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Name of Study Program Visual Communication Design 

Course Name Interface Design 

Code DV184602 

Semester 6 

credits 4 / 6,4 ECTS 

Lecturer Nurina Orta 

 

Study Materials Interface design, usability and user-experience 

Program Learning 

Outcome (PLO) 

P. 1 

 

draft theoretical about design ( Design Theory ) in a way general and at least 

one draft theorists design visual communication ( Ecological Theory, 

Constructivism, Semiotics, Gestalt Theory, Cognitive Theory, or Huxley - 

lester Model ) deep ; 

P.4 draft general social culture , ecology , and principles preservation 

environment ; 

P.5 methodology design in a way deep ; 

P. 7 concepts , principles , methods , and techniques application color , 

composition ( nirmana ), design process , photography , and computers 

graphics ; 

P. 8 draft general , principles , and techniques communication effective ; 

P. 9 knowledge factual about types and regulations broadcasting , journalism and 

Information and Transactions Electronics , developments technology cutting 

edge in the field design visual communication ; 

KK.

5 

capable pioneering business independent in the sector visual communication 

COURSE LEARNING 

OUTCOME (CLO) 

M1 Students are able to understand the realm of human and computer interaction 

M2 Students are able to describe human psychology and the needs for human 

cognition that can be met by screens 

M3 Students are able to explain technological developments in relation to screens 

M4 Students are able to explain the reactions of human and computer interaction 

M5 Students are able to develop interface design concepts 

M6 Students are able to design these concepts into software that complies with 

HCI standards 

 

Wee

k 
Lesson Learning 

Outcome (LLO) 

Comprehensive 

Coverage of 

Learning 

Materials 

Learning 

Methods 

Estimate

d 

Time 

Student 

Learning 

Experience 

Criteria and 

Indicator 

Evaluation 

Weight 

[%] 

1,2 Students are able 

to understand the 

realm of human 

and computer 

interaction 

 

Introduction to 

interface 

design, Human-

Computer 

Interaction 

Human 

Psychology 

Screen-based 

technology 

Face to 

face 

480 Presentation 

of material 

and case 

studies 

regarding 

human and 

computer 

interaction, 

Class 

Discussions, 

Group 

Discussions 

 

Students are 

able to 

provide case 

examples 

related to 

the 

developmen

t of 

interface 

design 

10% 

   Assistanc

e 

192    

   Self-

Study 

288    



3,4 Students are able 

to describe human 

psychology and 

the needs for 

human cognition 

that can be met by 

screens 

 

Human 

Psychology 

Face to 

face 

480 Providing 

material on 

human 

psychology, 

case studies, 

group 

discussions 

Humans are 

able to 

describe the 

role of 

emotions, 

the 

hierarchy of 

how humans 

think and 

interact 

10% 

   Assistanc

e 

192    

   Self-

Study 

288    

5-6 Students are able 

to explain 

technological 

developments in 

relation to screens 

Screen-based 

technology 

Face to 

face 

480 Presentation 

of material 

regarding 

development

s in design 

and 

technology 

related to 

society 

Students are 

able to 

analyze 

examples of 

errors in 

technology 

case studies 

10% 

   Assistanc

e 

192    

   Self-

Study 

288    

7-10 Students are able 

to explain the 

reactions of 

human and 

computer 

interaction 

 

User 

Experience 

Design, user-

oriented 

technology 

Face to 

face 

960 Presentation 

of material 

regarding 

user-oriented 

design, 

intersecting 

design 

functions and 

aesthetics, 

Gamification 

Students are 

able to 

analyze 

user-

oriented 

designs 

20% 

   Assistanc

e 

384    

   Self-

Study 

576    

11-

12 

Students are able 

to develop 

interface design 

concepts 

Ideation 

Technique 

Face to 

face 

480 Presentation 

of material 

regarding 

ideation 

methods, 

data mining 

and user 

information, 

assistance 

between 

students and 

lecturers as 

mentors, 

discussions 

between 

groups (peer 

review) 

Students are 

able to 

produce 

concepts 

through the 

idea mining 

method 

10% 

   Assistanc

e 

192    



   Self-

Study 

288    

13-

16 

Students are able 

to design these 

concepts into 

software that 

complies with 

HCI standards 

User Oriented 

Design, User 

Testing 

Face to 

face 

960 Group 

discussion 

with lecturer 

as moderator, 

Peer review 

Students are 

able to 

utilize the 

feedback 

they get 

from fellow 

classmates 

and 

lecturers 

40% 

 

REFERENCES 

1. The social design of technical systems 

2. The Encyclopedia of Human Computer Interaction, 2nd edition 

3. Gamification at Work, design engaging business software



UI Design Examination 

 

In the final report, reflection/learning must be written from the Proposal stage to the 

final design. The final report contains an analysis of the design of the work in PDF 

format which follows the structure of the document as follows: 

a. Product title  

b. Abstract  

c. Background of the problem  

d. Objectives and results to be achieved  

e. Design methodology  

f. Analysis of the design of the work includes:  

- Target users and participants involved; Including psychological needs, motivation, 

behavior, and actions to be targeted.  

- Insight statement for target users  

- Stakeholders and the environment and related systems (e.g., social, community, and 

technological)  

- Product and service limitations  

- Technology used  

- Form and explore design and prototype concepts such as: • Ecosystems map, journey 

map, systems map, service blueprint - Product and/or service design usage scenarios 

(not product usage manuals) • Navigation, information architecture, and wireframes - 

Reflection/learning  

g. User testing methods and results (evaluation): 

i. Hypothesis testing  

ii. Participants involved  

iii. Test protocol  

iv. Measuring instruments (eg. UEQ, Attrakdiff, SUS)  

v. Reflection/learning  

vi. Conclusions and suggestions for iterations  

h. Conclusion  

i. Bibliography  

j. Supporting attachments 

2. Prototype  

The prototype presented is a high-fidelity prototype product (please provide the link) 

 

3. Presentation File  

The presentation file presents the final report, prototype results, UX analysis and 

evaluation 

 

Final Report Assessment Criteria 

1.  Problem Identification 20% ●  Urgency/benefit ●  Justification of the problem 
both through literature data and primary data ●  Detailed understanding of the 
problem  



2.  Design Innovation 30% ●  Originality ●  Social/economic value  
3. Design Method 30%●  Data collection method for identification of user needs ●  

Design and testing steps carried out based on UX principles  
4. Output 20% ●  Clarity of content ●  Creativity and aesthetics ●  Originality (free 

from copyright problems of images/videos/ and the like 
 


