Foundations of User Experience Design Recommended Scope and Sequence

Grades: 9-12 Updated 7/9/2023

In this course, students will be introduced to the field of User Experience Design. While applying ethical use and application of technology, they will learn how the various specialties under the umbrella of User Experience are applied to provide solutions to problems
presented to them by stakeholders. In a company, majority of the UX professionals are hired to solve problems for technical products(i.e. web sites, mobile apps, Al offerings, AR/VR, etc.), but they can also solve problems for tangible products or experiences as
well. The professionals in this field are expected to have great communication skills; the ability to collaborate with a team; have empathy to solve problems; be comfortable with change; as well as always consider accessibility for a variety of users. Students will be
able to identify the various specialties(roles) that fall under this UX umbrella: UX Strategy, UX Management, UX/User Research, User Requirements, Information Design, Interaction Design, Information Architecture, UX Writing, Interface Design, Ul Development,
Testing/Evaluation, and Accessibility.

*Note* New instructors may see UX sometimes advertised as UX/UI. This is mostly created by hiring managers who really do not understand the UX field completely and the new hire is expected to many to all UX roles in addition to Ul. Remember User Experience
is the umbrella of the profession and User Interface(Ul) Design is only 1 speciality of many in this field.

(4) The student understands and demonstrates legal and

ethical procedures as they apply to the use of information Prepare students for the course by first delving into the ethical and legal journey they are
Digital Citizenship technology. The student is expected to: (A) explain and demonstrate ethical use of technology; about to begin.
(B) explain intellectual property laws, including copyright, trademarks, and patents and
consequences of violating each type of law; Can use commonsense.org

(C) adhere to intellectual property laws;
(D) explain the consequences of plagiarism; and

(E) demonstrate ethical use of online resources, including citation of sources.

(7) The student applies an understanding of Students should be introduced to the theory before the Design Thinking method is attempted.
psychological principles used in user centered design. The students will then need to identify how to integrate these principles as they go through the
Psychology in UX  The student is expected to: process used to find a solution to problem they have to solve for the stakeholders.
Recommendation to
scatter these
throughout the

course. Specifically
with the Design
Thinking Method (A\) identify Gestalt principles and how users tend to unify visual elements into groups;

(B) describe visceral reactions in creating a positive user experience;

(C) demonstrate knowledge of the psychology of color which is the influence of colors on
the human behavior, mind, and reactions;

D) explain recognition and scanning patterns;
(E) define Hick's Law and Weber's Law of just noticeable difference;
(F) explain sensory adaptation phenomenon and perceptual set; a

(G) explain the stages of human information processing, including sensing,
perceiving, decision-making, and acting.







Prototype

(8) The student creates effective, accessible, usable,
and meaningful solutions for the end user by using UX
design principles. The student is expected to:

Wireframing will be done in this phase. Low-fidelity wireframes should be made first, followed
by mid and then high fidelity wireframes for final presentation. The wireframe software
recommended for this is Figma who has a free Figma for Education account. Contact us at
(B) identify principles of accessibility, such as perceivable, operable, understandable, hello@k12uxedu.org and we can get you a better Figma account for secure FERPA,

and robust (POURY); COPPA, and GDPR compliance.

(C) identify and explain the connection between human and computer interaction in
regard to usability;

(D) identify where an existing product or process can be improved for the end user by
using empathy and journey mapping;

(E) sketch and revise designs to understand the concept of wire-framing, prototypes, and
rapid iteration;

(10) The student develops initial hands-on design and
development skills using professional software. The
student is expected to:

(H) create wireframes using design software to create mobile and application layout
designs and functions;

(I) create interactive elements in wireframes as foundational for agile prototyping;

Testing

(G) perform user tests to determine what is effective and efficient for changes to the
product or process;

(H) define and use iteration process based on user test data to analyze and validate or
challenge assumptions for a design solution; and

(I) perform various ideation techniques such as prototyping, storyboarding, and
gamestorming to visually predict and explore a user experience with a product.




Additional Recommended Resources:

Design of Everyday Things- Book by Don Norman
10 Usability Heuristics- Author Jakob Nielsen
User Experience Professionals Association
Interaction Design Foundation


https://uxpa.org/
https://www.interaction-design.org/

