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The course information as follows may be subject to change, either during the session because of unforeseen
circumstances, or following review of the course at the end of the session. Queries about the course should be
directed to the course instructor.

1. LR Course Title FaARGE
Product UX
,  RER IR B

Originating Department School of Design

RERS
3. DS335
Course Code

4. BIEZ 4 Credit Value 3

.
5. R L EEEIE Major Elective Course

Course Type

BIRZEH

6. = Fall
Semester
BIRES

7. 3 English

Teaching Language

BREG. FTBER. KREAR

(ZnEBABARIR, BEFIHH IR
RHUT) Thomas Fischer

8. Professor, School of Design

Instructor(s), Affiliation & |

tfischer@sustech.edu.cn

Contact
(For team teaching, please list

all instructors)




10.

11.

12.

13.

14.

15.

SR R/BB. MEER. KRS
= 7 NA

Tutor/TA(s), Contact

ERA KRBT
Maximum Enrolment

(Optional)
BEAR R SFHEFAL | KBRS HEe(ERMEIH) S8 i)
Delivery Method Lectures || Tutorials Lab/Practical | Other (Please specify) || Total
F# 32 32 64
Credit Hours

ZBRE. HEFEIER
Pre-requisites or Other | & N/A
Academic Requirements

BHRE. HEZIAK
Courses for which this course | It N/A

is a pre-requisite

HEERBERARENER
Cross-listing Dept.

7 N/A

BEAMEHFEHRB SYLLABUS

# 2% B#x Course Objectives

This course allows students to design a moderately-sized product with an emphasis on its interactive qualities. Students
will conduct research into target users’ habits, needs, and preferences. Then students will conceptualize product
interaction modes in response to their user research findings. Finally, students will design and implement functional
prototypes (interactively functional models) that embody the proposed interaction modes and qualities that address the
identified user habits, needs, and preferences. For these purposes, students will use 3D modeling and electronic
prototyping techniques. This course aims at design qualities, including visual appearance, ergonomics, human factors,
tactile/material properties, Ul feel, responsiveness, and multimodal perception and operation. The course is delivered in a
studio format, with learning and teaching relying primarily on studio tutorials, lectures, and reviews, with industry lectures
and industry visits conducted as far as possible and appropriate. Student assessment is based on attendance and
participation (10% of overall grade) and final presentation (90% of overall grade). The final presentation is expected to

include a thorough and convincing account of the design development process, including multiple options considered and




16.

17.

choices made from those options at various stages during the project.
Skills: User research for interactive product inspiration, 3D modeling, functional prototyping/model making

AURIEA 2 HE S5 SR 5 HMB A Bl SRR AT etk . i URAE A B ANE B 2R .
This course will include field trips and collaborations with external companies depending on availability. Lecture and

activity schedules are indicative and may be adjusted.

FHA ¥ SR Learning Outcomes

ERRBEERE, FABERD:
At the end of this course, students will be able to:

1. Identify user habits, needs, and preferences;

2. Conceptualize product interaction modes in response to user habits, needs, and preferences;

3. Design interactive products that address identified user habits, needs, and preferences.

REABTRBERRN (MRRBFUEAHE, WREBEABNBTUAREX; MEANKZHEREE, HFEEHITHE
BA)

Course Contents (in Parts/Chapters/Sections/Weeks. Please notify name of instructor for course section(s), if
this is a team teaching or module course.)

Week Content

1 Lecture (4 hours)
Course introduction and overview.

Lecture: Project brief and introduction to design interaction.

Practice (4 hours)

Lecture: User research methods for product interaction, workshop.

Lecture (4 hours)
Lecture: 3D modelling for product prototyping

Practice (4 hours)

Workshop and project tutorials.

2 Lecture (4 hours)

Lecture: Electronic prototyping for product interaction.

Practice (4 hours)

Workshop and project tutorials.
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19.

Lecture (4 hours)

Interim review preparation, tutorials.

Practice (8 hours)

Interim Review with invited guests (depending on availability), formative feedback.

3 Lecture (4 hours)

Project tutorials and workshop.

Practice (4 hours)

Project tutorial and workshop.

Lecture (4 hours)

Lecture and discussion about exhibition, description, demonstration of outcomes.

Practice (4 hours)

Project tutorial and workshop.

4 Lecture (4 hours)
Project tutorials and workshop.

Practice (4 hours)

Project tutorial and workshop.

Lecture (4 hours)

Final review preparation.

Practice (4 hours)

Final review with invited guest (depending on availability), summative feedback.

B RHEESEEFF Textbook and Supplementary Readings

O'Reilly, Sebastopol, CA.

Birmingham and Mumbai.

1. Simon King and Kuen Chang (2016). Understanding Industrial Design. Principles for UX and Interaction Design,

2. Will Grant (2022). 101 UX Principles. Actionable Solutions for Product Design Success, 2nd edition, Packt,

B2 1E{E ASSESSMENT
RS TEAEE ] HEREBEESL B &3
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Type of Time % of final Penalty Notes

Assessment score

H#) Attendance 10%

RERAR
Class
Performance

NS
Quiz

BT B Projects

i Rk

Assignments

Hrp iR
Mid-Term Test

HREZR

Final Exam

R 90%
Final
Presentation

He (TRERE
BE M EIFEHTTR)
Others (The
above may be

modified as

necessary)

L9 AT GRADING SYSTEM

MA. +=&Z5%E Letter Grading
OB. —KicH# (BiI/Fi@EFE) Pass/Fail Grading

B2t REVIEW AND APPROVAL

KREBEREELLIUTREANZRSHIGED
This Course has been approved by the following person or committee of authority

Professor Tom Kvan

Dean, School of Design
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The course information as follows may be subject to change, either during the session because of unforeseen
circumstances, or following review of the course at the end of the session. Queries about the course should be
directed to the course instructor.

1. LR Course Title FaARGE
Product UX
,  RER IR B

Originating Department School of Design

RERS
3. DS335
Course Code

4. BIEZ 4 Credit Value 3

.
5. R L EEEIE Major Elective Course

Course Type

BIRZEH

6. = Fall
Semester
BIRES

7. 3 English

Teaching Language

RRBIG. FTRER. BREAAR
(#n B EIBASIR, &5 AH M5
REU) Xueliang Li

8. Assistant Professor, School of Design

Instructor(s), Affiliation & | ] )

imlixueliang@gmail.com
Contact

(For team teaching, please list

all instructors)




10.

11.

12.

13.

14.

15.

SR R/BB. MEER. KRS
= 7 NA

Tutor/TA(s), Contact

ERA KRBT
Maximum Enrolment

(Optional)
BEAR R SFHEFAL | KBRS HEe(ERMEIH) S8 i)
Delivery Method Lectures || Tutorials Lab/Practical | Other (Please specify) || Total
F# 32 32 64
Credit Hours

ZBRE. HEFEIER
Pre-requisites or Other | & N/A
Academic Requirements

BHRE. HEZIAK
Courses for which this course | It N/A

is a pre-requisite

HEERBERARENER
Cross-listing Dept.

7 N/A

BEAMEHFEHRB SYLLABUS

# 2% B#x Course Objectives

This course allows students to design a moderately-sized product with an emphasis on its interactive qualities. Students
will conduct research into target users’ habits, needs, and preferences. Then students will conceptualize product
interaction modes in response to their user research findings. Finally, students will design and implement functional
prototypes (interactively functional models) that embody the proposed interaction modes and qualities that address the
identified user habits, needs, and preferences. For these purposes, students will use 3D modeling and electronic
prototyping techniques. This course aims at design qualities, including visual appearance, ergonomics, human factors,
tactile/material properties, Ul feel, responsiveness, and multimodal perception and operation. The course is delivered in a
studio format, with learning and teaching relying primarily on studio tutorials, lectures, and reviews, with industry lectures
and industry visits conducted as far as possible and appropriate. Student assessment is based on attendance and
participation (10% of overall grade) and final presentation (90% of overall grade). The final presentation is expected to

include a thorough and convincing account of the design development process, including multiple options considered and




16.

17.

choices made from those options at various stages during the project.
Skills: User research for interactive product inspiration, 3D modeling, functional prototyping/model making

NEEETHOERMSINBLEI SR e, BERERNSTEITHHS 2B,
This course will include field trips and collaborations with external companies depending on availability. Lecture and

activity schedules are indicative and may be adjusted.

FHA ¥ SR Learning Outcomes

ERRBEERE, FABERD:
At the end of this course, students will be able to:

4. ldentify user habits, needs, and preferences;

5. Conceptualize product interaction modes in response to user habits, needs, and preferences;

6. Design interactive products that address identified user habits, needs, and preferences.

REABTRBERRN (MRRBFUEAHE, WREBEABNBTUAREX; MEANKZHEREE, HFEEHITHE
BA)

Course Contents (in Parts/Chapters/Sections/Weeks. Please notify name of instructor for course section(s), if
this is a team teaching or module course.)

Week Content
1-2 Lecture (4 hours)

Course introduction and overview.

Lecture: Project brief and introduction to design interaction.

Practice (4 hours)

Lecture: User research methods for product interaction, workshop.

3-4 Lecture (4 hours)
Lecture: 3D modelling for product prototyping

Practice (4 hours)

Workshop and project tutorials.

5-6 Lecture (4 hours)

Lecture: Electronic prototyping for product interaction.

Practice (4 hours)

Workshop and project tutorials.




7-8 Lecture (4 hours)

Interim review preparation, tutorials.

Practice (8 hours)

Interim Review with invited guests (depending on availability), formative feedback.

9-10 Lecture (4 hours)

Project tutorials and workshop.

Practice (4 hours)

Project tutorial and workshop.

11-12 Lecture (4 hours)
Lecture and discussion about exhibition, description, demonstration of outcomes.

Practice (4 hours)

Project tutorial and workshop.

13-14 Lecture (4 hours)
Project tutorials and workshop.

Practice (4 hours)

Project tutorial and workshop.

15-16 Lecture (4 hours)
Final review preparation.

Practice (4 hours)

Final review with invited guest (depending on availability), summative feedback.

18. B RHEETSEER Textbook and Supplementary Readings

3. Simon King and Kuen Chang (2016). Understanding Industrial Design. Principles for UX and Interaction Design,
O'Reilly, Sebastopol, CA.

4. Will Grant (2022). 101 UX Principles. Actionable Solutions for Product Design Success, 2nd edition, Packt,
Birmingham and Mumbai.
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21.

Type of Time % of final Penalty Notes

Assessment score

H#) Attendance 10%

RERAR
Class
Performance

NS
Quiz

BT B Projects

i Rk

Assignments

Hrp iR
Mid-Term Test

HREZR

Final Exam

R 90%
Final
Presentation

He (TRERE
BE M EIFEHTTR)
Others (The
above may be

modified as

necessary)

L9 AT GRADING SYSTEM

MA. +=&Z5%E Letter Grading
OB. —KicH# (BiI/Fi@EFE) Pass/Fail Grading

B2t REVIEW AND APPROVAL

KREBEREELLIUTREANZRSHIGED
This Course has been approved by the following person or committee of authority

Professor Tom Kvan

Dean, School of Design
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