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Stuttgart Media University

Course Catalog

App Design and Development
(Valid from Winter Semester 2018/19)

Course Title

Fundamentals of Design

Bachelor Level Course (Typically taken during 1°! year)

Course No 119104

Lecturer’'s name Prof. Dr. Sabiha Ghellal

Teaching language English

Credits (ECTS) 1

Teaching/learning Interactive Lecture with Practical Assignments
methodology

Total workload

Course: 10.5 hours teaching time

+ preparation, follow-up work: 4.5 hours
+ 5 assignments of 3 hours each: 15 hours
total: 30 hours

Contact hours per
week

2 hours every 2nd week

Type of exam

Assignments and a Learning Journal

Learning outcomes

Basic Paper and Digital Drawing Skills
Basic Color Harmony Skills

Basic Typography Skills

Basic Layout and Compositing Skills

Abstract

Students will learn the basics of graphic design (with an emphasis on screen design).
The aim of this lecture is to enable students to continually work on their graphic design
skills self-sufficiently. This lecture can only provide the frame, and students will be
required to practice throw-out their entire studies! Students” main aim should be to
produce relevant work examples for the purpose of designing a portfolio. The lecture
will start with focusing on the ability to read graphic design and understand what
makes it appealing.

Contents/
Indicative syllabus

Ability to:

- Choose color schemes

- Choose fonts

- Basic layout skills (Photoshop)

- Basic drawing skills (Photoshop or lllustrator)
- Basic compositing

Topics:

- What is graphic design?

- Graphic design principles

- Elements of graphic design

- Essential graphic design tools
- The design process

- Designing for print vs. screen
- Visual language

Assignments:
1) Drawing with basic shapes paper-based and using a digital drawing tool
2) Colour composition exercise
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3) Font exercise
4) Layout-grid exercise
5) Mock-up of a web page & an icon for a mobile game

Reading Materials

Grundkurs Typografie und Layout: Fur Ausbildung und Praxis (Galileo Design) Claudia
Runk (2011)

Logo Design 3 [Englisch] Julius Wiedemann (2011r)

Smashing Professional Web Design BY (Smashing Magazine) on 2011 [Taschenbuch]

Weblinks

http://colorschemedesigner.com/ http://www.smashingmagazine.com/
http://www.awwwards.com/ http://de.wikipedia.org/wiki/Grafikdesign
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Stuttgart Media University

Course Catalog

App Design and Development
(Valid from Winter Semester 2018/19)

Course Title

User Interface Design

Bachelor Level Course (Typically taken during 2™ or 3" year)

Course No 119320

Lecturer’s name Prof. Sabiha Ghellal

Teaching language English

Credits (ECTS) 5

Teaching/learning Interactive Lectures and Project Work
methodology

Total workload

Seminar: 15 weeks of 180 minutes each = 45 hours

Preparation, follow-up work and exercises: 4 hours per week = 60 hours
Exam work: 40 hours

Total: 145 hours

Contact hours per
week

4

Type of exam

Group Project and Presentation

Learning outcomes

The purpose of this praxis-oriented course is to design innovative user interfaces. The
course provides a basic introduction and will require students to analyze existing user
interfaces or experience designs, to create a user interface or to experience design
based on Ul or UX standards, to develop prototypes, to evaluate the prototypes with
potential users, and to redesign the prototype based on user feedback. The course will
be marked based on the developed prototype and its associating documentation. Al
course material will be available in English only. Good English skills are required.

Abstract In this praxis-oriented seminar we will develop a state of the art user interface design
applying a user-centered design method. Some of the topics include: wire-framing,
Photoshop basics and prototype development, as well as eye tracker evaluation. Please
read the detailed description for more details.

Contents/ In this seminar students will apply a iterative User Centered Design (UCD) approach:

Indicative syllabus

Students will form teams (agencies) and develop a high-fidelity prototype applying a
user-centred design approach. The goal (and assignment) of this seminar will be a
creative self-explanatory click prototype as well as a state of the art design specification
for that prototype.

Focusing on the User Interface Design (UID) this seminar will entail:

User Interface Design Principles, Design Patterns
Conceptual Design:

- Domain Analysis (Competitive & State of the Art Analysis)
- Environment analysis

- Personas

- Context of use

- Requirements analysis

Functional Design:

- Scribbles (Paper-based)

- Wireframing (Balsamiq)

- Mock-ups & storyboards

Graphic Design Principles (GUID)

- Mock-up (Photoshop exercise)
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Interaction Design:

- Enabeling Haptics- design interactive transitions.

Prototyping:

- High- & Low-Fidelity / horizontal & vertical prototypes evaluation
- Eye tracker tests (SMI System)

Documentation:

- State of the art specifications

Seminar GOALS :

- Appreciating a UCD approach and all necessary steps for involving a user into design
iterations.

- Understanding commercial UID workflows

- Ability to conduct a detailed requirement analysis including understanding and
designing for a context of use and state of the art research of a selected domain

- Conducting a full design cycle, including conceptual, functional, visual design as well
as prototyping and practical evaluation skills

- Basic graphic screen design know-how using Photoshop

- Ability to conduct an eye tracker evaluation (transfer knowledge from usability
lectures)

- Ability to write a state of the art specification for a UID

- Foster creativity in teams

Assignments:

A1: Domain analysis & presentation of domain analysis
A2: Functional design

A3: Graphic design brief

A4: Evaluation

A5: Click prototype

Reading Materials

Norman: Design of Everyday Things. Basic Books 1988

Tidwell: Designing Interfaces. 2nd Edition. O'Reilly, 2010.

Callahan, Young and Hixon: Responsive Design. Smashing Design Book 2011
Villamor, Willis, and Wroblewski: Touch Gesture Referrence Cards, 2012
llinsky and Steel: Data Visualization. O'Reilly 20122

Callahan, Young and Hixon: Responsive Design. Smashing Design Book 2011

Weblinks

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

https://www.nngroup.com/

http://www.jnd.org/

http://www.smashingmagazine.com
http://webdesignledger.com/tools/13-super-useful-ui-wireframe-tools
http://en.wikipedia.org/wiki/Software_prototyping
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App Design and Development
(Valid from Winter Semester 2018/19)

Course Title

Usability Engineering

Bachelor Level Course (Typically taken during 2™ or 3" year)

Course No 119440a

Lecturers name Prof. Dr. Gottfried Zimmermann

Teaching language English

Credits (ECTS) 4

Teaching/learning Lectures with Weekly Assignments and a Final Assessment
methodology

Total workload

Lecture: 15 weeks, 90 minutes each: 22.5 hours

Preparation and follow-up work: 22.5 hours

Exercises: 15 weeks, 90 minutes each: 22.5 hours (presence)
Exercise preparation: 15 weeks, 90 minutes each: 22.5 hours
Preparation for the oral exam: 30 hours

Total: 120 hours

Contact hours per
week

4 hours per week

Type of exam

Assessment of Assignments + an Oral Exam

Learning outcomes

At the end of the course students

- will know the methods of usability engineering, as well as their pros and cons.

- are able to autonomously prepare, carry out and document a usability engineering
project including all relevant methods.

- are able to make statistical statements about user behaviour, including the planning,
execution and evaluation of usability tests.

-have acquired social skills through teamwork and interacting with subjects in usability
tests.

Abstract This course will give an introduction to usability engineering, analysis methods,
navigation and information architecture, prototyping, inspection methods and usability
guidelines. Students learn to work with user tests and usability metrics. They are
introduced to cost-benefit analysis and the usability engineering lifecycle.

Contents/ . Introduction to usability engineering

Indicative syllabus

. Analysis methods

. Navigation and information architecture

. Prototyping

. Inspection methods

. Usability guidelines

. User tests

. Usability metrics

9. Cost-benefit analysis

10. Usability engineering lifecycle

Students are informed of assignments via the llias online learning platform, where they
also submit the assignments for assessment.

O ~NOoOYUT AN WN —

Reading Materials

Bias & Mayhew (2005): Cost-Justifying Usability. Elsevier, Morgan Kaufmann.

Cooper (1999): The Inmates Are Running the Asylum. Why High Tech Products Drive Us
Crazy and How To Restore The Sanity. Pearson Professional Education, Boston.

Garrett (2010): The Elements of User Experience: User-Centered Design for the Web
and Beyond (2nd Edition). New Riders Press.

ISO 9241-110: Ergonomics of human-system interaction - Part 110: Dialogue principles.

www.hdm-stuttgart.de/english/exchange students



http://www.hdm-stuttgart.de/english/exchange_students

HOCHSCHULE
DER MEDIEN

ISO, 2006.

ISO 9241-210: Ergonomics of human-system interaction - Part 210: Human-centred
design for interactive systems. ISO, 2010.

Kuniavsky (2003): Observing the user experience. Morgan Kaufmann.

Leventhal & Barnes (2008): Usability Engineering. Pearson.

Mayhew (1999): The Usability Engineering Lifecycle. Morgan Kaufmann.

Morville & Rosenfeld (2006): Information Architecture. O'Reilly.

Nielsen (1993): Usability Engineering. Morgan Kaufmann.

Nielsen & Mack (1994): Usability Inspection Methods.

Nielsen et al. (2008): Usability Return on Investment. 3rd edition. Nielsen Norman
Group, 2008. http://www.nngroup.com/reports/roi/

Rosson & Carrol (2002): Usability-Engineering - Scenario-based development of human-
computer interaction. Morgan Kaufmann, San Francisco.

Shneiderman (2004): Designing the User Interface. Addison-Wesley.

Snyder (2003): Paper Prototyping: The Fast and Easy Way to Design and Refine User
Interfaces. Morgan Kaufmann.

Spencer (2009): Card Sorting - Designing Usable Categories. Rosenfeld, 2009.

Tullis & Albert (2008): Measuring the user experience. Elsevier, Morgan Kaufmann.

Weblinks

Will be provided via llias.
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Course Title

Innovation Management

Bachelor Level Course (Typically taken during 2" or 3" year)

Course No 119610

Lecturers name Prof. Dr.-Ing. Joachim Charzinski
Teaching language English

Credits (ECTS) 5

Teaching/learning interactive lecture with workshops
methodology

Total workload

Lectures and workshops: 15 weeks, 180min each =45 hours

Preparation, assignments and follow-up work: 15 weeks, 4 h each = 60 hours
Exam preparation: 5 days = 40 hours

Total: 145 hours (5 ECTS points)

Contact hours per
week

4 hours per week

Type of exam

Written Exam (Case Studies)

Learning outcomes

After passing this module, the students will be able to discover mind barriers and assess
risks for existing business. They have tried out several methods for generating new
ideas and can decide which method to use in each situation. They can create and
analyze business sketches, improve business models, and calculate simple business
cases to assess which innovations are promising, and when it is the right time to realize
an innovation. They know the concept of a stage gate process and have first practical
experience in the methods applied for each of the steps. They can identify patentable
inventions and have participated in sketching a patent application.

Abstract

This course is a practical introduction to innovation management. After discussing basic
ideas about innovation, fundamental concepts for managing innovations are
introduced (stage gate process, multi-project management). Creativity technologies for
idea management are presented as well as tried out in workshop-mode sessions.
Discussions on open innovation, business models and intellectual property rights issues
conclude the lecture.

In our global economy, technologies, markets and industries are changing increasingly
fast. Some companies (small ones as well as big ones) are ahead of the pack and are
driving change whereas others are tco inert and have problems adapting to new
situations. The objective of innovation management is to make organizations open for
new ideas, to systematically find, generate, and try out ideas and bring them to market
- and to do this efficiently.

The lecture will use examples to show why innovative thinking is indispensable.
Problems that arise when innovations are realized in enterprises and in the market are
explained. The tools of idea and innovation management are introduced. Property
rights and patents are explained to raise awareness for the associated pitfalls that are
often discovered only after successful market introduction of a new solution, service or
product.

A significant part of the concepts is tried out in practical sessions and small workshops
during lecture time.

Contents/

Please note: Detailed syllabi are not a standard in German universities; students should
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Indicative syllabus expect to be informed of assignments verbally and via the HdM lecture system.

1. Introduction

- Innovation (as opposed to incremental development)

- Main ingredients of an innovation

- Failing

- The innovator's dilemma

- (Famous) examples

2. Innovation Processes and Management

- Stage gate processes, diffusion of innovation, failing quickly and cheaply,
-

-E es

Reading Materials

Weblinks
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