Curso Ciclo de estudos Créditos
2024/25 Mestrado Design de 20 3.00 ECTS
Interacao

Idiomas Periodicidade Pré requisitos Ano Curricular /

Semestre
Portugués semestral 19/ 2¢
Area Disciplinar
Design

Horas de contacto (semanais)

Tedricas Praticas Tedrico praticas Laboratoriais Seminarios Tutoriais Outras Total

0.00 0.00 1.50 0.00 0.00 0.00 0.00 1.50
Total Horas da UC (Semestrais)
Total Horas de Contacto Horas totais de Trabalho
21.00 75.00

.

Docente responsavel (nome / carga lectiva semanal)

Paulo Ignacio Noriega Pinto Machado

\

Outros Docentes (nome / carga lectiva semanal)

Paulo Ignacio Noriega Pinto Machado 1.50 horas

Objetivos de aprendizagem (conhecimentos, aptidoes e competéncias a desenvolver pelos
estudantes)

1. Compreensao dos processos mentais envolvidos nas emocdes e sua relacao com design;

2. Compreender a relacao entre a componente emocional associada a relagdo com o
produto/servico e a preferéncia do produto por parte dos utilizadores;



3. Aplicar técnicas de avaliacao das emocdes geradas pela interacao com o produto/servico.

Conteudos Programaticos / Programa

1. Objecto de estudo e aplicacdes do Design Emocional no Design de Interacao e sua relacao com
a User Experience;

2. Além da funcionalidade, o apelo emocional e a irresistibilidade do produto/servico;

3. Psicologia das emocodes;

4. Abordagens categoriais e axiais das emocoes;

5. A multiplicidade de dimensdes do design e das emocoes;

6. Técnicas de avaliacao das dimensdes emocionais e user experiece na interacao do utilizador
com o produto/servico.

Demonstracao da coeréncia dos contetidos programaticos com os objectivos de
aprendizagem da unidade curricular

A experiéncia emocional é complexa e funciona a diversos niveis fisicos e psicoldgicos. E
necessario compreender esta experiéncia e compreender a relacao biunivoca entre emocao e
cognicao. Naturalmente esta relacao complexa reflete-se nas interacdes entre um utilizador e um
determinado produto ou sistema que também pode desencadear diferentes tipos de emocoes.
Compreender esta relacao e saber quais as formas de a avaliar sao fundamentais na user
experience e no design de interacao.

Metodologias de ensino (avaliacao incluida)

Aulas expositivas e exercicios de aplicacdo de técnicas de avaliacao da componente emocional da
User Experience.

A avaliacdo sera realizada através de trabalhos de grupo (50% da nota) e de um trabalho
individual (50%). Os trabalhos de grupo sao realizados em aula, onde se aplicam diversas técnicas
de avaliacao da user experience relacionada com as emoc¢des. A componente individual consiste
na realizacao da avaliacao das componentes emocionais da user experience num projecto em
desenvolvimento pelos alunos noutra unidade curricular do 29 semestre. (Ex: Projeto de interacao
Il, interfaces ou Jogos Digitais).

Demonstracao da coeréncia das metodologias de ensino com os objectivos de
aprendizagem da unidade curricular

Os conceitos base serao explorados por método expositivo seguido de discussao. Os alunos
devem aplicar em aula os conhecimentos adquiridos como também, posteriormente, aplicar esses
conhecimentos individualmente num projecto que esteja a decorrer.
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Type
[ Compulsory ]
Academic year Degree Cycle of studies Unit credits
2024/25 Master Interaction Design 2 3.00 ECTS
Lecture language Periodicity Prerequisites Year of study/ Semester
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Scientific area

Design

Contact hours (weekly)

Tehoretical Practical Theoretical-practicals Laboratory Seminars Tutorial Other Total

0.00 0.00 1.50 0.00 0.00 0.00 0.00 1.50

\

Total CU hours (semester)

Total Contact Hours Total workload

21.00 75.00

.

Responsible teacher (name /weekly teaching load)

Paulo Ignacio Noriega Pinto Machado

\

Other teaching staff (name /weekly teaching load)

Paulo Ignacio Noriega Pinto Machado 1.50 horas

Learning objectives (knowledge, skills and competences to be developed by students)

1. Understanding the mental processes involved in emotions and their relationship to design;

2. Understand the relationship between the emotional component associated with the relationship
with the product / service and the preference of the product by users;

3. Apply techniques to assess emotions generated by interaction with the product / service.




Syllabus

1. Object of study and applications of Emotional Design in Interaction Design and its relationship
with User Experience;

2. More than functionality, the emotional appeal and irresistibility of the product / service;

3. Psychology of emotions;

4. Categorical and axial approaches to emotions;

5. The multiplicity of dimensions of design and emotions;

6. Techniques for assessing user experience and emotional dimensions in user interaction with the
product / service.

\ J

Demonstration of the syllabus coherence with the curricular unit’s learning objectives

Emotional experience is complex and works at various physical and psychological levels. It is
necessary to understand this experience and to understand the biunivocal relationship between
emotion and cognition. Of course this complex relationship is reflected in the interactions between
a user and a particular product or system that can also trigger different types of emotions.
Understanding this relationship and knowing which forms to evaluate it are fundamental in user
experience and interaction design.

. J

Teaching methodologies (including evaluation)

Expository classes and exercises to apply techniques to evaluate the emotional component of User
Experience.

The evaluation will be carried out through group work (50% of the grade) and individual work
(50%). Group work is carried out in class, where various techniques for evaluating the user
experience related to emotions are applied. The individual component consists of the evaluation of
the emotional components of the user experience in a project under development by the students
in other curricular unity od the 2nd semester (Ex: Interaction Project Il, interfaces or Digital
Games).

\ J

Demonstration of the coherence between the Teaching methodologies and the learning
outcomes

The basic concepts will be explored by expository method followed by discussion. Students must
apply the knowledge acquired in class as well as, subsequently, apply that knowledge individually
to an ongoing project.




L
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