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2 design in a practical situation
Introduction

The objective of this assignment is to provide an opportunity for students to demonstrate that they can select a particular IT product or application and demonstrate how application of findings from their research might be utilised for the benefit of a particular user group.
Your task is to implement a change in the way an application or some equipment is interacted with by users. This change should have either been justified from your research for the first assignment or be the conclusion of separate research which demonstrated  a demand.

You will be observed in this practical activity and in its testing and utilisation of techniques to evaluate it efficacy.
Note

In the course of your research and observations you may encounter a range of standards of knowledge and skill amongst staff and students, some of which may be lower than one might expect in the roles concerned or which may demonstrate a lack of expertise or understanding of a product or application. You should remember that the focus of your research and recommendations is the appropriateness of the product and usability and accessibility. Confidentiality should be respected at all times and the identities of persons referred to neither stated nor deductible by inference without their written consent to the statements or opinions made in your report being received by your tutor prior to publication of your report. 

Learning Outcomes covered by this assignment

1 To demonstrate knowledge and understanding of human computer interaction principles

1.1 articulate the basics of human computer interaction

1.2 define usability

1.3 identify and evaluate generic guidelines for usable IT systems designs proposed by key researchers in the field

2 To evaluate usability of IT applications

2.1 contrast approaches to usability evaluation for different types of IT application

2.2 appreciate need for iteration and evaluation within design

3 To apply usability guidelines effectively in practice to an IT application

3.1 apply major guidelines for design in practical situations

3.2 recommend evaluation strategies suitable for the product under study and its stage in the development life cycle
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