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Columbus State Community College
Interactive Media
Digital Art, Media & Design Department


COURSE NUMBER: IMM 1110

COURSE:  Mobile App Design II	

CREDITS:  3						CLASS HOURS PER WEEK: 2 Lecture, 2 Lab
	
PREREQUISITES: IMM 1101

DESCRIPTION OF COURSE:
The Mobile Media Design II Course teaches students advanced levels of mock-ups, wireframes and prototyping skills using software programs used by design, animation, and mobile companies worldwide. The course emphasizes UX heuristics with design planning and principles from a native, hybrid and web specific point of view and expands the knowledge of prototyping and interface composition to create a more visual compelling aesthetic optimized for mobile delivery. 

COURSE STUDENT LEARNING OUTCOMES
· Expanded knowledge of software programs: graphics and design principles
· Evaluate types and styles of interface composition and design planning
· Psychology principles relating to UX heuristics
· Data Visualization / Infographics
· More detail about Rapid Prototyping Software: XD / Figma / InVision
· Functional Spec Doc usage – working with developers
· More detail about App submission and Publishing to Google Play Store and Apple Store
· Being pragmatic as a UI/UX Designer
PROGRAM OUTCOMES 

· Comprehend the relationship between design, marketing, and interactive multimedia projects and how it affects society and industry. 
· Understand the purpose and interrelationship among design, scripting, and software. 
· Be able to evaluate the strengths and weaknesses of project design including storyboarding,
diagramming, flowcharting, and brand relevance. 

If you need to work at the main campus, we have a computer commons area. It is located in the Technology building. Refer to the Course Information page for more information.

OUTCOMES BASED ASSESSMENT OF STUDENT LEARNING 
For this course, students are expected to demonstrate the skills associated with the Institutional Learning Goals (ILG) identified below:
· Critical Thinking 
· Ethical Reasoning 
· Technological Competence
· Communication Competence
In class students are assessed on their achievement of these outcomes. Names will not be used when reporting results. Outcomes-based assessment is used to improve instructional planning and design and the quality of student learning throughout the college.


COURSE MATERIALS REQUIRED: None


TEXTBOOK, MANUALS, REFERENCES, AND OTHER READINGS
UX Design for Mobile By Pablo Perea


GENERAL INSTRUCTIONAL METHODS

This course utilizes web page content for information delivery over the CSCC Global Campus (Blackboard).

· Classroom & Group Discussions / Lectures
· Mobile Design examples
· Mobile development videos


STANDARDS AND METHODS FOR EVALUATION
	ASSIGNMENTS
	Points

	Project One
	100

	Project Two
	100

	Project Three
	125

	Quiz
	100

	Project Four
	125

	Project Five
	125

	Project Six 
	125

	Final Project 
	200

	Total
	1000


GRADING SCALE

	Points
	Grade

	900 – 1000
	A

	800 – 899
	B

	700 – 799
	C

	600 – 699
	D

	0 – 599
	E




SPECIAL COURSE REQUIREMENTS: 
None


ATTENDANCE POLICY
Students will attend all classes.  If there is an issue, it is up to the student to contact the Instructor before the class. Students will be in class on time.   


COLLEGE SYLLABUS STATEMENTS
Columbus State Community College required College Syllabus Statements on College Policies and Student Support Services can be found at  www.cscc.edu/syllabus or on the College website Quick Links “ Syllabus Statements”.


WEATHER RELATED DEPARTMENT SPECIFIC POLICY 

In the event of severe weather or other emergencies that could force the college to close or to cancel classes, such information will be broadcast on radio stations and television stations.  Students who reside in areas that fall under a Level III emergency should not attempt to drive to the college even if the college remains open.

Assignments due on a day the college is closed will be due the next scheduled class period.  If an examination is scheduled for a day the campus is closed, the examination will be given on the next class day.  If a laboratory is scheduled on the day the campus is closed, it will be made up at the next scheduled laboratory class.  If necessary, laboratory make-up may be held on a Saturday. 

Students who miss a class because of weather-related problems with the class is held as scheduled are responsible for reading and other assignments as indicated in the syllabus.  If a laboratory or examination is missed, contact me as soon as possible to determine how to make up the missed exam or lab.  Remember!  It is the student’s responsibility to keep up with reading and other assignments when a scheduled class does not meet, whatever the reason.

In the event the college is forced to close during Final Examination Week, students will be contacted by the instructor, and will schedule times to meet individually for their final presentations. 





2

UNITS OF INSTRUCTION

	WEEK
	UNIT OF INSTRUCTION
	LEARNING OBJECTIVES/GOALS
	ASSESSMENT METHODS
	ASSIGNMENTS
	ASSIGNMENT DUE DATE

	Week 1

	Introduction and overview of digital design principles: desktop, web and mobile
	Review course objectives.  

Review instructor objectives.
	
	Reviewing chapters that include
desktop, web, mobile and miscellaneous visual examples

Prepare for week 2; begin reading Chapter 1.
	

	Week 2

	Lecture: Design thinking and preparation

Book: Chapter 1: 
Design Principles and General Design Planning

	Essential aspects of a user-centered design:

How to adopt a user-centered perspective
The principles that make a product well-designed
The basic steps in the design process
The general challenges you'll find when you apply the concepts learned in the real world

	In class examples: lab and lecture
	Prep for project 1: Older generation using Smart Phones
	

	Week 3

	Lecture: Motivations and performing the tasks necessary to accomplish goals.

Book: Chapter 2: Research - Learning from Your Users

	Mental model - understand how your users think
What is the conceptual model?
Researching methods
Observation and interviews
Affinity Diagram
The method steps
Card sorting
Open card method steps
Researching documents
Persona document

	Project
	Project One – Older generation using Smart Phones

Understanding Generations: Silent and Baby Boomer
	

	Week 4

	Lecture: Psychology principles relating to UX heuristics

Not in book
	Most common psychology principles tied right in with design heuristics:

· People don't want to work or think more than they have to
· People have limitations - cognitive
· People make mistakes
· Human memory is complicated - relating to generations (past user memories)
· People are social
· Grabbing users attention
· Crave information
· Unconscious processing
· People create mental models
· Visual system

	
	
	Project One

	Week 5

	Lecture: Getting your ideas down on paper - 
Explore possible solutions in a quick but organized way.

Book: 
Chapter 4: Sketching
	· Think more about your solutions: 
· Experiment: 
· Communicate:
The sketching process is iterative.

It combines cycles of idea generation with cycles of idea synthesis.

	Project
	Project Two –Using the models to learn more about the generations Silent and Baby Boomer

Creating three possible personas for the Silent and Baby Bommer Generations
	

	Week 6

	Lecture: 

Chapter 5- Mobile Patterns - Web App, Android, and iOS Best Practices
	· Two approaches with respect to mobile users: native apps and web apps
· Web app approaches
· Hybrid app - Frontend frameworks
Mobile application design patterns (focusing on this section)

	
	
	Project Two

	Week 7

	Lecture: 

Chapter 6- Detail your solution: Wireframes and mockups
	· Wireframes & Prototypes: Interface Blueprints
· Wireframes as a functionality specification document
· Indication of gestures
· Mockups
· Understanding units and pixel densities
· Specifications file
	

	
	

	Week 8

	Lecture: 

Chapter 7- Prototyping - Bringing Your Ideas to Life
	A prototype is a simulation of relevant parts of your solution that allows you to learn from your users before building the real product. 
· A prototype does not have to work, it only has to look like it does.

Functional Spec. Docs.
	Project
	Project 3 - User journey + psychology principles - thinking like the users

Understand the user experience you must understand the cognitive biases
that come along with the Silent Generation
	

	Week 9

	Lecture: 

Data Visualization / Infographics

Not in book
	Infographics are graphic visual representations of information, data, or knowledge intended to present information quickly and clearly.

	
	
	Project Three

	Week 10

	Lecture: 

Publishing and Salary expectations for UI/UX Designers
	· App submission and Publishing to Google Play Store and Apple Store

· Guidelines for design

	In class examples: lab and lecture
	
	

	Week 11

	Mobile Analytics

	Measuring and analyzing data generated by mobile platforms and properties
	Project
	Project 4:  Problem identifying/context and Storyboarding / Timeboxing with the Crazy Eights technique
Identify the problem: 

	

	Week 12

	Lecture:

Part I:

Apply strategies and technologies for marketing, selling, and distributing products

	Relate both marketing and distributing concepts to the design of a mobile app.
	In class examples: lab and lecture
	
	Project Four

	Week 13

	Part II:

Apply strategies and technologies for marketing, selling, and distributing products

	Relate both marketing and distributing concepts to the design of a mobile app.
	In class examples: lab and lecture
	Project Five–

Which patterns work best with your past research and with your users?

Two groups- User Interface and behavior
	

	Week 14

	Expanded knowledge of software programs:

	Learning Figma  (core panels, tool bar and canvas)
	Quiz
	Quiz 1

	Project Five

	Week 15

	Troubleshoot any issues with software programs 
	Prepare for final project

Review the uses of other Adobe programs and resources to enhance project.

	Project
	Project 6:- 
Create a more detailed low -med fi digital wireframe that includes your content from project 4.
· Will be using some type of digital prototyping software: XD or Figma.
· Be sure to add indication of gestures (if needed)
	Project Six

	Week 16

	Finals Week
	
	Final Project
	Final Project Continue and submission

Create the completed high fidelity prototype for the app you have worked on
for all of the projects this Semester
	Final Project Due
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