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Term:
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IA:

DMED 540 – User Experience: 3 credits
Summer 2021
Laura Ballay | laura@uxdesigneducation.com or lballay@sfu.ca
TBD

REMOTE TEACHING INFO:
Teaching at SFU in Summer 2021 will be conducted primarily through remote methods. There will be
in-person course components in a few exceptional cases where this is fundamental to the educational
goals of the course. Instructors will let students know of the synchronous/asynchronous components of
the course at the start of the course. Enrollment in this course acknowledges that remote study may
entail different modes of learning, interaction with your instructor, and ways of getting feedback on
your work than may be the case for in-person classes. To ensure you can access all course materials, we
recommend you have access to a computer with a microphone and camera, and the internet. In some
cases, your instructor may use Zoom or other means requiring a camera and microphone to invigilate
exams. If proctoring software will be used, this will be confirmed in the first week of class. Students
with hidden or visible disabilities who believe they may need class or exam accommodations, including
in the current context of remote learning, are encouraged to register with the SFU Centre for
Accessible Learning (caladmin@sfu.ca or 778-782-3112).
Important info about the course:
We come to class prepared: Please be aware that throughout the term you will need to prepare for
class by completing assigned activities (readings, video content, assignments) BEFORE class.
We may adjust the course along the way: Class content is always subject to change (for example: a
lecture may be replaced by individual/team work sessions). I will always announce in class if there are
any changes. You are responsible for listening for these adjustments in class. Between-class
notifications will be posted to Canvas. Canvas will also always reflect any significant date changes. If
you’re not sure, please ask!
We bring information from outside of the classroom: As this is a seminar class, you are invited to bring
additional materials (articles, projects, etc) to discuss with the group.
This class assumes you already have a design foundation: That said, if you’re unfamiliar with a concept
or any terminology, just ask—it’s 100% okay!
Always check Canvas for the most up-to-date information!
If you ever need clarification, please contact Laura or your IA.
Course Goal
This course exposes students to concepts that relate to defining, designing and evaluating product
concepts and interfaces. We will also spend time discussing how to lead the “fuzzy front end” of
design, including client management, determining a generative research direction, differentiating
between research methods, and how to communicate your research findings and design decisions.
Students will spend class time exploring and discussing these concepts.
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Important: Please note that this is NOT a class on:
• “Rules” for “good” UI, visual design, or design research
• Building a complete product from concept to high-fidelity prototype, beta testing and/or MVP
• Unmoderated research methods such as surveys, web analytics or remote user testing tools
such as usertesting.com
Course Objectives
Upon completion of this course, students will be able to:
• Explain the core tenets and benefits of an iterative human-centered design (HCD) process and
framework
• Understand the value of a design definition phase and how to collaborate with colleagues and
stakeholders
• Differentiate between strong and weak questions for design strategy and user research
• Understand the principles of user research analysis and synthesis
• Distinguish between different types of design deliverables (ex: personas, user journeys, etc)
and user research methods and some of their benefits/weaknesses
Course Topics
When we begin to design, much of our direction is guided by questions we’re asking. The strength of
our outputs as designers often hinge on the quality of those questions. This course centers on an
overarching topic of “All the Wrong Questions,” with each week exploring different ways questions are
used through the design process. See Course Schedule for more details.
(And, yes, as a mnemonic device, I have chosen a retro song title to help us all recall each theme)
Format of the course:
This course will be delivered entirely online. We will also meet together as a class for discussion. The
course will incorporate a “flipped classroom” model. This means you will be expected to prepare for
class by completing readings, assignments or submitting reflections prior to class. This will help you
engage in class activities and discussion.
Feedback and recommendations for your design and research work shown in class will typically be
provided verbally during class, and it is expected that students capture this feedback and use it to
improve their work. Graded assignments submitted on Canvas will receive marks/comments in Canvas.
Readings + Related Content:
Throughout the term we will refer to the following materials. All required readings will be posted to
Canvas. Many of the readings may be found electronically through the SFU library.
These books are strongly recommended for your ongoing design practice. We will be reading excerpts
in preparation for our class discussion:
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About Face, 4th Ed:
Alan Cooper, Robert Reimann, David Cronin,
Christopher Noessel

Observing the User Experience, 2nd Ed:
Elizabeth Goodman, Mike Kuniavsky, and
Andrea Moed

Practical Design Discovery:
Dan Brown

Presumptive Design:
Leo Frishberg, Charles Lambdin

Optional
Excerpts from the following publications will be available on Canvas:
John Dewey: Having an Experience
Victor Papanek: Design for the Real World
Don Norman: Perceived Affordances; Emotional Design
Bruno Munari: Design as Art
Stephanie Houde and Charles Hill: What do Prototypes Prototype?
Caitlin Kalinowski: Six Steps to Superior Product Prototyping
Article/video on Tom Chi/Google Glass
Nir Eyal: How You Can Help Users Change Habits/How to Build Habits
Stephen Wendel: Designing for Behavior Change
Herb Simon: Science of Design
Nathan Kinch: Design for the 5 senses
Don Norman: Emotional Design
Indi Young: A New Way to Listen
Scott McCloud: Understanding Comics
Grading and Evaluation:
Individual Assignments
60
Class Participation
30

3

Attendance
Total

10
100

Below you can find a complete breakdown on how I arrive at your final grade. Feedback and
recommendations for your design and research work shown in class will typically be provided verbally
during class. Assessments of graded assignments are provided on Canvas. Assignments submitted
through channels other than Canvas will not be graded.
Full explanations of each assignment will be provided in the course materials available on Canvas and
discussed in class. You are responsible for getting clarification about any questions regarding an
assignment or class activity.
ASSIGNMENTS:
Your work will be evaluated based on the following rubric:
• Quality of the work: Did you put in effort, thought and care into your output? Is your written
and visual communications clear and without significant spelling/grammatical errors?
• Incorporating feedback: Did you refine and iterate on your original idea based on feedback
from your users, instructor and/or peers?
• Taking risks/Innovation: Did you take risks in your work and go into uncharted territory? Did
your work push the bar?
• Connecting, Synthesizing, Transforming: Are you connecting ideas and concepts throughout
the term and building upon the ideas? Are you drawing from your past experience and
knowledge in other domains?
As a general guideline, you should individually be spending about 5-7 hours/week on your
assignments in total.
Course Assignments:
Assignments are typically due before the next class. This allows you to bring questions, ideas and
suggestions into our discussion time.
You must post your assignment to Canvas. I do not accept submissions by email or other methods. You
will be expected to be familiar with how to upload and attach your files in Canvas to successfully
submit your assignments. If you have any issues with Canvas, please contact the IA before the
assignment is due.
All graded assignments will be weighted equally. For details on each assignment, please refer to
Canvas. Assignments need to be submitted on time unless previous arrangements have been made.
Because of the fast pace of our class, and the fact that many of the assignments directly play into our
class activities, assignments submitted after the deadline will not be graded. Unless prior
arrangements have been made, assignments submitted after class will be marked as unsubmitted
and receive a 0.
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Class Participation
This grade is determined by meaningful contributions to the class—meaning that you are an engaged
and enthusiastic participant in our discussion.
There are two parts to your class participation grade:
Part 1 - Preparation: There are a number of assignments, while ungraded, will play a large role in what
you can bring into class discussion. This means that when required, you will post up your notes,
materials, and any other documentation to Canvas before class so that everyone may access them
during class. The quality of these preparation activities/materials is also considered as part your class
participation grade.
Part 2 - Class Engagement: This is how actively you are listening and engaging when we meet together
as a class.
• Active listening means: Is your attention focused on what is happening in the conversation?
Are you respectfully listening to and responding to your your peers? Do you hear, review and
follow the activity instructions?
• Active engagement means: Are you engaging in the discussion itself? Are you making
meaningful contributions to the conversation? Are you actively collaborating with your peers?
As a show of respect to your peers and faculty, you should not be engaging in other activities, such as
social media or using your cellphones, during class discussion unless they are appropriate to class
activity.
Fine print: A student who habitually does not actively participate, sleeps or inappropriately uses social
media, messaging or devices will be given one verbal and written warning. Following this, if s/he
continues to not actively participate, or use media/devices, the student will receive a 0/30 for
participation portion of grading.
Attendance:
Attendance is mandatory and will be taken at every class. Because the format of the class depends
largely on the full participation of the class, it is critical for students to arrive at class on time and stay
the entire class. If you arrive late by more than ten minutes or leave class early without permission of
the instructor, you will lose attendance points.
•
•

Unexcused Lateness: If you are late to our meeting times by more than 10 minutes, 2 points
are deducted each time you are tardy to class.
Unexcused Early Departures: If you must leave our meeting before it is completed and/or
ends, 2 points will be deducted for each time you depart class early.

Likewise, if you miss more than one class without permission, you will forfeit all attendance points. In
other words: More than one unexcused absence will receive a 0/10 for the attendance portion of
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grading. In other words, you get one “free pass” to use at your discretion before it adversely impacts
your grade.
•

Unexcused Absence: If you miss more than one of our meeting times without prior permission
of the instructor, you will receive a 0/10.

If students must arrive late or miss class for an excusable reason, you need to email me for written
permission IN ADVANCE of class. This means I need to reply back with permission. Students who are
unavoidably absent due to illness, emergency or disability should notify me of their situation as soon as
reasonably possible. Note that attendance is calculated separately from your participation and
assignments.
Course Schedule:
Please refer to the Canvas modules for each week’s details.
Class
Week 1

Theme
Let’s Get it
Started

Week 2

You’re So Vain

Week 3

Take On Me

What are ways we can interact with clients and stakeholders?
What are high-value activities for designers when you begin to work
with a client?

Week 4

Dancing in the
Dark

What is the purpose of a design brief?
Why do kick-offs matter? How do you run one?

Week 5

Root Down

What is goal-directed design and why does it matter?
How can we guide clients through the design and research process?

Week 6

Talk to Me

Week 7

Cry to Me

How do you justify your user research methodology?
What are the differences between different types of research?
How do you plan your research? Who do you recruit?
How can you get better research results?

Week 8

Bend Me,
Shape Me
Connected

How do you make sense out of your user research data?

I Need
Direction

What do I do with the research?
How do design principles help us move into design ideation?

Week 9

Week 10

Learning Questions
What is UX?
What do UX Designers do?
What do I want to do?
What is empathy and why should we care?
How might we change our perspective?

How do you start finding and surfacing themes in your research?
How do you effectively communicate what you’ve learned from your
research?
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How do I present and talk about design concepts?
Week 11

The High Road

How can I effectively communicate my design ideas and sketches?

Week 12

Where’d All
the Time Go?

Wrap-up and Special Topics

Written & Spoken English Requirement:
Written and spoken work may receive a lower mark if it is, in the opinion of the instructor, deficient in
English.
Religious Accommodation:
The university accommodates students whose religious obligations conflict with attendance, submitting
assignments, or completing scheduled tests and examinations. Please let your instructor know in
advance, preferably the first week of class, if you will require any accommodations on these grounds.
Academic Integrity
MDM considers plagiarism to be the most serious academic offense that a student can commit.
Regardless of whether or not it was committed intentionally, plagiarism has serious academic
consequences and can result in expulsion from the university. Plagiarism involves the improper use of
somebody else’s words or idea’s in one’s own work.
It is the student’s responsibility to ensure you fully understand what plagiarism is. Please see the SFU
website for an explanation of the various types of plagiarism and to take the plagiarism tutorial:
http://www.lib.sfu.ca/help/writing/plagiarism
Grading Profile
A+
A
AB+
B
BC+
C
F

95-100
90-94
85-89
80-84
75-79
70-74
65-69
60-64
0 - 59

Policies
The student and academic policies of the Masters of Digital Media Program and of Simon Fraser
University apply within this course.
Relevant SFU policies can be found at:
•
Graduate General Regulations
http://students.sfu.ca/calendar/for_students/grad_regulation.html
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•
•
•

Academic Honesty and Student Conduct Policies
http://www.sfu.ca/policies/Students/index.html
Teaching and Instruction Policies
http://www.sfu.ca/policies/teaching/index.htm
University Policies (complete site)
http://www.sfu.ca/policies
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