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Tipo
[ Obrigatéria ]
Ano lectivo Curso Ciclo de estudos Créditos
2024/25 Mestrado Design de 20 4.00 ECTS
Interacao
Idiomas Periodicidade Pré requisitos Anc;CurrlcuIar/
emestre
Portugués semestral 20/1°
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 80.00

Docente responsavel (nome / carga lectiva semanal)

Paulo Ignacio Noriega Pinto Machado

\ J

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)

Promover o conhecimento que ligue a investigacdo em neurociéncia com 0os comportamentos
humanos de utilizadores tipicos e atipicos em interacao com produtos ou servicos Promover a
compreensao da relacao entre as funcdes cerebrais gerais e 0 comportamento humano de modo a
integrar esse conhecimento no design de interacao em utilizadores com funcionamento tipico e



atipico do cérebro.

Conteudos Programaticos / Programa

1 Histéria do estudo do cérebro ao longo do tempo.

2 Bases de neuroanatomia.

3 Metodologias em neurociéncias.

4 Lateralizagao.

5 Perturbacoes neuroldgicas: oprtunidades e responsabilidades para o design.
6 Descricao e estudo das perturbacdes neuroldgicas.

7 As metodologias das neurociéncias em contexto aplicado para o design.

8 Neurociéncias, bem estar e entretenimento;

9 Neurociéncias do consumidor e desenvolvimento de produto;

10 Neurociéncias e comunicagao: interfaces e estratégias.

Demonstracao da coeréncia dos contetidos programaticos com os objectivos de

aprendizagem da unidade curricular

Nesta unidade curricular pretende-se que os alunos aprendam sobre Neurociéncias e o potencial
da sua utilizacao no Design. Por conseguinte, o conteddo programatico inclui as tematicas
correspondentes.

Metodologias de ensino (avaliacao incluida)

Avaliacao: Trabalho de Grupo com a ponderacao de 65% da nota e 30% de uma componente
individual que pondera a realizacao de um teste escrito. 5% da nota é ponderada pela assiduidade
nas aulas.

O trabalho de grupo é centrado na analise de uma perturbagado do sistema nervoso ou dos
sistemas sensoriais, tendo os estudantes que descrever essa perturbacdo e numa ética do projeto
em design de interacao, fazer um benchmarking de produtos ou servicos adaptados a utilizadores
com as perturbacdes estudadas e desenvolverem quais as orientacdes a ter em atencao para o
desenvolvimento de projeto de interacao para esses utilizadores e propor um produto ou servico
em que as especificidades das interagdes com esses utilizadores estejam contempladas.

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

Os estudantes irdo aprender sobre conceitos de neurociéncias e a sua aplicacao ao design. Varios
métodos neurocientificos serao apresentados. Por fim, os alunos farao uma apresentacao de um
tema a escolha relacionado com a tematica e irdo desenvolver um projeto de neurociéncias e
design. Por conseguinte, esta abordagem de ensino e avaliacao foi desenhado para responder aos
objectivos da unidade curricular.
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Bibliografia Principal

Amthor, F. (2016). Neuroscience for dummies. John Wiley & Sons.

Eysenck, M.W., & Keane, M.T. (2015) Cognitive Psychology: A Student’s Handbook. Psychology
Press: East Sussex

Genco, S. J., Pohimann, A. P., & Steidl, P. (2013). Neuromarketing for dummies. John Wiley & Sons.
Stirling, J., Elliot, R. (2016). Introducing Neuropsychology. Routledge: New York

VanPutte, C.L., Regan, J.L., Russo, A.F., Seeley, R., Stephens, T., & Tate, P. (2014). Seeley’s
Anatomy & Physiology. McGrawHill: New York

Bibliografia Complementar

“Emotional design: why we love (or hate) everyday things”, Norman DA, Basic Books, New York,
2004.

“Neuroscience: The Science of the Brain”, Morris R, and Fillenz M (Eds), British Neuroscience
Association, 2005.

“Neuroethics: challenges for the 21st century”, Levy N, Cambridge University Press, Cambridge,
20077

“Your Brain and Your Self: what you need to know”, Neirynck ], Springer, Berlin, 2009.?
“Neuromarketing: exploring the brain of the consumer”, Zurawicki L, Springer, Berlin, 2010.

“How games moves us: emotion by design (playful thinking)”, Isbister K., The MIT Press,
Massachusetts, 2016.
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Curricular Unit Name

[ 201822004 - Neurosciences applied to Design ]
Type
[ Compulsory ]
Academic year Degree Cycle of studies Unit credits
2024/25 Master Interaction Design 2 4.00 ECTS
Lecture language Periodicity Prerequisites Year of study/ Semester
Portuguese semester 2/1

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 80.00

.

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)

Promote knowledge that links neuroscience research with the human behavior of typical and
atypical users interacting with products or services.

Promote understanding of the relationship between general brain functions and human behavior in
order to integrate this knowledge into the design of interaction in users with typical and atypical
brain functioning.
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Syllabus

\

1 History of the study of brain over time.

2 Bases of neuroanatomy.

3 Methodologies in neurosciences.

4 Lateralization.

5 Neurological disorders: opoortunities and responsability for design.
6 Neurological disorders description and study.

7 Neuroscience methodologies in applied context for design:

8. Neuroscience, wellness and entertainment;

9. Consumer neuroscience and product development;

10. Neurosciences and communication: interfaces and strategies.

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

In this course the goal is for students to learn about Neurosciences and its application to design.
Consequently, the contents are chosen as appropriate.

Teaching methodologies (including evaluation)

\

Assessment: Group work with the weighting of 65% of the grade and 30% of an individual
component that weights the completion of a written test. 5% of the grade is weighted by class
attendance.

The group work is centered on the analysis of a disturbance of the nervous system or of the
sensory systems, with the students having to describe this disturbance and, from the perspective
of the project in interaction design, benchmarking products or services adapted to users with the
studied disorders. and to develop which guidelines to take into account for the development of an
interaction project for these users and to propose a product or service in which the specifics of
interactions with these users are considered.

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

-

\

Students will learn about general neuroscience concepts and their application to design. They will
also be introduced to various neuroscientifc methods- Finally, students will do a presentation of a
theme of choice and also a project related to neurosciences and design for evaluation. Therefore,
this approach is designed to comply strongly with the goals of the course.

Main Bibliography

Amthor, F. (2016). Neuroscience for dummies. John Wiley & Sons.
Eysenck, M.W., & Keane, M.T. (2015) Cognitive Psychology: A Student’s Handbook. Psychology




Press: East Sussex
Genco, S. J., Pohimann, A. P., & Steidl, P. (2013). Neuromarketing for dummies. John Wiley & Sons.
Stirling, J., Elliot, R. (2016). Introducing Neuropsychology. Routledge: New York

VanPutte, C.L., Regan, J.L., Russo, A.F., Seeley, R., Stephens, T., & Tate, P. (2014). Seeley’s
Anatomy & Physiology. McGrawHill: New York

Additional Bibliography

“Emotional design: why we love (or hate) everyday things”, Norman DA, Basic Books, New York,
2004.

“Neuroscience: The Science of the Brain”, Morris R, and Fillenz M (Eds), British Neuroscience
Association, 2005.

“Neuroethics: challenges for the 21st century”, Levy N, Cambridge University Press, Cambridge,
20077

“Your Brain and Your Self: what you need to know”, Neirynck J, Springer, Berlin, 2009.?
“Neuromarketing: exploring the brain of the consumer”, Zurawicki L, Springer, Berlin, 2010.

“How games moves us: emotion by design (playful thinking)”, Isbister K., The MIT Press,
Massachusetts, 2016.




