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UX Design Project

The goal is to learn the entire process of UX design
based on the design thinking process. We present a
highly complete digital application model that meets
user needs through desk research, user research, Ul
design, and prototyping
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Service Contents Design

[t aims to understand the concept of service design in
which software, hardware, space and humans are
organical ly connected. Through this, students practice
the process of designing a seamless user experience
that connects online and offline.
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Future Experience Design

QIHHOIA & =9 gtat= HIAlot DAL &tCt.

New technologies such as artificial intelligence and
data science have changed the communication between
objects and humans and between humans and humans. This
class aims to study new communication methods
according to evolving media and to present the
direction of the near future interface and contents.
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User Experience
Evaluation

[t aims to learn the user experience evaluation
process and methodology according to various media.
The usability and experience of user interface are
practiced through various evaluation methods such as
qualitative, quantitative, and structural evaluation




010805

0y

10

L 3

ro

o

I

W g

oo
|0

=

ron

0x Mo

=]
2
ol
2

fr Jm Hu

1
ofY
jo

Synesthetic Experience
Design

S5tHCt.
aims to understand synesthesia interactions such as
sight, hearing, and touch. In the loT era, students
acquire the ability to design synesthesia user
experiences by grasping the characteristics of various
media to which a new type of interface is applied.
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User Research Methods

(@]

Through practice of various user survey methodologies,
students learn the process of deriving meaningful user
needs and establishing design strategies. It aims to
acquire the ability to understand the psychology and
behavior of contemporary consumers and to derive
insights from collected user data.
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Methods of
Visualization

Students learn the methodology of visual thinking and
communication, which is the basis for visualizing user
experience It aims to understand various visual
languages, colors, images, and symbols, and to
establish a visualization strategy of interface design
that fits the characteristics of media.
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Information Architecture

It aims to design the task flow of digital software
and build the information structure. For this,
students learn the theory of information structure and
practice application Ul design that can be applied to

various media including mobile, large display, and web
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Human Interface Theory

The purpose of this study is to examine how the
interface, which was created to increase the
productivity of computers, has gradually evolved in
the direction of improving the quality of life for
users. In that extension, it aims to draw a picture of
how artificial intelligence and data science will
change the future interface.
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UX Seminar

[t aims to in—-depth understanding of the role and
meaning of UX/Ul design by looking at the moments in
which user experience innovation took place in the
history of computers and interfaces. We intend to
predict the future of digital media experience based
on historical knowledge. Special lectures by current
industry and academic experts are included.
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Dynamic Web

n the dimension of human-centered design, we aim to
empathize with users and develop creative problem
solving skills by combining art and technology.
Through convergence—-divergence data analysis using
various methodologies, the process of identifying the
context of a problem and finding a solution is
practiced.
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Exploring Concepts for
the Future

By understanding the logic and meaning of media art in
which digital technology and art are combined, we
intend to broaden the breadth and depth of experience
that digital media can give to users. The goal is to
acquire the capabilities of user experience design
that can enrich everyday life by closely connecting
the two areas of technology and art.
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UX Research Methodology

U2

learn how to add academic value to UX/UI

—
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3
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design projects. Focusing on user needs analysis and
verification, it is practiced to write research
contents with objective basis in the form of academic
journal or thesis.
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Design by Data

The goal is to understand the relationship between
data science and design and to practice how to create
interactive content using programming. In the age of
artificial intelligence, we study the language of
computers and explore the possibility of using it as a
creative tool.
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Dynamic Web

Students learn tools that can design and build web
media according to the designer's intention. It aims
to understand the history of the web and the process
of technological development, and to create a
accessible website. The goal is to visually implement
the web through HTML and CSS, and learn how to contain
rich interactions using Js.
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Theory of Digital
Media

Understand the digital paradigm and seek the future of
digital which affects on media, art, culture and
economy among the various changes to inspire the
ability of designing through the theory of Digital
Media.
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Design Culture Theory

This course is to understand the requirement of
present era by considering the interrelation between
design and diverse aspects of society such as science,
politics, economy and by studying the development
history of design culture to establish future-oriented
design strategy in this globalization trend.
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UX and Tech Trend
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Connected Experience
Design

In a hyper—-connected society, multiple devices are
seamlessly onnected, and through this, people
experience a connectedconnection across space and
space, time and time. In this class,we study techn-
logy and cultural trends, and based on this
understanding, we aim to discuss, materialize, and
design a lifescenario connected by cross platform.
A person who brings thenear and distant future into
the present, that is, a designer.
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UX in Physical World

tetol=01 O SH0| JUsLICH
Interfaces are engaged in nearly every aspect of our
daily lives- from grocery shopping to banking to
reading books. How can we integrate technology with
the physical world to create better interface and more
useful, playful and meaningful experiences? This
course explores how interaction design fundamentals
apply to physical space by surveying branded
environments, museums, urban settings, retail stores
and corporate venues with specific user goals and
design considerations in mind.




