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Predmet: Uporabniska izkusnja
Course title: User Experience
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Studijski program in stopnja Studijska smer . Semester
. Academic
Study programme and level Study field year Semester
Informatika v sodobni druzbi,
visokosolski strokovni Studijski - Drugi Cetrti
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Study Programme
Vrsta predmeta / Course type |Izbimi / Elective
Univerzitetna koda predmeta / University course 1-ISD-VS-UI-2025-12-04
code:
Druge Samost.
Predavanja Seminar Vaje Klinicne vaje 9 delo
. . . oblike - ECTS
Lectures Seminar Tutorial Clinicalwork ..~ .. Individ.
studija
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Nosilec predmeta / Lecturer: |doc. Lidija Dikanovi¢

Jeziki /
Languages:

Predavanja /
Lectures:

Slovenski / Slovenian, Angleski / English

Vaje / Tutorial:

Slovenski / Slovenian, Angleski / English

Pogoji za vkljucitev v delo oz. za
opravljanje studijskih obveznosti:

Prerequisites:

Pogoj za vkljuCitev v delo je vpis v 2. letnik
Studija.

Student, ki opravi vse vaje ter samostojno
oblikuje in implementira interaktivni
prototip, izpolnjuje pogoje za pristop k
izpitu.

The prerequisite for inclusion is enrolment
into the second year of study.

Students who complete all exercises and
design and implement an interactive
prototype are eligible to take the exam.

Vsebina:

Content (Syllabus outline):

e Uvod v uporabnisko izkusnjo in
oblikovanje uporabniske izkusnje.

e Zivljenjski cikel uporabniske izkuinje.

e Vpliv ¢loveskih dejavnikov, kognitivhe
psihologije, digitalne umetnosti in
konceptov racunalniske interakcije na
uporabnisko izkusnjo.

e Infroduction to User Experience and User
Experience Design.

e The User Experience Lifecycle.

e The Impact of human factors, cognitive
psychology, digital arts and computer
interaction concepts on the User
Experience.




Kontekstno povprasevanje. Kontekstno
oblikovanje. Resevanje problemov
oblikovanja.

Terenske metode in uporabniske
raziskave. Povezane tehnike za
analiziranje nalog uporabnikov, njihova
znanja, komunikacije ter primere
uporabe. Nova spoznanja z uporabo
tehnologij in socialnin medijev.
Etnografija za delo in oblikovanje.
Ustrezne vedenijske teorije iz psihologije
in sociologije.

Tehnike za oblikovalske aktivnosti.
Profiliranje uporabnikov. Uporabniske
Persone. Kreiranje uporabniskih zahtev.
Scenariji uporabniskih nalog in
aktivnosti. Abstraktno modeliranje
nalog. Konceptualno modeliranje
uporabnikov.

Oblikovanje uporabniske izkusnje.
Pregled pomena oblikovanja
uporabniske izkusnje. DoloCitev
konteksta "dobrega” in "slabega”
oblikovanja. Premostitev tehnike in
znanosti oblikovanja. Nacrtovanje
interakcije. Skiciranje uporabniskega
vmesnika.

Prototipiranje za uporabnisko izkusnjo.
Ustvarjanje prototipov za raziskovalne
namene oblikovanja. Uporaba
primarnih raziskav in analiz uporabniske
izkusnje za nacrtovanje prototipov.
Tehnike za prototipiranje. Prototipiranje
na papir. Prototipiranje s programskimi
orodji. Sofisticirana orodja za
prototipiranje.

Uporabnisko usmerjeno oblikovanje
vmesnikov. Znacilnosti uporabnikov
informacijskih sistemov, ki dolocajo
uporabniske zahteve. Povezava med
uporabniskimi zahtevami in
oblikovanjem. Preiskava o moznosti
oblikovanja uporabniskih izkusenj za vse
senzoricne vrste (vid, sluh, doftik, vonjin
okus).

Uporabniska izkusnja za mobilne
naprave.

Internacionalizacija in uporabniska
izkusnja.

Merjenje uporabniske izkusnje (UX).
Priprava studije za oceno uporabniske

Contextual Inquiry. Contextual Design.
Solving a design problem.

Field Methods and User Research.
Associated techniques for analysing user
tasks, knowledge, communications and
situations of use. New Insights through
technology and social media.
Ethnography for Work and Design.
Relevant behavioural theory from
psychology and sociology.

Techniques for design process activities.
User profiling. User personas. Usability
requirements development. Task
scenarios. Abstract task modelling. User
conceptual modelling.

Designing the User Experience.
Examination of the meaning of
experience design. Evaluation of the
cultural contexts of 'good' and 'bad'
experience design. Bridging the Art and
the Science of Design. Interaction
Design. Sketching the User Interface.
Prototyping for the User Experience.
Creating prototypes for the purpose of
design research. Application of primary
research and user experience analyses
to the prototypes’ design.

Interface Prototyping Techniques. Paper
Prototyping. Prototyping with Software
Toolkits. High-Level Prototyping Tools.
User-Centred Interface

Design. Characteristics of information
systems users that determine user-based
usability requirements. Relating designs
to requirements. Investigation of the
possibility of experience design for all
sensory modes (see, hear, touch, smell
and taste).

User Experience for Mobile Devices.
Internationalization and the User
Experience.

Measuring the User Experience (UX). User
Experience Study Preparation. User
Experience Testing Techniques.

Deep UX design - The role of games and
gamification in the field of UX design.
New trends in UX: Design and Analysis of
the User Experience in the Virtual and
Augmented reality. Different
interaction; New input and output
methods.




izkusnje. Tehnike ocenjevanja e Planning and evaluation of the new
uporabniske izkusnje. trends and technologies.

* Pogloblieni UX design - Vloga iger in
igranja na podrocju dizajna
uporabniske izkusnje.

* Novi trendi v UX: Oblikovanje in analiza
uporabniske izkusnje v virtualni in
dopolnjeni resnicnosti. Razlicne
interakcije; Nove metode vnosa in
izhoda.

* Nacrtovanje in vrednotenje novih

trendov in tehnologij.

Temeljni literatura in viri / Readings:

e Norman, D. A. (2020). The Design of Everyday Things. Basic Books.

e Blokdyk, G. (2019). UX Design A Complete Guide. 5STARCooOKks.

e Podmayerski, T. (2019). Strategic Writing for UX: Drive Engagement, Conversion, and
Retention with Every Word. O' Reilly Media.

e Rindo, A. (2024). Game Narrative Design and UX Fundamentals Tools for Player-centric
Storytelling. CRC Press.

e Seelow,D. (2022). Games as Transformative Experiences for Critical Thinking, Cultural
Awareness, and Deep Learning Strategies & Resources. CRC Press

Cilji in kompetence: Objectives and competences:

Cilj tega predmeta je posredovati The objective of this course is to provide
Studentom edinstveno mesanico kreativnih | |students with a unique mixture of creative
in tehni¢nih vescin. Studenti bodo pridobili | |and technical skills. Students will gain skills to
znanja in spretnosti za delo v viogah, kot so | |work in roles such as usability consultants,
svetovalci za uporabnost, informacijski information architects, interaction designers
arhitekti, oblikovalci interakcij in and user-centered researchers.

raziskovalci za uporabniske studije.
Students will be introduced to the new trends
Studenti bodo seznanjeni z novimi trenditer| |and current technological advances that
aktualnimi tehnoloskimi dosezki, ki vplivajo| |influence the future of user experience
na prihodnost razvoja uporabniskih izkusenj.| |development.

Pomembno razseznost predmetu bodo Input from industry practitioners and experts
dodali gostujocCi strokovnjaki iz prakse. will add a valuable dimension to the course.

The instructional unit contributes to the

Ucna enota prispeva k razvoju naslednjih development of the following general and
splosnih in predmetno-specificnih subject-specific competences:
kompetenc:
General competences:
Splosne kompetence: e competence to carry out all phases in
e Usposoblienost za izvajanje vseh faz the development of web and mobile
razvoja spletnih in mobilnih aplikacij: applications: planning, development,
nacrtovanje, razvoj, zagon, prodaja, start-up, sales, maintenance
vzdrzevanje e ability to operate within a team during

all phases of development of web and
mobile solutions




zmoznost skupinskega dela v vseh
fazah razvoja spletnih in mobilnih
resitev

sposobnost razumevanja zahtev
koncnih uporabnikov oz.
prepoznavanija priloznosti za nove
spletne storitve in pretvorba s tem
povezanih vsebinskin zahtev v tehniske
specifikacije

prepoznavanje in ocenitev aktualnih in
nastajajocih tehnologij ter ocenitev
njihove uporabnosti za resevanje
potreb uporabnikov

sposobnost prilagoditve spletnih
aplikacij za poljubno mobilno platformo
zmoznost za prepoznavanje in
izkoris€anje priloznosti, ki jih ponuja
spletna tehnologija

poznavanje in razumevanije interakcij
med informacijsko komunikacijsko
tehnologijo in posameznikom
sposobnost fleksibilne uporabe znanja v
praksi

Predmetno-specificne kompetence:

razumevanje oblikovalskih procesov
uporabniske izkusnje (raziskave,
prototipiranje in testiranje z uporabo
orodij in dokumentacije UX)
opredelitev problema oblikovanja UX in
izbira ustreznih raziskovalnih strategij za
razvoj resitve problema

razvoj funkcionalnih resitev, ki prinasajo
pozitivno uporabnisko izkusnjo
opredelitev poslovnih in uporabniskih
zahtev ter razvoj oblikovalskih resitev, ki
ustrezajo tem zahtevam

delovanje v vlogah, kot so svetovalci
za uporabnost, informacijski arhitekti,
oblikovalci interakcij in raziskovalci za
uporabniske studije

ability to understand the final user
requirements or identify opportunities
for new web services and conversion of
related substantive requirements into
technical specifications

identification and evaluation of current
and emerging tfechnologies, and
assessment of their usability in terms of
fulfilling user requirements

ability to adapt web applications to
any mobile platform

ability to recognize and seize
opportunities offered by web
technology

familiarity and understanding of
interactions existing between the
information and communication
technology and the individual

ability to use the acquired knowledge
in practice in a flexible manner

Subject-specific competences:

understanding of the user experience
(UX) design process (research,
prototyping, and testing using UX tools
and documentation)

defining an UX design problem and
selecting the appropriate research
strategies to develop a solution for
solving a problem

developing functional solutions that
deliver positive user experience
defining both business and user
requirements and developing design
solutions that meet those requirements
participation in the role of usability
advisors, information architects,
interaction designers, and user study
researchers




Predvideni studijski rezultati:

Intended learning outcomes:

Studenti bodo pridobili znanja za
oblikovanje vmesnikov za uporabnike, ki
zelijo opraviti svoje naloge ucinkovito in
brez napora. Studenti bodo razumeli
osnovno psihologijo in sociologijo, ki vodi
uporabnisko nacrtovanje. Naucili se bodo
uporabljati tehnike za izdelavo produktov,

ki so privlacni in enostavni za uporabo.

Inanje in razumevanje:

e raziskava, analiza in predstavitev
ugotovitev glede uporabniske izkusnje
ter podajanje priporocil

e razumevanje pomena oblikovanja
uporabniske izkusnje ter kako jo vkljuciti
v zivljenjski cikel programske opreme

e kvantitativno ocenjevanje uporabniskin
vmesnikov, s pomocjo dolocanja in
merjenja uporabniskih zahtev

e razumevanje strategijin praks pri
oblikovanju in vrednotenju interakcije
Clovek —racunalnik (HCI - human
computer interaction)

e razumevanje pomena iterativnega
procesa in raziskovanja idej, izmenjava
prakticnih nasvetov in orodij za
izboljSanje abstraktnih oblik v koncept z
bolj kohezivnim vizualnim jezikom

e poznavanje razlicnih orodij in tehnik za
razvoj prototipov UX

Students will gain knowledge to design
software interfaces for users seeking to
efficiently and effortlessly complete their
tasks. Students will understand the
underlying psychology and sociology
that guides user design and know how to
use common techniques for making a
product usable and aftractive.

Knowledge and understanding:

o research, analyze, and present user
experience findings and
recommendations

e understanding the value of user
experience design and how to include it
as an integral part of the software life
cycle

e quantify usability of an interface by
formulating and measuring usability
requirement

e an understanding of strategies,
practices and evaluation in HCI (human
computer interaction)

¢ understanding importance of the
iterative process and the exploration of
ideas, sharing practical advice and tools
to refine the abstract forms into a
concept with a more cohesive visual
language

e knowledge of the various tools and
techniques for developing UX prototypes

Metode poucevanja in ucenja:

Learning and teaching methods:

Predmet je organiziran kot kombinacija
teoreticnih predavanj in integriranih
prakticnih vaj, predavanj gostujocih
predavateljev terimplementacije
interaktivnega prototipa.

The course is organized as a combination of
theoretical approach and integrated
practical exercises, lectures by guest
lecturers, and the implementation of an
interactive prototype.




Nacini ocenjevanja:

Delez (v %) /

Weight (in %) Assessment:

Nacin (pisni izpit, ustno izprasevanije,
naloge, projekt):

Type (examination, oral, coursework,
project):

e interaktivni prototip 50 e inferactive prototype
e Ustniizpit 30 e written or oral exam
e izdelki pripravljeni na vajah 20 e assignments prepared during

tutorials

Reference nosilca / Lecturer's references:

Lidija Bikanovic. 2020. »Pleomorphic rhabdomyosarcoma of the submandibulary
gland: Diagnosis on a cytology sample«; »CYTOPATHOLOGY«, the Official Journal of
the The British Association for Cytopathology ; Oblikovanje vizualneg materiala;

Lidija Bikanovic. 2019. »Follicular thyroid - type carcinoma arising in struma ovarii — case
report«;  42nd  »EUROPEAN CONGRESS OF CYTOLOGY« Avtor vizualne
predstavitve;(Malmo 2019, Sweden);

Lidija Bikanovi¢. 2017-19. "INTERAKTIVNI CENTER POSTOJNSKEGA PRACLOVEKA'",
(Postojna); avtorica VR & AR umetniSkega koncepta, avtorica predstavitvene 3d
animacije; projekt je podprt s strani obcine Postojna in EU skladowv.

Lidija Bikanovic¢. 2018. "LAJHOV ZAKLAD " (Kranj, predstavitev zascite kulturne
dedisCine s pomocjo novih tehnologij); avtorica VR & AR umetniskega koncepta,
sodelovanje z arheoloskim birojem "Magelan” v okviru projekta "Evropsko leto kulturne
dedisCine".

Lidija Bikanovic. 2016. "ESMA" — 3. Mednarodna konferenca MathArta, (Ljubliana,
Fakulteta za Matematiko in fiziko, 2016), avtorica plakata konference ter
promotivnega materiala za vse spremljajoce dogodke konference; konferenca je bila
podprta s strani Ljubljanske univerze, ter Fakultete za matematiko in fiziko.

Lidija Bikanovic¢. 2016. "SLAVIK JABLAN — PALEOLITSKI OPART", (Ljubliana, Ljubljanski
Grad - Zgornji Lapidarij), kustos, avtorica plakata in celotnega promotivhega
materiala; v sodelovanju z Ljubljanskim gradom in zavodom MATHEMA.

Lidija Bikanovic. 2015. "PLATFORMA HR", (Zagreb, "Plesni center TALA"); avtorica
interaktivnega videaq; v sodelovanju s Isabelle Schad in plesalko Josip Bubas.

Lidija Bikanovic¢. 2014. "30 — LET OBLIKOVALSKIH ODDELKOV NA ALUO ",

(predstavitvena racunalniska animacija studentov 1.letnika ALUO, smeri Interaktivno
oblikovanje, Vizualne komunikacije; priznanje ALUO), koordinatorica in vodja
predstavitvene animacije Studentov 1.letnika ALUO, smeri Interaktivno oblikovanije,
Vizualne komunikacije.




