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Abstract 

We explain our background in teaching and in 

supporting learning in the domain of human-computer 

interaction (HCI) and user centred interaction design 

(UCID). We show how we learned from our students 

from many disciplines, in different styles of university 

education, and in a variety of geographical cultures. We 

experienced the structural changes in HCI and in the 

specific needs for continued learning. We state our 

intention and practice of open learning resources. We 

express our suggestions for a mission for SIGCHI to 

permanently support universal learning in this moving 

domain. 
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Introduction 

Our research and our practice concerns supporting 

academic level learning about user centred design. We 
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aim at developing a view on how current and future 

designers can be supported to permanently be up to 

speed with new insights, practice, and technical 

developments in an evolving and expanding world of 

technology related activities and interactions. 

 

We Teach, and we Develop Courses 

Some of us have been responsible for developing 

courses and have been (or are still) teaching HCI and 

UCID at Academic level, in many different locations and 

settings, often in a blended learning context, where 

learning resources ware always available for the 

students to choose and use at their own discretion, and 

where a teacher was part time available for a-

synchronous support and part time for synchronous 

contact and for plenary lectures: 

• In Romania, a MSc course on HCI in an Industrial 

Psychology department; and a MSc course on UCID 

in a Computer Science Department. 

• In Italy, a MSc course on UCID in a Communication 

Science Faculty; and BSc courses on Visual design 

[1], on Task Modeling [2], on Service Design [3] and 

on Design for Cultural heritage [4] in a Faculty of 

Architecture and Design. 

• In Spain, MSc courses on HCI and Cognitive 

Ergonomics in a Cognitive Psychology Department; 

MSc courses on UCID in two Computer Science 

Faculties; and a course on CSID for Cultural heritage 

in a Computer Science Faculty, for CS students and 

for museum curators [5]. 

• In Germany, MSc courses on Visual Design, on Task 

Modeling, and on Service Design in an Artificial 

Intelligence Department. 

• In Belgium, a MSc course on HCI and UCID in a 

Computer Science Department. 

• In the Netherlands: a full BSc and MSc curriculum 

Multimedia and Culture in an Information Science 

Department [6]; A multidisciplinary course on 

Cognitive Ergonomics for BSc students of a 

department of Cognitive Psychology and students of 

a department of Computer Science, and the same 

course in a Department of Ergonomics for student of 

Computer Science in a Polytechnic; a BSc course on 

User Interface Design for Computer Science 

Departments in 2 universities; and distance learning 

courses in Visual Design [7], User Centred Design, 

Task Analysis [8], Human Information Processing 

[9], and Web Culture, in a Department on Human-

Computer& Society. 

• In China, a MSc Major in a Department of Usability 

Engineering, containing: Research methods for UCID, 

Visual Design, Service Design, Design for Cultural 

Heritage, Human Information Processing, Task 

Analysis, and Research Methods for HCI; a BSc 

course at a Department of Multimedia and 

Animation, in Human Visualization; and a joint 

course for MSc students of usability Engineering and 

of Visual Art in Designing Interactive Visual Art. 

 

We Design, and we Build 

Some of us, and our students, have been developing 

electronic learning environments for these courses [10] 

[11]; others have been mining design patterns for adult 

learning in these course domains and for the 

educational models involved [12]. And we all 

considered the benefits of blended learning 

environments for adult learning in our multidisciplinary 

domain [12] [13] [14]. 

  



 

UCID is Moving, Learning is Never the Same 

We have been active in our domain for quite a while, 

and we witnessed the world change. Early on we 

realized that our courses need to be rewritten all the 

time: techniques change, new tools become available, 

new applications appear, the populations of users 

expand (beyond economic, geographic, and cultural 

borders), new students bring their own novel 

experiences and knowledge. And over time, new 

students also show a lack of the insight, habits, and 

experiences of previous generations. Students from 

new disciplines drop in and merge with traditional 

populations, carrying their own unique contributions 

and different basic viewpoints, often leading to initial 

misunderstandings and clashes, and to the discovery of 

approaches that are new to all, including to seasoned 

teachers and domain experts. 

So, we should continue to be alert and prepared for the 

unknown: We encourage students to participate in our 

research from the very beginning of their learning 

careers. With our students in equal partnership we 

discover new knowledge, insights, skills, tools and 

techniques.  

Not only with every new version of a course or a new 

instantiation in another country or department, but 

even at a day to day level: In our blended learning 

courses we can only prepare the next lecture or plenary 

meeting with our students the day or the last hours 

before we meet, and we make sure the new resources 

(URLs) and presentation slides are at the course 

website before we start. We ask the same from our 

students. And the web-based learning environments 

that we use are prepared for this. On the other hand, 

immediately after a meeting we upload the video 

recordings of our meeting, nicely dosed in about 10-

minute clips (“so I can watch your lecture again on my 

l-phone during the bus ride”), for which we prepare and 

compartmentalize our discourse: one concept, one 

example, one tool, one definition. Our students quickly 

learn to structure their presentations or discussions in 

the same way. 

We do not want to Hide our Resources 

Whenever the hosting educational institutes allow us, 

we provide Open Educational Resources, and Creative 

Commons licensed material, though, on the other hand, 

we safeguard individual student behavior and provide 

complete safety for each student participating in a class 

or course. The ways to do this depends on the type of 

learning environment that we design and apply. The 

learning environments that we develop turn out to be 

of one of 3 types (or a combination): 

1. Relatively stable learning resources (e.g.,) that 

need to be update regularly by a domain expert, 

e.g., once a year, depending on the actual domain 

and content. These learning environments are 

available for anybody, and we prefer to provide 

them with a Creative Commons License.  

2. Living learning worlds, where we developed and 

use a re-usable overall structure (using a Moodle 

environment); with for each type of course a 

dedicated content structure that can be copied and 

re-filled by a teacher or domain expert any time a 

new instance will be used.  

3. Learning environments for living and learning 

cultures: where ’Culture’ refers to “the integrated 

pattern of human knowledge, belief, and behavior 

that depends upon the capacity for learning and 

transmitting knowledge to succeeding generations” 

[16]. 

We do not Hide our 

Resources, but 

our Students are Safe 

 

1. Stable Learning 

Environments:  

See our own examples [7], 

[8], [9], or one we often 

refer to [15]. In some of the 

environments, e.g., [9], we 

allow learners to choose a 

log-in and password, so the 

system keeps track of this 

student’s previous work to 

support interrupted use. 

Nobody (even teachers) will 

ever know the identity of 

individual students.  

 
2. living Learning Worlds:  

The actual instance serves a 

single living course, for which 

only the teacher or domain 

expert, and all students of 

the current class, have 

access. Students can upload 

presentations, discuss in 

forums, and see all content; 

the teacher can, additionally, 

upload pointers to video clips 

at YouTube or Youku, where 

we standard make the 

teacher videos visible for the 

world, but the student videos 

accessible with a password. 

 

 

https://www.merriam-webster.com/dictionary/integrate


 

Our design patterns are based on examples that we 

found in various contexts, not just or own examples 

(hence they are “patterns”, not “licensed” novelties). 

Let us join SIGCHI’s Community of Practice  

There is a growing number of experts in HCI education. 

Tools and resources are being developed and assessed. 

Global availability and collaboration will help scholars 

and educators, especially in parts of the world where 

the domain is just emerging. SIGCHI, and the educator 

community in SIGCHI, could take the task to support 

sharing. This asks for long-term commitment and a 

stable volunteer task force to solicit, curate, assess and 

supervise. Our international experience in this domain 

could make our contribution relevant.  
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