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Our ethical imperative is to make sure that the design research we do contributes as much 

to art, science, and democracy as it does to someoneÕs bottom line. 

 — Peter Lunenfeld 
 

What does it mean to Òmake a design statementÓ? Sometimes it is merely an in-your-face 
attitude. Attitude-based design statements tend to be extremely situated; their meaning 
dissipates quickly in the deep, rolling currents of our dynamic culture. A more lasting 

design statement is one that manifests an understanding of the currents themselves, finding 
new flows and new ways to work with them, perhaps changing their force and direction or 
introducing new currents altogether. To work so deeply requires braveryÐa willingness to 

take the plunge and an implicit assertion that one is up to the task. 

— Brenda Laurel 
 

The medium is the message. 

— Marshall McLuhan 
 
 
 The Stage New realities await Human-Computer Interaction Design (HCI/d) 

graduates in this new millennium. The contexts of Human-Computer 
Interaction have shifted from the exclusive domain of the desktop to a wide 
variety of devices, sometimes large and sometimes small, sometimes public 
and sometimes private. Interest and an awareness of the importance of 
experts in HCI/d in the marketplace have in the last couple of years 
changed radically. There is a growing awareness about the need for 
professionals with specific understandings and skills in the design of new 
interactive technologies in ways that respects and enrich our lives.  

 
  This document is targeted at defining a program of study that makes our 

students highly effective and sought after participants in this new world. We 
want to ensure that your training reflects a strategic thinking about the role 
of HCI/d in organizations, corporate and public. This handbook is not only 
a requirements document – it is also an organic instrument that serves to 
record our current, strategic thinking about how best to prepare for and 
promote our collective and individual success, and by our success to 
improve the world, if only a little bit at a time.  
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Source: Action Comics #274, March '61, as 
displayed in 
http://www.sg-earthangel.com/Lois1.html 
 

 Back Stage HCI is a field that has re-invented and re-named itself several times, 
including such appellations as Industrial Engineering, Ergonomics, Human 
Factors, Man-Machine Symbiosis, Human-Computer Interaction, Usability, Experience 
Design, Interaction Design. Regardless of name, opportunities follow from new 
realities. There is and will always be a clear value to understanding the 
intricate relationships between human needs and social contexts of 
computers and information.   

 
Goals and Vision Given this state of affairs, the goal of our program from a pedagogical point 

of view is to foster individuals with professionally diverse and substantive 
skills. Our graduates need the interpretive vision to apply their skills in 
tangible and effective ways regardless of fashion within the academic HCI 
community. They need to be able to demonstrate and effectively argue for 
the value of strategic, human-centered design to technology-centered and 
enterprise-centered colleagues in 
their post-graduate life. They 
need to be leaders with the 
power and influence to ensure 
that human-centered thinking 
drives technology and business. 
They need to be literate, capable, 
and engaging not only about 
design, but also about 
technology and business.  

  There may be no better place to 
achieve these goals than within 
the School of Informatics at 
Indiana University. Because we 
can draw on a community with 
diverse and interdisciplinary 
skills, we have the opportunity 
to create a world-class program 
in HCI/d, with a unique vision. 

  Some of the aspects of our 
vision at the School of 
Informatics are:  

 
¥ Computer Imagination 
¥ Design Synthesis 
¥ Transferable Prototyping 
¥ Responsibility for Effects of Design 
¥ Scale is Part of Design 
¥ Viability is Part of Design 
¥ Possibility is Part of Design 
¥ Design is Leadership 
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HCI/ d   H CI / d is the branch of informatics that studies and supports the 

design, development, and implementation of humanly usable and 
socially acceptable information technologies.  

 
The goal of the field is to shape new media, tools, and systems that will 
support human use, augment human learning, enhance communication and 
lead to more acceptable technological developments at the individual and 
the social levels.  

 
  Research into HCI/d draws extensively on mainstream informatics 

concerns with cognition, communication, representation and computation. 
HCI/d professionals seek to identify the nature and parameters of human 
information processing at the interface, to design forms of representation 
that support human interpretation and use of information, to reliably and 
validly test new technologies for usability and acceptability, and to 
determine how information technologies change working practices and 
social activities. At Indiana University, the HCI/d program provides an 
appropriate blend of multi-disciplinary expertise required to study this new 
discipline. Opportunities for those skilled in HCI/d are plentiful when 
combined with tangible skills in technology and/or business. 

 
WhatÕs in a Name Human-Centered Design and Human-Computer Interaction are names for 

complimentary but often-confused endeavors. The terms are often used as 
synonyms, but they are not the same. We have adopted HCI/d for Human-
Computer Interaction Design in order to emphasize that the focus of our 
program is based in both traditional HCI and in Design. 

 
 Program Goals Some of the core goals for the HCI/d master’s degree program include: 
 

¥ Cultivate a personal design philosophy through exposure to multiple 
frameworks, research techniques and creative exercises. 

¥ Acquire the technical skills to make effective use of current and 
emerging design applications. 

¥ Become well-versed in the recognition and understanding of seminal 
work – research, innovation and literature – that constitutes the core of 
modern HCI. 

¥ Applied understanding of socioeconomic ramifications of 
implementing technology in various cultures. 

¥ Experience team collaboration as a vehicle to mutual responsibility 
for success, including work in open source projects. 

¥ Cultivate an understanding of digital technology and how it is 
expressed in contemporary applications, systems, and artifacts. 

¥ Leverage an interdisciplinary communication that seeks to apply 
design to other areas. 
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The HCI/d MasterÕs Program  
 

 Structure The Master’s of Science Degree in Human Computer Interaction is 
structured as a 36 credit hour program of study.  

 
24 credit hours are core to HCI/d, required of all students. These are the 
named courses and the “selectives.” 
 
12 credit hours need to be carefully chosen to create an area of 
specialization that you are combining with your HCI/d credentials. These 
are the electives. 
 
Courses Semester         H ours 
 
INFO I541: HCI Design I            Fall 2007  3 
INFO I543: Usability and Evaluation Methods  

for Interaction Design           Fall 2007  3 
Elective (we will advise on this choice)                Fall 2007  3 
  
INFO I502: Experience Design Spring 2008 3 
INFO I561: HCI Design II  Spring 2008 3 
Elective (we will advise on this choice) Spring 2008 3 
 
INFO I694: Capstone/Thesis I Fall 2008 3 
“Selectives” (see figure below) Fall 2008 3 
Elective (we will advise on this choice) Fall 2008 3 
 
INFO I694: Capstone/Thesis II Spring 2009 3 
“Selectives” (see figure below) Spring 2009 3 
Elective (we will advise on this choice) Spring 2009 3 
 
Total  36 
 
 
The program can be understood as if it consists of three parallel tracks:  
(1) interaction design practicum track,  
(2) HCI/ design fundamentals track, and  
(3) Informatics and beyond track.  
 
As a forth track, not consisting of courses though, is the portfolio development 
track (see Figure below). 
 
The interaction design practicum track is focused on design as an activity 
and on practicing design. The term “practicum” is borrowed from the 
writings of Donald Schön and his ideas on how to educate a skilled and 
reflective practitioner. A practicum is a “space” where you can practice your 
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real design skills in almost real cases, with almost real problems, but you are 
still in a safe and secure environment (i.e., within an educational setting).  
 
The H CI / design fundamentals track is the second track. The term 
fundamentals refer to core knowledge areas within human-computer 
interaction design. These courses focus on different core aspects, 
approaches, theories, methodologies, skills, techniques and tools within 
each area. Together these courses give you a broad and solid understanding 
of the field of HCI/d. In this track we use the term “selectives” to mark 
where you have the possibility to choose one course from a number of 
designated courses. You have of course the opportunity to take some of the 
other “selectives” as electives in the “Informatics & Beyond” track. 
 
The third track, I nformatics and Beyond, refers to the whole field of 
informatics. It consists of courses that represent the interdisciplinarity of 
informatics. It is a track that also gives you an opportunity to develop your 
own special competencies in the field. These courses are supposed to 
complement the program and help you develop your own specialization. 

 
 

 Fall 2006 
1st semester 

Spring 2007 
2nd semester 

Fall 2007 
3rd semester 

Spring 2008 
4th semester 

 

Interaction Design 
Practicum 

 

HCI/Design I HCI/Design II Capstone I Capstone II 

HCI/design 
Fundamentals 

 
 

Usability and 
Evaluation 

 
 

Experience Design 

 
Selectives*  
- Interaction Culture 
- HCI/d Theory 
- Pervasive Computing 

 

 
Selectives*  
- Crafting Interaction 
- Visualization 
- CSCW 

 

Informatics & 
Beyond 

 
Select from other 

Informatics courses or  
from courses outside 

the school 
 

 
Select from other 

Informatics courses or  
from courses outside 

the school 
 

 
Select from other 

Informatics courses or  
from courses outside 

the school 
 

 
Select from other 

Informatics courses or  
from courses outside 

the school 
 

 

Portfolio 
Development 

 

Portfolio development is an ongoing activity in all courses and projects. 

 
* I MPORTANT : The courses mentioned as “selectives” might change and 
should only be seen as preliminary. 
 
Independent study. An independent study is a course that you develop in 
close relation to a professor in an area that is of interest both for you and 
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the professor. An independent study can be a way for you to do more 
specific work, either more design oriented or more research oriented work.  
 
Portfolio development. One of the most important aspects of our 
program is that it gives you a chance to develop your individual portfolio. 
The portfolio consists of presentations of your learning experiences in the 
form of designs, writings, projects, etc. The portfolio reflects your very 
personal competence and skills. When applying for a job or a Ph.D. 
program, your portfolio will be as important or maybe more important than 
your course work. 
 
Electives. The curriculum endeavors to meet the goals of the program, but 
elective coursework is available as well. Electives allow students the 
freedom to customize their education to meet their personal interests and 
needs. However, with only eight required classes over a two-year program 
of study, some electives must augment the core coursework in specific 
ways.  
 
Specializations. A specialization is a special expertise that you wish to 
combine with the HCI/d curriculum. The choice of specialization may be 
tailored to the individual student. Common areas of specialization will 
include: computing, education, business, communications, psychology, new 
media, sports, security, and music. Your choice of specialization area 
determines some aspects of your capstone project. For example, if you care 
deeply about entrepreneurship, you may wish to include a detailed strategic 
business plan in your project deliverables. If you care deeply about 
software, you may wish to construct working prototypes or an especially 
detailed implementation specification beyond the basic requirements. If you 
care deeply about communications, you may wish to construct compelling 
appearance prototypes. If you care deeply about usability, you may wish to 
emphasize observation techniques or possibly uncover new and unique 
ways of understanding users. Specialization courses (electives) should be 
selected with the help of the program director or an HCI/d faculty 
member.  
 

 Promotion From time to time, expect to be asked to participate in design shows, 
conferences, colloquia, and various events targeted at promoting HCI/d 
students and the school. 

 
 Community Community is one of the most important aspects of our program.  Expect 

to participate in a number of events designed to help us develop shared 
values and vision. 
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Courses   
The following describes the nature of each required course. You will later be 
informed about the content of the other courses of interest, such as the 
“selectives”. 

 
!  INFO I541 H uman Computer Interaction Design - I  

 
The following topics are listed in approximately the order they will be 
"uncovered" - · Overview of course · From the design of everyday  things 
to the design of software · Old and new design models · What  are 
mockups and how are they used? · Seven themes of good design,  
presented as a whole and then individually throughout the semester ·  
Guidelines for critiquing designs · Usability testing · Images in  architecture 
· Thinking like an instructional designer · Problem-based learning tools: for 
information systems, for academic and  corporate learning, for visualization 
of data, etc. · Thinking like a  graphic artist · Thinking like a (composer, 
novelist, playwright, or  choreographer) · Interactive instruction: a case for 
computer  imagination · Computer-based training: a new view · Design of 
Information Appliances · Post-mortem analysis · Time management 
challenges · Philosophy and ethics of design. Throughout the course, these 
topics will be interspersed: · Case Studies: a variety of web and real 
products · Critiques of design projects · Life in the "trenches" as a real 
interactive systems designer ·  Professionalism · The philosophy of design. 
 

!  INFO I543 Usability and Evaluation Methods for I nteraction 
Design 
The objective of this course is to learn major evaluation techniques and 
methods for human-centered interactive systems design, such as 
ethnography-based user studies, usability testing techniques, and 
prototyping techniques.  Throughout this course, students will have 
opportunities to apply those methods and techniques to actual system 
design evaluations.  The final outcome of this course will be as design 
project that applies the methods and the techniques students learn from this 
course to the evaluation of their design outcomes.  Students will be guided 
to write a research paper that can be publishable to an HCI-related 
conference.  This course in not only for understanding the basics and 
traditional approached in this area but also for exploring new ways of 
evaluating the state-of-the-art technology-based systems such as the systems 
in ubiquitous computing, CSCW, tangible and social computing areas. 

 
!  INFO I502 Experience Design  

For more than a decade, prototyping in HCI has primarily been seen as a 
platform for testing design concepts. While this notion of prototyping is 
obviously beneficial, it obscures other potential uses of prototyping, 
including prototyping for conceptual development and prototyping for 
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communication. In I502 Prototyping for HCI, students treat prototyping as 
the material layer of design research, exploring all these uses for prototyping 
to approach design problems, in particular, those that are outside the 
comfort zone of the designer. Combining design criticism methodologies 
derived from media studies, aesthetics, and philosophy with multimedia 
design platforms, including Flash, video, and machinima, students 
prototype innovative software applications that develop, refine, and 
articulate experiences that they've never had, such as experiencing and 
educating others about different forms of disability. 
 
¥ IN FO I561 H CI  Design I I   
 
This course is targeted at preparing you to succeed in the capstone project 
course.  Its mission is to relate the theory and design exercises of HCI 
Design I to developing the skill set to allow you to deeply apply a human-
centered design process in the real world. Topics include: Design methods; 
Observation techniques; Insight development; Concept creation; 
Conceptual, Behavioral, Appearance, and Actual Prototyping; Business and 
Development Strategy; Constructing Design Arguments/Explanations and 
Presentations. 
 
¥ IN FO I694 Capstone I  &  I I  (distributed over two semesters) 
 
The Capstone project experience is described very completely in a separate 
document (The Capstone Handbook). Your goals for the capstone project 
will vary with what you expect to do when you graduate.  For all 
participants, we expect that this project should serve as the key element of a 
portfolio that showcases your talents and brings recognition to you and the 
School.   

 
 Seminar Series We provide our Master’s degree students with the opportunity to attend 

seminars by distinguished faculty and insightful practitioners with the 
purpose to broaden and stimulate your intellectual development. The 
School organizes weekly Colloquia with invited speakers. There is an Honors 
Seminar Series that will be open for all students, and there are also the HCI/ d 
Seminars. Attendance is required for a number of the seminars.  
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 Need to Know As you tailor your electives for your program, consider what a highly 
effective HCI/d practitioner needs to know: 
 
Technical Skills 
¥ User Virtuosity: ability to search, navigate and use the web and other 

applications 
¥ Facility with using Flash for prototyping (or a similar tool); PowerPoint; 

Photoshop; etc. 
¥ Understanding computer science concepts and how engineers solve 

problems 
¥ Statistics and research methods (particularly if you plan to obtain a 

Ph.D.) so that you can read the HCI literature critically 
 
Graphic Design 
¥ Not to become a graphic artist but to have sensitivity to aesthetics 
¥ Ability to examine a graphic and critique its effectiveness at conveying 

information to the user 
¥ Minimum level of expertise as defined in Robin William’s and Edward 

Tufte’s books 
¥ Familiarity with fundamental concepts of color, layout, typography, etc. 
 
HCI and Design L iterature 
¥ Familiarity with the basic literature, but more than a who’s who 
¥ Ability to read articles/papers critically 
¥ Ability to read research papers, including statistical analyses 
¥ Reading research journals on a regular basis 
 
Team Collaboration 
¥ Know how to function effectively as a team member and a team leader 
¥ Consulting skills (you might learn this by being a mentor for HCI/d I) 
¥ Professional skills 

 
Business 
¥ Be able to make sense of the type of article found in Fast Company 

 
Presentation Skills 
¥ Preparation of supporting documentation 
¥ Speaking 
¥ Critiquing 
¥ Give and take criticism 
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Design Skills 
¥ Different kinds of design 

!  The end product was decided before you enter the project 
!  You are called in early on in the design but only as part of the 

team, not as the leader 
!  You are the “big thinker” and are realizing your own vision 

¥ Essential skills 
!  Prototyping: seeing it is more powerful than writing about it 
!  User testing 
!  Need to be identified as someone who can design great 

products 
!  Development of a design argument 

 


