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Tipo
[ Optativa
Ano lectivo Curso Ciclo de estudos Créditos
Mestrado Design
Comunicacao
Mestrado Design Produto
2025/26 MI Interiores 29 3.00 ECTS
Mestrado Design Moda
MI Arquitetura - Esp.Arq
MI Arquitetura - Esp.Urb
Idiomas Periodicidade Pré requisitos Ano Curricular /
Semestre
Portugués ,Inglés semestral
Area Disciplinar
Design
Horas de contacto (semanais)
Tedricas Praticas Tedrico praticas Laboratoriais Seminarios Tutoriais Outras Total
0.00 0.00 2.00 0.00 0.00 0.00 0.00 2.00
Total Horas da UC (Semestrais)
Total Horas de Contacto Horas totais de Trabalho

28.00 75.00

Docente responsavel (nome / carga lectiva semanal)

Marco Antdnio Neves da Silva

\

Outros Docentes (nome / carga lectiva semanal)

Marco Antonio Neves da Silva 1.00 horas
Carolina Bozzi 1.00 horas

\

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



estudantes)

Informar e contextualizar a no¢ao alargada de design de interacao, promovendo o recurso a
solucdes interativas no ambito do projeto de design para produtos e servicos.

Permitir a aquisicao de conhecimentos sobre conceitos e referéncias, na intersecao entre design e
interacdo, dominando os elementos e os principios, sua importancia e finalidade.

Contribuir para o conhecimento de procedimentos interativos e sua aplicabilidade em produtos e
servigos concebidos por designers.

Entender e desenvolver solucdes interativas, quando integradas em projetos de design e
contribuir para abordagens abrangentes em diversos contextos de experiéncia de utilizacao.

Conteudos Programaticos / Programa

O design de interacao e areas emergentes em design, entre a concecao de artefactos e a
orientacao para experiéncias.
As nocoes de interacao e participacao de utilizadores.

Os elementos e tipos de interacao e as condicionantes dos meios para desenvolvimento de
solucdes integradas.

Meios digitais e meios fisicos; GUI (Graphical User Interfaces) e TUI (Tangible User Interfaces);
interfaces desktop, Web e mobile; as nocdes de ubiquidade e IoT (Internet of Things).

Métodos auxiliares de concecdo (arquitetura de informacado, wireframes, protétipos de simulagao
interativa) e métodos auxiliares de avaliacao (testes de usabilidade e protocolos verbais).

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

Os conteudos programaticos da UC constituem um conjunto de principios, métodos e
instrumentos, entre varios selecionaveis, que permitem aos designers de produto e servicos,
compreender e invocar solucdes interativas, com niveis de integragao variaveis nos seus projetos.
Estes conteddos permitem aos alunos, conhecer e produzir interacao em suportes fisicos e
digitais.

A diversificacao de contelddos apresentada pretende aproximar os conhecimentos e competéncias

a adquirir, de uma nocdo o mais completa possivel de interacao, das suas potencialidades e da
sua importancia junto da experiéncia do utilizador.

Metodologias de ensino (avaliacao incluida)

Aulas de exposicao de conteldos sobre os topicos listados no programa da unidade curricular,
fazendo uso da sintese interpretativa de autores, mas também apresentando referéncias visuais e
audiovisuais, onde é possivel observar a aplicacdao dos elementos e principios. Estas aulas devem
informar, mas também estimular o interesse dos alunos, levando-os a consultas adicionais fora




das horas de contacto. Para tal serdao usadas apresentacdes digitais através de projecao,
incentivando a participagao de todos os alunos.

Aulas praticas ou de desenvolvimento de trabalho, em que os alunos se ocupam da criagao,
desenvolvimento e execucao das suas propostas para as fases do projeto proposto. Em cada uma
destas sessoes sera feito acompanhamento através da exposicao dos alunos e discussao em torno
das ideias e resultados evidentes no momento.

Aulas de apresentacao e discussao dos resultados, em que os alunos expéem ao docente e aos
colegas, as obtencdes das fases de projeto. Estas sessdes estabelecem um balanco onde devem
ser mencionados aspetos a alterar ou melhorar a totalidade das evidéncias expostas.

A avaliacdo dos alunos sera feita de acordo com o definido pelo regulamento da FA-ULisboa, isto &,
de uma forma continua. Os elementos de avaliacao serao um exercicio escrito de pesquisa, um
projeto de caracter pratico e a participacao individual.

Todos os momentos de acompanhamento constituem situagdes de reflexao e aprendizagem. Estes
momentos sao determinados pelos critérios de criatividade, inovacao e demonstracao de
conhecimentos, aos quais se juntam a argumentacao e apresentacao. Sao também fatores de
ponderacao a assiduidade e a participacao.

Os alunos com nota inferior a 10 valores em avaliacdo continua podem-se inscrever em exame de
12 ou 22 chamada, que consistira na realizacao de uma prova escrita.

Os alunos com nota superior a 10 valores em avaliacao continua podem-se inscrever em exame
de 12 ou 22 chamada, que consistird na apresentacao dos elementos de avaliacdo do semestre e
respetivas propostas de melhoria.

.

Demonstracao da coeréncia das metodologias de ensino com os objectivos de

aprendizagem da unidade curricular

As possibilidades de interacao em produtos e servicos, visam otimizar os comportamentos
partilhados e reciprocos, entre utilizadores e constituicdes materiais. Nesse sentido, torna-se
importante conhecer e aprofundar conceitos estruturantes do design de interacao, que contribuam
para processos de concecao e desenvolvimento projetual, onde sao consideradas situacdes de
utilizacdo, e que por consequéncia, exijam estratégias para interagir com diversos intervenientes.
E benéfica a analise de procedimentos j& usados, sua implementacdo ou adequacdo. O
desenvolvimento de projetos ira permitir a acumulacao de experiéncia que devera ser confrontada
com exemplos de referéncia.

N\

Bibliografia Principal

Buxton, B (2007). Sketching User Experiences: Getting the Design Right and the Right Design, San
Francisco: Morgan Kaufman.
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connected things. International Journal of Design, 13, 3, 139-155.
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services. John Wiley & Sons.
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Niedderer, K (2006). Designing Mindful Interaction: the Category of Performative Object. Design
Issues, 23(1), Massachusetts Institute of Technology, 3-17.

Wiberg, M (2018). The Materiality of Interaction: Notes on the Materials of Interaction Design. MIT
Press, Cambridge, MA.
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Behave. Artifact, 1(2): 106-119.

Dubberly, H., Haque, U., Pangaro, P. (2009). ‘What is Interaction? Are there Different Types? in
http://www.dubberly.com/articles/what-is-interaction.html

HOok, K., & Lowgren, J. (2021). Characterizing interaction design by its ideals: A discipline in
transition. She Ji: The Journal of Design, Economics, and Innovation, 7(1), 24-40.

Jung, J., Kleinsmann, M., & Snelders, D. (2022). A vision for design in the era of collective
computing. Journal of Engineering Design, 33(4), 305-342.

Sanders, E., Stappers, P. (2008). Co-creation and the New Landscapes of Design. CoDesign
International Journal of CoCreation in Design and the Arts 4(1), 5-18.

Sturdee, M., & Alexander, J. (2018). Analysis and classification of shape-changing inter-faces for
design and application-based research. ACM Computing Surveys (CSUR), 51(1), 1-32.




FACULDADE DE ARQUITETURA

UNIVERSIDADE DE LISBOA

CURRICULAR UNIT FORM

Curricular Unit Name

[ 202399228 - Interactive Products and Services ]
Type
[ Elective ]
Academic year Degree Cycle of studies Unit credits
Master Communication
Design
Master Product Design
2025/26 IM Interiors 2 3.00 ECTS

Master Fashion Design
IM Architecture - Spec.Arch
IM Architecture - Spec.Urb

Lecture language Periodicity Prerequisites Year of study/ Semester
Portuguese ,English semester

Scientific area

Design

Contact hours (weekly)

Tehoretical Practical Theoretical-practicals Laboratory Seminars Tutorial Other Total

0.00 0.00 2.00 0.00 0.00 0.00 0.00 2.00

\

Total CU hours (semester)

Total Contact Hours Total workload

28.00 75.00

.

Responsible teacher (name /weekly teaching load)

Marco Antdnio Neves da Silva

\

Other teaching staff (name /weekly teaching load)

Marco Antonio Neves da Silva 1.00 horas
Carolina Bozzi 1.00 horas

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



Inform and contextualize the broad notion of interaction design, promoting the use of interactive
solutions within design projects for products and services.

Allow acquisition of knowledge about concepts and references, at the intersection between design
and interaction, mastering elements and principles, their importance and purpose.

Contribute to the knowledge of interactive procedures and how they can apply in products and
services conceived by designers.

Understand and develop interactive solutions when integrated into design projects and contribute
to comprehensive approaches in different contexts of user experience.

\

Syllabus

Interaction design and other emerging areas in design, between conceiving artifacts and guiding
experiences.

Notions of interaction and user participation.

Elements and types of interaction and the constraints of media for the development of integrated
solutions.

Digital and physical media; GUI (Graphical User Interfaces) and TUI (Tangible User Interfaces);
desktop, web and mobile interfaces; notions of ubiquity and loT (Internet of Things).

Auxiliary design methods (architecture information, wireframes, interactive simulation prototypes)
and auxiliary evaluation methods (usability testing and verbal protocols).

\

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

The curricular unit syllabus is a set of principles, methods and tools, among several selectable
ones, that allow product and service designers to understand and invoke interactive solutions, with
varying levels of integration in their projects.

These contents allow students to know and how to produce interaction in physical and digital
media.

This diversified set of presented contents, intends to bring knowledge and skills closer to the most
complete possible understanding of interaction, its potential and its importance for user
experience.

.

Teaching methodologies (including evaluation)

Classes for exposing content on listed topics in the syllabus, making use of interpretative synthesis
from several authors, but also presenting visual and audiovisual references, where it is possible to
observe elements and principles being applied. These classes should inform, but also stimulate
students' interest, leading them to additional consultations outside contact hours. For this, digital
presentations will be used through projection, encouraging participation of all students.

Practical or work development classes, in which students are responsible for creation,




development and execution of their proposals for project phases. In each of these sessions, there
will be follow-up through student sharing and discussion around ideas and results most evident at
the time.

Classes for presentation and discussion of results, in which students display to the teacher and
colleagues their achievements of each project phase. These sessions establish a balance in which
features to be changed or improved must be mentioned.

Evaluation of students will be carried out in accordance with FA-ULisboa regulations, i.e, on a
continuous basis. Evaluation elements will be a written research exercise, a practice-based project
and individual participation.

All monitoring moments constitute reflection and learning situations. These moments are
determined by criteria of creativity, innovation and demonstration of knowledge, to which
argumentation and presentation are added. Also factors of weighting are attendance and
participation.

Students with a grade lower than 10 in continuous assessment can register for a 1st or 2nd call
exam, which will consist of a written test.

Students with a grade higher than 10 in continuous assessment can register for a 1st or 2nd call
exam, which will consist of the presentation of evaluation elements of the semester and their
respective improvement proposals.

\ J

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

Possibilities of interaction in products and services aim to optimize shared and reciprocal behavior
between users and material constitutions. In this sense, it is important to know and deepen
structuring concepts of interaction design, which contribute to design and project development
processes, where situations of use are considered, and which consequently require strategies to
interact with different stakeholders. It is beneficial to analyze already used procedures, their
implementation or adequacy. Project development will allow accumulation of experience that
should be compared with reference examples.

N\ J
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