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Program/Track Name: AAS - Communication Design — User Experience Track

Description of Program-Level Learning Outcomes
Please indicate the Program Learning Outcomes for the degree, degree track, or certificate below:
	Program-Level Learning  Outcomes

	Program Learning Outcome 1:
	Be able to utilize Human Centered Design to develop and deliver designs for websites and software applications.

	Program Learning Outcome 2:
	Create interactive design solutions that address audiences and contexts by recognizing the human factors that determine design decisions.

	Program Learning Outcome 3:
	Produce prototypes for websites and software applications using industry standard methods, tools, and techniques.

	Program Learning Outcome 4:
	Apply graphic design and user experience design principles in the ideation, development, and design of websites and software applications.



Section I: Technical Courses
For all technical courses in the program, indicate in the table on the following page whether and/or how the course will support the program learning outcomes. You should include courses outside your discipline area and work collaboratively with those disciplines to determine whether and/or how those course(s) will support the program learning outcomes. Please note that it is understandable if courses from outside the discipline do not assess the program-level learning outcomes and serve only to introduce, practice and/or emphasize the program outcomes. It is also possible that technical courses outside of your discipline may not directly support the specific program-level learning outcomes you have identified.
How to complete the program map:
For each technical course in your program, please indicate whether any program-level learning outcome is introduced to students (I), practiced by students (P), emphasized for students (E), or formally assessed (A).  
For example, if course WXYZ 1234 introduces students to one of the program outcomes, then enter “I” for that specific program outcome in the appropriate column. Please note that a course can be “I”, “P”, “E” and/or “A” in any program outcome. The labels in the following table apply SOLELY to the program level learning outcomes defined above.  (It is NOT necessary for every course to address a program level learning outcome, and it is NOT necessary that Assessment or program level learning outcomes occur in every course.)
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Program Map ▼
I=Introduced      P=Practiced     E=Emphasized     A=Assessed
	Program Courses
	Program Learning Outcome 1
	Program Learning Outcome 2
	Program Learning Outcome 3
	Program Learning Outcome 4
	Program Learning Outcome 5
	Program Learning Outcome 6
	Program Learning Outcome 7
	Program Learning Outcome 8

	ARTC-1305 Basic Graphic Design
	I,P
	I,P
	I,P
	I,P
	
	
	
	

	ARTC-1325 Intro to Computer Graphics
	—
	—
	I,P
	I,P,E
	
	
	
	

	ARTC-1302 Digital Imaging I
	—
	—
	—
	P,E
	
	
	
	

	ARTC-1327 Typography
	—
	E
	P
	P
	
	
	
	

	ARTC 1353 Com-puter Illustration I
	—
	—
	P,E
	P,E
	
	
	
	

	ARTC-2371 User Experience I
	P,E,A
	E
	E
	I,P,E
	
	
	
	

	ARTV 1371 Story-board & Concept D.
	—
	—
	P
	P
	
	
	
	

	IMED-1316 Web Design I
	P,E,A
	P,E,A
	P,E
	P,E
	
	
	
	

	ARTC-1359 Visual Des. for New Media
	P,E,A
	P,E,A
	P,E,A
	P,E,A
	
	
	
	

	UXUI-1370 Human Factors & D. Psych.
	P,E,A
	E,A
	E
	P
	
	
	
	

	UXUI-1371 Proto-typing and Usability Testing I
	P,E,A
	P,E,A
	P,E
	P,E
	
	
	
	

	ARTC-2335 Portfolio Development (GD)
	P,E,A
	P,E,A
	P,E
	P,E
	
	
	
	

	FLMC-1331 Video Graphics & Effects I
	—
	—
	P
	P
	
	
	
	


Assessment Plan for Program Learning Outcomes
Review existing assessment methods and current practices for collecting/gathering student data to identify direct (and possibly indirect methods of assessment). Remember that the data will need to be gathered, analyzed, and used to support the program’s continuous improvement processes.
Note: Because courses from other disciplines already have assessment plans in place, they do not have to be included in this assessment plan. Nonetheless, proposers must work collaboratively with these other disciplines to stay current and up-to-date with the assessment plans in these courses. 
	Program-Level Learning Outcome (e.g. Students will describe the impact of various cultures on American cuisine.)
	Assessment Measure(s) and Where Implemented in Curriculum – Description of Instrument(s)/ process(es) used to measure results and indication of where the assessment will be collected in curriculum. (e.g. Essay on Cultural influences on American cuisine in CUIS 1300.)

	Targets- Level of Success Expected
(e.g. 80% of students score 2.5 or better on rubric for essay on cultures and cuisine.)

	PLO #1: Be able to utilize Human Centered Design to develop and deliver designs for websites and software applications.
	Mobile Design & Usability assignment in IMED 1316 Web Design I.
	
The student creates a mobile version of a web site that must reflect the scope and complexity of the original desktop site on which the mobile version is based. 

Students are assessed on how well they address (human-centric) usability specifically for use on mobile devices, including: readability, use of appropriate conventions, and implementation of applicable menu and navigational devices.

	70% of students score 80% or better on project.

	PLO #2: Create interactive design solutions that address audiences and contexts by recognizing the human factors that determine design decisions.
	[bookmark: _GoBack]Website Analysis project assigned in IMED 1316 Web Design I.

· The student selects a Web site and analyzes the design for the following:
· Hierarchy/flow of content
· Conventions/expectations for interaction
· Clarity and scannability of the content
· The students provide their findings on a form supplied by the instructor.
· Based on their findings, the student creates an XD wireframe showing how the page could improve hierarchy, better utilize conventions, and be more clear and/or scannable, 

Students are assessed on the depth of analysis, the quality of the insights generated, and their ability to apply those insights into the design of the wireframe execution.

	70% of students score 400 points or better out of the 500 total points available for this project.

	PLO #3: Produce prototypes for websites and software applications using industry standard methods, tools, and techniques.
	Rapid Prototyping assignment in  UXUI 1371 Prototyping and Usability Testing I.

The student will complete an end-to-end rapid prototyping of a design for a mobile-based app. The student will:
· Provide a high-level statement and description of their product/project.
· Construct a User Journey Map.
· Create a paper prototype.
· Test their paper prototype on another user and make refinements to the paper prototype.
· Create a digital prototype based on their paper prototype.
· Test their digital prototype on another user and make refinements to their digital prototype.
· Reflect on their design process and compare & contrast the pros and cons of paper prototyping vs. digital prototyping.

Students are assessed on their ability to effectively bring the prototype from concept to final prototype, and the ability to communicate the findings and insights gained during the course of the project.
	70% of students score 80% or better on project.

	PLO #4: Apply graphic design and user experience design principles in the ideation, development, and design of websites and software applications.
	Final Presentation from ARTC-1359 Visual Design for New Media.

In this Final Presentation for the semester, the student presents the designs they created for their client (in the smaller projects created they throughout the semester) 
framed as a pitch to a client. 

The student is assessed on their ability to apply the various design components created during the semester, as well as functionality and usability considerations (i.e., user experience) for the (desktop) portal, and mobile and wearable apps designed for the client.

	80% of students score 75% or better on project.
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