Human Computer Interaction Disciplinary Commons

Two Sentence Summary

Two Sentence Summaries and Artefacts
1. Context

BT302 Human Computer Interaction is an optional, undergraduate final year module available to all students programming, design or business style degrees within the Department of Computing in the Business School at a 174 year old, new university: the University of Gloucestershire.  It is delivered by a team that includes me, Fiona Collard, a Senior Lecturer in the Department of Computing which is part of the Business School.

This image (Figure 1) illustrates the context of HCI teaching at the University of Gloucestershire.
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Figure 1: Old and New Buildings at The Park, University of Gloucestershire
2. Content

The module covers many HCI topics with an emphasis on evaluation for improvement and uses the diverse student population to demonstrate how user experience can influence perception (illustrated by Figure 2 below).  Examples are taken from healthcare and games reflecting the tutors’ interests with sustainability and accessibility becoming more prominent areas.


[image: image2]
Figure 2: Indian Gentlemen's Toilet Icon

3. Instructional Design

Students find this a highly participative module with mini lectures from the tutor interspersed with question and answer sessions, practical tasks and debate as the lecture, practical and tutorial time is merged into a single session.  Tutors and students share videos, audio files, website links and objects in an attempt to illustrate points including non-computing objects such as the makeup pot below.
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4. Delivery

This module is delivered in two-hour weekly sessions over twelve weeks in a computer lab to between 30 to 80 students.  Each session is a mix of lectures, active learning and work towards the assignments and is symbolised by group work in Figure 3 below.
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Figure 3: Students and Tutors Working Together

5. Assessment

Summative assessment is a concept demanded by the University but also by society and the students themselves.  Assessment is influenced by my philosophy, which is that assessment can:

· Be linked to the learning outcomes

· Have group and/or individual elements

· Include practical and written parts

· Be challenging and discriminatory

· Be formative and summative

Below is the assessment brief for the 2007/08 run of BT302 Human Computer Interaction.
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Assignment 1

	Issued:  January 2008
	Form:  Written paper

	Weighting: 35%
	Deadline: 21st February 2008


In a group consisting of 3 or 4 students critically evaluate the type of computer interface shown in the video from the Infoserver (“UMS/BT/BT302/New_Interface”). 

Individually discuss the positive and negative aspects of implementing such an interface to your personal computer using relevant literature and reference to support your discussion.

You must illustrate your points with specific examples 

Length 1500 words
Assignment 2

	Issued:  January 2008
	Form:   Written Paper

	Weighting: 65%
	Deadline:  24th. April 2008


Carry out an heuristic evaluation on the flight simulator interface used on Google Earth based on the following:

1. As a group, consisting of 3 or 4 students, select six to eight heuristics from the academic literature and use these heuristics to carry out individually an heuristic evaluation of the flight simulator available in Google Earth.

2. Discuss and make legible notes and sketches of your findings from Task 1 above. The aim of this is to demonstrate how you carried out your evaluation. Identify which are the most essential and frequently used functions that would enable the user control the flight.
3. As an individual, using both the academic literature and your experience gained in the above tasks 1 & 2. Design an alternative interface which would give the user better access to these functions to have an enjoyable experience. Discuss the design with illustrations (2 pages) using relevant references to support your proposed interface.   

Length – 2500 words

Figure 4: Assessment Brief for 2007/08
6. Evaluation





Chapter 1: Context 
1.1. The Two Sentence Summary and Artefact

BT302 Human Computer Interaction is an optional, undergraduate final year module available to all students programming, design or business style degrees within the Department of Computing in the Business School at a 174 year old, new university: the University of Gloucestershire.  It is delivered by a team that includes Senior Lecturer, Fiona Collard, in the Department of Computing which is part of the Business School.

This image (Figure 5) illustrates the context of HCI teaching at the University of Gloucestershire.

[image: image5.jpg]



Figure 5: Old and New Buildings at The Park, University of Gloucestershire
1.2. Introduction

A little background history of the University, the Department, the Module, and the Tutor will help you to understand the context of Human Computer Interaction teaching at the University of Gloucestershire.  But perhaps you’d learn most from our students so we’ll start with them.

1.3. The Students

The images below (Figure 6) taken from marketing material mainly reflect the perceived profile computing students; white, male; traditional student age and from within a 30 mile radius.  However, there’s a lot more to the students at the University of Gloucestershire’s Department of Computing than that.  One of the reasons why teaching can be such a challenge, but also one of the reasons why I enjoy teaching here so much, is the diversity of the student population.  Traditional or mature, home or international, A-levels or professional experience, full-time or work-sponsored, they are all University of Gloucestershire students and we see them all in the Department of Computing.  I have yet to run a class without at least one student with either a visible or invisible disability or with English as a second language.  While this can be seen as a challenge when predicting the pace of a class, it can also provide a rich bed of perspectives which is invaluable in a module where the emphasis is on the human in HCI.
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Figure 6: Students From the Department of Computing
1.4. The University

The University of Gloucestershire has been a source of learning since 1834, initially as a Theology and Teacher Training College.  It has evolved since this time and this is mirrored in its buildings from the ‘red-brick’ style of Francis Close Hall, through the Georgian style of The Park and the utilitarian Pittville Studios to the sustainable London Campus.  It gained University status in 2001 (Figure 7).
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Figure 7: University Logo
It has five campuses, the London Campus, one in Gloucester; Oxtalls, and three in Cheltenham; Francis Close Hall (FCH), Pittville Studios, and The Park.  Each has its own personality drawn from its history, buildings, courses, staff and students.  

The University’s strengths include its long established commitment to, and research in, sustainability, and its recent rapid growth in teaching internationally.

1.5. The Department

The University is organised into Faculties, each located on a single campus.  Human Computer Interaction is taught in the Department of Computing, part of the Business School, located at The Park (see 
Figure 8
).  This is a green campus, formerly a botanical garden, close to Cheltenham town centre and is a mix of Regency villas and up-to-date labs.  It makes a pleasant workplace with the opportunity to rest your eyes away from your screen onto the lush, green grounds complete with swans, ducks and squirrels.  Over a third of the University’s 8,500 undergraduate students are based at The Park and a third of these are part-time.
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Figure 8: The Park Campus

The Department of Computing is a recent merger of two departments.  It has seven courses (degree programmes).  These are design-based such as Interactive Games Design and Multimedia, programming-based such as Computing and Network Computing or business-based such as Business Information Technology and Information Technology.  Internet Systems Development crosses areas and a new course, mobile computing technology, is being developed.  The Department also runs HND, top-up, postgraduate, international degrees and professional courses.  There is also the opportunity to take some courses as Joint Honours degrees with other departments in the Business School.  For example, Table 1 below shows how Business Information Technology may be taken with Accounting and Financial Management or Business Management amongst others.

UCAS Codes

G520Single Honours - 3 years full-time

G521Single Honours - 4 years full-time sandwich

Joint Honours - 3 years Business Information Technology and

GNMJAccounting and Financial Management

GN42Business Management

GN5VEvents Management

GN62Hospitality Management

NG65Human Resource Management

G591Information Technology

GC56Leisure and Sports Management

GN5MMarketing Management and Branding

GP53Multimedia

GN58Tourism Management

Joint Honours - 4 years sandwich Business Information Technology and

GNMKAccounting and Financial Management

GN5GBusiness Management

GNMWEvents Management

GNN2Hospitality Management

GN56Human Resource Management

G592Information Technology

GN5FLeisure and Sports Management

GN55Marketing Management and Branding

GG5LMultimedia

GNNVTourism Management

Table 1: Range of Joint Honour Degrees in Business Information Technology
The Department caters for a wide variety of students with a range of backgrounds, work-experience and qualifications.  Some students are very able and highly sought after by local companies for placements and graduate positions.  Some are professionals, working in industry for many years, seeking ‘validation’ of their experience through a qualification.  Other students come with few educational qualifications and enter HND courses.  The academic and support staff help to nurture these students to reach their full potential and many move on to the degree programme.  Some of these have continued into postgraduate study and have completed PhDs at the University.  

1.5.1. Course Structure

Courses are made up of individual study units, called modules.  Some are compulsory, others are optional, and students are often able to choose modules outside of their course that they are interested in.  Students take 26 whole module equivalents for an honours degree, ten in level one, and eight in levels two and three.  Level 3 includes a dissertation, and for some Department of Computing degrees, it also includes a major group project for an external client.  Students also have the opportunity to take a placement year.  The course map below shows one possible route to the BSc in Interactive Games Design and one combination of double and single modules possible.
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Figure 9: Possible Course Map for Interactive Games Design

1.6. The Module

The Human Computer Interaction module (BT302) is a long established module that has had a number of tutors leading it over its history.  It is a third level optional module taught within the Business Information Technology degree course but is available to all students taking a degree in the Department of Computing.  It must cater for all students whether they are taking design, business or programming orientated courses.  This makes designing the curriculum difficult, but is essential as HCI is relevant to all disciplines within the Department.  There are no specific module prerequisites for BT302 and there are no first or second level modules dedicated to HCI.  However, published HCI research and staff industry experience is used to illustrate techniques in the compulsory second level module: Research Methods and from next year HCI topics will be used to practice skills development in the compulsory first level module: Study Skills and Personal Development Planning.  Additionally, some elements of HCI are covered in modules compulsory to some courses such as the second level User Interaction Studies.

1.6.1. Aims

The principles of HCI are considered in a variety of application areas varying from year to year.  By the end of the module, students should be able to:

· Critically evaluate the issues surrounding various aspects of HCI such as designing for different user groups

· Critically review the needs of different user types

· Evaluate and synthesise user problems that arise from new technologies

· Expose weaknesses in interface design through critical evaluation and propose effective solutions

1.7. The Tutor

I have been teaching on the HCI module for three years and have been lecturing at the University for six years.  This follows a career in project management in various health and education settings in the UK and abroad.  I have a BSc in Psychology and another in Biomedical Science, an MSc in Multimedia and recently completed a Post Graduate Certificate in Higher Education.  My research interests are on the use of IT in health and education and particularly the psychology of computing and the social impact of IT.  My strengths are a passion for knowledge and enthusiasm for the students.  My weaknesses are a love of gadgets and my husband and six children.
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Figure 10: Fiona Collard

Chapter 2: Content
2.1. The Two Sentence Summary and Artefact

The module covers many HCI topics with an emphasis on evaluation for improvement and uses the diverse student population to demonstrate how user experience can influence perception (illustrated by Figure 11 below).  Examples are taken from healthcare and games reflecting the tutors’ interests with sustainability and accessibility becoming more prominent areas.
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Figure 11: Indian Gentlemen's Toilet Icon

2.2. Topics

As previously stated, the HCI module is long established but has seen only a small number of tutors leading it.  The chosen content has been evolved during this time to meet the needs of industry and the courses running at the University together with current tutor experience and research interests.  The module covers selected HCI topics chosen to meet the module aims (listed at the end of the Context chapter (section 1.6.1)).  These include interactions, cognitive and perception issues, virtual reality interfaces, applying psychology to design, task analysis, user-centred design, and heuristic evaluation. 

2.2.1. Themes

The emphasis is on keeping an open mind on what constitutes both an interaction and a user.  Students from all courses often enter the module assuming an interface to be a website alone.  For this reason the first two sessions spend time asking the students to explore other computing interfaces such as mobile phones, MP3 players and kiosks; and non-computing interfaces such as doors, light switches and signs.  Care is taken to use a wide variety of interfaces to illustrate points throughout the module.  For similar reasons students are asked to work in groups during class activities and for some elements of assessment, more details of which can be found in the Instructional Design chapter.  Given the diverse nature of the student population this helps them gain insight into the perspectives of other users.

2.2.2. Essential Topics

Two core topics are perception and evaluation.  Cognitive psychology theories are covered to illustrate how perception (visual, aural, tactile) can be influenced and therefore manipulated by our culture, previous experiences and expectations.  For example, students are asked to decipher the icon in Figure 11, above which can be difficult for home students who have not travelled.  This is tied into the theme of ‘who is the user’.  As the class usually includes several overseas students as well as disabled students and students currently in full-time computing work, they are encouraged to quiz each other to elicit cultural expectations and diverse experiences.  

Evaluation is considered essential as a way of learning from existing designs and to encourage students to evaluate their own designs.  Without evaluation students can be encouraged to accept the status quo or view common design features as unmovable conventions.  The topics covered are listed in Table 2, as seen in the module guide given to all students.

	Week
	Topic

	10th Jan
	Introduction 

	17th Jan
	Interactions

	24th Jan
	Cognitive and Perception Issues Part 1

	31st Jan
	Virtual Reality Interfaces 

	7th   Feb
	Cognitive and Perception Issues Part 2

	14th Feb
	Reading Week

	21st Feb
	Applying Psychology to Design

	28th Feb
	Task Centred Design

	6th   Mar
	User Centred Design

	13th Mar
	Heuristics Evaluation

	
	EASTER BREAK

	10th  Apr
	Task Analysis

	17th  Apr
	Tutorial for Assignment 2 – Module Evaluation

	
	No Lectures - Examinations


Table 2: Weekly Schedule of Topics
2.2.3. Future Directions

In future runs of the module it is intended to cover designing for sustainability and accessibility in more detail.  These topics are currently mentioned but not in great depth.  Sustainability is a University theme and accessibility is an essential consideration within many of the jobs our graduates enter.  Examples are currently taken from healthcare to illustrate many concepts and this will continue as it is my area of interest.  Increasingly, examples are taken from gaming as we have the largest student growth in this field.


[image: image17]
Figure 12: An Example of a Computing Interface in a Healthcare Setting
2.3. Resources

Many books are referred to during the running of the module.  In addition, students are directed to relevant research papers, videos and internet resources.  New online resourses are added throughout the module as staff and students discover them.  Students are encouraged to contribute sources and these are distributed through the group by the tutor.  The core text is Preece et al, Interaction Design because it covers many of the topics on the module and has online resources, but other books on the recommended reading list are: 


Annet, J & Stanton, VA, eds, (2000) Task Analysis.  London: Taylor & Francis


Benyon, D, Turner, P & Turner, S (2005) Designing Interactive Systems.  Addison-Wesley


Dix, A, Finlay, J, Abowd, G & Beale, R (2003) Human Computer Interaction (3rd Edition). London: Prentice Hall


Faulkner, X (2000) Usability Engineering. London: Macmillan Press


Nielsen, J & Mark, RL (1994) Usability Inspection Methods. New York: John Wiley & Sons, Inc


Shepherd, A (2001) Hierarchical Task Analysis.  London: Taylor & Francis


Shneiderman, B (1998) Designing User Interfaces (3rd edition). Reading, Mass: Addison Wesley Longman Inc


Trenner, L & Bawa, J (1998) The Politics of Usability. London: Springer Verlag


Waern, Y (1989) Cognitive Aspects of Computer Supported Tasks, Chichester: John Wiley & Sons

Additionally, students are advised to consult introductory psychology texts such as Hilgard’s for details of cognitive and perceptual aspects

Chapter 3: Instructional Design 
3.1. Two Sentence Summary and Artefact
Students find this a highly participative module with mini lectures from the tutor interspersed with question and answer sessions, practical tasks and debate as the lecture, practical and tutorial time is merged into a single session.  Tutors and students share videos, audio files, website links and objects in an attempt to illustrate points.
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Pot picture. 
3.2. Teaching Philosophy

The module has a teaching team of two at virtually all sessions which can bring variety to the sessions.  My working background is in project management within health and education with a keen interest in research, particularly social psychological aspects of human-computer interaction.  My educational background is broad and I have degrees in biomedical science, psychology and multimedia.  I enjoy encouraging active learning through the teaching styles I employ.  I purposefully use the word ‘enjoy’ rather than stating that I believe in active learning, as I really do find the preparation, delivery and feedback from sessions incorporating active learning more enjoyable.  I have attempted to give traditional lectures in the past and have found it hard work for both the students and I.  I now find sessions incorporating active learning to require creativity (a skill I enjoy using) in the preparation and planning and find the execution a more pleasurable experience for all as indicated by student engagement, student feedback, and how much I look forward to the sessions!

3.3. Instructional Methods

A variety of instructional techniques are employed over the running of the module, depending on the learning outcomes of the session but a typical session is described below.

3.3.1. A Typical Session

Rather than listing lectures, labs and tutorials on the student timetable, a single, weekly session is booked in a computer lab.  This time is broken up into portions of the tutor talking, the tutor questioning and the students contributing and also students working on computer-based tasks.  The end of the session is indicated by a summary of the topic but the lab remains open and tutors available, so that students frequently continue working beyond the scheduled time.  

The instructional methods employed include the traditional lecture style with PowerPoint slides; however, this is given in five to ten minute bursts.  This provides the opportunity to illustrate points with examples from my personal experience both in workplace situations and research.  Students enjoy hearing anecdotes that they will not be able to access in a textbook and besides, students still expect to hear words of wisdom from their tutor accompanied by the obligatory PowerPoint slides.  These are made available to students via the University’s virtual learning environment (VLE) before the session.  This can be advantageous for students to prepare for the session or to print handouts to write additional notes on.  This is especially true for students with note-takers, and I am yet to have a class without a note-taker present.  There are disadvantages, however, especially if you want to surprise students or have questions on one slide followed by answers on another.  In these situations I usually have an edited document that is published prior to the session and then run a full slideshow during the session which is made available to students immediately afterwards.

3.3.2. Multimedia Resources

During the traditional lecture format I find it advantageous to illustrate points with resources other than the PowerPoint slides or my voice.  This can include websites, images, animations, online games, YouTube videos, DVDs and audio recordings as well as physical objects.  For example, I use this video to illustrate the importance of meaningful feedback http://uk.youtube.com/watch?v=PM8LLp7Q5WQ. 

This can help to maintain attention and to break up the session.  It can also give me a break!  Using YouTube videos can inspire students to look for their own examples.  These are often sent to me and I then distribute them to the whole class.  It also proves a useful opportunity to evaluate whether the student has really grasped the concept.  Providing physical objects can initiate discussion and can illustrate concepts more easily than words alone.  For example, I send a makeup pot round to illustrate affordance and ski gloves are used in the first session (see section 3.2.3).  
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Make up pot image here
3.3.3. Practical Exercises

In class we frequently have discussions or question and answer sessions.  Students are sometimes asked to pair up to discuss and idea and then report back.  The success of this varies with different cohorts of students with some groups contributing so much that they require careful management to avoid sessions running into the evening, while other groups need answers coaxing out of them.  I have found that this can be influenced to a certain extent by the first class with the group.  

I have found the following task a useful icebreaker which frees students to put forward their points of view in subsequent sessions.  In my first session I start with a group discussion on mobile phones.  This is a topic that all students are able to contribute to.  In naturally occurring groups we discuss who has the best phone.  I leave the definition of bet to them and they set their own criteria.  This is followed by a class discussion and consensus is reached on who has the best phone (in this year’s group they chose the i-phone).  This student is then invited to test his phone by seeing how quickly she can dial a new telephone number.  Once this criterion is set, the class is invited to change their choice of phone but often stick with this one.  One student is timer while the phone owner dials the number.  After the class has generated a random number I invite the dialler to put on a pair of ski gloves.  This increases the difficulty of the task – particularly if the phone has a touch screen where students may resort to using their nose or elbow to dial with.  It is important that a discussion follows about different users abilities and it is made clear that I am not trying to make the student appear foolish but I am challenging everyone’s assumptions (including mine) about who the user is.

Gloves image here [image: image18.jpg]



3.3.4. Group Work
Students form self-selected groups for the assessed work (see Chapter 5 Assessment).  Students tend to seat themselves in these groups in subsequent class sessions.  Several sessions require students to work in these groups on tasks.  For example they are asked to carry out a hierarchical task analysis.  
Chapter 4: Delivery 
4.1. Two Sentence Summary and Artefact
This module is delivered in two-hour weekly sessions over twelve weeks in a computer lab to between 30 to 80 students.  Each session is a mix of lectures, active learning and work towards the assignments and is symbolised by group work in Figure 13 below.
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Figure 13: Students and Tutors Working Together
4.2. Delivery
This is strongly linked with Chapter Three; Instructional Design, however the delivery is also dictated by University regulations, staffing levels of the Department and room availability.  As a single module of 15 credits, it runs across a single semester in twelve teaching sessions.  Different models have been used in previous runs such as separate lectures and timetabled tutorless computer lab sessions.  This current occurrence of the module has been run as a two hour weekly session in a computer laboratory.  It is not separated into lecture, practical and tutorial session as they all occur within the single session.  This has worked well and we intend to repeat this next year.  Student engagement has been high and we have been able to pace the session according to student need.  Some sessions run over some end early, but most importantly, students are learning.  

The image above illustrates the way the module is delivered, group work with tutor involvement and in a computer lab.

4.3. Computer Labs
The advantage of working in a computer lab rather than a lecture theatre is that students are able to follow PowerPoint sessions on a projection screen and their own monitors.  They are also able to look at internet resources individually and as part of group activities.  However students sitting at a PC during the class can make communication more difficult.  The monitors can form a barrier between the student and the rest of the class or the tutor and they do present a temptation for students to check emails or other tasks during the session.  One way to overcome this, which will be used next year, is to ask the students to gather near the projection screen during the lecture or discussion parts of the session.  They can then move back to their PCs for group or individual activities.

Portfolio Document 5: Assessment 
5.1. Two Sentence Summary and Artefact
Summative assessment is a concept demanded by the University but also by society and the students themselves.  Assessment is influenced by the tutor’s philosophy, which is that assessment can:

· Be linked to the learning outcomes

· Have group and/or individual elements

· Include practical and written parts

· Be challenging and discriminatory

· Be formative and summative

Below is the assessment brief for the 2007/08 run of BT302 Human Computer Interaction.


Assignment 1

	Issued:  January 2008
	Form:  Written paper

	Weighting: 35%
	Deadline: 21st February 2008


In a group consisting of 3 or 4 students critically evaluate the type of computer interface shown in the video from the Infoserver (“UMS/BT/BT302/New_Interface”). 

Individually discuss the positive and negative aspects of implementing such an interface to your personal computer using relevant literature and reference to support your discussion.

You must illustrate your points with specific examples 

Length 1500 words
Assignment 2

	Issued:  January 2008
	Form:   Written Paper

	Weighting: 65%
	Deadline:  24th. April 2008


Carry out an heuristic evaluation on the flight simulator interface used on Google Earth based on the following:

4. As a group, consisting of 3 or 4 students, select six to eight heuristics from the academic literature and use these heuristics to carry out individually an heuristic evaluation of the flight simulator available in Google Earth.

5. Discuss and make legible notes and sketches of your findings from Task 1 above. The aim of this is to demonstrate how you carried out your evaluation. Identify which are the most essential and frequently used functions that would enable the user control the flight.
6. As an individual, using both the academic literature and your experience gained in the above tasks 1 & 2. Design an alternative interface which would give the user better access to these functions to have an enjoyable experience. Discuss the design with illustrations (2 pages) using relevant references to support your proposed interface.   

Length – 2500 words

Figure 14: Assessment Brief for 2007/08
5.2. Assessment Criteria
The following grade table is a guide given to staff and students as an indication of the assessment criteria.
	Mark

%
	Comment
	Grade &

Characteristics
	Theory &

Academic Approach
	Practice &

Deliverables

	0
	
	Fail
	plagiarism, collusion, non-pres., name only
	as theory

	1-9
	
	Fail
	no understanding, very short, inadequate
	no effective deliverables

	10-19
	
	Fail
	factual but little interpretation, lacks coherence, short, errors, misconceptions
	requirements not met; not recoverable

	20-29
	
	Fail:

Weak; not  recoverable 
	basic task understood but very limited: partial, imbalanced, unclear, omissions, errors, consisting mainly of quotations
	some required outcomes delivered but very limited, not recoverable

	30-39
	
	Reassess:

inadequate but recoverable with limited effort
	coherent but mechanical notes, basic task OK but limited - partial - rudimentary answer, limited interpretation, lack of knowledge of topic, weak English but some appropriate use of language of topic
	deliverables partially complete, not all requirements met, limited response to brief.

	40-49
	
	3rd, D 

Pass: Sufficient for award of credit

adequate mainly descriptive approach, fair, limited conceptual or theoretical ability
	adequate response, demonstration of basic knowledge, relevant content, clear intention communicated, evidence of reading, acceptable minimum level of English for business presentation but may lack precision, some limited analysis / application of knowledge / theory / weighting of evidence, inconsistent
	deliverables meet basic requirement correctly but limited, just adequate but not innovative, interesting or exciting, for higher marks, 45+ just exceeds minimum specification, might be good in some areas but not consistent

	50-59
	
	2ii, C

Edexcel Merit - 53-59

Edexcel Pass - 50-52

Satisfactory

Satisfactory with some conceptual ability but lacks good evaluation or synthesis of ideas
	good response to task, collates info, satisfactory analysis & judgement, constructs generalisations based on evidence & opinion, argues clearly, logically & constructs a case, some limited ability to state a personal position, correct English with few imprecise statements
	good deliverables, some evidence of good design or execution, coherent and organised product, some limited evidence of self criticism concerning deliverable, some independence, initiative, autonomy, appropriate techniques, integration of knowledge for task

	60-69
	
	2i, B 

Edexcel Merit -60-65

Edexcel Distinction -66-69

Good.

Good analysis, evaluation, synthesis, integration & argument.
	evaluates info. & synthesises generalisations, good ability to state & defend personal position, good analysis & judgement, applies knowledge to new situations, sound on theory, critical, understands limitations of methods, selective coherent & logical approach, well written with clear, correct and precise English
	all criteria met to good standard, evidence of good design or execution, good integration of academic & practical issues, solid evidence of self critique/evaluation of deliverables, products well organised - documented - coherent. Evidence of independence, initiative, autonomy, creativity, adaptability, resourcefulness. Integration of knowledge, 

	70-79
	
	First class, A, 

Excellent.

Edexcel Distinction 

as above but also stronger evidence of excellent, original, innovative, articulate work
	very strong ability to state & defend position, uses criteria & weighting in judgements, wide knowledge and theoretical ability, full understanding of possibilities and limitations of methods & theories, 75+  more original, innovative approach, command of critical positions, lively articulate writing, excellent grasp of material - synthesis of ideas
	most criteria met to high standard, strong evidence of evaluation of deliverables, 75+: deliverables excellent - all criteria met in clear and definite manner, evidence of excellent design or execution, elegance, innovation, very good evaluation of deliverables, 

	80-89
	
	Outstanding.

Edexcel Distinction 
as above but also

authoritative, superlative,

creative
	as above but also :-
seen all possibilities in task, gone beyond accepted conceptual/critical positions, evidence of creative, intelligent, innovative approach consistently & forcefully expressed
	as above but also :-
all aspects of deliverables superlative 

beyond 80% emphasis on theory rather than practice/deliverables

	90-100
	
	Faultless 

Edexcel Distinction 
	as for 80-89 but also :-
all work superlative & without fault
	as for 80-89


5.3. Assessment
Assessment is directed by a combination of University regulations, the module learning outcomes and the tutor’s personal beliefs.  The assessment fo the HCI module is submitted through two written assignments both of which involve group work to generate ideas.  The assessment briefs for 2007/08 are shown below.  The submission dates occur in weeks 7 and week 13 of the semester.

Assessment brief
5.4. Learning Outcomes
The learning outcomes as stated in the module descriptor are shown below.  The assessments are designed to evaluate these learning outcomes.  This year, the outcomes were all evaluated in both assessments but in other years the learning outcomes may be distributed between the two assignments.

Learning outcomes

5.5. Tutor Beliefs

Tutor’s philosophies can inform the assessments both consciously or subconsciously.  I am aware that I incorporate my assessment philosophy into the HCI module assessment.  My beliefs are that assessment can:

· Be linked to the learning outcomes

· Have group and/or individual elements

· Include practical and written parts

· Be challenging and discriminatory

· Be formative and summative

5.5.1. Learning Outcomes

As already discussed, assessment should be directly related to the modules stated learning outcomes.

5.5.2. Group & Individual

I believe that assessment should involve group and individual work.  I frequently ask students to work in groups and in the HCI module we ask students to work in groups as part of their assessed work.  This is to generate ideas and fits in with the emphasis on different user perspectives.  However, the group work element itself is not assessed, only the individual written piece.

5.5.3. Practical & Written

The content of the HCI module consists of learning practical skills as well as theories and it is important that the assessment reflects this.  To this end the assessment has both a practical and written element.  For example, assignment two requires students to carry out a heuristic evaluation and then use this experience to inform the written report.

5.5.4. Challenging & Discriminatory

The assessment must be of an appropriate undergraduate third year level, however the students have a very broad range of ability (as discussed in Chapter One: Context).  If the assessment is too simple, more able student become disengaged.  The assessment, then, must be able to discriminate between students and challenge the more able.  We make support available in the form of tutor presence in lab time and formative feedback on draft reports.  This is available to all students but it is hoped that the less able students make good use of the tutors as a resource.  The assessment does discriminate between students as can be seen by the range of marks.  

Range of marks

5.5.5. Formative & Summative

I strongly believe that assessment must be formative as well as summative.  The summative element is a University requirement but also a requirement of society who want to evaluate the students.  Indeed, students themselves see assessment as a marker or an achievement point.  However, because of my personal philosophy, students are offered the opportunity to submit work for formative feedback.  Although it is not compulsory, many students take this opportunity.  

Chapter 6: Evaluation 
6.1. Two Sentence Summary and Artefact



6.2. Evaluation
Evaluation of the module is through statistical analysis, internal and external scrutiny and student and staff feedback.  It is both an internal and external requirement that some evaluation of the module occurs but it is also in keeping with my personal philosophy.  Without personal reflection and evaluation cannot make improvements for next year, nor can I feel any satisfaction with elements that have worked well.  Both of these are things that motivate me, so personally I find evaluation essential.
6.2.1. Statistical Evaluation

This is generated by the University system and sis sometimes seen as a stick to beat tutors with if the module mean deviates from the University’s ideals.  
6.2.2. Student Feedback

Fiona Collard
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