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


COURSE NUMBER: IMM 1210

COURSE:  Mobile User Interface Design		

CREDITS:  3						CLASS HOURS PER WEEK: 2 Lecture, 2 Lab	

PREREQUISITES: None

DESCRIPTION OF COURSE:
The Mobile User Interface Design Course teaches students the concepts and strategies needed to create usable interfaces optimized for handheld devices. In this course, students examine the foundation of creating logical, intuitive, and clear interfaces. The course examines interaction principles, experiential, and gestural design patterns relating from usability, visualization, and functionality constructs associated with human factors that drive touch screen interfaces.

COURSE STUDENT LEARNING OUTCOMES

· Compose pages so that information is easy to locate and manipulate 
· Provide labels and visual cues appropriate for your app’s users 
· Use information control widgets to help users quickly access details 
· Take advantage of gestures and other sensors 
· Apply specialized methods to prevent errors and the loss of user-entered data 
· Enable users to easily make selections, enter text, and manipulate controls 
· Use screens, lights, haptics, and sounds to communicate your message and increase user satisfaction 

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. 
· Mobile application designers/developers design, code, test, debug, monitor and document changes for mobile applications.

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
Designing Interfaces: Patterns for effective interaction design
By Jennifer Tidwell

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
	100

	Quiz
	100

	Project Four
	100

	Project Five
	100

	Project Six 
	125

	Final Project 
	275

	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”.


INCLEMENT WEATHER OR OTHER EMERGENCIES 

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. 



UNITS OF INSTRUCTION

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

	Week 1

	Introduction and overview 
	Review course objectives.  

Review instructor objectives.
	
	Reading chapters from the text.   Become familiar with the interface for mobile environment and its application in modern interactive multimedia. 

Prepare for week 2; begin reading Chapter 1
	

	Week 2

	Chapter 1: Designing for people- Preparation and Research 
	Overall goals in using your site or application
The breakdown of tasks in carrying out those goals
How they think about the subject or domain
The language they use to think and talk about this subject
How skilled or unskilled they are in doing the work
Their attitudes toward the subject
	
	Prepare for week 3; begin reading Chapter 2.
	

	Week 3

	Part 1-
Chapter 2. Organizing the Content: Information Architecture and Application Structure
	A definition of information architecture
How to design the information and task space for comprehension and navigation
Different methods of organizing content and data for use
How to organize tools and features for efficient work
Developing a system of repeatable frameworks or screen types
 
	Project
	Project One – Research and understand the users.

Prepare for week 4; begin reading Chapter 2 - Patterns.
	

	Week 4

	Part 2-
Chapter 2. Organizing the Content: Information Architecture and Application Structure 
	Patterns for displaying, accessing, and navigating content and functionality
· Specific design patterns related to expressing information architecture
· Features include WHAT, WHEN, WHY and HOW
 
	
	Prepare for week 5, begin reading Chapter 3
	Project One

	Week 5

	Chapter 3. Getting Around: Navigation, Signposts, and Wayfinding 
	The purpose of navigation in user experience (UX)
Different types of navigation
Navigation models
Navigation patterns
 
	Project
	Project Two – Research and find the correct design patterns for the users

Prepare for week 6; begin reading Chapter 4.
	

	Week 6

	Part 1-
Chapter 4. Layout of Screen Elements
	Basics of layout: visual hierarchy, visual flow, and dynamic displays. 

Good visual hierarchy in mobile design guides users' eyes through content in a deliberate order — most important to least important. Here are the key principles:
 
	
	Prepare for week 7; begin reading Chapter 4.
	Project Two

	Week 7

	Part 2-
Chapter 4. Layout of Screen Elements 
	Patterns for layout- starting your ideas for the visual framework 
	Project


	Project Three – Navigational Patterns
Building on your knowledge of design screen types for the skateboarding culture,
Prepare for week 8; begin reading Chapter 5.
	

	Week 8

	Part 1.
Chapter 5. Visual Style and Aesthetics 
	Principles of good design
· Visual hierarchy
· Composition
· Color -combinations
 
	
	Prepare for week 9; begin reading Chapter 5.
	Project Three

	Week 9

	Part 2.
Chapter 5. Visual Style and Aesthetics 
	Principles of good design
· Typography
· Readability
· Evoking a feeling
· Images

	Quiz

	Prepare for Quiz- Chapters 1-5

Prepare for week 10; begin reading Chapter 6.
	

	Week 10

	Chapter 6. Mobile Interfaces
	Challenges and Opportunities of Mobile Design

Patterns: 
	Project
	Project Four – Layout of screen elements-Creating clean concepts of wireframes for your layout screen based design.
Prepare for week 11; begin reading Chapter 7.
	Quiz

	Week 11

	Chapter 7
Lists of Things
	Lists are everywhere in screen design.
They are UI components that allow designers to control the information.

Patterns:
	
	Prepare for week 12; begin reading Chapter 8
	Project Four

	Week 12

	Part 1.
Chapter 8.
Doing things: Actions or Commands
	How to make it clear that an item can be acted on

What we mean by that is how the person using your software can carry out these tasks. 
	Project
	Project Five - Enhancing your wireframe layouts 
Based on your previous wireframes in project four: enhance your design and layout.
May have to adjust visual framework according to your direction.

Prepare for week 13; begin reading Chapter 8
	

	Week 13

	Part 2.
Chapter 8.
Doing things: Actions or Commands 
	Visualization of the patterns

Action patterns

	
	Prepare for week 14; begin reading Chapter 13.
	Project Five

	Week 14

	Chapter 9.
Showing complex data
	Patterns:
· Datatips
· Data Spotlight
· Dynamic Queries
· Data Brushing
· Multi-Y Graph
· Small Multiples
· Create data viz. examples
 
	Project
	Project Six – 
Based on your design and layout in project five,
establish your actions and commands direction.

	

	Week 15

	Data Visualization for UI/UX
	Key Principles of Data Visualization for UI/UX:
	
	Final Project – 
You will be "packaging" and selling your skateboard mobile app idea.
You will reaching back into your previous projects of 1-6 to get your
research and visual concepts.
	Project Six

	Week 16

	Finals Week
	
	Final Project
	Final Project
submission
	Final Project Due



