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Subject card
 
 
Subject name and code UX Design, PG_00169852

Field of study Economics

Date of commencement of 
studies

October 2025 Academic year of 
realisation of subject

2027/2028

Education level Bachelor’s studies Subject group Obligatory subject group in the 
field of study
Optional subject group

Mode of study part-time studies Mode of delivery at the university

Year of study 3 Language of instruction Polish

Semester of study 6 ECTS credits 3.0

Learning profile academic Assessment form credit

Conducting unit  

Name and surname 
of lecturer (lecturers)

Subject supervisor dr hab. Jacek Winiarski
Teachers

Lesson types Lesson type Lecture Tutorial Laboratory Project Seminar SUM
Number of study 
hours

0.0 14.0 0.0 0.0 0.0 14

E-learning hours included: 0.0

Learning activity 
and number of study hours

Learning activity Participation in didactic 
classes included in study 
plan

Participation in 
consultation hours

Self-study SUM

Number of study 
hours

14 5.0 56.0 75

Subject objectives The goal of UX design exercises is to develop the skills needed to create intuitive and user-friendly solutions 
that enhance customer experiences when interacting with products and services. Applying these skills in 
various industries, such as hospitality, allows for the design of better booking websites, mobile applications, 
and check-in processes, ultimately increasing customer satisfaction and business efficiency.
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Learning outcomes Course outcome Subject outcome Method of verification
[EKONL3_W02] has advanced 
knowledge of the different types of 
existing business entities and 
organisations and public 
institutions

The student is able to apply 
advanced knowledge of the 
structure and functioning of 
various types of business entities 
and public institutions in the 
context of user experience (UX) 
design, taking into account their 
specific needs, business goals, 
and market or organizational 
conditions.

[SW2] presentation/project/paper/
report

[EKONL3_W03] has advanced 
knowledge of the relations 
between economic agents and 
social organisations operating in 
the national, international and 
intercultural arenas

The student understands the 
importance of user experience 
(UX) design in the context of 
relationships between economic 
entities and social organizations 
operating in national, international, 
and intercultural environments. 
They are able to take these 
conditions into account when 
developing design solutions, 
analysing the needs of diverse 
user groups.

[SW2] presentation/project/paper/
report

[EKONL3_W04] knows the types 
of economic and social ties and 
the regularities governing them

The student knows the types of 
economic and social ties and the 
principles governing them.

[SW2] presentation/project/paper/
report

[EKONL3_U02] is able to use the 
knowledge of theory and data to 
analyse concrete economic and 
social processes and phenomena 
and to analyse these phenomena 
using methods developed in 
economics, finance and 
management sciences

The student is able to apply 
theoretical knowledge in UX 
Design and to collect and analyse 
data related to user behaviour and 
the functioning of digital products, 
interpreting social and economic 
phenomena in the context of user 
experience design using basic 
analytical methods applied in 
economics, finance, and 
management sciences.

[SU2] presentation/project/paper/
report

[EKONL3_K06] is willing to be 
guided in his professional life by 
business ethics and corporate 
social responsibility, to respect 
others and to be loyal to his 
employer

The student is ready to be guided 
by business ethics and corporate 
social responsibility in their 
professional life, respecting 
others, and being loyal to their 
employer.

[SK2] presentation/project/paper/
report

[EKONL3_K04] is willing to think 
and act in an entrepreneurial 
manner; adapts to new situations 
and conditions, takes on the 
challenges of creative thinking, is 
resilient in the face of failure, is 
able to identify risks and assess 
the risks of failure

The student is able to use design 
tools (Figma, Canva, Photoshop) 
in a creative and flexible way, 
adapting to changing project 
conditions. They take initiative in 
team activities, identify potential 
challenges in the design process, 
assess the risk of their 
occurrence, and propose solutions
—demonstrating an 
entrepreneurial mindset.

[SK2] presentation/project/paper/
report

[EKONL3_U14] is able to set 
priorities and plan and organise 
the tasks involved in their 
implementation as well as monitor 
and evaluate progress accordingly

The student is able to plan and 
organize project work related to 
user interface design using 
selected tools (Figma, Canva, 
Photoshop), appropriately setting 
task priorities, monitoring 
progress, and evaluating the 
effectiveness of project 
implementation in line with UX 
industry standards.

[SU2] presentation/project/paper/
report

[EKONL3_W01] has advanced 
knowledge of the nature of social 
sciences, their place in the system 
of sciences, knows the role of 
economic sciences in this system 
and uses universal economic 
terminology

The student demonstrates 
knowledge of the role of UX 
Design in the context of social and 
economic sciences, understands 
the importance of user experience 
in design and business processes, 
and uses basic economic and 
social terminology when analyzing 
and presenting UX projects.

[SW2] presentation/project/paper/
report

[EKONL3_K02] is aware of the 
level of knowledge in the field of 
economics and understands the 
need to deepen and update this 
knowledge throughout life

The student is aware of the level 
of their knowledge in the field of 
economics and understands the 
need to deepen and update this 
knowledge throughout their life.

[SK1] oral statement/conversation/
discussion
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Subject contents 1. Figma in the Design Process
2. Canva, Photoshop
3. UX Design in the Job Market
4. Creating Designs

Any doubts regarding the issues discussed can be clarified during the consultations.

Prerequisites 
and co-requisites
Assessment methods 
and criteria

Subject passing criteria Passing threshold Percentage of the final grade
 51.0% 10.0%
 51.0% 90.0%

Recommended reading Basic literature  

 
• Martin, A. "Figma for Beginners: Learn UX/UI Design with Figma", 

2021.
• Brown, T. "Change by Design: How Design Thinking Creates New 

Alternatives for Business and Society", Harper Business, 2009.
• Banfield, R., Lombardo, C. & Wax, T. "Design Sprint: A Practical 

Guidebook for Building Great Digital Products", O'Reilly Media, 
2015.

 

Supplementary literature Kent, T. "The Canva Crash Course: Simplified Graphic Design for 
Everyone", 2020.

eResources addresses

Example issues/ 
example questions/ 
tasks being completed
Work placement Not applicable
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