
[image: image1.png]



[image: image2.jpg]Vs

Cﬂ SWANSEA METROPOLITAN UNIVERSITY
L
PRIFYSGOL FETROPOLITAN ABERTAWE




	B.Sc. COMPUTING PORTFOLIO ASSIGNMENT SPECIFICATION 

	Student name:
	     
	Student P number:
	

	Programme:
	B.Sc. Computing Portfolio

	Module:
	Usability Engineering     
	Module Level (4, 5, 6, 7):
	6

	Module code:
	 
	Contribution to Overall 

Module Assessment (%):
	50%

	Lecturer:
	Sue Maw
	Internal Verifier:
	

	Assignment Title:
	Prototype Interface Design
	Assignment No:
	1

	Hand Out Date:
	21/11/12
	Submission deadline:
	18/01/13

	Penalties for late submission: Up to one week late, maximum mark of 40%.  Over one week late, Refer.

	Referencing:
	In the main body of your submission you must give credit to authors on whose research your work is based (numeric system of referencing)). Append to your submission a reference list / bibliography that indicates the books, articles, etc. that you have read or quoted in order to complete this assignment (initials of author and surname, title of book/article, edition, publisher: place of publication, date of publication).

	Disclosure: 

	I declare that this assignment is all my own work and that I will acknowledge all materials used from the published or unpublished works of other people.

	Student’s Signature:

	
	
Date:
	


	Learning Outcomes tested

(from module/unit syllabus)
	Assessment Criteria  To achieve each outcome a student must demonstrate the ability to:

	Demonstrate a systematic understanding of cognitive and social information processing 

Synthesize usability engineering and software development
	


· Please submit the assignment parts in a suitable report folder– not in polypockets.  

· The assignment specification (including tasks, marking scheme and coursework feedback form) should be at the front of the submission.  Assignments will not be accepted without a specification as it is a requirement that you sign the disclosure regarding referencing convention.
	Coursework Feedback to Students


	
Lecturer’s General Comments:

	

	     


	Final Grade:


	

	Lecturer’s Signature:
	
	
Date:
	


	
Second Marker’s Comments:

	

	

	Second Marker’s Signature:

	
	
Date:
	


Scenario

You will develop a prototype interface design for an improved mobile phone interface which may include hardware and/or software and applications. You will also evaluate a prototype produced by another student in the group. 

Many mobile phone devices are on the market today, with new models and features appearing frequently. Many users, however, find that devices available today do not give them the features or ease of use they need.  

Please confirm your choice of phone design or application with Sue in class or by email (sue.maw@smu.ac.uk) before proceeding. 
Your task is as follows (each numbered point should correspond to a section in your report):

1. To provide a brief introduction and background to the area of interface design for mobile devices, introducing your chosen design topic. Appropriate references are important here and please include academic sources.  
2. To investigate your target user group’s requirements via an appropriate method such as Task Analysis. 
3. To present a paper prototype design using the outcomes of the design.

4. To analyse the application of Human Factors theory in your paper prototype designs. This should include an explanation of your application of theory of visual perception, human memory and human reasoning. Analysing the use of metaphor in the design is a requirement here. This is another section where referencing is important.
5. To complete and document a walkthrough of your paper prototype with a member of the class as user. You should review aspects of the interface that worked and did not work and provide a copy of their written feedback. 
6. To participate as user for a class member’s design and to write up your evaluation of their design. You will need to provide a copy of their design to help your explanation. 

7. To produce a software prototype of your design using the appropriate software tool of your choice (eg. Dreamweaver, Visual Studio, Photoshop) and to give a written analysis of this prototype and the features included. This should be explained using screen prints and narrative and an evaluation of the software tool selected for rapid prototyping.
8. Give an evaluation of the usability engineering techniques used in producing your phone interface prototype and their effectiveness. Did applying a usability technique such as Task Analysis, applying Human Factors and the walkthrough of a paper prototype result in a better design? Give some specific example of changes you made to your design as a result. 
9. To use and reference appropriate resources throughout. References should be provided for Task Analysis, Human Factors, usability in mobile phone design and any other topic as required.   

Suggested word count: 3,000 words.
 Assessment criteria

1st: 70% and above

· Detailed and thorough documentation provided including a weblog evidencing a well structured approach
· Good and original design, supported by documented evidence of the approach taken

· Evidence of expert participation in the two walkthroughs

· A well-structured/organised submission; documentation conveys professionalism. 

2.1: 60 - 69%

· Good documentation providing all the required information with good weblog entries
· Student demonstrates the ability to work as a team member and independently.

·  Documentation is reasonably professional

2.2: 50 - 59%

· Documentation is a satisfactory standard, some elements missing or incomplete

· Limited ability to apply knowledge, showing limited background research and poor application of method.

· Documentation complete and provides sufficient detail

3rd: 40 - 49%

· Some awareness of academic/conceptual background, fairly well applied.

· Suitable concepts chosen but poorly explored and badly developed.

· Documentation is adequate.

Fail: 39% and below

· Academic/conceptual background absent/entirely misapplied.

· Poorly executed planning and technical awareness.

· Major omission of tasks (or parts of tasks).
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