TC518: USER-CENTERED DESIGN (Winter 2005)
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Email:  ksbecker@u.washington.edu  
Office hours: By appointment

Teaching Assistant:  
Elisabeth Cuddihy
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COURSE DESCRIPTION:

In this course, we will explore the user-centered design (UCD) paradigm from a broad perspective, emphasizing how user research and prototype assessment can be integrated into different phases of the design process.  We’ll start by exploring the roots of the user-centered design paradigm and its relationship to other current design paradigms.  Then, based on a simple model of design activity, we will explore various ways that information about users can be infused into the design process.   We will look at methods proposed by leaders in the field as well as case studies of the use of such approaches.  As background to each method, we will also talk about various theories of human behavior that affect how users interact with systems.  In the context of the case studies, we will look at how different types of design decisions impact a user, and how these decisions can be informed by information about users.  We will also discuss the economic case for pursuing a user-centered design approach.   

LEARNING OBJECTIVES:

As a result of participation in this course, students will be able to:

· Plan and execute activities that collectively instantiate a user-centered design process

· Critically discuss the concept and complexities of user-centered design

· Identify and explain a variety of factors motivating and enabling an emphasis on UCD

· Identify areas of scholarship useful in design to address user needs

TOPICS and SCHEDULE - OVERVIEW:

· Defining and motivating user-centered design (Week 1)
· Analysis techniques for user centered design (Weeks 1-6)

· Design principles and heuristics for creating user-centered solutions (Weeks 6-9)

· Evaluation methods for determining effectiveness from a user perspective (Weeks 7-8)

· User-centered design in the real word (Week 9-10)

REQUIRED MATERIALS

· Readings:  No textbooks will be required for this course.   Required readings are contained in a packet available at the Ave Copy Center (4141 University Way NE #103, 206-633-1837).  Additional readings are available online through the library website.    

· Web access:  Students will need access to the web in order to access the information and additional resources located on the course website, to participate in online discussions, and to share their group work with colleagues.  The URL for the online discussion forum is located on the course website.  

STUDENT REQUIREMENTS

In this class, students will be expected to complete reading assignments, participate in both online and class discussions, and complete activities related to a term-long design project.  Additionally, there will a take-home final exam.  

Project – Exercises
20%

Project – Deliverable 1
20%

Project – Deliverable 2
30%

Readings and Discussions
10%

Final Exam
20%
Project (20% + 20% + 30%)

A central feature of this class is a term-long project in which students will use user-centered design methods to redesign a product/process of their choosing.  The ten-week project timeframe simulates user-centered design under significant time and resource constraints (not unlike many real-world projects).  Students will be invited to imagine the context in which this redesign is occurring, and to employ this context in determining important project directions.


The organization of the project activity represents a balance between individual and group work.  Students will work with a group of four to six students focused on the same product/process.  Each student in the group will complete the assigned activities individually, and will be graded for their individual effort.  At the same time, students in the group will share their individual efforts with each other, making it possible for the group to accumulate significant knowledge.  Individual students can then use this information on subsequent project exercises and deliverables.  In this way, students will gain some of the benefits of group work without some of the drawbacks.  Students will be asked to submit their work via an electronic portfolio, in order to facilitate the sharing of information within the team and between students and the course instructors. Specific requirements related to the project are as follows: 

· Project Exercises – Almost weekly homework graded as credit/no credit:  Through the project exercises, students will have the opportunity to practice some of the major activities and decisions associated with user-centered design.  Each project exercise write-up will be limited to 1 page.  Project exercises are due at the beginning of class.  Students should bring copies of the project exercise to class (one for each group member and one for instructor) and also to post the project exercise to an ongoing design portfolio (see below). Project exercises receive credit as long as they are submitted on time and in the required format.  Students will receive feedback on project exercises through in-class discussions with other students.    

· Project Deliverables – Graded papers summarizing significant project progress:  Students will submit two project deliverables in which they present their project progress to date. In the first deliverable, students will describe their analysis of the redesign situation and the problem that they wish the redesign to address.  In the second deliverable, students will present their final solution along with their justification of that solution.  Additional information on the requirements and grading of each deliverable will be provided in class. Project deliverables are due at the beginning of class.  Students should bring one copy of the deliverable to class and also post the deliverable to their design portfolio (to be discussed in class).

· Presentation:  Each group will be required to present the results of their project exercise at one point during the term.  

· Design portfolio:  Each student will maintain an online design portfolio containing copies of each of their design exercises and deliverables.  The portfolio will facilitate group sharing of work, and also provide a venue for receiving project related feedback. Instructions for creating the portfolio will be discussed in class. 

Readings and Discussions (10%)

Readings and discussion are an important part of a graduate course.  The readings in this course will be used to support discussion of fundamental issues in user-centered design and to provide students with guidance on project-related activities.  The readings for the class represent a variety of genres (e.g., empirical study, methodology, case study, theoretical issues) and a variety of sources (e.g., Technical communication, International Journal of human-computer interaction, Interactions).  


Discussion of readings provides an opportunity for students to refine their understanding of the main ideas presented in the readings, to critically examine these ideas, and to draw connections between the various ideas and situations in practice.  Challenges of discussion, particularly in large classes, include a) ensuring an appropriate balance between understanding and critiquing a specific reading, b) ensuring that all students have the opportunity to contribute ideas to the discussion, and c) making it possible for discussions to transcend the space and time constraints of a classroom.    

The student requirements below reflect these issues associated with effective use of readings and discussion.  Students will be given full credit for these activities as long as all requirements are met and completed with acceptable professional quality.  In addition to reading each of the required readings and participating in class discussions and activities, students will be expected to:

· Make contributions to the online discussion (weekly, due by Monday at 8:00 am):  In this class, we will use an electronic bulletin board for online discussion of class readings.  Each student will be responsible for contributing at least one posting to the bulletin board per week.  These postings may take a variety of forms (e.g., offering a critique, posing questions, responding to other students, introducing new information).  It is interesting to note that some types of contributions (particularly those that demonstrate connections between multiple ideas or between ideas and real-world contexts) are particularly useful for promoting learning.  These online contributions will be due by Monday at 8:00 am so that the content of the online discussion can be used to inform the week’s class sessions.

· Stimulate class discussion using topics extracted from online discussion (once during term):  Each week, a small number of students will be responsible for stimulating class discussion via topics / themes/ ideas / observations based on the online discussion.  This will ensure continuity between the two discussion spaces.  The students with this responsibility should a) prepare a 200-300 word statement describing the issue(s) he/she would like to raise, and b) be prepared to facilitate discussion around the topic.

· Read one or more supplemental papers and share insights with group.  The supplemental readings were selected to provide alternate explanations of relevant concepts and to present additional useful concepts.   The supplemental readings provide an additional mechanism for students to customize their experience in the class. 

Final Exam (20%)

An un-timed, take-home exam will provide an opportunity for students to demonstrate their learning from the course materials and relative to the learning objectives.  The exam will complement the project in that students will have the chance to demonstrate the general understanding that has emerged from the course.  

GRADING
The project deliverables and final exam will be graded on a scale from 0-4, in 0.1 point increments as presented below.  In the case of the project exercises and reading/discussion activities, students will receive full credit for these requirements as long as the requirements are completed on time and in an acceptable, professional manner. 

4
Top-notch, excellent, extraordinary accomplishment.  Really strong conception and execution.  Minor tinkering at most needed to make this comparable to professional-quality work. 

3
Very strong work.  Everything in order, well conceived and well executed.  Minor editing problems at most. 


Note:  The differences between a 3 and a 4 have to do with a combination of originality, excellence, thoroughness, and attention to detail in execution.  Although grades of 4 may include comments on sentence level editing, doing this type of editing would not be sufficient to raise a 3 to a 4.

2
Average, but missing some components.  No glaring conceptual or execution problems, but nothing particularly outstanding on either dimension.  Focus may be somewhat limited, or execution may be less than optimal. 

1
Acceptable, but below average work.  Either conception, execution, or both definitely need to be improved.

0
Not of acceptable quality.     

APPOINTMENTS, CONFERENCES, AND COMMUNICATION

The instructors and teaching assistants of this course will be glad to meet with you to discuss your work in the course and any questions or concerns you may have in relation to it.  Each member of the teaching team will be glad to meet with you during posted office hours, by appointment, or before class (time permitting). Each member can be reached via email (expect a 24 hour turnaround) or phone.  If sending email, please include the phrase “TC518” at the beginning of the subject line.   

RESPONSIBILITIES OF STUDENTS

· Attendance:  You are expected to participate in class sessions and conferences as scheduled.  Consider this class as part of your professional life and keep in mind that you would not fail to report to work without giving appropriate notice. 

· Meeting deadlines:  Meeting deadlines is a professional responsibility.  Therefore, all written assignments must be submitted on the due date.  You can receive an extension only if you: 1) contact the course instructors before the date on which the assignment is due to explain why you need an extension, and receive written (or e-mail) approval.  Then 2) submit the assignment within one week of the original due date.  Using these procedures, you may submit one late paper during the term with no penalty.

· Being personally responsible for learning:  Because individual experiences are so different, the only person who may truly understand what works for you is you.  As a result, students need to be their own self-advocates.  If something in the class is not working for you, please raise it with the instructor while there is still time to make a correction.  It is frustrating to learn of problems only when there is no longer the possibility of fixing them.  

RESPONSIBILITIES OF THE INSTRUCTOR 

Instructors have a number of responsibilities.  The instructors of this course are committed to the responsibilities shown in the list below.  If you believe the instructors should have a responsibility that is not already mentioned in the list, please raise this issue.  
· Providing clear expectations and instructions

· Timely turnaround of submitted materials

· Providing justification of grades and constructive feedback for improvement

· Sharing knowledge and expertise

· Recognizing and balancing the needs of each of the students in the class

· Helping students development excitement and interest in the topic

RELIGIOUS OBSERVANCE

In accordance with university policy, I have worked to avoid having graded assignments due on major religious holidays.  However, given the variety of such observances, it is often impossible to avoid all conflicts.  If you have a conflict between a religious holiday and an assignment, please contact me in advance so that we can make appropriate arrangements. 

TEACHING PHILOSOPHY

The design of any teaching experience represents choices among varied alternatives.  The design of this course reflects two important assumptions:  a) that learning involves construction of knowledge and b) that students are diverse and bring important knowledge to the learning experience.  In designing this course, we have worked from these two assumptions and endeavored to a) provide varied ways for students to learn and to demonstrate their learning, and b) to ensure students have the opportunity to share their knowledge and learn from each other.  Because we also recognize that design is an iterative activity, we welcome any suggestions or comments that students have about the design and execution of the course. 

SCHEDULE – OVERVIEW AND WEEKLY RESPONSIBILITIES

This class is organized around a series of topics which are defined by a set of driving questions, introduced through readings and discussion during a given week, and then explored in the context of the project (via exercises and deliverables due the following week).   The schedule below summarizes these topics and provides a quick reference for what is due on a given week.  

	Week of
	What is “due” in class


	1 (1/3)
	Project
Project group formation

Readings
Building blocks (Topic A)

	2 (1/10)
	Project
Building blocks exercise (Topic A)

Readings 
Gathering info, contextual inquiry and other methods (Topic B)

	3 (1/17)
	Project
Contextual inquiry exercise (Topic B)

Readings
Characterizing users (Topic C)

	4 (1/24)
	Project
User analysis exercise (Topic C)
Readings
Characterizing tasks (Topic D)

	5 (1/31)
	Project
Task analysis exercise (Topic D)

Readings
Moving toward problem definition (Topic E)

	6 (2/7)
	Project
Analysis and problem definition deliverable  (Topic E)

Readings
Design principles relevant to user-centered design (Topic F)

	7 (2/14)
	Project
Design I exercise(Topic F)

Readings
Heuristic evaluations and inspection methods (Topic G)

	8 (2/21)
	Project
Heuristic evaluations exercise (Topic G)

Readings
User-centered evaluations (Topic H)

	9 (2/28)
	Project
User-centered evaluation exercise (Topic H)
Readings
Presenting UCD solutions / Arguing for UCD (Topic I)

	10 (3/7)
	Project
Presenting the solution, The design & evaluation deliverable (Topic I)

--
Revisiting User-centered Design (Topic J)


1 Contributions to the online discussion (i.e., postings to the bulletin board) are due prior to class.  For additional information, see the section on “Readings and Discussion.”

SCHEDULE – DETAILS 

This section provides greater detail on the course-related topics including the driving questions associated with each topic, the specific readings associated with each topic, and the detailed assignment of each project exercise/deliverable.  All readings are in the packet. Most of the journal articles can also be accessed online. 

Week 1

Topic A:  Building blocks of user-centered design 

Driving questions

· What is user-centered design (e.g., philosophy, prescriptive process)?  What are the goals of user-centered design (e.g., usability, learnability, accessibility, …)?What does a user-centered design process look like?  

· How does user-experience design compare to other types of design such as software design, navigation design, interface design, interaction design, learner-centered design, and usage-centered design?  How does a user-centered design process compare to other design processes such as the waterfall model and extreme programming?

· What has enabled and motivated the emergence of user-centered design?  

· What information will a user-centered designer draw on? Why does user-centered design rely extensively on data?

Readings (Discussed,  Week 1):
Required

· Barnum, C.M. (2002). Chapter 1 – What is usability and what is usability testing?, In Usability testing and research, Longman: New York, pp. 1-8. 

· Dumas, J.S. and Redish, J.C. (1999).  Chapter 1: Introducing usability.  In A practical guide to usability testing. Intellect: Portland, pp. 3-19. 

· Gould, J.D. and Lewis, C. (1985).  Designing for usability: Key principles and what designers think.  Communications of the ACM, 28(3), pp. 300-311.  

Supplemental

· Cooper, A. (1999).  Chapter 1 - Riddles of the information age, In The inmates are running the asylum, SAMS: Indianapolis, pp. 3-18. 

· Earthy, J., Jones, B.S., and Bevan, N. (2001).  The improvement of human-centered processes – facing the challenge and reaping the benefit of ISO 13407, International journal of human-computer studies, 55, pp. 553-585.

· Norman, D.A. (1988).  Chapter 1 - Psychopathology of everyday things, In The psychology of everyday things, Basic Books: New York, pp. 1-33. 

· Vicente, K. (2004).  Chapter 1 - A thread to our quality of life: Technology beyond our control, In The Human Factor, Routedge: New York, pp. 9-28.

· Vicente, K. (2004).  Chapter 2 - Why is technology so out of control?, In The Human Factor, Routedge: New York, pp. 29-64.

Week 2

Project Exercise – Preliminary user and task analysis (Due, Week 2):  Interact with the product/system you are proposing to redesign, and consider the following questions:  Who are the intended users and what goals might they have when interacting with the product? What would they do with the product/system and what would be entailed in using the product/system to complete these tasks?  In what context and under what circumstances would the interaction occur?  What would be the criteria of a successful interaction?  Prepare one-page of information relative to these questions.  Bring copies of the exercise to class (one copy for each member of the team, one copy for the instructor) and also post it to your design portfolio.  

Topic B:  Gathering information, contextual inquiry and other methods

Driving Questions:

· What types of information are useful for user-centered design? How will this information be used to inform the design process?

· What methods exist for collecting the necessary information from users?  What types of tradeoffs exist among information types and data collection methods?

· What challenges are associated with data collection, in general, and each of the methods specifically?  What is involved in using these methods effectively? 

Readings (Discussed, Week 2):
Required

· Hackos, J.T. and Redish, J.C. (1998). Chapter 2 - Thinking about Users, In User and task analysis for interface design, John Wiley and Sons: New York, pp. 23-50.  

· Raven, M.E., and Flanders, A. (1996).  Using Contextual Inquiry to learn about your Audiences, Journal of computer documention, 20(1), pp. 1-13.

Supplemental 

· Simpson, M. (1996).  A commentary on "Using contextual inquiry," Journal of computer documentation, 20(1), pp. 25-28. 

· Kleimann, S. (1996).  Response to "Using contextual inquiry," Journal of computer documentation, 20(1), pp. 22-24. 

· Mirel, B. (1996).  Contextual inquiry and the representation of tasks, Journal of computer documentation, 20(1), pp. 14-21. 

· Kuniavsky, M. (2003).  Chapter 8 - Contextual inquiry, task analysis, and card sorting, In Observing the user experience: A Practitioner's guide to user research, Morgan Kaufman Publishers, San Franciso, pp. 159-200.

· Sawin, D.A., and Yamazaki, K., and Kumaki, A. (2002).  Putting the “D” in UCD: User-centered Design in the Thinkpad experience development, International Journal of Human-Computer Interaction, 14(3-4), pp. 307-334. 

Week 3

Project Exercise – Results from Analysis Method (Due, Week 3): Carry out a contextual inquiry in which you work with at least two users.  Prepare a one-page description summarizing the data you collected, and potential implications for redesign (e.g., issues you are seeing, ideas for alternate solutions).  Bring copies of the exercise to class (one copy for each member of the team, one copy for the instructor) and also post it to your design portfolio.  
Topic C:  Characterizing users and tasks
Driving questions:

· What would we want to record and share about users?  About tasks?  About the environment and circumstances under which users do tasks?

· How will information on users, tasks, and the task environment be used in design? 

· What properties do user and task characterizations need to have in order for them to serve as useful tools for the design team?

· What challenges and issues can arise in user and task characterization? 

Readings (Discussed, Week 3)

Required
· Cooper, A. and Reimann, R. (2003).  Chapter 5 - Modeling users: Personas and goals, In About face 2.0: The essentials of interaction design, Wiley Publishing: Indianapolis, pp. 55-74.

· Hackos, J.T. and Redish, J.C. (1998). Chapter 11 - Analyzing and presenting the data you have collected, In User and task analysis for interface design, John Wiley and Sons: New York, pp. 299-344.  

Supplemental

· Cooper, A. and Reimann, R. (2003).  Chapter  2 - Implementation models and mental models, In About face 2.0: The essentials of interaction design, Wiley Publishing: Indianapolis, pp. 21-32.

· Cooper, A. and Reimann, R. (2003). Chapter 3 - Beginners, experts, and intermediates, In About face 2.0: The essentials of interaction design, Wiley Publishing: Indianapolis, pp. 33-38.

· Kuniavsky, M. (2003).  Chapter 7 - User profiles, In Observing the user experience: A Practitioner's guide to user research, Morgan Kaufman Publishers, San Francisco, pp. 129-159.

· Turns, J. and Wagner, T. (2004).  "Characterizing audience for informational web design," Technical Communication, 51(1), pp. 68-85.

Week 4

Project Exercise - User Analysis (Due, Week 4):  Using the contextual inquiry data generated collectively by the team, generate either a synthesis of what you know about the systems users.  Prepare a one-page description of these results and potential implications for redesign.  Bring copies of the exercise to class (one copy for each member of the team, one copy for the instructor) and also post it to your design portfolio.  
Topic D:  Characterizing tasks, goals, and context
Driving questions:

· What would we want to record and share about users?  About tasks?  About the environment and circumstances under which users do tasks?

· How will information on users, tasks, and the task environment be used in design? 

· What properties do user and task characterizations need to have in order for them to serve as useful tools for the design team?

· What challenges and issues can arise in user and task characterization? 

Readings (Discussed, Week 4)

Required

· Hackos, J.T. and Redish, J.C. (1998). Chapter 11 – Analyzing and presenting the data you have collected, In User and task analysis for interface design, John Wiley and Sons: New York, pp. 299-344.  (Revisited article from a previous week)

· Hackos, J.T. and Redish, J.C. (1998). Chapter 4 – Thinking about the Users Environment, In User and task analysis for interface design, John Wiley and Sons: New York, pp. 91-110.  

Supplemental

· Kuutti, K. (1997). Chapter 2 - Activity theory as a potential framework for human-computer interaction research, In Context and consciousness: Activity theory and human-computer interaction, B. Nardi (Ed.), The MIT Press: Cambridge, pp. 8-44.

· Lacohee, J. and Anderson, B. (2001).  Interacting with the telephone.  International Journal of Human-computer Studies. 54(5), pp. 665-699.  

· Nardi, B. (1997).  Chapter 10 - Some reflections on the application of activity theory, In Context and consciousness: Activity theory and human-computer interaction, B. Nardi (Ed.), The MIT Press: Cambridge, pp. 235-246.

· Nardi, B.A. (1997).  Chapter 1 - Activity theory and human-computer interaction, In Context and consciousness: Activity theory and human-computer interaction, B. Nardi (Ed.), The MIT Press: Cambridge, pp. 7-16.

· Norman, D.A. (1988).  Chapter 2 - The psychology of everyday actions, In The psychology of everyday things, Basic Books: New York, pp. 34-53. 

Week 5

Project Exercise - Task and Context Analysis (Due, Week 5):  Using the contextual inquiry data generated collectively by the team, generate a characterization of the tasks (both frequent and/or critical) that users complete using your product/system.  Your characterization should also include information on the context/circumstances in which the tasks are completed.  Prepare a one-page description of these results and potential implications for redesign.  Bring copies of the exercise to class (one copy for each member of the team, one copy for the instructor) and also post it to your design portfolio.  
Topic E:  Moving toward problem definition 

Driving Questions:

· How do designers use knowledge of users, tasks, and contexts to understand observed usability problems?  

· How does one set priorities for a UCD redesign?  How does one constrain redesign? 

· How do designers manage the scope of a project?  What are the challenges associated with managing scope (e.g., scope creep)?

Readings (Discussed, Week 5)  

Required

· Cooper, A. and Reimann, R. (2003). Chapter 6 - Scenarios: Translating goals into design, In About face 2.0: The essentials of interaction design, Wiley Publishing: Indianapolis, pp. 75-90.

· Cross, N. and Cross, A.C. (1998).  Expertise in engineering design.  Research in engineering design. 10, pp. 141-149.

· Preece, J., Rogers, Y., and Sharp, H. (2002).  "Interview with Suzanne Robertson," in Interaction design: Beyond human-computer interaction, John Wiley and Sons: New York, pp. 236-238.

· Salem, A. (2002). Product Concept Summary, Internal document, SalemSystems, Seattle, Washington. 

· Barnum, C.M. (2002). Chapter 1 – What is usability and what is usability testing?, In Usability testing and research, Longman: New York, pp. 1-8. (Revisited article from a previous week)

· Dumas, J.S. and Redish, J.C. (1999).  Chapter 1: Introducing usability.  In A practical guide to usability testing. Intellect: Portland, pp. 3-19. (Revisited article from a previous week)

Supplemental

· Battarbee, K. and Mattelmaki, T. (2002), "Meaningful product relationships," Proceedings of the 2002 Design and Emotion conference, Loughborough, England. 

· Forlizzi, J. and Battarbee, K (2004).  "Understanding experience in interactive systems," Proceedings of the 2004 Designing Interactive Systems Conference, ACM Press, pp. 261-268.

· Vanderheiden, G. (2000).  "Fundamental principles and priority setting for universal usability," Proceedings of the 2000 Conference on Universal Usability, ACM Press: New York, pp. 32-38. 

Week 6

Project Deliverable – Analysis and problem definition (Due, Week 6):  In this report, students will describe their analysis of the redesign situation and the problem that they wish the redesign to address.  Additional information on the requirements and grading of each deliverable will be provided in class. Project deliverables are due at the beginning of class.  Students should bring one the deliverable to class and also post the deliverable to their design portfolio.

Topic F:  Support for generating and refining solutions

Driving Questions:

· What types of information can a UCD designer use to inform their design?

· How are the available design principles similar to, and different from each other?  What are the implications for their use (e.g., ease of use, credibility, results)?  What are sources of design principles available to UCD designers?  What challenges arise in using design principles?

· What are design patterns and how can they help designers?

· What is a paper prototype?  What are the benefits of low fidelity prototypes?

Readings (Discussed, Week 6):

Required

· Snyder, C. (2001).  "Paper prototyping," http://www-106.ibm.com/developerworks/library/us-paper/?dwzone=usability, accessed on Feb 17, 2004.  

· Cooper, A. and Reimann, R. (2003).  Chapter 7 - Synthesizing good design: Principles and patterns, In About face 2.0: The essentials of interaction design, Wiley Publishing: Indianapolis, pp. 91-102.

Supplemental Readings

· De Jong, M. and Van Der Geest, T. (2000).  Characterizing web heuristics, Technical Communication, 47(3), pp. 311-326.

· Van Duyne, D.K., Landay, J.A., and Hong, J.I. (2003).  Making the most of web design patterns, In The Design of Sites: Patterns, principles, and process for crafting a customer-centered web experience, Addison-Wesley: Boston, pp. 19-29.

· Adkisson, H.P. (2002).  "Identifying de-facto standards for e-commerce web sites," Proceedings of the 2002 International Professional Communicators Conference, Portland, OR, pp. 22-42.

· Dumas, J.S. and Redish, J.C. (1999).  Chapter 4: Basing designs on expertise in human-computer interaction. In A practical guide to usability testing. Intellect: Portland, pp. 51-61. 

· Mullet, K. and Sano, D. (1995). Elegance and Simplicity.  In Designing Visual Interfaces, Sunsoft Press: Englewood Cliffs, NJ, pp. 17-50.   

· Spyradakis, J. (2000).  Guidelines for authoring comprehensible web pages and evaluating their success.  Technical Communication, 47(3), pp. 359-382.  Online

· Van Duyne, D.K., Landay, J.A., and Hong, J.I. (2003).  Creating a navigation framework, In The Design of Sites: Patterns, principles, and process for crafting a customer-centered web experience, Addison-Wesley: Boston, pp. 183-226.
Week 7

Project Exercise Due – Design I (Due, Week 7):  Prepare a proposed redesign of your product.  Use a combination of words and images to represent your proposed redesign.  Justify this design using both design principles discussed in class as well as the information you have about your users, their tasks, and the contexts for their tasks.  Bring copies of the exercise to class (one copy for each member of the team, one copy for the instructor) and also post it to your design portfolio.  
Topic G:  User-centered evaluations: Heuristic evaluations and inspection methods

Driving questions:

· What methods can a UCD designer draw on in order to evaluate their solutions?  What in entailed in using these methods and presenting the results?  Who are the consumers of the evaluation results? 

· Why is empirical evaluation of design such a critical aspect of user-centered design?

· How can UCD designers ensure that evaluation activities are incorporated early into the design process?

Readings (Discussed, Week 7):
Required

· Barnum, C.M. (2002). Chapter 2 - Other methods for getting feedback about product usability, In Usability testing and research, Longman: New York, pp. 31-73.

· Levi, M.D. and Conrad, F.G. (1996).  A Heuristic Evaluation of a WWW Prototype, Interactions, July/August, pp. 50-61. Online 


Supplemental

· Farkas, D. and Farkas, J.B. (2000).  Guidelines for designing web navigation.  Technical Communication, 47(3), pp. 341-359. (excerpt only) 

· Williams, T. R. (2000).  Guidelines for designing and evaluating the display of information on the web.  Technical Communication, 47(3), pp. 383-396. Online

· Hertzum, M. and Jacobsen, N.E. (2001).  The evaluator effect: A chilling fact about usability inspection methods, International Journal of Human-Computer Interaction, 13(4), pp. 421-443. 

Week 8

Project exercise – Heuristic evaluation (Due, Week 8):  Design and execute a heuristic evaluation of your prototype.  Prepare a one page description summarizing your heuristic evaluation approach, the results of your evaluation, and potential implications for redesign.  Bring copies of the exercise to class (one copy for each member of the team, one copy for the instructor) and also post it to your design portfolio. 

Topic H:  User-centered evaluations: Usability testing

Driving questions:

· What methods can a UCD designer draw on in order to evaluate their solutions?  What in entailed in using these methods and presenting the results?  Who are the consumers of the evaluation results? 

· Why is empirical evaluation of design such a critical aspect of user-centered design?

· How can UCD designers ensure that evaluation activities are incorporated early into the design process?

Readings (Discussed, Week 8):

Required

· Dumas, J.S. and Redish, J.C. (1999).  Chapter 2: Introducing usability testing. In A practical guide to usability testing. Intellect: Portland, pp. 22-39. 

· Grayling, T. (1998).  Fear and Loathing of the Help Menu: A Usability Test of Online Help, Technical Communication, 45(2), pp. 168-179.  Online 

Week 9

Project Exercise Due – User-centered evaluation (Due, Week 9): Design and execute a user-centered evaluation (a usability study) of your prototype with at least two users (ideally three).  Prepare a one page description summarizing your evaluation method and results and potential implications for redesign.  Bring copies of the exercise to class (one copy for each member of the team, one copy for the instructor) and also post it to your design portfolio. 

Topic I:  Presenting solutions in the context of user-centered design / Arguing for UCD  

Driving questions:

· What challenges and complexities are associated with UCD in the “real” world?  How does this affect how you talk about user-centered design processes and proposed solutions?

· What are contexts in which you might be asked to engage in user-centered design activities?  What strategies can one use in order to persuade and/or convince others to engage in user-centered design activities?

Readings (Discussed, Week 9):

Required

· Barnum, C.M. (2002). Cost justifying usability.  In Usability testing and research, Longman: New York, pp. 22-30. 

· Cooper, A. (1999). Chapter 3- Wasting money, In The inmates are running the asylum, SAMS: Indianapolis, pp. 41-58. 

· Cooper, A. (1999). Chapter 5 - Customer disloyalty, In The inmates are running the asylum, SAMS: Indianapolis, pp. 71-80. 

· Hackos, J.T. and Redish, J.C. (1998). Chapter 5 - Making the business case for site visits. In User and task analysis for interface design, John Wiley and Sons: New York, pp. 111-126.  

· Jokela, T. (2004).  When good things happen to bad products: Where are the benefits of usability in the consumer appliance market?, Interactions, November/December, pp. 29-35.

Supplemental

· Cooper, A. (1999).  Chapter 1 - Riddles of the information age, In The inmates are running the asylum, SAMS: Indianapolis, pp. 3-18. (Revisited article from a previous week)
· Norman, D.A. (1988).  Chapter 1 - Psychopathology of everyday things, In The psychology of everyday things, Basic Books: New York, pp. 1-33. (Revisited article from a previous week)
· Vicente, K. (2004).  Chapter 1 - A thread to our quality of life: Technology beyond our control, In The Human Factor, Routedge: New York, pp. 9-28. (Revisited article from a previous week)
· Vicente, K. (2004).  Chapter 2 - Why is technology so out of control?, In The Human Factor, Routedge: New York, pp. 29-64. (Revisited article from a previous week)
Week 10

Project Deliverable Due – Design and evaluation (Due, Week 10):  In this report, students will present their final solution along with their justification of that solution.  Additional information on the requirements and grading of each deliverable will be provided in class. Project deliverables are due at the beginning of class.  Students should bring one the deliverable to class and also post the deliverable to their design portfolio.

Topic J:  Revisiting User-centered Design
Driving Questions:

· What activities are involved doing user-centered design?  What skills and knowledge are required to do these activities?  How do you select the activities/methods that you will actually use for any specific project?

· What challenges arise in doing user-centered design?  How can they be resolved?

· What type of information is needed to support user-centered design?  What sources exist for gaining this information (i.e., the sources of “literature”)?  How does a designer evaluate this literature? What are the benefits and costs of turning to these sources in order to support design?

· How does a designer accumulate sources of information so that they know where to go in order to get informed on a specific project? 

· Overall, how can UCD designers ensure that user-centered perspectives are incorporate into the overall design process?

Readings (Discussed, Week 10):

Required
· Barnum, C.M. (2002). Chapter 1 - What is usability and what is usability testing?, In Usability testing and research, Longman: New York, pp. 1-8. (Revisited article from a previous week) 

· Dumas, J.S. and Redish, J.C. (1999).  Chapter 1: Introducing usability.  In A practical guide to usability testing. Intellect: Portland, pp. 3-19. (Revisited article from a previous week)
· Earthy, J., Jones, B.S., and Bevan, N. (2001).  The improvement of human-centered processes - facing the challenge and reaping the benefit of ISO 13407, International journal of human-computer studies, 55, pp. 553-585.  (Revisited article from a previous week)
· Gould, J.D. and Lewis, C. (1985).  Designing for usability: Key principles and what designers think.  Communications of the ACM, 28(3), pp. 300-311.  (Revisited article from a previous week)
� 
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