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Category | Short Description Weighting Exam
Description (%) Duration
Report AS1 Group coursework: Modelling, 50
analysis and (re-)specification of
a system of their choice. Group
coursework will be assessed by
peer assessment.
Report AS2 Group coursework: Design, 50
prototyping and evaluation of
their improved system . Group
coursework will be assessed by
peer assessment.
Aims
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Explain the importance of a user centered design process.

Develop skills in usability specification and context of use.

Develop skills in producing high quality designs and prototypes for interactive
systems.

Develop skills in the critical and systematic evaluation of interactive systems.

Learning Outcomes
After completing the module the student should be able to:

Plan and manage the user-centred design process.

Specify high-level user and organisational requirements and context of use.
Produce high quality design solutions and prototypes.

Critically evaluate designs against user requirements.

A OWNPEP

Learning Outcomes of Assessments
The assessment item list is assessed via the learning outcomes listed:

System respecification 1 2

System evaluation 3 4

Outline Syllabus

What is Usability Engineering?

The Human Performance Model of Human Computer Interaction.
Usability Specification and Modeling.

Context and organisation in user centred design.

Software Development Methods and Prototyping.

Evaluation and the measurement of user experience.

Accessibility and Special Needs.

Recent advances in usability engineering and interaction technology.

Learning Activities

Lectures, group work in labs and self directed learning in analytical and modeling
skills, problem-based learning workshops in design, prototyping and evaluation.

Notes

This module covers a systematic approach to the analysis, modeling, design,
implementation and evaluation of interactive systems. Students will study and
practice the material via lectures and tutorials in semesterl and then proceed to a
problem-based approach to the design, prototyping and evaluation of a system, as
appropriate to their programme of study.
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