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SHORT DESCRIPTION

This course explores the complex relationship between mental health and user
experience (UX) design, and the prevalence of dark design patterns in digital
interfaces. By examining human perception, cognitive biases, and psychological
elements of UX design, students will gain insights into how design choices may impact
mental well-being in digital environments. Through theoretical exploration, case
studies, and practical applications, students will understand how this interaction may
lead to mental health problems, especially when it occurs during childhood and
adolescence. This course will also enable students to detect dark design patterns
and develop strategies for designing digital spaces that can promote positive digital
experiences, and thus, mental health well-being. The potential social an clinical
applications of this digital tools to help prevent mental problems and support clinical
interventions will be also discussed.




CONTENTS AND STRUCTURE

TOPIC 1: IMPACT OF HUMAN-DIGITAL INTERACTIONS ON MENTAL HEALTH WORLDWIDE

TOPIC 2: HUMAN PERCEPTION AND COGNITIVE BIASES IN UX DESIGN

TOPIC 3: FOUNDATIONS OF MENTAL HEALTH AND HUMAN BEHAVIOR IN THE DIGITAL
CONTEXT

TOPIC 4: DARK DESIGN PATTERNS: MANIPULATION AND ETHICS

TOPIC 5: EFFECTS OF DIGITAL INTERFACES ON DIFFERENT AGE GROUPS

TOPIC 6: DESIGNING FOR MENTAL WELL-BEIGN AND ITS APPLICATIONS IN THE CLINICAL
FIELD

TOPIC 7: FINAL PROJECT SHOWCASING THE APPLICATION OF ETHICAL DESIGN

METHODOLOGY

During the course, we will explore the theoretical bases of human and digital spaces
interaction. During the classes, case studies will be proposed for individual and group
critical analysis for better understanding real world situations and implications of
human interaction with digital spaces, with especial emphasis on mental health and
ethical implications UX design.

There will be also a part of the course specifically dedicate to adquired the skills
necessaries to design an ethical UX and understand its potential applications in the
clinical field. All this learning will be applied to develop an individual final project that
will be presented in class at the end of the course.

ASSESSMENT AND GRADING

Assessment type | Assessment criteria Percentage
FINAL EXAM Pass the exam with a 5 out of 10 50%
COURSEWORK Discussion in class and upload in moodle 20%
FINAL PROJECT Class presentation and upload in moodle 30%

— Committing any serious academic misconduct, such as plagiarism of previously
published material, or copying in the exam or any other graded activity, will imply
not being able to pass the course in the ordinary assessment period.

— At the beginning of the term the professor will announce the office hours for the
course. Tutorials are an essential part of the development of the course, and
students may attend tutorials during the course within those office fimes, but it is
recommended that they are arranged in advance with the professor.

- Any non-face-to-face learning activity that requires the submission of an
assignment/document, etfc. will be submitted by the student through Moodle,
always in PDF format.



— To be able to take the final exam, students must not have missed more than one
third of the classes without justification. If this requirement is not met, the student
may lose the right fo be assessed both in the ordinary and extraordinary assessment
period (art. 93-1 of the General Regulations). Failure to attend to the first hour of a
two-hour lecture, means having missed the whole session in terms of attendance,
regardless of whether or not the student the second hour.

STUDENT WORKLOAD (in hours)

CONTACT HOURS OUTSIDE CLASSROOM OVERALL

60 90 150
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