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


COURSE NUMBER:  IMM 2010

COURSE:   Mobile User Experience (UX) Design		

CREDITS:  3						CLASS HOURS PER WEEK: 2 Lecture, 2 Lab	
PREREQUISITES:  IMM 1110, IMM 1210

DESCRIPTION OF COURSE:

The Mobile User Experience (UX) Course focuses on the overall experience and satisfaction rating users have while interacting with a mobile product as well as functionality of the interface. As users interact with these systems via a collection of combined interfaces, the process for accomplishing a task or achieving a goal is created. In this course, students learn to approach each problem by identifying its parts and then break up those parts into a collection of smaller tasks. Through closer examination of each task, students leverage their understanding of usability and interaction design. The results improve users’ experiences by increasing the efficiency and productivity of mobile apps.

COURSE STUDENT LEARNING OUTCOMES:

· Understanding the mobile user experience satisfaction rating 
· Evaluate perceptions and feelings- before, during and after interaction 
· Understand and apply use of functionality 
· Identify and use best practices for Information architecture 
· User input 
· Identify and use best practices for help area 
· Basic security understanding 

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 
· 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

Mobile User Experience: Patterns to Make Sense of it All 
By Adrian Mendoza 
ISBN-10: 0124095143

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
	125

	Project Two
	125

	Project Three
	125

	Quiz
	100

	Project Four
	125

	Project Five
	125

	Project Six 
	125

	Final Project 
	150

	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. 
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UNITS OF INSTRUCTION

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

	Week 1

	Introduction and overview 
	Review course objectives.  

UX strategy for beginners
Four Tenets Of UX Strategy
Defining The Initial Value Proposition
Blockbuster Value Proposition
Techniques for Value Innovation Discovery
Designing for Conversion
Growth Hacking, Growth Design, and the Hook Model

	
	Reading chapters from the text.   Become familiar with mobile environment and its application in modern interactive multimedia. 

Prepare for week 2; begin reading Chapter 1 - Technology
	

	Week 2

	Lecture: The preparation of building your strategies.

Chapter 1: 
What Is UX Strategy?

	"Previous model" (Experience Strategy = Business Strategy + UX strategy)

What is product strategy?
	
	Prepare for week 3; begin reading Chapter 2.
	

	Week 3

	Chapter 2: The Four Tenets of UX Strategy
	(UX Strategy = Business Strategy + Value Innovation + Validated User Research + Frictionless UX.)

Tenet 1: Business Strategy

	Project
	Project One – Using the first tenet of business strategy - 
you will focus on the Lean Canvas model to fill in the first areas of this model.
	

	Week 4

	Tenet 2: Value Innovation
	· Customer values shift over time
· The traditional value chain
· Tangable products vs Digital Products
· Blue Ocean Strategy (book)
· Author's  Eventbrite example
.
	Project
	Project Two – Use the 3 other tents to fill out the Lean Model chart


Prepare for week 5, begin reading Chapter 2 Tenet 3
	Project One

	Week 5

	Tenet 3: Validated User Research
	· Metromile example
· User research is how you verify that you’re on the right track with understanding your 
potential or existing users’ goals and needs
· Lean startup forced user research to become measurable.
· Validated user research is a collaborative process that should involve as many members of the product team as possible
· Author's  Oprah example

	Project
	Project Three – Digging deeper into Value Innovation

Same topic or theme used will be about your direction of the app.

Create your Value Proposition statement
	Project Two

	Week 6

	Tenet 4: Frictionless UX
	· How a human experiences a digital product
· How much their UX matters to their business strategy
· What Expert UX designers do to guide the product design
· Removing friction from everyday life
· Example from book with 12 screenshots of trip using CityMapper app
	
	Prepare for week 7; begin reading Chapter 3.
	Project Three

	Week 7

	Chapter 3 : Defining The Initial Value Proposition
	A good business strategy is one centered around the customer. 

This is why you must validate your presumed 
customer segment and their unmet needs.

Value proposition statement- what is it?

	Project


	Project Four –Creating your own competitive market research

Use the given matrix to complete your research: review both attached screen shots

· Find Two Direct and Two Indirect competitors

	

	Week 8

	Chapter 4- Conducting Competitive Research
	· Learning lessons: the hard way
· What was gained from the hot dog stand purchase?
· Comprehensive competitive analysis
	
	
	Project Four

	Week 9

	Chapter 4- Conducting Competitive Research

Part II

	Competitive Analysis Matrix tool 
Explanation of each of the tools
Creating a spreadsheet that includes direct and indirect competitors

	Quiz

	Completing quiz 1 – (weeks 1-8)
	Quiz

	Week 10

	Chapter 5: Analyzing the Competition 
	The Four Steps to Conducting a Competitive Analysis
1. Scan, skim, and color-code the cells of each competitor.
2. Create logical groupings for relevant comparison.
3. Benchmark and SWOT your competitors (this goes in the last column of the spreadsheet).
4. Summarize your findings in the Competitive Analysis Brief.

SWOT analysis
	
	
	

	Week 11

	Chapter 5: Analyzing the Competition

Part II
	Their strengths should highlight things they are doing that are particularly great.
The weaknesses should illustrate what our target customer can’t do well with their solution. 

Review of the competitors SWOT example of The Knot and Wedding Spot

	Project
	Project Five – SWOT analysis and creating the project brief

Create a SWOT analysis from the competitor’s perspective
Fill in the chart indicating strengths. weaknesses, opportunities and threats.

	

	Week 12

	Chapter 6: 
Storyboarding Value Innovation
	If your goal s to invent something unique, you need to home in on the benefits that will make your product indispensable to users.

Read  "Timing Really is Everything"
	Quiz
	Quiz 1

(15 questions - worth 100 points)
	Project Five

	Week 13

	Chapter 6: 
Storyboarding Value Innovation

Part II
	Techniques for Value Innovation Discovery

Value innovation can manifest itself as a unique feature set.

	Project
	Project Six - Rapid Prototyping for Value Proposition Validation

A digital prototype is a proof of concept that allows you to test it before fully building the solution. 
	Quiz

	Week 14

	Chapter 7 - Creating Prototypes for experiments
	A successful UX strategy needs rapid experimentation to ensure that your product will 
deliver a solution that people really want. 

The minimum viable product (MVP) or prototype of your product
	
	
	Project Six

	Week 15

	Chapter 8- 
Conducting Online User Research

Chapter 9 -Designing for conversion
	How to run a qualitative research study online
The purpose of conducting user research is to understand the needs and goals of your target customer in 
order to inform the product’s value proposition. User research is either qualitative or quantitative. 

The process of testing and tweaking

	Final Project
	Final Project
Building on your med fi prototype from project 6
Modify into a more complete prototype
Include any tech tips (written paragraph) for developers regarding IOS or Android as well as the use of any APIs that may be used in your app.

	

	Week 16

	Finals Week
	
	Final Project
	Final Project completion 
	Final Project Due
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