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This course focuses on the innovative ability of design
—~HZBR thinking with user experience design and research skills.
Students will use this design thinking framework to create a
new product design project at the end of this course. This
course also includes in depth knowledge of product design
skills, product and service design, user experience research
and methodologies that are applied to the industry.
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2. #E & D 100MB AT AR 0 R B IRE > RBTES - RO A RS
A Lidwell, W., Holden, K., and Bulter, J. (2011)

3. Measuring the User Experience: Collecting, analyzing, and pre-
senting usability metrics. Tullis, T. & Albert, B. (2013)
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Ex B 141t B+ Norman, D. (2002). The design of everyday things. New
York, NY: Basic Books. Norman, D. (2007). The design of future
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design. New York, NY: Basic Books.
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