
	UČNI NAČRT PREDMETA / COURSE SYLLABUS

	Predmet:
	[bookmark: Predmet]Interakcija človek-računalnik v izobraževanju

	Course title:
	[bookmark: APredmet]Human – Computer interaction and education

	
	
	
	

	Študijski program in stopnja
Study programme and level
	Študijska smer
Study field
	Letnik
Academic year

	Edukacijske vede, 3. stopnja
	-
	2.

	Educatioal Sciences, 3rd Cycle
	-
	2.

	

	Vrsta predmeta / Course type
	Izbirni / elective

	
	

	Univerzitetna koda predmeta / University course code:
	-

	

	Predavanja
Lectures
	Seminar
Seminar
	Vaje
Tutorial
	Klinične vaje
work
	Druge oblike študija
	Samost. delo
Individ. work
	
	ECTS

	30
	30
	0
	0
	0
	300
	
	12

	

	Nosilec predmeta / Lecturer:
	[bookmark: Predavatelj]Izr. prof. dr. Matjaž Kljun / Associate Prof. Matjaž Kljun, Phd

	

	Jeziki / 
Languages:
	Predavanja / Lectures:
	[bookmark: Jezik]Slovenski / Slovenian

	
	Vaje / Tutorial:
	[bookmark: JezikV]/

	
Pogoji za vključitev v delo oz. za opravljanje študijskih obveznosti:
	

	
Prerequisits:

	Pogoji za vključitev v delo: Pogojev ni. 

Pogoji za opravljanje študijskih obveznosti: Pogojev ni.
	
	Prerequisites for attending the course: None. 

Prerequisites for completing the course: None.

	
Vsebina: 
	
	
Content (Syllabus outline):

	Klasične in sodobne raziskovalne teme s področja interakcija človek-računalnik in njihova povezava z izobraževanjem. Možne vsebine vključujejo:
· Mentalni modeli.
· Napredne adaptivne tehnike modeliranja uporabnika.
· Uporabniška izkušnja
· Obremenitev z nalogami in stres
· Faktorji potopitve
· Utelešeni pogovorni agenti
· Oblikovanje za ljudi, ki živijo v izzivnih okoliščinah
· Vključno oblikovanje
· Kvantificirani jaz
· Prepričljive tehnologije (spreminjanje vzorcev obnašanja)
· Napredne metode vrednotenje sistema/izdelka z uporabnikov z uporabo bio-fizikalnih meritev.

Zgoraj omenjene vsebine so osnova za razumevanje pristopov k uporabi tehnologije v namene uporabe na področju izobraževanja. Ravno tako bodo vsebine obravnavane v luči izobraževanja skozi literaturo in zadnja dognanja na tem področju (glej Osnovna literatura). 

	
	Classical and modern research topics in the field of human-computer interaction and their relation to education. Possible topics include among others:
· Mental models
· Advanced adaptive techniques for modeling user behaviour
· User experience
· Task load and stress
· Factors of immersion
· Embodied Conversational Agents
· Designing for and with People Living with Challenging Circumstances
· Inclusive Design
· The Quantified Self
· Persuasive technologies (changing behaviour)
· Advanced user based evaluation of the system or product using biofeedback.


The above-mentioned topics are the basis for understanding the approaches to the use of technology for the purposes of application in the field of education. All topics will also be considered in the light of education health through the literature and the latest findings in this field (see Basic Literature). 




	
Temeljni literatura in viri / Readings:

	[bookmark: Ucbeniki]Osnovna literatura / Basic literature:

Seznam literature ni dokončen in se bo prilagajal novim dognanjem. / The list of articles is not exhaustive and will be adapted to new findings. 

Obvezne članke določi učitelj. / Mandatory publications are determined by a lecturer.
 
Dopolnilna literatura / Supplemental literature:
· Rogers, Y., Sharp, H. in Preece, J. (2011). Interaction Design: Beyond Human-Computer Interaction, 3rd Edition. John Wiley & Sons.
· Norman, D. A. (2010). Living with Complexity. MIT Press.
· [bookmark: _GoBack]Norman, D. A. (2005). Emotional Design: Why We Love (or Hate) Everyday Things. Basic Books.
· Jacko, J. A. (2012). Human Computer Interaction Handbook: Fundamentals, Evolving Technologies, and Emerging Applications (3. izd.), CRC Press.
· Marks, Isaac M., Kate Cavanagh, and Lina Gega. Hands-on help: Computer-aided psychotherapy. Psychology Press, 2007.

	
Cilji in kompetence:
	
	
Objectives and competences:

	Cilji:
· Študent se spozna z različnimi pristopi za oblikovanje usmerjeno k uporabniku in uporabniške izkušnje na področju izobraževanja.

Splošne kompetence:
· Spodbujanje sodelovanja z različnimi vpletenimi ciljnimi skupinami ter s tem razvijanje organizacijskih in komunikacijskih sposobnosti študentov.
· Razvijanje sposobnosti opazovanja, iskanja informacij ter kritične presoje dane problematike.

Predmetno-specifične kompetence:
· Razumevanje problematike interakcije in v določenem kontekstu in iskanje rešitev prijaznih za uporabnika.
· Spoznavanje kritičnih sistemov, zmanjševanje možnosti uporabnikove napake, vrednotenje sistema/izdelka.
· Razumevanje človeškega dojemanja prostora in kognitivnih zmožnosti in značilnosti, čustev in izkušenj.
· Poznavanje različnih možnosti reševanja danega problema in iskanje najprimernejšega s pomočjo tehnik evaluacije.
	
	Objectives:
· Students become familiar with different approaches to user-centered design and user experience in the field of education.

General competences:
· Encouragement of cooperating with different stakeholders of the given area as well as the development of organizational and communicational skills of students.
· Development of the observational skills, information selection and critical examination of a given problem.

Subject-specific competences:
· Understanding of the interaction problem in  given context and selecting an appropriate design solution focused on the user.
· Understanding critical systems, reducing the possibility of user errors, evaluation of system / product
· Understanding the human perception of space, cognitive abilities and characteristics, feelings and experiences.
· Knowing different options to solve a given problem and finding the most appropriate one by using the techniques of evaluation.


	
Predvideni študijski rezultati:
	

	
Intended learning outcomes:

	Znanje in razumevanje:
· Študent spozna in razume interakcijo človek-računalnik in oblikovanje usmerjeno k uporabniku v luči tehnoloških rešitev na področju izobraževanja.

Uporaba:
· Študent zna identificirati problem, ga predstaviti zainteresiranim vpletenim in ga z različnimi praktičnimi in raziskovalnimi prijemi postopno oblikuje uporabniku prijazno rešitev/izdelek/sistem.

Refleksija:
· Zmožnost razumevanja in uporabe različnih tehnik razumevanje problema, zahtev, analiza, prototipiranje, evaluacija in oblikovanja interakcije usmerjene k uporabniku.
	


	Knowledge and understanding:
· Students become familiar with human-computer interaction user-centered design and technological interventions in the field of education.

Usage:
· Students are able to identify the problem, present it to interested stakeholders and with a variety of practical and research approaches design a user-friendly solution/system/product.

Reflection:
· Ability to understand and use a variety of techniques for recognising and understanding a given problem, requirements analysis, prototyping, evaluation and user-centered design. 

	
	
	

	
Metode poučevanja in učenja:
	

	
Learning and teaching methods:

	Predavanja so podprta z literaturo (izbor poglavij in novejših raziskav/dokazov) in lahko vključujejo večpredstavnostne vsebine.

Študentje med drugim lahko dobijo za opraviti domače, seminarske in projektne naloge.

Predavanja potekajo načeloma v skupini, pri domačih nalogah, seminarju, projektih in konzultacijah pa je delo individualno (ali v manjših skupinah). Izvajajo se tudi simulacije.
	
	Lectures are supported by a range of literature (a selection of chapters and recent research/proofs) and can include multimedia.

Students can, among other things, get assigned homework, seminars and projects.

Generally, lectures are given to a group, while homework, seminars, projects and consultations are done individually (or in smaller groups). Simulation.


	
Načini ocenjevanja:
	Delež (v %) /
Weight (in %)
	
Assessment:

	Način (pisni izpit, ustno izpraševanje, naloge, projekt):

Naloge ali seminarsko delo (v obliki pisnega dela)

Končni izpit

Ustni izpit

*Končni odstotek je vsota odstotkov posameznih delov. Nosilec/izvajalec določi ali morajo biti vsi deli pozitivni.

	


30%


50%

20%
	Type (examination, oral, coursework, project):

Assignments or seminar work (in the written form)

Final exam

Oral exam 

*Final percentage is the sum of percentages of different parts. It is up to the discretion of the lecturer whether all parts must be positive.

	
Reference nosilca / Lecturer's references: 

	· [bookmark: rec2] Birsa, E., Kljun, M., Kopačin, B. (2022). ICT usage for cross-curricular connections in music and visual arts during emergency remote teaching in Slovenia, 13, str. 1-15,  https://www.mdpi.com/2079-9292/11/13/2090, DOI: 10.3390/electronics11132090. 
· [bookmark: rec4] Weerasinghe, M., Quigley, A., Čopič Pucihar, K., Toniolo, A., Miguel, A., Kljun, M..(2022) Arigatō : effects of adaptive guidance on engagement and performance in augmented reality learning environments. IEEE transactions on visualization and computer graphics, 28 (11) str. 3737-3747,https://ieeexplore.ieee.org/document/9873961/, https://doi.org/10.1109/TVCG.2022.3203088, DOI: 10.1109/TVCG.2022.3203088. 
· Weerasinghe, M-, Biener, V., Grubert, J., Quigley, A., Toniolo, As, Čopič Pucihar, K., Kljun, M. (2022) VocabulARy : learning vocabulary in AR supported by keyword visualisations. IEEE transactions on visualization and computer graphics, 28 (11) str. 3748-3758, https://ieeexplore.ieee.org/document/9872027, https://doi.org/10.1109/TVCG.2022.3203116, DOI: 10.1109/TVCG.2022.3203116.
· Deja, J. A., Mayer, S., Čopič Pucihar, K., Kljun, M. (2022) . A survey of augmented piano prototypes : has augmentation improved learning experiences. Proceedings of the ACM on human-computer interaction. 566, str. 226-253, ilustr. https://dl.acm.org/doi/pdf/10.1145/3567719, https://doi.org/10.1145/3567719, DOI: 10.1145/3554337
· Kljun, M., Krulec, R., Čopič Pucihar, K. , Solina, F.(2019). Persuasive technologies in m-learning for training professionals : how to keep learners engaged with adaptive triggering. IEEE transactions on learning technologies. 12 (3) str. 370-383, https://ieeexplore.ieee.org/document/8365813/, DOI: 10.1109/TLT.2018.2840716
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