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Modulio tikslas: studiju programos ugdomos kompetencijos

Modulio tikslas — suteikti naudotojui palankaus projektavimo Zinias, kad remiantis jo principais ir metodais gebéty kurti
naudotojo interfeisus bet kuriai technologijai.

Bendrosios kompetencijos:
e  Gebéjimas analizuoti ir sisteminti informacija (BK1).
o Skaidyti sudétingas problemas j dalis; susieti i§ jvairiy Saltiniy gautg informacija pagal pasirinktus poZymius
i visumg (BK1.1).
o  Gebéjimas organizuoti ir planuoti darbus, dirbti individualiai ir grupéje (BK3).
o Dirbti ir komunikuoti jvairialypéje komandoje, sprendziant ne tik informatikos srities, bet ir
tarpdisciplinines problemas (BK3.2).

Dalykinés kompetencijos:
e  Programy sistemy inzinerijos (DK8).

> Analizuoti programy kiirimo veiklas ir jy gerinimo principus, taikyti tinkamus prieziiiros metodus,
uztikrinant kuriamo programinio produkto kokybe¢ (DK8.2).

e Informacijos valdymo (DK9).

o Pritaikyti informacijos valdymo sprendimus, uztikrinancius informacijos sauguma, privatuma, vientisuma ir

pasiekiamumg jvairialypése informacinése sistemose (DK9.2).
e Zmogiskyjy veiksniy ir dirbtinio intelekto (DK11).

o Naudoti programinés jrangos projektavimo principus, jgalinant darny Zmogaus-kompiuterio sistemos darba,
taikyti modernias naudotojo grafinés (langinés) sasajos priemones interaktyviose sistemose jvairiuose
kontekstuose (DK11.1).

o Jvertinti teisines ir etines programy kiirimo aplinkybes (DK11.3).

Modulio studiju siekiniai Studijy metodai Vertinimo metodai

Gebées efektyviai dirbti i$ jvairiy sriciy specialisty
sudarytose komandose, siekiant bendry tiksly.

Grupinis projektas, min¢iy
lietaus seminarai, grupés
diskusijos.

Grupinio projekto etapy
rezultaty pristatymai, kolegy
darby recenzavimas.

Gebés savarankiskai jsisavinti naujas zinias, naujus
maketavimo ir prototipavimo jrankius, naudotojy tyrimo,

Literatliros skaitymas, atvejo
analizé, grupinis projektas.

Egzaminas (atvirieji ir
uzdarieji klausimai bei




sgveikos projektavimo ir vertinimo metodus bei taikyti
juos praktikoje.

Supras eting ir profesing atsakomybeg, vykdant naudotojy
veikly natiralioje aplinkoje tyrimus ir panaudojamumo
testavimus.

Gebés taikyti matematikos, psichologijos, etnografijos ir
sociologijos pagrindy, inzinerijos, kompiuteriy mokslo
teorines Zinias programy sistemy kiirime.

Gebés jzvelgti naujas programy sistemy taikymo
galimybes, jvertinti taikomosios srities ziniy poreik]j,
problemy kompleksiskuma bei jy sprendimy biidy
igyvendinamuma.

Gebés projektuoti, jgyvendinti ir jvertinti naudotojo
interfeisg, atitinkantj reikalavimus.

Gebés parinkti ir panaudoti tinkamus Siuolaikinius
metodus, modelius, problemy sprendimo $ablonus,
igiidzius bei jrankius, biitinus programy sistemy
naudotojo interfeiso makety ir prototipy kiirimui,
jskaitant naujas taikymo sritis.

Gebés panaudoti esama kompiuteriy techning ir
programing jranga, identifikuoti, perprasti ir taikyti
perspektyvias technologijas.

Paskaita, praturtinta
skaidrése pateikta
informacija rastu ir vaizdu
(interfeisy nuotraukomis,
diagramomis, lentelémis,
koncepcinémis schemomis ir
filmais), probleminis
déstymas, duomeny
rinkimas vietoje,
demonstravimas, grupés
diskusija, grupinis projektas,
kolegy darby recenzavimas.

uzduotys), grupinio projekto
uzduociy ataskaitos rastu.
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interaktyviy sistemy panaudojamumas.
Naudotojui palankiis projektavimo procesai. 2 2 4 8 Savarankiskas
literattiros skaitymas.
Naudotojy poreikiai, naudojimo konteksto analizé 2 2 4 2 GrupiEio proj ek}:[o
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i _ S 1) naudotojo
Maketavimas ir prototipavimas 2 4 6 2 poreikiy ir
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16 val. — pasiruo$imas.
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Vertinimo strategija Svoris | Atsiskaity | Vertinimo kriterijai
proc. mo laikas
Grupinis projektas 50 Semestro | 5 grupinio projekto darbai — po 1 balg. Batina dalyvauti bent 3
metu grupinio projekto darby pristatymuose. Pazeidus §j reikalavima
darby jvertinimas mazinamas 10%. Véluojant kaip 1 savaite
jvertinimas maZinamas 10%, daugiau kaip 2 savaités — 20%.
Mini testai 5 Semestro | Teisingi atsakymai j paskaitoje pateiktus klausimus.
metu
Kolegy darby recenzavimas 5 Semestro | Gebéjimas argumentuoti grupinio projekto rasto darby
metu privalumus ir trikumus.
Egzaminas 40 Egzaminy | Gebéjimas pademonstruoti Zinias ir jy pritaikyma. Egzaming
sesijos sudaro atviri ir uzdari klausimai bei praktiné uzduotis.
metu

Reikalavimai dalyko vertinimui eksterno biidu

Ivertinimas galimas eksterno budu:

| Taip.

VU MIF studentai gali kartoti kursa eksterno budu:

e maksimaly galima jvertinima sudaro egzamino vertinimas (40%) ir projekto jvertinimas. Projektas atlieckamas

grupéje vertinamas 50%, individualiai — 45%.

e laikyti egzaming galima, jei anks¢iau klausytame dalyke buvo teigiamai apginti bent 3 laboratoriniai darbai.

Autorius Leidimo Pavadinimas Periodinio | Leidimo vieta ir leidykla
metai leidinio ar internetiné nuoroda
Nr.
ar leidinio
tomas
Privalomoji literatira
K. Lapin Nuolat Zmogaus ir kompiuterio Vilniaus universiteto Virtualioji

atnaujinama

sgveikos paskaity skaidrés,

mokymo aplinka

laboratoriniy darby
aprasymai
B. Shneiderman, 2018 Designing the User Pearson
C. Plaisant, M. Cohen, Interfaces:  Strategies for
S.Jacobs,  N. Elmagvist, Effective Human-Computer
N. Diakopolous Interaction
Papildoma literatiira
D. Benyon, P. Turner, | 2019, 2014, | Designing interactive Addison-Wesley
S. Turner 2010, 2005 systems: people, activities,
contexts, technologies
K. Lapin 2008 Zmogaus ir kompiuterio Vilnius, TEV
sgveika
D. A. Norman. 2002 The Design of Everyday Basic Books; Reprint edition

Things




COURSE UNIT DESCRIPTION

Course unit title Course unit code
Human-Computer Interaction
Lecturer(s) Department where the course unit is delivered
Coordinator: doc. dr. Kristina Lapin Institute of Computer Science
Faculty of Mathematics and Informatics,
Other lecturers: Vilnius University
Cycle Type of the course unit
1% (BA) Optional/individual studies
Mode of delivery Semester or period when the course Language of instruction
unit is delivered
Face-to-face 6" semester English

Prerequisites

Prerequisites: Programming fundamentals

Number of credits Student‘s workload Contact hours Individual work
allocated
5 136 66 70

Purpose of the course unit: programme competences to be developed

The purpose of the course is to help students develop human-centered design skills that ensure consideration of end-users’
needs at all stages of the software design process. The student will learn how to apply well-established methods and
techniques in the creation of usable user interfaces with any technology.

Generic competences:
o Ability to analyze and systematize information (GC1).
o Break down complex problems into parts; combine information from various sources into a whole based on
selected attributes (GC1.1).
e  Ability to organize and plan work, work individually and in a group (GC3)
o Work and communicate in a diverse team, solving not only computer science but also interdisciplinary
problems (GC3.1).
Specific competences:
e  Software engineering (SC8).
o Analyze software development activities and principles for their improvement, apply appropriate
maintenance methods, ensuring the quality of the software product being developed (SC8.2).
e Information management (SC9).
o Apply information management solutions that ensure information security, privacy, integrity and availability
in diverse information systems (SC9.2).
e Human factors and artificial intelligence (SC11).
o Use software design principles to enable harmonious human-computer system operation, apply modern
graphical user interface tools in interactive systems in various contexts (SC11.1).
o Evaluate the legal and ethical considerations of program development (GC11.3).

Learning outcomes of the course unit:

students will be able to Teaching and learning methods Assessment methods

The presentation of the
group project assignments,
peer assessment

Function effectively on multidisciplinary Group project, brainstorming seminars,
teams to accomplish a common goal. group discussions.

Independently acquire new knowledge, Study of literature, case study, group Exam (open and close
modern wireframing and prototyping tools, project questions as well as tasks),




user study, interaction design, and evaluation
methodologies to apply them in practice.

Understand professional and ethical
responsibility in doing user studies in a
natural environment as well as usability
testing

Apply foundations of mathematics,
psychology, ethnography and sociology,
knowledge of engineering, and computer
science theory in software systems
development.

Become familiar with new software
engineering applications, appreciate the
extent of domain knowledge, to evaluate the
complexity of the problems and the feasibility
of their solution.

Design, implement, and evaluate a user
interface to meet desired needs

Select and use appropriate current techniques,
models, solution patterns, skills and tools,
necessary for the creation of user interface
mockups and prototypes involving emerging
application areas.

Use existing hardware, software and
application systems, to identify, understand
and apply the promising technologies.

Lecture, augmented with written
information and images (interface
examples, diagrams, tables, conceptual
schemes, and video) on slides, case-based
teaching, data gathering in a natural
environment, demonstration, group
discussion, group project, and peer
assessment.

written reports of group
project assignments.

Individual work: time and
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Evolution of Human-Computer Interaction, the Individual reading of
- . . 2 2 4 4 .
usability of interactive systems. literature.
User-centered design processes. 2 2 4 8 | Group project
- assignments:
User needs, usage context analysis. 2 2 4 2 1) users’ needs
User research. 2 4 6 6 analysis,
Low-fidelity and high-fidelity prototyping. 2 4 6 | 2 |2 alternative
mockups,
Inf[?rmation architecture design, fluid navigation | 4 2 6 4 3) usability testing,
parierns 4) high-fidelit
Visual information design, design for human 2 2 4 8 ) Igt tl 4
perception and cognition. 0 pro 9 y_pe
User interface design for desktop and mobile 4 6 0 4 |9 he“”St'_C
applications. evaluation
Usability evaluations: analytical and empirical 6 6 12| 4
Designing documentation and user support. 1 1 2 4
Information visualization 110|001 2 2
Course summary: guidelines, principles, and 21010]0]0|0]|2 6
theories
Preparation for and taking an exam 2 4 | 16 | 2 hours — consultancy




2 hours — exam taking
16 hours — preparation.

Total |30 | 2 | O | O |32 66 | 70
Assessment strategy Weig | Deadline Assessment criteria
ht %
Group project assignments 50 During the 5 group project assignments worth each 1 point. Students are
semester expected to participate in at least 3 presentations. In case this
requirement is violated — the grade is reduced by 10%. The
penalty for more than 1 week delay — 10% grade, and for more
than 2 weeks — 20% grade.
Mini tests 5 During the Correct answers to questions during the lecture.
semester
Reviews of peers’ projects 5 During the Evaluation of the benefits and drawbacks of the peers’
semester assignments.
Exam 40 Exam session | Ability to demonstrate and apply knowledge. The exam contains
open and close questions as well as practical task.
Author Publishing Title Number | Publisher or URL
year or
volume
Required reading
K. Lapin Constantly Course slides and group The virtual learning
updated project assignment environment of Vilnius
descriptions and University
requirements
B. Shneiderman, 2018 Designing interactive Pearson
C. Plaisant, M. Cohen, systems: people, activities,
S. Jacobs, N. EImqvist, contexts, technologies
N. Diakopolous
Recommended reading
D. Benyon, P. Turner, | 2014, 2010, | Designing interactive Addison-Wesley
S. Turner 2005 systems: people, activities,
contexts, technologies
K. Lapin 2008 Zmogaus ir kompiuterio Vilnius, TEV
saveika
D.A. Norman. 2002 The Design of Everyday Basic Books; Reprint edition
Things




