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Foundation Degree Arts Interactive Media
	Interface Design Principles:
	Unit Handbook


2004/2005

Title:

Interface Design Principles

Reference:
IM: IDP 1/2

Level:

2

Credit points:
15

Weighting:
x 1.0

Study time:
150 hours
Description:

The aim of this unit is to enable students to investigate the design elements of user interfaces for interactive systems. The problems of human computer interface design are inextricably linked with graphic design for both multimedia presentations and online documentation. Students will learn appropriate use of colour, animation, screen metaphor, navigational devices, visual and audio feedback. Through this unit students should gain a broader understanding of the psychology and the principles and practice of user interface design.
Outline syllabus

· Define and research a user group or user scenario

· Research, use and analysis of a range of user interface designs and product types

· Ergonomics

· The use of relevant feedback within a user interface

· Design and production of an interactive user interface/product

Method of delivery

Practical workshops; demonstrations; lectures; studio practice; projects; critiques.

Aims

A1    to develop an understanding of the user interface within contemporary design

A2
to review a range of user interface designs

A3
to develop skills that demonstrate an ability to design and produce an interactive user interface

A4
to review the use of visual and audio feedback

A5
to investigate alternative user interface methods

Learning outcomes

On completion of this unit you will be able to:

LO1
Identify, use and analyse an interactive system

LO2
Investigate and use audio feedback

LO3
Investigate and use visual cues

LO4
Design and produce an interactive interface
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Foundation Degree assignment brief

Course: Foundation Degree Interactive Media
Year: 2     Autumn Term


Unit Reference: Interface Design





Level 2



Assignment: 
Lifestyle Support Device


Commencement Date: 30th Sept. 2004
Deadline Date: 6th Jan. 2005


Tutor(s): Liam Birtles


Aims

A1    to develop an understanding of the user interface within contemporary design

A2
to review a range of user interface designs

A3
to develop skills that demonstrate an ability to design and produce an interactive user interface

A4
to review the use of visual and audio feedback

A5
to investigate alternative user interface methods

Learning outcomes

On completion of this unit you will be able to:

LO1
Identify, use and analyse an interactive system

LO2
Investigate and use audio feedback

LO3
Investigate and use visual cues

LO4
Design and produce an interactive interface

Brief

People are increasingly using computerised devices to provide structure, organisation, communication and play to augment their lives. The current market is predominantly made up of mobile phone derived devices. The popularity of these devices is such that in 2006 it is predicted there will be 675,000,000 in use. Currently these devices offer the facility to send and receive e-mails, access the Internet, play Mp3 files, etc but with their increasing integration with PDA’s providing the functionality of such devices will only get broader and more complex.

Currently the development of such devices is predominantly driven out of the advances in the technology with each new generation adding a new function to entice users. As the technology stabilises the functionality of such devices will begin to develop in response to user requirements. In anticipation of this your brief is to identify a market/user group and design a life style support device/communications technology for this market. Remember that while the technology has emerged as mobile hardware it is conceivable that your product may take none mobile form such as a permanent networked installation!

It is extremely important that you define the functionality of your device from a definition of a user group or user scenario. You must identify the unique requirements of your market, do not include functionality that is not relevant to your identified market.  

The design problem you are faced with is to construct a virtual version of the device either in Director or Flash and you may construct a physical mock-up of the device (I would advise that you do). Your design will demonstrate to a client the function and layout of the device in readiness for testing before a model prototype is produced. 

You must design the outward appearance and shape of the device as well as consider the functionality and user interface. You should consider the size, shape and ergonomics of the device initially but then concentrate on the user interface. This involves the layout and design of the communicative elements and function structure for interaction and navigation.

Your device should be capable of delivering a range of media elements to take maximum advantage of the latest hardware, software, encoding developments. 

You will need to consider the range and relationship of the functions you wish to include and how your user will navigate through these. Your prototype should show the layout of buttons/icons/text and be a functioning mock up of the intended design. 

You should attempt to come up with new solutions to what are now becoming traditional problems. For instance do you use text, buttons, icons or an alternative interface design. This will involve some research into user interfaces and a suggested reading list is included below. Even if the prototype is not completed, a good interactive structure should be in place together with a consistent navigational system. Representation of all functionality described should be provided to illustrate your design.

Note: in this unit you should be considering how this piece will be displayed in the show at the end of the year and how it will will look in your portfolio.

Assessment Requirements: (specific criteria related to the learning outcomes and linked to the statement of generic assessment criteria matrix):



Multimedia Project
100%


1. 2D or 3D interface or product pitch 

2. Materials that evidence the design process 
Assessment criteria



Each assessment requirement must be passed at a minimum grade of 40% to successfully complete the unit.

· Evidence of understanding through synthesis and development - Research used to inform design decisions and communicate ideas (LO1)

· Evidence of understanding through research and analysis - Demonstrate knowledge and understanding of interface design systems utilising user feedback  (LO1, LO2, LO3)

· Evidence of critical concepts represented in the breadth and depth of subject knowledge - Knowledge and understanding of effective human computer interaction  (LO4)

· Evidence of knowledge of technical processes - Through prototype design and testing (LO4)

Transferable Skills covered in this unit:

(Please tick appropriate boxes)                   


Managing Self


Professional Skills



                              

Teamworking

Reference material, including on-line resources

Key




Alan Cooper About Face : The Essentials of User Interface Design (1999) IDG Books Worldwide ISBN: 1568843224


Brenda Laurel Art of Human-Computer Interface Design (1990) Addison-Wesley Pub Co ISBN: 0201517973

Preece/ Keller Human-Computer Interaction: selected readings (1990) Open University ISBN: 013444910X

Johnson Interface Culture: How new technology transforms the way we create and communicate (1999) Harpers, San Francisco ISBN: 0465036805

Wilbert O. Galitz The Essential Guide to User Interface Design: (20020 John Wiley & Sons ISBN: 0471084646
Recommended

Lewvt/Bononno  Becoming Virtual: Reality in the digital Age (1998) Plenum Press ISBN: 0306457881

Galitz The Essential Guide to User Interface Design : An Introduction to Gui Design Principles and Techniques (1996) John Wiley & Sons ISBN: 0471157554

Donald A. Norman  The Design of Everyday Things (1990) Currency/Doubleday; ISBN: 0385267746

Donald A. Norman  The Invisible Computer (1999) MIT Press ISBN: 0262640414

Weinschenk/Jamar/Yeo Gui Design Essentials (1997) John Wiley & Sons ISBN: 0471175498

Jakob Nielsen  Usability Engineering (1994) Morgan Kaufmann Publishers ISBN: 0125184069

Magazines and journals
Creative Review  (behind Library counter)

Computer Arts
Online: On-line resources at the time of publication include:

Usability standards: HUSAT, Loughborough (http://info.lut.ac.uk/research/husat/use/usabilitystandards.html) 

(http://info.lut.ac.uklresearch/husat/inuse/webpaper.html)

Disabled users and the Web 

(http://www.useit.com/alertbox/9610.html) 

Lynch P J - Visual design for the Interface 

(http://info.med.yale.edu/caim/manual/papers/gui1.html)

(http://info.med.yale.edu/caim/manual/papers/gui2.html)
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Foundation Degree Interactive Media Year 2

Interface Design – Liam Birtles
Scheme of Work 

	Week
	Lesson

	1 - 30th September


	Introduce the brief and define its scope and what is expected of the students. 

By looking at a broad range of interfaces, both physical and graphical, and examining the relationship of the interface to the content.



	2 - 7th October
	Define Users and user groups

What is a user? What are the methods for defining a user etc.

Trip to the AIB Gallery



	3 - 14th October
	Experiments with Input, the sense analogue to digital

Experimenting with Hardware, taking apart mice and keyboards etc

	4 - 21st October
	Exploring hardware and how users are physically provided with information, graphical, audio etc.

Exploring how the physical interface effects and is influenced by the functionality and function of the devices 



	
	Mid Term Break

	5 - 4th November
	Interim Crit



	6  - 11th November
	Video tracking

What happens when you have no object to interact with how do people behave?

The functionality of the unseen computer

	7 - 18th November
	Making Physical models as part of prototyping (leading into 3D modelling)

	8 - 25th November
	GUI’s organisation and function

Looking at the grouping functions and the developments of a functional structure.

	9 - 2nd December
	Semiotics and making graphics for your interface.



	10 - 9th December
	Preparation for crit, problem solving

	11 - 6th January
	Crit


√





√














