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LEARNING OUTCOMES (knowledge, skills and competence)

On successful completion of this course unit, the student should be able to:

1. Identify the decisive factors for the users interaction in the context of the Internet of Things (IoT) in the areas following areas:
users, data and security.

2. Analyze the tasks, users and contexts in operations of the IoT devices networks.

3. Apply the human-computer interaction patterns in interface design for loT.

4. Design usable functional prototypes of interactive systems.

5. Create usability evaluation plans of prototypes oriented to interaction with objects and data of loT.

6. Execute usability evaluation tests of prototypes.

7. Analyze the data from usability evaluation tests.

CONTENTS

. Introduction to usability and user experience in loT.

. Principles and usability rules.

. Techniques to design interactive systems.

. Interaction Design.

. Safety and usability in the lot.

. Trust and usability in the lot.

. Privacy and usability in the lot.

. Interactive systems evaluation for loT.
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5. User Interfaces in the loT.
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0. Collection, analysis and discussion of data from interactive systems evaluation.
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DEMONSTRATION OF THE CONTENTS COHERENCE WITH THE COURSE UNIT’S LEARNING OUTCOMES

We specify the relevant contents for each learning outcome:

1. Identify the decisive factors for the users interaction in the context of the Internet of Things (IoT) in the areas following areas:
users, data and security (1, 2, 5, 6, € 8).

2. Analyze the tasks, users and contexts in operations of the IoT devices networks (2).

3. Apply the human-computer interaction patterns in interface design for loT (2, 3, 4, 5, 6, 7, e 8).

4. Design usable functional prototypes of interactive systems (2, 3, 4, e 5).

5. Create usability evaluation plans of prototypes oriented to interaction with objects and data of loT (9).
6. Execute usability evaluation tests of prototypes (9).

7. Analyze the data from usability evaluation tests (10).
TEACHING METHODOLOGIES

Each topic is explored in the first part of the class through the presentation and discussion of the respective contents. In the
second part of the class will be applied practical work related to the evaluation project of the course.

DEMONSTRATION OF THE COHERENCE BETWEEN THE TEACHING METHODOLOGIES AND THE LEARNING
OUTCOMES

The presentation of the theoretical and pratical contents are exemplified by case studies that help students to develop solutions
to the problems presented by the final assessment project. The practical part of the class should support iteratively the different
working phases to complete the final project.

EVALUATION METHODS
The assessment has one component:

Final project with report and respective defense: 100%.

Each project must be completed by groups of 2 students maximum.
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