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QAA Benchmark Statement(s):


n/a
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B.
FEATURES OF THE FIELD

1.
Title:


MSc/PG Diploma in User Interaction Design


PG Certificate is an exit award only.
2.
Modes of Delivery


The field is offered in the following alternative patterns:

i. 1 year full-time

ii. 2-3 years part-time

3.
Features of the Field

To successfully complete the MSc students are required to undertake 5 core modules, 3 option modules and a project.

· Project relevant to industry

· Industry experts will teach on the field

· The field is modular, and delivered in mixed block and serial mode.  
· The Field is multi-disciplinary – combining elements of Interactive Computer Technology, Behavioural Sciences, Art & Design and Management – and reflects a collaboration between 3 Faculties – CISM (deliver 3 core modules) and FASS (deliver 2 core modules) and Business (deliver option modules). 
C.
EDUCATIONAL AIMS OF THE FIELD

The Aims of the Field are to:

· Equip students with the capability to devise and exploit user-centred methods and tools, and frameworks, models and rules, which will enable them to develop innovative user interactions with 21st century technology;

· Enhance a student’s job performance and enable him/her to contribute effectively to the knowledge base of the employer;

· Give students the means to explore in detail the analysis, design and evaluation of user interactions;

In addition, the PG Certificate will enable the student to:

· Undertake continuing professional development and updating for established IT professionals;

· Develop an enquiring, analytical and creative approach to both personal and professional activities that leads to the critical and responsible use of informed and independent judgement.

In addition, the PG Diploma will enable the student to:

· Undertake a more effective role in user interaction design and development;

· Gain a solid foundation in this specialist area, adding to and integrating, the knowledge and skills gained from each student’s individual educational background and work experience;

· Have an in depth understanding of a broad range of topics related to a variety of users, application domains (tasks), contexts of use, modalities of interaction and computing technologies;

· Explore disciplinary boundaries, resolve value conflicts and bridge gaps in knowledge with arguments from first principle and activity at the forefront of best practice.

In addition, the MSc will enable the students to:

· Apply specialised knowledge and skills to the analysis and solution of novel problems of relevance to complex systems in all sectors, including commerce and industry, education, government, not-for-profit organisations, health services, armed and emergency services.

The aims of the combination with management studies is to:

· extend the student’s knowledge and skills into key areas a general management;
· develop the skills to lead teams incorporating usability specialists, interaction designers and user researchers, as well as other IT professionals
D.
LEARNING OUTCOMES (OBJECTIVES) OF THE FIELD

1.
Knowledge and Understanding

On successful completion of the field the students will have a comprehensive understanding, and critical appreciation of:

· alternative perspectives on cognitive (memory, attention etc.) and social theory (practice, communication etc.), their relevance of to the design and evaluation of interactive systems, and means of their application;
· the scope, and applicability of user interface design guidelines for usability and accessability (styleguides), for various I/O modalities and platforms (mobile, PC);
· structured methods and tools for user-centred analysis, design, prototyping and evaluation (including both ‘early’ inspection techniques, and ‘late’ usability studies in the laboratory and in the field (including experimental design);
· important specialisms and emerging research areas within user-centred design, such as information visualisation, accessibility, on-line communities, mobile interaction,  information architecture, safety critical systems, computer games and user experience ;
· the context of interaction design (software engineering, product design), project management and business, and  the relations between interaction design and its context.  This includes ethical, legal and professional issues;
· business and project finance, marketing and organisation;
2.
Cognitive (thinking) Skills
      On successful completion of the field the students will be able to:

· Elicit user-centred requirements, and gain insight into users, their work and the context of use;

· Create novel user interfaces that utilise a variety of input/output modalities (not only GUIs for desk-top applications and web sites, but also speech- and voice- based interaction, and multi-modal interaction, as technology develops);
· Analyse and explain problematic interaction (errors, task breakdowns) Understand and be able to define the context within which user-centred frameworks, models, rules and methods are applicable;
· Critically analyse and evaluate research in Human-Computer Interaction and user-centred design. Identify contemporary issues. 
· Follow an explicit, structured and evidence-based approach to engineering decision-making, that carries forward information between stages and across perspectives;

· Synthesise information from diverse engineering disciplines and application domains.

3.
Practical Skills

      On successful completion of the field the students will be able to:

· Apply scientific theories, frameworks, models and design guidelines to all stages of user-centred development.  Includes research material;
· Select, adapt/extend and use effectively a wide range of methods, tools and techniques for user-centred analysis and evaluation, notably data collection in the field and under laboratory conditions;
· Design and rationalise innovative user interfaces that satisfy a range of user-centred criteria (aesthetically pleasing, easy to use, productive, entertaining); 
· Develop and use interactive prototypes and mock-ups;

· Apply modern management techniques to the planning and control the finance, marketing and organisation of user-centred development;
4.
Key Skills

On completion of the field students will have acquired transferable skills to:

a.

Communication Skills

· Write effective reports on design (the product and the process), with completeness and coherence, and with persuasive argument;
· Lead a group discussion and give an effective group presentations (including to a board level audience), putting forward a case, giving constructive arguments and summarising, complex technical material;
· Run a facilitated workshop involving system developers and management;
· Critically assess and discuss specialist areas undertaken during the course;
· Argue for the costs and benefits, and necessary nature, of multi-disciplinary contributions to engineering and design;
· Communicating with users, for example, running interviews and focus groups with participants at all levels in organisations, including technical and non-technical personnel 
b.

Numeracy

· Choose an appropriate approach to systems development and management, given cost time scale and quality constraints;
· Collect data from primary and secondary sources, synthesis, extrapolate and evaluate the information;
· Manipulate, interpret and analyse numerical data;  

· Select appropriate statistical tests for data, and consider the implications of analysis upon experimental design.

c.

Information, Communication and Technology
· Critically evaluate technical systems and specifications;

· Use applications for prototyping, diagramming, software specification, digital images, project management, group work and statistical analysis;

d.
Teamwork

· Contribute to group working and discussions and be able to take the lead and evaluate the progress and collective performance of that group

· Identify ways of improving group performance in particular their own contribution to the group

· Work as part of a multi-professional team within a business environment

e.

Independent Learning

· Work independently and produce reports drawing together and interpreting research and information from different sources

· Be able to undertake research by choosing different and appropriate research methods and using them in an effective manner

· Be able to present and discuss synthesised information, in order to assess extent of learning and obtain feedback 
· Reflect on the adequacy of engineering knowledge and skills
E.
FIELD STRUCTURE

Core Modules


CIM951
Research Methods


CIM507
User Factors

CIM506
Usability Engineering


DMM402
Interaction Design I


DMM403
Interaction Design II

The Research Methods module teaches students about research at postgraduate level.  User Factors introduces the nature of the discipline, desirable general qualities of interaction and relevant behavioural theory (psychology, sociology).  Usability Engineering concerns experimental design, data gathering techniques, and standard methods for usability testing and statistical analysis.  Interaction Design I and II conveys a systematic approach to designing interaction utilising various input/output modalities, and which is both  explicit and knowledge based as well as creative.  

Option Modules

For the award of MSc User Interaction Design with Management Studies, at least two modules must be chosen from Faculty of Business’ DMS portfolio, and the third option is chosen from the Faculty of CISM and Faculty of Arts and Social Sciences Postgraduate Programmes, or Business DMS.  Available options from Business are: Finance Resource Management, Managing People and Organisations and Marketing.  Recommended modules are: (from CISM) E-Commerce Technologies; Software Engineering Tools; Introduction to Programming with Java; and Project and Risk Management; (and from FASS) Live Streaming Media; and Image Sound Text.  
The project is a fifteen to eighteen week full-time equivalent analysis and/or design and/or evaluation activity, with an academic report.
This field is part of the University’s Postgraduate Credit Framework (PCF).  Fields in the PCF are made up of modules that are designated at level 7.  Single taught modules in the courses are valued at 15 credits and the field contains a project that has 60 credits.  The minimum requirement for a Postgraduate Certificate is 60 credits, for a Postgraduate Diploma 120 credits and a Masters Degree 180 credits.
The course offers the PG Certificate as an exit award only and is based on the student passing any coherent subset of the taught modules.  

The awards available are detailed in section A and the requirements are outlined below.  All students will be provided with the PCF regulations in the student handbook.

The Fields are offered as 1 year full-time, and normally 2-3 years part-time. The modules are offered as one week blocks.  The full MSc course consists of an induction course, 8 modules, and the business project.

Full-time students will complete the programme of study and assessment in 52 weeks.  The normal study pattern for part-time students is that they should complete 8 modules over a two to three year period and complete their project within the same period.  

Normally, each modules will be of around 30 hours contact time, followed by directed learning resulting in a total of 150 hours (approximately) of student effort.  The project is the equivalent of four modules and will require approximately 600 hours of student effort.

Figure 1: MSc User Interaction Design with Management Studies: Field Structure
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F.
FIELD REFERENCE POINTS

· The field meets the requirements for an award at Masters Level under the framework for higher education qualifications.

· There is no benchmarking at masters level but this field builds on from the undergraduate computing fields.

Research 

· User Interface design and evaluation on the AQuRate project, which is developing a QTIv2 compliant Question Authoring tool.

· work with Symbian UK to study user requirements of, and for, future position-aware applications for the general public (2000 – 2004)

· research papers reporting:

·  a common mis-application of the user interface style guide for Windows 3.1. (1997);
· a crucial flaw in usability testing best practice (ACM CHI conference 2007).

Consultancy

· for Oracle UK to design and evaluate user interface for java development tools (2002 and 2004)
G.
TEACHING AND LEARNING STRATEGIES 

The Field is designed to give students a balance of theoretical and practical experience. 

Formal lectures are used in order to give the students a good background understanding in the area and to develop the theoretical aspects. These are then often reinforced by practical sessions and/or industry specialists who contribute throughout the course in order to give informative insight into industry developments.

The practical workshops, open forums, newswires (e.g. CBDiForum, earthweb, ebiz) and group presentations are introduced into the modules to provide students with a detailed understanding of the approaches taken in industry. 
The field gives students the specialised knowledge, tools and techniques and explores with them methods for extracting and synthesising information. But in order for the students to gain from the course they must draw on the taught material and the experience gained from the practicals and case studies embedded within most modules.  

The student is then required to further explore and exploit the information given in the modules through guided self study which will require them to research and define the outcomes accurately and produce detailed solutions and innovative work.  This work is designed to enable the students to build up their competencies in research and in writing reports and will enable them to further develop this expertise in order for them to produce their project dissertation. 

It is recognised that team working is a very important aspect in industry and this is reflected during the modules. The course ensures that the students are exposed to team working through group presentations, joint report writing, joint research and lab work. 

The course team are aware of the need for effective communication, both written and verbal, and the course prides itself on preparing the students for their longer term career plans and CPD.  Apart from the project itself, each student has to give verbal presentations during the modules, normally to the student’s peer group and module leader.  Students are also helped with verbal communication skills through discussion groups. Most modules are assessed by written assignments that are designed to improve students’ research and evaluation skills.

The individual project provides a challenge to the candidate to undertake a real world problem because normally the projects are industrially orientated.  Students will be given close guidance to select a project that is relevant to their background or specialisation. During the project, the student will be expected to apply the knowledge that he/she has learnt during the course in order to achieve a deliverable whilst satisfying any given constraints. Key skills in communication, presentation, literature search, problem analysis, project planning, report writing and solution justification are all part of the learning outcomes defined in this course.
Teaching and Learning Strategies for Work Based Learning

The work-place has the potential to provide excellent opportunities for students to:
-
identify usability issues

-
assess usability of current systems

-
review current approaches to usability in their organisation

-
present a usability case in support of projects

H.
ASSESSMENT STRATEGIES

A combination of assessment methods will be used throughout the course. These elements include module coursework, module examinations, in-class tests, group work, verbal presentations and the project dissertation. Each module leader is responsible for ensuring that the method of assessment reflects the aims and learning objectives of the module, is demanding and stimulating and at the appropriate master's level.

The individual project provides a challenge to the candidate to undertake a real world problem because normally the projects are industrially orientated.  During the project, the student will be expected to apply the knowledge that he/she has learnt during the course, and develop new skills and knowledge, in order to achieve a deliverable whilst satisfying any given constraints. Key skills in communication, presentation, literature search, problem analysis, project planning, report writing and solution justification are all part of the learning outcomes defined in this course.

I.
ENTRY QUALIFICATIONS

1.
The minimum entry qualifications for the field are:

Applicants for the MSc and Postgraduate Diploma are normally required to have a good honours degree in IT, science, management or the humanities or the academic equivalent. 

Exceptionally applicants may have no first degree but 5+ years working in IT, science, management or the humanities. In this case, there must be strong evidence that the applicant has the motivation to complete the course and the ability to work at this level.  Experience is an application domain (air traffic control, health care, e-business, e-government) is particularly valuable.

Both of these types of applicants will benefit from the advanced and specialised nature of the technical and business knowledge covered the course that is designed to build on the knowledge they already possess

Overseas students are required to satisfy the Admissions Officer that they have reached an equivalent academic standard as those required for home students.

Language Requirements

IELTS – minimum 6.5

TOEFL – minimum 650 plus grade 6 in the Test for written English

TOEFL – computer based – minimum 250 plus an essay score of 5.

2.
Typical entry qualifications set for entrants to the field are:

Students join the course straight from a first degree with a good honours in psychology, marketing, anthropology, media studies or an application domain (health care, education etc).

J.
CAREER OPPORTUNITIES
Most candidates are expected to enter employment in occupations whose titles are, or include words from the list:

1. Usability engineer

2. Human-computer interaction specialist

3. Interaction designer

4. Human factors consultant

5. Information architect

6. User-centred systems developer

7. Head of User Experience 
8. Project Manager
K.
INDICATORS OF QUALITY

· The Faculty was awarded a New Technology Institute in 2002 and is an IEE Endorsed Provider of short courses.  This has the focus of IT skills in Business for South West London.


· Kingston has been recognised as a high quality teaching institution as it has consistently scored highly on the 24 point system


· Kingston University's research programmes have been recognised as nationally and internationally competitive in the last RAE and its originality and importance is reflected in greatly increased support from government, industry, and charities


· Current CISM research  includes User Interface and Usability Research Group, plus Computer Vision and Digital Imaging, Electronic Commerce, Data Communications and Networking, Software Engineering, Bioinformatics, Information management, Learning Technology, and New Media Design.
L.
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