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ABSTRACT

It is becoming more and more essential to use mobile applications as consumers are more
comfortable reading and interacting with soft-form information. Therefore, user interface
designers have become increasingly relevant as mobile applications become more popular.
Despite its importance, Ul courses for mobile applications design are not a part of all
graphic design syllabi at Jordanian universities for visual communication design. In
addition, UI design for mobile apps courses are not included in the curriculum, resulting in
graduates with scant knowledge of the subject. Thus, it is common for newly graduated
students to self-educate through free online courses or to be trained by costly education
programs of specialized companies, which are often non-academic-commercial in nature.
Thus, the purpose of this study is to develop a novel experimental educational syllabus
proposition for teaching user interface mobile application design to students of visual
communication design at Jordanian universities. To achieve this, the current study followed
a methodological approach of design-based research where we used an iterative, bottom-
up approach to developing syllabus programs. This methodology allowed for several
iterations of the syllabus. The first draft was based on a content analysis of 13 prominent
syllabi available online from top-ranked universities and commercial online course
providers. Then the first draft was refined based on the perceptions of five experts. As a
result, this study provided a comprehensive examination of the need for specialized courses
on Ul mobile app design as part of the bachelor’s degree. The proposed syllabus is divided
into four parts: introduction, Ul process, Ul case studies and best practices, and a final
project. The introduction covers the basics of UI and UX design and the process of mobile
app design. The UI process section covers theory and practice, tools, and publishing. The
case studies and best practices section focuses on medical Ul mobile app design and
includes a UI checklist tool. The final project requires students to use free materials to
present their work and present and review their projects with the class. This syllabus was
evaluated by students and experts in the field and received positive feedback. The results
of this study are applicable to the field of education, curriculum development, and UI
mobile app design, as well as providing evidence of the value of involving experts and

practitioners in the design process. This study also has implications for improving existing
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teaching methods and developing future syllabi, which may help to bridge the gap between
theory and practice in the field of UI design for mobile apps.
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OZET

Daha konforlu bir okuma ve “soft-form” bilgilerle etkilesimde bulunma siirecinde
mobil uygulama kullanim tiiketiciler agisindan giderek daha gerekli hale gelmektedir. Bu
nedenle mobil uygulamalar yayginlagsmakta ve kullanici arayiizii tasarimcilarinin 6nemi de
artmaktadir. Biitiin bu nemine karsm, UI (Kullanic1 Arayiizii) mobil uygulamalari Urdiin
tiniversitelerinin grafik tasarim programlarinda yer almamaktadir. Buna ek olarak, Ul
mobil uygulama derslerine de yer verilmediginden, mezunlarim bu konuyla ilgili bilgileri
yetersiz kalmaktadir. Bunun sonucunda yeni mezun 6grenciler ya iicretsiz ¢evrimigi
programlarla kendilerini egitmeye ¢alismakta ya da akademik olmaktan ¢ok, dogal olarak
ticari amaglar giiden pahali kurslara yonelmektedir.

Bu ¢alismanin amaci, Urdiin {iniversitelerinde egitim goren gorsel iletisim tasarimi
Ogrencilerine yonelik yeni ve deneysel bir Ul mobil uygulama tasarimi egitimi programi
onerisi gelistirmektir. Bunu saglamak iizere temelden yukariya dogru ve tekrar edilen bir
yaklagimla ele aldigimiz metodolojik ve tasarim esasli bir yontem kullandik. Bu yontem
ders programlarinda ¢ok sayida tekrarlama icermektedir.

I1k planda iist diizey iiniversitelere ve ticari kurslara ait, cevrimici ulasilabilen 13
ders programinin igerik analizi yapildi. Daha sonra ilk tasarlanan ders programi bes
uzmanin gorlis ve incelemesine sunuldu. Sonug olarak bu arastirma lisans programlarinda
yer alacak Ul mobil uygulama tasarimi derslerine yonelik ihtiyaci karsilayan kapsamli bir
incelemeye dontistii.

Onerilen ders programi dort béliime ayrilmistir: Giris, UI egitim siireci, Ul en iyi
uygulama o6rneklerine yonelik arastirmalar ve final projesi.

Giris boliimiinde UI ve UX tasarimi temelleri ve mobil uygulama siiregleri yer
almaktadir. UI egitim siireci boliimiinde kuram, uygulama, araglar ve yayinlama
yontemleri tizerinde durulmaktadir. UI en 1yi uygulama o6rneklerine yonelik aragtirmalar
boliimii tibbi UI mobil uygulama tasarimina odaklanmakta ve UI kontrol listesi aracini
tanitmaktadir. Finalde ise 0grencilerden serbest malzemelerden yararlanarak bir proje
ortaya koymalar1 ve projelerini iyice gdzden gegirdikten sonra da sunmalari
beklenmektedir.

Hazirlanan bu ders programi 6grenci ve uzmanlar tarafindan degerlendirilmis ve

olumlu geri doniisler elde edilmistir. Bu aragtirmanin sonuglari egitim, program gelistirme



ve Ul mobil uygulama tasarimi alanlarinda kullanilabilir, ayrica tasarim siirecine uzman ve
uygulayicilart da dahil etmenin 6nemine de vurgu yapar. Arastirma ayrica Ul mobil
uygulama tasarimi alaninda kuram ve uygulama arasinda bir koprii olusturmaya yardimci
olmak iizere var olan egitim yontemlerini gelistirmeyi ve gelecekteki programlar

konusunda bilgilendirmeyi de amaglamaktadir.
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CHAPTER 1
INTRODUCTION

1.1. Background

Graphic design plays an important and effective role in the final output of user
interface mobile applications (UI for Mobile Apps). Due to the fast growth of technology
in this sector, it became most important to have a specialized graphic designer rather than
a programmer who usually is not experienced in design Apart from this, the importance of
mobile applications is increasing day by day as consumers are more comfortable reading
and interacting with digital information form. Thus, increasing importance of mobile
applications has also increased the importance of user interface designers (Bhandari,
Neben, Chang, & Chua, 2017). Dharmayanti, Bachtiar, and Wibawa (2018) stated that
designing a User Interface (UI) is the design of machines, applications, and other home
appliances, through which organizations try to improve and enhance the usability and users
of their products or applications.

Dharmayanti et al. (2018) noted that UI design enhances the attractively, quality, and
easiness of mobile applications or machines. Therefore, the importance of graphic
designers has considerably increased. Bhandari et al. (2017) found that users can perceive
the quality of the application in two aspects. Firstly, if users are using the application in
their daily routine for their tasks, they can perceive the quality of the UI; this perception is
regarded as pragmatic. While second is hedonic, which refers to the pleasant interaction
and experience of individuals, based on which they perceive the quality of the user interface
of application design (Bhandari et al., 2017). Based on these aspects, users can quickly
perceive the quality of the design of UI (Hassenzahl, 2004). Bhandari, Chang, and Neben
(2019) have highlighted another reason behind quality perception, which is the emotional
factor. Authors believe that the quality of the UI design can target users emotionally, which
is amongst the strongest factors in developing their perception regarding Ul design.
Therefore, it is also important to keep in mind the emotional aspect of users, which helps
graphic designers to design Ul in a way which is in accordance with the emotional aspect

of users’ perceptions and preferences (Bhandari et al., 2019; Bhandari et al., 2017).



As the importance of UI designers has been highlighted, there is a need for a
comprehensive, effective, and practice-based syllabus for designing the user interface for
mobile applications. However, literature, as well as educational institutions, are mostly
lacking in a good syllabus, particularly in Arab countries (Blair-Early & Zender, 2008; J.
Johnson, 2020; Seraj & Wong, 2012). Gosselin (2002) argued that a comprehensive and
good syllabus for user interface design is the primary and basic need for students to learn
in order to be successful in their design careers. Furthermore, the author asserted that a
good syllabus provides both theoretical as well as practical knowledge. However, most of
the Ul design syllabi lack a strong theoretical base, especially the commercial organizations
are only focusing on providing practical knowledge, which often leads to a lack of true
knowledge for designers, and they do not know the basic theories or principles, which
ensure the quality of the design (Constantine & Lockwood, 2001; Fadli, 2020; Galitz, 2007;
J. Johnson, 2020).

Consequently, it is important the development of a good syllabus for the designing
of user interfaces for mobile applications, which is based on theories and principles. This
syllabus should provide not only theoretical knowledge but also practical knowledge
(Norman, 2013). Furthermore, designers should be able to have a complete perspective of
user interface design, which should include elements such as user needs, user expectations,
usability criteria, and accessibility (Norman, 2013). Additionally, the syllabus should
provide a well-balanced combination of design thinking and process of design that ensures
that a good user interface is designed and is user-friendly (Constantine & Lockwood, 2001;

Fadli, 2020).

1.2. Problem Statement

Curriculums in Jordanian universities are deficient in Ul Mobile App courses,
resulting in graduates without any background in this subject. New graduates educate
themselves either through free self-education programs or through expensive specialized
training companies, which might be non-academic- commercial companies (Al-Adwan &
Smedley, 2012). Owing to this, one can notice major defects in Mobile App Ul due to a
lack of academic knowledge. These defects may include, firstly, owing to the reality that

designing UI Mobile App is a new topic and not a part of the teaching program, graduates



do not meet the market needs (Bhandari et al., 2017). Secondly, some commercial Mobile
App Ul design training programs focus on using designing programs rather than designing
theories (Blair-Early & Zender, 2008; Fu, 2012). Besides, many designers cannot
distinguish between “design for art” and “design for the user” (Rizzo, 2011). Finally, not
all graphic design syllabi in Jordanian universities don’t have specialized courses on
designing UI for Mobile apps. Therefore, this study is aims to evaluate the effectiveness of
a new experimental education syllabus for user interface design for mobile applications for

visual communication design students.

1.3. Thesis Question
The thesis develops the following research questions.

1- What is the effectiveness of the new experimental educational syllabus for teaching
user interface design for mobile apps for visual communication design students in
Amman-Jordan?

2- How effective is the new experimental syllabus for teaching user interface design
for mobile apps in improving students’ knowledge and skills, and what areas of the
syllabus need to be improved?

3- How does the new experimental syllabus for teaching user interface design for

mobile apps impact the level of graphic design students’ ability to design UI mobile
apps?

1.4. Research Objectives
Based on the background information, problem statement, and purpose of the study,
the following objectives are developed,
1. Building up a new experimental syllabus for teaching user interface design mobile
apps with a modern measurable learning procedure.
2. Evaluating the effectiveness of a new experimental syllabus for teaching user
interface design for mobile apps to students in order to improve it.
3. Evaluating the graphic design student’s level in designing Mobile App UI after the

new experimental syllabus.



1.5. Significance of the Study

The vast spread of smartphone applications and their continuous improvement that
result in huge profits make it most important to improve the educational syllabus for
designing UI for Mobile Apps. The balanced theoretical and practical learning of the
experimental syllabus for designing Ul for mobile apps happens in this experiment through
a new teaching methodology that insists on intense practice, building a professional
perspective, and incorporating innovation (Blair-Early & Zender, 2008; Galitz, 2007; J.
Johnson, 2020). This study can be useful for educational institutions like universities and
colleges. Besides, this research can be beneficial for new start-up companies which need
to train their employees. Finally, this study may be useful for anyone interested in searching

for this kind of job.

1.6. Thesis Structure

The first chapter of this study highlights the background information about the topic
as well as the problem statement, research objectives, question, and significance of the
study. The second chapter is comprised of previously published material as well as the
syllabus of some educational institutions regarding user interface design. The third chapter
of this study is related to methodology, where the methods to conduct this research are
elaborated. The fourth chapter presents the analysis of the different stages of developing a
new syllabus and the evaluation of the final syllabus draft based on students’ and experts’
perceptions. Finally, the last chapter presents the discussion of research findings as well as
theoretical, practical, and methodological contributions of the study alongside the

limitations and future directions.



CHAPTER 2

LITERATURE REVIEW

2.1. Introduction
The purpose of this chapter is to provide an overview of the research gap as well as
the concepts of user interface and user experience design. It also provides a discussion of

related theories and models that inform the design of the study syllabus.

2.2 Research Gap and Relevance

Many studies and institutions have already developed syllabi with respect to user
interface design for mobile applications; however, there is a lack of sufficient evidence
regarding focusing on principles and theories (Davis & Yen, 2019). Conversely,
institutions and some commercial organizations focus on delivering knowledge regarding
how to use programs for designing purposes rather than focusing on basic theories and
principles (Seraj & Wong, 2012); therefore, it is paramount significant to highlight some
principles as well as theories before elaborating the syllabus design for the user interface
of the mobile application. However, before elaborating on the design principles, it is

important to differentiate the user interface and user experience.

2.3 User Interface and User Experience

User experience (UX) is termed as the experience and interaction of users with the
products, machines, or applications of the organizations; however, Ul is termed as the
actual interaction of users with the assets of the organizations (Dharmayanti et al., 2018).
Particularly, UI is related to the quality of the design and aesthetics of products or
applications. There are three major differences between UX and UI. Firstly, UX is
specifically related to the functionality, serviceability, or features; however, Ul is
particularly related to the quality of interaction between users and UI — it means the design,
aesthetics, and other quality-related aspects are termed in UI (Blair-Early & Zender, 2008;
Dharmayanti et al., 2018). Secondly, UX is connected to the social factor of market
research, where the needs and wants of users are evaluated. However, Ul particularly

addresses the design factor, where users perceive the quality of the product or application



through what they listen to, realize, and feel (Fayollas, Martinie, Navarre, Palanque, &
Fahssi, 2014; Fu, 2012; Gosselin, 2002). Finally, user experience is concerned with the
whole procedure of product analysis and delivery; however, the user interface targets the
technical elements with respect to the design of the application (Fadli, 2020; Ferreira, von
Wangenheim, Filho, Pinheiro, & Hauck, 2019). Although UX and UI are both important;

however, this study only focused on Ul design.

2.4 User Interface Design Principles

As mentioned above, Ul design principles are important because they provide helpful
guidance for designers to stick to rules and regulations in order to ensure quality as well as
to save considerable time (Galitz, 2007). Therefore, the following are the basic principles

for UI design, which are proposed by Constantine and Lockwood (2001).

2.4.1 The structure principle

Constantine and Lockwood (2001) asserted that the design of UI should be clear and
must be arranged in a meaningful manner; however, it can be applied with respect to those
models which are familiar to users. Similarly, this principle also states that UI design helps
arrange related things together, while irrelevant things should be separated (Darejeh &
Singh, 2013). Apart from this, the structure principle emphasizes the identification of
similar characteristics among things and making them resemble each other; however, it
also directs to differentiation of those things which are dissimilar. Finally, the structural
principle is overall helpful for designers regarding the architecture of UI (Constantine &

Lockwood, 2001).

2.4.2 The simplicity principle

Constantine and Lockwood (2001) noted that, unlike the common perception that
complex designs are more attractive, the design for Ul should be simple and easy to
understand. Blair-Early and Zender (2008) asserted that the simplicity principle states that
tasks should be simple and easy for users, which makes applications more attractive and
user-friendly. One of the major concerns while designing Ul is the language concern, which

directs designers to make communication clear and in the user’s language (Blair-Early &



Zender, 2008; Marcus, 1995). Finally, the simplicity principle requires designers to provide
shortcuts, which may prove to be helpful for elaborating and explaining the long

procedures (J. Johnson, 2020).

2.4.3 The visibility principle

This principle directs designers to provide all necessary and important options, which
must be easily visible; however, these options may not divert the users from the main
information (Constantine & Lockwood, 2001). In other words, adding extra options, which
may not be necessary, may lead to the distraction of users (Bhaskar, Naidu, Babu, &
Govindarajulu, 2011; Fadli, 2020). Similar to the structure principle, the visibility principle
also emphasizes adding only relevant information and avoiding irrelevant options, which
may lead to distractions (Ferreira et al., 2019). However, it is important that all the

necessary options must be added (Constantine & Lockwood, 2001).

2.4.4 The feedback principle

Constantine and Lockwood (1999) asserted that the feedback principle is specifically
related to notifying users regarding the information, errors, or updates which may be related
and helpful for users. This kind of feedback is necessary to provide users easiness. For
instance, if a user opens an application and it requires permission from users regarding the
phone model or location, it must notify the user that it will access that information.
Similarly, while downloading something from the application, it will notify through the
bar or a short message that downloading is in process. This kind of feedback is helpful for
users as it provides a user-friendly environment. Constantine and Lockwood (1999)

focused on clear, unambiguous, and comprehensive feedback in this principle.

2.4.5 The tolerance principle

This principle emphasizes that the application’s design must accommodate tolerance
and flexibility, which means it should prevent users from errors (Constantine & Lockwood,
1999). For this purpose, the user interface shortly interferes with the preferences of users
while they are making mistakes. For instance, while fulfilling a form or putting a password,

the user interface prevents users from entering the wrong password (Fayollas et al., 2014).



Another example is the form which only allows figures or pin and does not allow any
English alphabet; thus, it not only prevent users from making mistakes but also show them

the error, which means this principle is connected to the feedback principle.

2.4.6 The reuse principle

According to this principle, a design must reuse the components, remember the
information and maintain consistency in order to provide more easiness to users
(Constantine & Lockwood, 1999). This principle minimizes the need for the user to
remember the information. For instance, at the start of an application, it receives the users’
information; however, in the second step, if it again asks for the same information, it means
the design does not provide consistency, and it is not using the saved information for its
operations; thus, the user must go through the hectic routine of putting the same
information again and again. However, the reuse principle discourages such operations and
user interface design (Constantine & Lockwood, 2001).

Apart from the above, there may be some other user interfaces principles like usability
heuristics, ease of use, consistency, progressive disclosure, reducing cognitive load,
information hierarchy, space distribution, discoverability, and feedback; however, such
principles also fall under the abovementioned categories, which are widely and more

generally discussed.

2.5 Learning and Instructional Design Theories

Similar to the principle of UI, curriculums are available regarding the user interface of
designing mobile applications; however, institutions and scholars have not focused much
on theories. Antle and Wise (2013) asserted that theories provide base and true guidelines
to help designers in designing user interfaces. Similarly, Fu (2012) noted that
understanding the user interface without knowing theories may lead to a lack of true
knowledge. Therefore, principles and theories are both necessary to better guide designers
regarding the user interface design of mobile applications. Following are the theories which

are important in this regard.



2.5.1 Instructional design theories
In order to improve the specifications and quality of instruction, certain theories are

prevalent and important to note for design curriculum, which is explained below.

2.5.1.1. Situated Cognition Theory

This theory emphasizes both forms of learning, including theoretical and practical.
According to Kirshner, Whitson, and Whitson (1997), this theory mainly touches on the
concept that knowing and doing are not separate; rather, a person’s knowledge is valuable
when he/she is able to apply that knowledge. Therefore, theoretical and practical
knowledge is valuable. This idea can be seen in the development of mobile app user
interfaces. In this case, designers need to understand the user, who will be using the app,
and be able to incorporate theoretical and practical knowledge into a design that is usable
and intuitive. As such, this theory has great importance in the development of mobile app

user interfaces.

2.5.1.2. The ADDIE Model

This model is comprised of five different stages or steps which are necessary to keep
in mind while professional designers design user interfaces. These steps include
analyzing, designing, developing, implementing, and evaluating. These steps help
designers to profoundly investigate the needs, preferences, and desires of users in order to
make user interfaces more personalized, attractive, and feasible for a maximum number
of users (Spatioti, Kazanidis, & Pange, 2022; S.-K. Wang & Hsu, 2008). Consequently,
the ADDIE model is paramount in the development of user interfaces, as it helps
designers to understand the needs and preferences of users. Furthermore, when designers
go through each of the five stages, they can create user interfaces that are rich in features
and specific to the user. Therefore, it is important to incorporate the ADDIE model in the
process of developing mobile app user interfaces for optimal results. By understanding
the needs and preferences of users, as well as the theories that drive effective designs,

developers can create user interfaces that are tailored to their specific users.
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2.5.1.3. Bloom’s Taxonomy of Learning Objectives

This theory emphasizes certain stages or steps which are helpful in learning. The
steps include remembering the learning, understanding the knowledge, applying the
acquired knowledge and learning, analyzing the acquired and applied knowledge,
critically evaluating the applied learning, and creating useful knowledge bases (Bloom,
Krathwohl, & Masia, 1984; Huitt, 2011; Spence, 2019). Therefore, Bloom’s Taxonomy
of Learning is key in the process of learning and applying knowledge, which makes it
important to consider when developing mobile app user interfaces. This theory is helpful
in understanding the needs, preferences, and desires of users, as well as the best ways to
apply theoretical and practical knowledge in developing user interfaces. By using this
theory, designers can ensure that their user interfaces are designed in such a way that they
can effectively meet the needs of users while being intuitive and usable. Furthermore,
when this theory is applied, it helps to ensure that user interfaces are effective in the

learning process.

2.5.1.4. The SAM Model

This model emphasizes the flexibility of the learning syllabus, where the designer
designs the user interface; however, he/she reviews it again and again whenever it needs
improvement.

This model is helpful for taking feedback from learners regarding necessary
improvements. Also, the SAM model helps designers and professionals to continue their
improvement process, which makes the user interface better each time (Jung, Kim, Lee, &
Shin, 2019). Moreover, the SAM model helps designers to design user interfaces in an
iterative manner, allowing for a more organized process of user interface creation. This
helps to ensure user interfaces are regularly updated and improved, which helps to make
them more usable and intuitive. Furthermore, this model emphasizes the importance of
flexibility in learning, which can be applied to user interfaces as well. Through the SAM
model, designers and developers can create user interfaces that are flexible and can be

easily updated and improved.
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2.5.2 Project-Based Learning theory

Project-based learning (PBL) helps to enhance the knowledge, skills, and abilities of
students with respect to the application of knowledge on real-world challenges, as this
approach requires them to solve such real issues in an effective and efficient manner (Guo,
Saab, Post, & Admiraal, 2020; Shin, 2018). This approach is contradictory to the
commonly prevailed approach, where without practical implications, instructors deliver
knowledge, and students do not post questions, give answers, or face challenging practical,
real-world scenarios. Putri, Artini, and Nitiasih (2017) asserted that PBL is based on both
learning and doing together.

The structure of PBL is related to the long term and specifically centred on students.
In such PBL-based classes, students need to manage and organize their work by themselves
in addition to managing their time and performance (Markham, 2011). This approach is
specifically beneficial for user interface design students as it helps them gain a practical
understanding to deal with future unseen challenges. In other words, this would also help
designers to think creatively (Blumenfeld et al., 1991; Galitz, 2007). There are seven
elements regarding PBL, which will be explained here shortly. Firstly, PBL provides a
challenging problem or question, which is provided to learners to solve or answer it,
respectively (Solomon, 2003). Secondly, students are involved in sustained inquiry, which
means they involve in harsh and tough questioning, and by utilizing resources, they try to
apply the gathered information (DeFillippi, 2001).

The third element is authenticity which is related to a real-world context, which means
tasks or activities provided on the basis of real-world challenges related to the lives of
individuals. The fourth element is students’ voice and choice, which means students select
their ideas in accordance with their preferences and share ideas in their own way
(Kokotsaki, Menzies, & Wiggins, 2016). The fifth element target students’ and teachers’
reflection on the shared ideas, investigated information, and work of students. Also, they
critically discuss students’ work, including the quality, barriers, and choices to overcome
those barriers. The sixth element is related to receiving feedback and working for the
improvement of the processes or things. Finally, when this work or project is improved,
students present it or make it public in front of other people who may not be part of the

class (Condliffe, 2017; Gary, 2015).
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This is a very important part of the PBL as it helps to develop communication,
interpersonal, and other skills in students. Presenting work also provides them with an
opportunity to receive feedback from people outside of their school or class. This helps to
improve their experience and can also help them become aware of their weaknesses. Thus,
the SAM model and PBL provide an effective and efficient way to design user interfaces

that can be constantly improved.

2.5.3 Cognitive Load Theory

This theory explains the procedure through which individuals process information,
remember it or the extent to which the amount of information is utilized (Sweller, 2020).
The cognitive load is divided into three kinds intrinsic, extraneous, and germane (Sweller,
2018). Firstly, intrinsic cognitive load is related to the determination and work of an
individual who is connected to a specific topic (Sweller, 2018). While Novak, Daday, and
McDaniel (2018) asserted that extraneous cognitive load specifically highlighted the
importance of the process through which information is provided or reached towards the
learner. Finally, germane cognitive load is related to the effort or work which is particularly
done to generate an eternal supply of knowledge (Klepsch & Seufert, 2020).

Sweller (1988) asserted that the cognitive load could be minimized based on the
instructional design, which means the effectiveness of instructional design will decide to
what extent cognitive load is reduced. McLaren, van Gog, Ganoe, Karabinos, and Yaron
(2016) and Skulmowski and Rey (2017) provided useful measures to measure cognitive
load in terms of the level of mental effort for work. Khalil and Elkhider (2016) proposed a
framework of three forms of memory where sensory memory takes information from the
environment, and this information is passed to working memory, where the learner gives
attention. If the learner performs elaborative rehearsal, it transforms working memory into
long-term memory. Otherwise, it is again transformed into working memory, which is
short-term. This process highlights the effort of an individual from a cognitive
psychological perspective.

Baddeley (2013) noted that working memory is short in duration, and this limitation
can be dangerous in the sense that learning may be lost owing to cognitive load. In other

words, cognitive load can have a negative effect on the learning process of individuals;
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however, the effect may vary across different individuals in accordance with the level of
their mental strength.

This shows that cognitive load is an important factor to consider while designing an
instructional activity. If a designer fail to optimize cognitive load, it may lead to a decrease
in the learning process and a reduction in the overall effectiveness of instructional activities
in terms of user engagement, satisfaction, and performance. Therefore, the cognitive load
should be taken into account while designing and developing user interfaces. It is worth
noting that the SAM model and PBL both help in reducing the level of cognitive load by

providing an effective instructional design to support the user interface design.

2.6 Designing a User Interface Mobile Application Syllabus

With the increasing importance of mobile applications in this technological age, the
significance of graphic designing has increased. Owing to this enhancement of importance,
the user interface designers need proper guidance and syllabus, which is often preferred
regarding their practical training; however, theoretical and knowledge-based training is
equally important, which is often ignored or given less importance. Following is the
theoretical and practical knowledge, which is already explained; however, elaborated here

shortly.

2.6.1 Theoretical knowledge

In theoretical knowledge, first of all, learners need to understand and have a clear
understanding of the basic underlying principles and theories of user interface design.
Apart from this, there must be a clear understanding regarding the difference between the
user interface and user experience — most of the learners may be confused among both
choices. Besides, the theoretical knowledge includes understanding the brand platforms
and interaction behaviors, which are also highlighted above, e.g., the emotional aspect of
the users’ perceptions (Bhandari et al., 2019; Blair-Early & Zender, 2008; Darejeh &
Singh, 2013). Additionally, knowledge about style guides has significant importance in
user interface design. Style guides may include understanding logo design, color palettes,

fonts, grids, iconography, and photography (Ferreira et al., 2019; Fu, 2012).



14

2.6.2 Practical Knowledge

As this study focuses on project-based learning, which emphasizes theoretical as well
as practical knowledge, therefore, the practical knowledge may involve prototyping tools
like Adobe experience design, art tools which may include adobe Photoshop, different UI
elements, patterns, principles, and material guidelines. Particularly, in prototyping and
testing procedure depends upon certain steps, which include building a prototype, carrying
the usability tests, synthesizing test findings and prototype iteration (Blair-Early & Zender,
2008; Fadli, 2020; Fu, 2012).

2.7 Teaching SKkills and Techniques

As this study is based on the methods to test the newly designed curriculum, therefore,
the practical implementation of that syllabus is also important, where instructors play a
significant role (Darejeh & Singh, 2013; Dharmayanti et al., 2018). For this purpose, there
are some guidelines which are helpful for instructors to present the newly designed
curriculum successfully. First of all, instructors need to develop critical thinking among
learners as the design of Ul is based on theoretical and practical knowledge. Also, project-
based learning suggests that understanding the knowledge and applying that knowledge is
necessary for Ul design (Blumenfeld et al., 1991; Gary, 2015; Guo et al., 2020).

Secondly, teachers and instructors need to develop problem-solving skills among
learners. The situated cognition theory also states that individuals need to be independent,
and instructors need to provide a challenging environment where scenario-based problems,
particularly related to real-world issues, have importance to developing problem-solving
skills (Kirshner et al., 1997). Apart from this, analytical skills may be helpful for learners
to analyze unprecedented projects’ designs and challenges, thus, creating creativity and
innovation. Finally, teachers and instructors should develop an environment of discussion
in the classrooms, where learners may share their knowledge and experiences in order to
get a profound understanding of the subject (Antle & Wise, 2013; Davis & Yen, 2019;
Dharmayanti et al., 2018; Marcus, 1995).
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2.8 Chapter summary

In conclusion, this chapter has discussed the need for theoretical and practical
knowledge in user interface design. Various teaching techniques have also been discussed
so that the learners of this course can apply theoretical knowledge to real-world
scenarios. Furthermore, instructors and teachers should develop creative and analytical
thinking among the students in order to provide the best learning outcomes. In addition, a
challenging environment should be practiced in order to develop problem-solving skills

and encourage creativity.
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CHAPTER 3

METHODOLOGY

3.1 Introduction

The second chapter has reviewed the previously published literature; however, this
chapter will evaluate the procedures which will be utilized to conduct this research. It will
involve questionnaire design, data collection, analysis, sampling, etc. Following are the

detailed procedures mentioned. (See Appendix A- Overview of research methodology)

3.2 Method Selection

Following the research objective, the current study’s main aim is to develop a new
experimental educational syllabus for teaching user interface mobile app design for
students in the visual communication department in Jordanian universities. In this kind of
study, the purpose is not to test hypotheses or explore a phenomenon to build a theory or
understand the contextual issues of the problem. Rather it is about designing a new artefact
in the form of a syllabus in the education field. From his curriculum development and
implementation research background, Van den Akker (1999) writes that “traditional”
research approaches such as experiments, surveys, and correlational analyses are hardly
helpful for solving design and development problems in education. Thus, he suggests that
design research is the most suitable approach for this type of research. Among the main
reasons for design research, he says, is the complexity of educational reforms around the
world. It is impossible for the government to develop ambitious reforms on its own, but
rather rigorous research is needed to aid in their creation and implementation.

To better understand and promote learning, this work may involve developing
technical tools, curriculums, and theories. Many learning scientists believe cognition does
not exist solely within an individual’s mind. Instead, it is a process that is associated with
the knowers, their environment, and what they do. In other words, learning, cognition,
knowledge, and context are inextricably linked and cannot be considered separate entities
or processes (Barab & Squire, 2004). As such, the current research followed a

methodological approach of design-based research (F. Wang & Hannafin, 2005).
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3.3 Research Design

In our research, we used an iterative, bottom-up approach to developing syllabus
programs (Songer & Kali, 2014). This technique produces syllabus templates and
curricular activities in several repeatable cycles. Some classrooms use small groups of
students to test design products so that the lessons can be evaluated for their validity and
fit with the learning goals and target audience. The process of design work was cycled,
followed by a cycle of implementation in a classroom setting (Barab & Squire, 2004),

which follows the methodological approach of Design-Based Research.

3.4 Mixed-Methods Research Strategy
It is essential to use a variety of study approaches to better understand social
phenomena (Creswell, Plano Clark, Gutmann, & Hanson, 2003). Combining qualitative
and quantitative data collection enables you to examine the intricacies of social phenomena
in a way that provides a complete picture and a broader understanding of the problem.
Mixed-method tactics are classified as either concurrent or sequential by Creswell et
al. (2003). Parallel and sequential stages are reflected in this two-category method
proposed by Tashakkori and Teddlie (2003). Within each of the three categories of
concurrent and sequential mixed methods tactics, Creswell et al. (2003) describe three
variations. Several types of concurrent design exist, including triangulation, nested, and
transformative. Sequential designs include sequential explanatory, sequential exploratory,
and sequential transformative.
Of the six types of mixed-method research methodologies, a concurrent nested design
fits the goals and conditions of this study most closely. Creswell et al. (2003) define a
concurrent nested design as having the following characteristics:
e Qualitative and quantitative data are collected simultaneously during a single data
collection phase;
e Research is guided by a primary method with a secondary database serving as a
backup, where the secondary approach is a supporting one and is embedded or nested
within the primary method;

¢ During data analysis, both methods are combined;
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¢ In mixing the two methods, the information is integrated, and data sources are
compared, which is typically accomplished in a discussion section or by displaying
two different pictures side by side to provide a composite picture of the problem
overall;

e Through the use of multiple methods, different perspectives are obtained as opposed
to relying on one dominant method alone.

In this study, we use a combination of qualitative and quantitative approaches to
collect and analyze data gathered in each cycle of syllabus development.

As a means of identifying the design concepts that we considered when creating our
syllabus, we used a qualitative approach (Merriam & Tisdell, 2015). We selected a
qualitative study approach based on the fact that many aspects of our analysis aligned with
this strategy (Merriam & Tisdell, 2015). The design concepts related to eco-solution
syllabus design need to be understood and defined. In our second approach, we gathered
data over a 12-month period using generative documents related to the curriculum design
process, including field notes detailing syllabus design team activities, participant records,
and design artefacts such as multiple versions of a template for the sequence and goals of
each lesson, which we named the syllabus story. The analysis of the data revealed an
inductive process of coding observations and steps specified in the generative documents,
which yielded a set of sequential design principles.

In contrast, a basic quantitative approach was chosen to develop a syllabus for
research. This used descriptive analysis, which recorded data and their frequencies by using

percentages (Gengatharan, Rahmat, Malik, & Yuet, 2021).

3.5 Implementation of Design-Based Research in The Current Study
As alluded to earlier, the current study was implemented using an iterative design
principle using a design-based approach and mixed methods strategy. The final version of

the syllabus will be a product of four iterations (cycles) as follows;

3.5.1 Problem Identification
This pilot study is designed to support the research problem by collecting data from

Jordanians (Academic designers) who are graduates from 4 private universities: Middle
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East university, Philadelphia university, Al-Zaytoonah University and Applied Science

university in the visual communication design department and multimedia design

department. The target was to reach 73 students who could determine the actual problem
and gaps in the current syllabus.
The reason behind choosing these four private universities:

e All of them are private university

e All of them are in Amman, 2 of them on Jordan street, and the other two on Airport
Street.

e All of them established the department between 1991 and 2008.

e All of them are teaching visual communication design and multimedia design

e Two of them have master’s degrees in design.

(See Appendix B-pilot study)

This pilot study is designed to ask about the following:

e The availability of specialized academic courses on UI design or UI mobile app design
during their bachelor’s degree because there is a misunderstanding between specialized
user interface mobile apps design and general user interface design. As a result, we need
to measure each of them individually.

e The availability of non-academic courses specialized in UI mobile app design.

e The demand for an intensive theoretical and practical training program specialized in
UI Mobile app design.

e The preference for face-to-face or online courses. So we could decide if we do it online

or face-to-face.

3.5.2 Syllabus development (Cycle One)

In the first iteration (cycle), exploring different syllabuses that teach UI mobile app
design is imperative. Therefore, the development of the course syllabus proceeded through
several phases.

In order to accomplish this, qualitative document analysis was conducted (document
analysis). The qualitative analysis of documents can be used to review or evaluate them,
but it must be interpreted according to the research interests of the researcher (Bowen,

2009).
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v Review previous syllabi related to UI mobile app design & make a comparison between
them.
Following the qualitative documents reviews, the first step is to choose 13 available
online syllabuses and compare them from different perspectives—for instance, instructors’
offerings, price, time, and content. For more information about the 13 syllabuses (see

appendix C-13 Syllabus).

v" Summarized the findings of selected syllabuses.
In reviewing the previous syllabus for the UI mobile app design course, we summarize

the main points that shape the new design (see appendix D-Analysis).

v Grouping similar features together.
After extracting all features from the previous syllabus and grouping similar features
together, we can decide which parts of each syllabus to use, edit, or develop to create the
new specialized syllabus for this research. During this phase, we aim to design a syllabus

that is consistent with all previous syllabuses.

v" Finalize the required features for our syllabus.

In this step, we finalize the contents and features of the first iteration in order to

launch the second cycle (see appendix E-first draft).

3.5.3 Expert’s interviews (Cycle Two)

In this stage, we applied an evaluation based on experts’ perceptions. According to
Libakova and Sertakova (2015), in cultural studies, you can get valid results from
qualitative expert interviews. Using expert interviews gives a better and more scientific
conclusion than relying on subjective perceptions of individuals who have limited training
and research experience (Gill et al., 2008). This type of researcher plays a prominent role
in how valid and valuable expert interviews are in the social sciences. The choice of a
particular interviewer can significantly influence the outcomes of the study. If you choose

someone who has more extensive training and knowledge of the topic, they will provide
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you with a more accurate assessment of the results. It would help if you did not use
someone who is unfamiliar with the subject.

After we finish the first draft of the syllabus, we send it to five expert designers who
specialize in user interface design or syllabus development to conduct expert interviews.
Our goal was to review and develop the first draft syllabus developed by the researcher.
The interview was conducted via email and Zoom.

This interview is designed to ask about the following:

1. How do you evaluate the first draft syllabus in terms of clarity and understanding of
the titles? If not? What’s your suggestion for modifying it?

2. How do you evaluate the first draft syllabus in terms of arrangement sequentially? If
not? What’s your suggestion for rearranging it?

3. What areas need improvement? If you have a chance to add, remove, or edit any part
from the syllabus, feel free to mention it and write the reason behind that.

4. How do you evaluate the first draft syllabus in terms of being in line with the market?
If not? What’s your suggestion for modifying it?

5. Do you think that using adobe XD to teach the student to design UI mobile apps is a
good choice? Why? If not? What’s your suggestion?

6. Do you have any recommendations? (see appendix F-expert interview).

3.5.4 Building content of the syllabus

In this cycle, a pdf presentation with videos was created to make the content more
attractive. Additionally, in the attached free book related to the syllabus, the researcher has
collected a range of ready-to-use free materials. The data were collected from the latest
books, articles, theses, and websites. (see appendix G -final syllabus & exclusive

development).

3.6 Syllabus Evaluation

As part of the steps, the syllabus is consulted according to the needs of the relevant
education unit level. Dvorghets and Shaturnaya (2015) contend that a good syllabus
module is one that includes media, genre, context, case studies, practice, analysis, and

evaluation. Syllabuses are used to prepare lesson plans, which means that the syllabus as a
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learning process plan is not final. Afterwards, a lesson plan must be developed so that it is
focused and concrete. In each curriculum and syllabus design, there is a need to conduct
an evaluation, whether by using formative or summative (Aslan & Saglam, 2017).

The formative evaluation is the process by which a teacher, program director, or
administrator assesses a student’s progress in light of the goals they have set. This process
is usually applied during the first few weeks and months of a student’s instruction. In
essence, it is an opportunity for the instructor or researcher to make necessary adjustments
early to ensure that the syllabus design is progressing appropriately (Black & Wiliam,
2009). And while there are many forms of formative evaluation out there, the true
formative evaluation will contain qualitative and quantitative measures taken at different
points in time throughout your instruction.

Conversely, the summative evaluation is intended to provide both students and
teachers (the researcher in this study) with feedback concerning their activities and
progress in the courses they take (Bransford et al., 2006). The summative evaluation serves
as a final project that allows students to demonstrate their knowledge, understanding, and
ability in a specific field of study. In addition, the summative assessment serves as an
objective measurement of a student’s achievement and progress throughout a course
(Inouye, Bae, & Hayes, 2017).

In this study, we applied both of them to give more rigor to the developed syllabus.

3.6.1 Syllabus evaluation expert’s interview

In this stage, we applied an evaluation based on experts’ perceptions. According to
Libakova and Sertakova (2015), in cultural studies, you can get valid results from
qualitative expert interviews. Using expert interviews gives a better and more scientific
conclusion than relying on subjective perceptions of individuals who have limited training
and research experience (Gill, Stewart, Treasure, & Chadwick, 2008). The type of
researcher plays a prominent role in how valid and valuable expert interviews are in the
social sciences. The choice of a particular interviewer can significantly influence the
outcomes of the study. If you choose someone who has more extensive training and
knowledge of the topic, they will provide you with a more accurate assessment of the

results. It would help if you did not use someone who is unfamiliar with the subject.



23

The syllabus literature suggests that any study should develop a set of evaluation
criteria that can measure the various aspects of the syllabus (Smith & Johnson, 1993).
Unlike other types of syllabus development literature, the interface design lacks robust
criteria. Thus, in the context of the current study, a set of criteria were extracted from the
related literature to fit the nature of this study. (see appendix -H Criteria-Reference).

For this study, criteria were chosen from previous studies to serve as a reference for
the questionnaire. In addition, questions were unified and distributed to meet the needs of
experts conducting the expert’s interview and expert’s evaluation and students’ evaluation
in the current study. Those criteria are also met in the pilot study. Table 1 presents the
questions and corresponding criteria.

Table ( 1): Evaluation Criteria

Criteria Question (from reference)
Theoretical Please comment on the adequacy of the balance between theory (i.e.,
criteria classroom) and practice (i.e., lab/shop/fieldwork) within the program.

Practical criteria

How much practical knowledge have you gained from this course?

Productive

criteria

Designing 1. Does visual look of the application meets the stylistic expectation of the

criteria target audience? C e . . .
2.Is there enough variation in the visual factors to establish a sense of visual
interest in the application?

Evaluating the Please explain whether the tools, equipment, and/or supplies listed for the

effectiveness of
ready-to-use
materials

practical components of the curriculum (if applicable) are satisfactory for
program delivery (i.e., do they support the program’s learning outcomes?).

- Please explain whether there are adequate learning resources (e.g., print
media, audio-visual materials) provided for program delivery and to actively
engage students.

Are the instructional materials designed and organized to facilitate teacher
use?

Evaluating if the
training program
fits with the
market industry

Please elaborate on the current local/provincial need for this type of training.

Please elaborate on the current national/international need for this type of
training.

- Are the proposed learning outcomes and other curriculum elements in line
with the European and global recommendations (e.g., DigComp, UNESCO,
ICT competency framework, Better Internet for Kids etc.)?

Evaluating the
demand for the

-Please indicate whether the need for this type of training will increase in the
future, both locally and nationally.

-Considering your complete experience with us, how likely would you be to
recommend the course to your friends and family?
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training g -Would you recommend this course to other students? If no, why not?
program
Evaluating the This question was created because the training program was designed for

degree of fitness
of the program to
the academic
standards

universities. However, due to difficulties, it was decided to do it online.
How do you evaluate the benefits if we recommend to apply this training
program in the universities?

Evaluating if the
allocated time is
suitable for the

training program

-Please comment on whether the time allocated to EACH course is sufficient,
excessive, or inadequate

-Are the learning outcomes and educational content appropriate for the
number of classes?

Evaluating the
preference of the
program: online
or face to face

What are the attitudes and perceptions of students towards face-to-face and
online courses?

Evaluating the Important Characteristics of an Effective Lecturer -Knowledgeable in subject
trainer gugitcr
What overall rating would you give the course instructor?
What would you recommend to improve the instructor’s performance?
Would you take another course taught by this professor?
Recommendation | Please provide any additional comments regarding this program you feel have

not been addressed previously.

Based on the above, the experts have been asked about their points of view regarding

these criteria using a formative evaluation approach during the development process and

before applying the syllabus by following the following steps.

Attach the final syllabus with a short description of the course and send it to the

expert. Then after they read and review the final syllabus, they should answer the expert

interview questionnaire, which is designed to measure if the syllabus is in line with the

specific criteria or not. Therefore, If the expert approves the syllabus, we will apply it

directly, but if their answers show that the syllabus does not align with the specific

criteria, we should review it again.

3.6.2 Syllabus expert’s evaluation

In this stage, the evaluation is done after the employment of the syllabus in the actual

setting. The implementation was applied to a group of students. The students have been

asked to develop their own projects after receiving the training course. As a final project,
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every student or group should design 5 to 6 screens for mobile app design, and then they
should present it using the free template that is provided. A live discussion followed.

The experts were asked to evaluate the syllabus through students’ final projects
(expert’s evaluation). A short description of the final projects was attached and sent to the
expert. The expert should then complete the post-test questionnaire that is designed to
measure whether the final projects as outputs of the course were in line with the specified
criteria or not; this will indicate the effectiveness of the syllabus. Table 2 shows the related
questions and criteria of the experts’ evaluation. (see appendix -1 expert’s evaluation).

Table (2): Criteria and questions of expert’s evaluation

Criteria Expert’s Evaluation

Making sure that the final projects were delivered to experts

Theoretical criteria | For each project there are 4 questions:

Practical criteria 1- How do you evaluate the project in general?
2- How do you evaluate the project: applying the brand identity into Ul
Productive criteria screens?

3- How do you evaluate the presentation of the project: Designing Behance

Designing criteria .
SRS presentation for the app?

4- Do you have any recommendations?

How do you evaluate all the final projects in general?

Evaluating if the How do you evaluate the student level after the training program will be high
training program enough to qualify their entrance into the market industry?

fits with the market

industry

Evaluating the After evaluating the final project, how do you evaluate the acceptance of the
demand on the training program for students, training center and universities?

training program

Evaluating the How do you evaluate the benefits if we recommend to apply this training program
degree of fitness of | in the universities?

the program to the
academic standards

Evaluating if the How do you evaluate the training program and the allotted time? 45 hours 15
allocated time is theoretical 10 practical 20 final projects

suitable for the
training program

Recommendation Do you have any recommendations?
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3.6.3 Syllabus student’s evaluation

As a part of the formative evaluation, it is necessary to conduct a post-test for the

actual user or students in our study. Following the completion of the course and the final

projects, students

effective. Similar

should fill out the questionnaire to determine whether the course was

to experts, a group of relevant criteria were developed to measure the

effectiveness of the proposed syllabus. Table 3 presents the developed criteria and

questions for post

students' evaluation. (see appendix -J student’s evaluation)

Table (3): Student’s evaluation criteria and questions

Criteria Students’ evaluation
After finishing the training program of Ul mobile app design, please answer the following questions
In general How do you evaluate the benefits you have gained from this training program?

Theoretical criteria

How do you evaluate the theoretical knowledge have you gained from this training
program?

Practical criteria

How do you evaluate the practical knowledge have you gained from this training
program?

Evaluating the
effectiveness of
ready to use
materials

How do you evaluate the benefits of attached ready to use free material in this
training program?

Evaluating if the
training program
fits with the market
industry

How do you evaluate the training program, will be high enough to qualify your
entrance into the market industry?

Evaluating the
demand on the
training program

-Will you advise your workmates in this training program? Yes/No/Maybe

-Will you participate in a second advanced training program? Yes/No/Maybe

Evaluating if the
allocated time is
suitable for the

training program

How do you evaluate the training program and the allotted time? 45 hours 15
theoretical 10 practical 20 final projects

Evaluating the
preference of the
program: online or
face to face

After you finished this online training program. How do you evaluate the benefits of
taking online courses?

Do you prefer Any future training program to be face-to-face or online or
interactive online or there is no difference?

Evaluating the
trainer

-How do you evaluate the trainer?
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Recommendation Do you have any suggestions to improve the training program or trainer’s
performance?

Could you write a recommendations about the program?

3.7 Research Context

The context of research gives the audience a sense of the “where”, “who”, “what”, as
well as “when” of the research. In this way, the reader is able to gain a better understanding
of the background of the research. Essentially, this gives the reader a better understanding
of the research questions (Gauch Jr, Gauch Jr, & Gauch, 2003). For the results of research
to be comparable and useful for other similar studies, a context is crucial. Data analysis

without clear context floats without a reference point for comparison.

3.7.1 The setting of the study

The setting of this study was divided into three major settings according to the stages
of research.

The questionnaire was distributed to students via an online form regarding the pilot
study. However, concerning course implementation, initially, we suggested applying the
syllabus to Jordanian universities. The universities we have contacted have refused to let
me use the syllabus as a course within the semester. They only give me a chance to do it
as a workshop for 1-2 weeks. The Jordanians also switched to online learning after Covid-
19, which makes it more challenging to convince them.

As aresult, we suggested the following solution: offer the syllabus as an online training
course through Masaq, an Arabic online educational training paid website, which allows
every trainer to have his own website to teach and follow the students at the same time.
The learners can take the course online through their website at their convenience and
watch the discussion live through the Zoom application. Participants will be charged for
the course. However, it will be free for the Jordanian sample we apply for the experiment.

In the case of experts, we conducted informal hiring for them, and their meetings

occurred face-to-face and online via skype and Zoom apps.
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3.7.2 Research Participants

Similar to the setting, this study also employed participants based on their stage of
research. With regard to the pilot study, the participants were Jordanian students from the
Middle East university and Philadelphia university and al Zaytoonah University in the
graphic design and visual communication design department. The target was to reach
students who could determine the actual problem and gaps in the current syllabus. We share
the course on social media channels in Jordan, and 50 students registered for the course via
google forms. But, from 50, just 38 students registered on the official website.

In contrast, in the post-implementation of the syllabus, the group of 26 participants
were trained and completed the whole course until the end, and they answered the student’s
evaluation questions, where their 4 projects were used in the expert evaluation.

Whether they were in the pilot or evaluation phases, students were included in the
study based on their work and study history as well as their Jordanian nationality.

In comparison, the experts were hired during the development and evaluation stages.
In the development stage, 5 experts were hired to give their opinions regarding the first
draft and revise the content based on their academic and practical experience. In the
evaluation stage, 5 experts were also hired to evaluate the final draft of the syllabus before
the actual implementation of the seven weeks training course. Same experts were also
appointed to evaluate the final projects submitted by students and give their final
assessment of the syllabus's effectiveness in delivering the intended goals. They were 7
experts, and all experts were selected based on long and thorough field experience and

background.

3.7.3 Research Sample & Sampling Techniques

In a research design, a sampling strategy is critical because it impacts the reliability of
the collected data, the type of analysis that can be performed, and the type of conclusions
that can be drawn (Ritchie, Lewis, Nicholls, & Ormston, 2013). Purposive sampling and
random sampling have both been used, depending on how deeply the researcher intends to
delve into the phenomenon. We chose the non-probability method because we wanted to
include a group of students that reflected the outcome of the activities within the new

syllabus development rather than a probability sample since we wanted to ensure equal
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representation of students in the sample. Thus, the research study will employ a purposive
and random sampling technique in order to select a sample from a domain in mobile user
interface design. To select participants for the research study, a purposive and random
sampling method will be used.

Purposive samples are chosen in a non-random manner according to the study’s
objectives and features (Crossman, 2017). We chose a sample of individuals based on the
assumption that they were subjective to the topic under investigation. Purposive sampling,
according to Lewis-Beck, Bryman, and Futing Liao (2012), is defined as the selection of
participants, settings, or other sampling units for a specific purpose. Sample units are
selected because they possess specific features that facilitate a detailed exploration and
understanding of central themes and questions. By using a Purposive Sample approach, the
researcher will select those experts who are qualified and knowledgeable to participate in
this study.

In contrast, the selection of students, whether in a pilot study or expert’s evaluation,
was based on the random sampling technique. Since all of the participants in this study are
graphic design students and Jordanians, the research population is homogeneous. Because
the nature of the questions to be asked in the study is the same, the sampling should be
randomized. Bryman (2008) defines simple random sampling as a probability sample, i.c.,
each unit under study has the same probability of being included in the sample. Despite the
fact that random sampling is commonly used in quantitative sampling procedures, it can
be used minimally in qualitative research to reduce bias (Miles, Huberman, & Saldana,
2014). Considering the nature of this study, where the questions were diversified and
included narrative answers and descriptive measures and thus required a small but
representative sample, we applied a random sampling technique to hire 73 students for the
pilot study and 26 students for student’s evaluation stage.

The researcher will assign a number from 1 to 200 to each student in order to determine
this figure. Students who fall on the Sth number in a roll from a list of 20 random numbers
will be selected for the study. A probability sample is relevant for qualitative studies,
according to Bryman (2008), since it provides a context for understanding the principles
of qualitative research sampling and ensures that each element in a population has an

independent and equal chance of being selected.
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3.8 Data Collection

Qualitative and quantitative approaches were used to collect data for this study,
illustrating the mixed-method approach. In keeping with the stated primary methodology
emphasis, the majority of the data collection methods are qualitative. This study was
conducted online at Masaq Training center, where students participated. The following
forms of data were collected over fifteen weeks: a questionnaire, semi-structured
interviews, and document analysis by the researcher. Using multiple data sets for
qualitative research is important since it allows for a data triangulation strategy (Yin, 2003)
that enhances data dependability, credibility, and confirmability (Watkins, 2012).

Data are gathered to respond to the research problem, test a hypothesis, and evaluate
the results of the study. To gather information about a research problem, Kumar (2018)
suggests two basic approaches depending on where the data comes from, and it is divided
into two categories: primary data sources include; Surveys, observations, experiments,
questionnaires, focus groups, interviews, etc. and secondary data sources include; books,
journals, articles, web pages, blogs, etc. During a research investigation, information is
collected or retrieved from existing sources, which is the difference between these two
types of investigation.

With reference to the current study, syllabus development will utilize two sources of
data in the development stages. The first stages utilized the extant literature and available
online course syllabuses (documents) to develop the first syllabus draft. Document analysis
is defined as the examination of qualitative data by focusing on patterns within a set of
textual or visual material that is designed to help an analyst gain insight into the
researcher’s hypothesis or question (Bowen, 2009). Document analysis has traditionally
been applied to textual data, but over the past decade, many have begun to approach the
technique’s application to other kinds of materials, including visual, audio, and motion-
based media. Following this guidance of analysis, 13 available syllabi were analyzed to
obtain the first draft. This draft was the result of extensive reading of the literature and a
review of available syllabus documents. Creating a draft from such sources required a

substantial amount of time, but this time was well spent as it gave researchers, and students
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alike an opportunity to become familiar with the methods by which syllabus documents
are developed.

In the second stage, semi-structured interviews were conducted to collect data from
experts to revise the first draft and create the last draft before the evaluation phase. Semi-
structured interviews are defined as a way of gathering information in an interview setting
that involves larger amounts of what is not dialogue. The technique steps back from the
traditional question-and-answer format and allows the interviewee to provide responses in
their own words, on their own terms (Qu & Dumay, 2011).

According to Longhurst (2003), an interviewer can use this method for two main
purposes: to better understand the person they are interviewing or to guide conversations
with those with different understanding levels. Ask the interviewee to clarify, summarize,
and elaborate on the information provided. In this case, it is appropriate to ask questions
such as “What do you mean by that?” or “How do you feel about that?” These questions
encourage clarification, and the interviewee will provide a more detailed explanation,
which may reveal more about themselves or their story. Hence, the study intends to use
semi-structured interviews to acquire data from the experts to elaborate in-depth on their
knowledge in designing the proposed syllabus. An interview will be recorded by
handwritten notes and digital audio recording by the researcher during the data collection
procedure.

In the following stages of development and evaluation, close-ended and open-ended
questionnaires were used to collect data from the participants, whether experts or students.
Questionnaires were distributed to experts’ evaluations as well as students after receiving
the training course. Questionnaires were distributed to expert’s interviews and expert’s
evaluation as well as students after receiving the training course. The data was transcribed

and stored in more than one place for privacy and protection.

3.9 Data Analysis
The approach to the analysis of the data in this study considers issues related to a
mixed-methods methodology. A summary of the approach and its relationship to the

literature is given below.
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3.9.1 Approach to data analysis

There is no one-size-fits-all approach to qualitative data analysis (Punch, 2013); rather,
each study’s way of analyzing qualitative data is unique, refined, and coordinated (Miles
& Huberman, 1994). It is critical that the analysis process is applied consistently and
systematically and that it can be communicated easily. Punch (2013) asserts that data
analysis methods must be rigorous, disciplined, observable, and understandable. There are
some approaches that are commonly used in qualitative research analysis, even though
each study’s data analysis will be unique. Preparation and organization of data, reduction
of the data into themes through coding and condensing codes, and presentation of data in
figures, tables, and discussions are among them (Creswell & Poth, 2016). Akin to what
Merriam (1998) calls the process of consolidating, reducing, and interpreting data.

Using the general strategies for qualitative inquiry reported in the literature, Creswell
and Poth (2016) have constructed a spiral model outlining a generic approach to data
analysis. The spiral starts with data collection, then moves on to data administration,
reading and taking notes, describing classification and interpretation, and representation
and visualization. According to Creswell and Poth (2016), qualitative researchers move in
analytical circles rather than using a fixed linear approach. The data analysis methods used
in this study are based on Creswell and Poth's (2016) data analysis and representation
stages. Table 4 presents the data analysis techniques and how they were applied in this

study.

3.9.2 Descriptive statistics

Apart from the above, descriptive statistics to analyze the “yes or no” questions were
applied. A descriptive statistic merely describes a data set, whereas an inferential statistic
tries to conclude the population the sample represents (Johannesson & Perjons, 2014). The
use of descriptive statistics, as in frequency counts analysis, may seem controversial, but
several scholars advocate the use of descriptive statistics to provide generalizability to
qualitative research within the study, or as Maxwell (2010) termed it, the internal
generalizability of qualitative results. Qualitative research relies heavily on internal
generalizability; the validity of results relies on their internal generalizability to the case or

a collection of participants as a whole. As a result, Maxwell (2010) stated that the
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presentation of statistical data about the frequency of observations, or the occurrence of a
particular type of event or statement, can resolve possible challenges associated with these
outcomes. Quantitative data also assist researchers in supporting their analyses adequately
and refuting counterclaims that they have cherry-picked data that support their
interpretation. According to Sandelowski (2001), numerical data allow a researcher to
examine and defend inherently quantitative claims and evaluate the amount of evidence

the numbers provide for a certain conclusion.

Table (4): Data analysis techniques in the current study

T ——
Technique [For documents and How technique applied in this study

experts interviews

Managing the| Create and organize | Data management structure developed to store
data files for data digital information.

An alternative hard drive is used to backup
digital files.

As needed, participant artifacts will be
converted to digital form.

Transcription of interview audio recordings

Reading and | Create initial codes |The data files were examined multiple times.
memoing by reading the text,
making margin
notes, and making
margin notes As part of the analysis process, notes were kept
in the researcher’s notepad.

We printed out the files and added marginal
notes as we read them.

Recording the initial ideas for coding

Classifying |Create themes or The interview transcripts and documents were
patterns by read repeatedly and across the responses of 5
categorizing data experts in order to identify reoccurring themes
(drawing meaning |and patterns.

from multiple

instances) For consistency in coding, the participant and

documents generated themes were cross-
referenced with other experts’ artefacts.
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Interpreting | Developing Data observations are made in a generalized
naturalistic way that can help people apply the findings to
generalizations other situations or to learn from the research.

Representatio| A narrative, tables, |An analysis of the results is presented in detail

ns and and figures should be|and in a coherent fashion.

visualizations| used to present a ) ) .
comprehensive Fﬁlﬁres alid tgbles used to explain the findings
picture of the O the analysis
findings

3.10 Trustworthiness of the Study

Lincoln and Guba (1985) proposed four criteria to enhance data trustworthiness:
transferability, credibility, confirmability, and dependability. These four criteria were
applied to the data collection and analysis process.

Credibility describes the level of trustworthiness that can be placed in a study’s
conclusions. In order to ensure credibility, field notes, reflective notebooks, and verbatim
transcripts were collected. A pilot interview protocol was tested in two induction meetings
and one to two pilot meetings. The researcher has extensive courses relevant to the
appropriate graphic design to ensure that she has the required knowledge and abilities. In
the research office, all field notes were analyzed and stored.

Transferability refers to the ability of qualitative research results to be adapted to other
contexts and settings. As a result of the in-depth nature of the interviews, transferability
was facilitated. The researcher provided data descriptions, which described the setting,
sample size, sampling strategy, demographic, socioeconomic, inclusion and exclusion
criteria, interview techniques, subjects, and extracts from the interview guide, ensuring
transferability.

The degree to which other researchers can confirm the conclusions of a research study
is called confirmability. For confirmation, seven of the participants were asked to examine
their transcripts and make any changes necessary. In addition, the research team planned
to meet and discuss each theme several times until everyone was satisfied with the results.
Additionally, data were collected from two groups of participants, allowing the study to be
triangulated.

Consistency and reliability are determined by how well the findings meet the requirements
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for consistency and reliability, as well as the degree of documentation. Detailed drafts of
the protocol were developed during the investigation, and we assessed the research coding
accuracy and interceder reliability.

Apart from the above procedures, methodological triangulation design, which is a
commonly used technique in qualitative research to compare three or more methods or
theories, was applied. In the current study, this was achieved by mixing several viewpoints
from students and experts and using multiple data sources, participant validation, and the

study procedure, which all helped improve the research’s validity and reliability.

3.11 Summary

The current study aims to propose a new syllabus for the graphic design field
experimental syllabus for teaching user interfaces mobile apps with a modern measurable
learning procedure. To this end, this chapter shows the research design that suits this kind
of study. As such, the methodological approach of Design-Based Research and nested
mixed-method were selected. This implies that the current study was passed through
several cycles to develop and evaluate the effectiveness of the proposed syllabus. A mix of
data analysis, including thematic analysis of documents and expert interviews, was
conducted to develop the syllabus. In contrast, descriptive statistics were used to evaluate
the syllabus using statical measures with different criteria. Ultimately, the ethics standards

and trustworthiness were presented in this chapter.
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CHAPTER 4
ANALYSIS AND RESULTS

4.1 Introduction

The purpose of this chapter is to present the results of different stages of the empirical
investigation conducted to verify the problem in the current study. This includes experts’
perceptions surrounding the first draft of the syllabus, student evaluations, and the final
experts’ evaluation after the syllabus was tested on real students. The analysis includes all
relevant information about experts and students as well as descriptive and narrative
analyses of their perceptions and evaluations of the syllabus. Lastly, a summary of the

chapter is presented.

4.2 Problem Identification

In this pilot study, Jordanians (academic designers) who have graduated from four
private universities in visual communication design and multimedia design (Middle East
University, Philadelphia University, Al-Zaytoonah University, and Applied Science
University) were interviewed in order to collect data on the research problem. It was
intended to reach 73 students who could identify gaps and actual problems in the syllabus.

The pilot study included 73 students from four private universities: 27 students (37%)
from Philadelphia University, 23 students (31.5%) from AL-Zaytoonah University, 14
students (19.2%) from Applied Science University, and 9 students (12.3%) from Middle
East University.

It was shared on social media platforms and Jordanian graphic design social groups to
reach a targeted sample. A total of 51 females (69.9%) and 22 males (30.1%) were included
in the sample. The majority of the participants were in the age range of 21 to 30 years
(41%) and 31 to 40 years (27%), with only one participant below 20 years and 4
participants above 41 years. In terms of educational level, the majority of participants were
pursuing bachelor’s degrees (79.5%), 13.7% were pursuing master’s degrees, and only
6.8% were pursuing PhDs. Table 5 presents the demographic information of the

participants.
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Table (5): Participants’ information on a pilot study

| Frequency | Percent
Gender
Male 22 30.1%
Female 51 69.9%
Total 73
Age
under 20 1 1.4%
21-30 41 56.2%
31-40 27 37%
41-50 4 5.5%
51-60 0 0%
Total 73
Bachelor’s University name
Al-Zaytoonah University 23 31.5%
Middle East University 9 12.3%
Philadelphia University 27 37%
Applied Science University 14 19.2%
Total 73
Bachelor’s Major
Visual communication Design 69 94.5%
Multimedia Design 4 5.5%
Total 73
Level of current education:
Bachelors 58 79.5%
Masters 10 13.7%
PhD 5 6.8%
Total 73

The pilot study is intended to illustrate the practical problems faced by students in
Jordan during their current UI design syllabus. Questions were asked to demonstrate the
need for a new syllabus that addresses existing knowledge and skills limitations. These
questions are summarized as follows;

1. The availability of specialized academic courses on Ul design or Ul mobile apps
during bachelor degrees, as there is a misconception between specialized Ul mobile
apps and general Ul design. As a result, we need to measure each of them individually

2. The availability of non-academic courses on designing mobile apps with UI.

3. A need for theoretical and practical training programs in the design of mobile apps
with an emphasis on user interfaces.

4. Ifthey prefer face-to-face or online courses, then we can decide whether to do it online

or in person.
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When were they asked if they studied any courses related to User Interface design -
Ul Mobile app design or Both? The majority of them answered (42 students 57.5%) did
not study any of the previously mentioned topics, 21 students (28.8%) studied Ul Mobile
app design, 10 students (13.7%) studied UI Mobile app design that included a section for
designing UI Mobile design, and no one studied UI Mobile app design specialized courses.
In other words, this specialty is not taught separately and is taught as part of UI design.
This emphasizes the uniqueness of this training program and the need to develop a new
syllabus.

Students were asked to evaluate the trainers who delivered the courses, and 31
answered the question. The satisfaction results were as follows: 9 students (29%) gave
excellent, 12 students (38.7%) gave very good, 8 students (25.8%) gave good, one student
(3.2%) gave fair, and one student (3.2%) gave poor.

As for general satisfaction with the course, 6 students (19.4%) gave excellent ratings,
14 students (54.2%) gave very good ratings, 10 students (32.3%) gave good ratings, and
one student (3.2%) gave poor ratings.

On the question of free, ready-to-use materials, 18 students (58.1%) answered that the
course includes them, 11 students (35.5%) answered that it does not, and 2 students (6.5%)
answered that they are not sure.

On the final project question: Did you make a real final project after the course you take?
28 students (90.3%) answered yes, 2 students (6.3%) answered no, and one student

(3.2%) answered I do not know.

The answers given to the question about the sufficiency of courses for entering the
marketplace were no by 24 students (77.4%), yes by 4 students (12.9%), and I am not
certain by 3 students (9.7%).

When asked whether they had gained promotion due to their knowledge of this
specialization, 17 students (54.8%) answered no, 12 (38.7%) answered yes, and 2 (6.5%)
answered they did not know.

When asked if the time was appropriate for the amount of information in the course,
17 students (54.8%) answered no, 12 students (38.7%) answered yes, and 2 students (6.5%)

answered I do not know.
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Therefore, students’ satisfaction with the university’s educational materials and with
their lecturers was varied and positive. It was enough to enter the working market or to get
a promotion or a new job with the university’s educational materials. The university’s
educational materials include a final project and ready-to-use materials. Furthermore, the
educational material included in the syllabus did not cover enough material to enter the
market.

This indicates a positive opinion of the trainers in general, though it is important to
note that a few students gave lower ratings. This suggests that further improvement is
needed in the training program, such as introducing more specialized courses or creating
more interactive activities. In conclusion, this survey has demonstrated that most students
have not studied Ul Mobile app design as a separate topic, and the trainers received
generally positive feedback from the students. This indicates a need to develop new syllabi
specific to this area and suggests ways to improve the existing program.

Students were asked in the second section if they were losing any job opportunities
due to a lack of knowledge in this area. There were 42 students who answered this question
(57.5%). There are 22 students (52.4%) who answer yes, 14 students (33.3%) who answer
no, and 6 students (14.3%) who answer I do not know. Consequently, the chances of getting
a job in the job market were low due to the lack of suitable educational materials.
Furthermore, 24 out of 31 students who joined courses with related subjects said the
educational materials were insufficient for entry into the market. This indicates that
educational materials are lacking and not enough to get students into the job market. The
lack of adequate educational materials affects the students’ opportunities for getting a job,
as many employers require applicants to possess a certain amount of knowledge and skills
in that specific field. This makes it difficult for students without proper educational
materials to compete with other applicants and gain employment. Additionally, the lack of
appropriate educational materials can prevent students from understanding the industry and
the current trends, making it even more difficult for them to find jobs.

In the next section, they were asked whether they had studied any non-academic
courses about Ul Mobile app design, whether they were free or paid, local or international.
Afterwards, they were asked if they would be interested in a training program specializing

in UI for mobile apps.
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In total, 69 students (94.5%) answered the first question as they did not attend any
training, while 4 students (5.5%) joined. This indicates that either the students are unwilling
or there are no educational materials. Meanwhile, there were 73 students who answered the
second question, of which 67 (92%) were interested in participating in the program. A high
percentage shows the program’s potential, as well as the students’ interest in joining the
program. As a result, the problem lies in a lack of educational materials in this field, which
confirms the gameness of the training program idea.

Lastly, they were asked if they preferred the training program to be face-to-face or
online; 26 students (38.8%) preferred to get the training online, 24 students (35.8%)
preferred it face-to-face, while 17 students (25.4%) showed no difference. For this reason,
the training program was done online. The results of this survey indicate that, while there
is still a strong preference for face-to-face training, an increasing number of students are
open to the idea of receiving training online. This trend could be attributed to the increasing
prevalence and convenience of online learning, as well as the difficulty of attending face-

to-face training sessions during times of social distancing.



Table ( 6 ): A descriptive evaluation of pilot study

1. Did you study any specialized academic course on

Frequency Percent
User Interface 21 28.8%
design
UI Mobile app 0 0%
design
Both of them UI 10 13.7%
and UI mobile app
design
None of them 42 57.5%
Total 73
Yes. I study
1. What is your evaluation of the trainer
Frequency Percent
Excellence 9 29%
Very Good 12 38.7%
Good 8 25.8%
Fair 3.2%
Poor 1 3.2%
Total 31
2. What is your evaluation of the course
Frequency Percent
Excellence 6 19.4%
Very Good 14 45.2%
Good 10 32.3%
Fair 0 0%
Poor 1 3.2%
Total 31
3. Did you make a real final project after the course you take?
Frequency Percent
Yes 28 90.3%
No 2 6.5%
Maybe 1 3.2%
Total 31

4. Did the course you take contain a ready

design process?

to use free material to facilitate the

Frequency Percent
Yes 18 58.1%
No 11 35.5%
Maybe 2 6.5%
Total 31

5. Do you think that the course was enough to enter the working market in this

specialization?
Frequency Percent
Yes 4 12.9%
No 24 77.4%
Maybe 3 9.7%
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Total | 31 |
6. Did you get a job or promotion due to your knowledge in this course?
Frequency Percent
Yes 12 38.7%
No 17 54.8%
Maybe 2 6.5%
Total 31
7. Is the time suitable for the size of information in the course you take?
Frequency Percent
Yes 12 38.7%
No 17 54.8%
Maybe 2 6.5%
Total 31
No. I don’t study
1. Did you lose a job or promotion due to your lack of knowledge in this course?
Yes 22 52.4%
No 14 33.3%
Maybe 6 14.3%
Total 42
2. Did you study any (non- academic)- (free or payed)- (local or
international) course on Ul Mobile app design?
Frequency Percent
Yes 4 5.5%
No 69 94.5%
Total 73

3. Areyou interested in an intensive theoretical and practical training
program specialized in UI mobile app design?

Frequency Percent

Yes 67 91.8%

No 6 8.2%

Total 73

4. Do you prefer the training program to be face-to-face or online?

Frequency Percent

Online 26 38.8%

Face to face 24 35.8%

No difference 17 25.4%

Total 67

4.3 The first draft syllabus development (Cycle One)

In this stage, the 13 most prominent syllabi from all over the world were analyzed to
extract the first draft, as we mentioned in chapter three (see appendix B). In this phase, a
syllabus is designed that follows all previous syllabuses. An analysis of qualitative

documents was conducted (document analysis) as a result of this analysis, and using a



43

grouping method to select the most suitable content that aligns with the current study aim
and theoretical foundation. Therefore, we choose the most appropriate parts from each
syllabus to use, edit or develop for the new specialized syllabus.
To finalize our grouping and development of the first draft, the following criteria were
applied;
1- The syllabus should be a mix of theoretical and practical together.
2- The syllabus should contain lessons to teach design programs such as Adobe XD.
3- The syllabus should export a final project to be a productive syllabus.
4- The syllabus should give students the skill to present their work in a professional way.
5- The syllabus should teach UI rules and graphical user interfaces from a design
perspective.
6- The syllabus should allow students to think critically when they see UI screens and
evaluate their work by themselves.
7- The syllabus should be in line with the market industry and involve collaboration with
developers.
Based on the analysis and following the criteria above, the first draft was developed
as in Table 7.
Table (7): The first draft syllabus

The first draft syllabus

1. Introduction

e Introduction
e What is user interface design?
e The relationship between Ul and UX
e Aecsthetics Vs. Functionality
2. UI Process
v Theoretical

e User experience principles

e User interface principles

e Mobile app design principles
e Gestalt principles in UI design

e Best practice: Do/Don’t
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e Types of mobile app

e Application categories

v Practical
e Understanding brand platform
e Using brand visual identity to define a Ul visual style
» [fvisual identity is available: use the brand guidelines
= [fvisual identity is not available: try to make solutions
e Understanding types of app screens
e Understanding Ul elements
e Using animation and sound in Ul design
e Ul trends & technology trends that will transform the mobile app industry
e Mood board for Ul mobile app design

e Get inspirations

V' Tools
e Prototyping Tools: Adobe Experience Design
Introduction — Design — Prototype - Share and export - Design systems -
Cloud documents - Integrations and plugins - XD for iOS and Android
e Collaboration between Adobe programs
e Elaborating the wireframes into page mockups

Using Photoshop mockup to present mobile screens

v Publish
e For portfolio

e Export graphics for google play and apple store

3. UI case studies & Ul best practice

o General best practice Ul
. Chose an app to study
. Using (the UI checklist tool) to evaluate Ul mobile app design

4. Final project

o Give the students the requirement for designing the app

. Students should use the ready-to-use free material for the portfolio section to
present their work

. Make live discussions to present all students' projects and review them. After

the students have finished.
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Despite the fact that all these syllabi are covered the essential components for teaching
UI mobile design, there are still some limitations that can be enhanced to produce a more
comprehensive outline.

As a result of reviewing the previous syllabus for UI mobile app design:

1. The available courses are not fully specialized for UI Mobile app design; it is usually
included as a second section in UX courses or, in general, Ul design courses.

2. UI mobile app design courses often present the practical aspect of programming
without providing a clear understanding of theoretical concepts.

3. The most available courses about code and programs target programmers more than
designers.

4. There is a lack of Arabic content about UI mobile app design.

In conclusion, the current Ul mobile app design syllabus is not solid enough to provide
practitioners with the necessary knowledge and skills to succeed in the field. This is why
it is essential to include more specialized courses and content related to UI mobile app
design, focusing on both practical and theoretical aspects. Adding more Arabic content
about UI mobile app design will also help to broaden the scope of the field in the Arab
world. Finally, it is essential to offer courses tailored for designers and programmers,
allowing them to build a solid understanding of Ul mobile app design from different angles.
Based on these limitations, the need for more refinement to the first draft is essential; thus,

the second cycle was conducted as in the next section.

4.4 Experts Interviews (Cycle Two)

In order to conduct expert interviews, we sent the first draft of the syllabus to five
designers who specialize in user interface design or syllabus development. It was our goal
to review and develop the first draft syllabus developed by the researcher. Interviews were
conducted via email and Zoom.

The total number of experts was 5, 3 males (60%) and 2 females (40%). Three of them
(60%) have PhD degrees, and two experts (40%) have master’s degrees. Regarding their
academic ranking, one of the experts was an Assistant Professor at Philadelphia University,

the other was an Associated Professor at Al Zaytoonah University’s Postgraduate
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Department while one of them is a lecturer at Al Zaytoonah University, another is an
Associated Professor and supervisor at the Ministry of Education, and the last one is an
expert and part-time lecturer. In terms of practical experience, 3 experts (60%) have over
16 years of experience, while 2 experts (40%) have 6-10 years of experience. The complete
profile and demographic information are presented in Table 8.

Table ( 8 ): Experts' profiles

Code | Gender | Experience Position and title Organization
Expert | Female | More than 16 | Assistant Professor & The ministry of
1 years curriculum development education — Jordan

Manager
Expert | Male 3 years Assistant Professor Philadelphia
2 University
Expert | Female | 7 years Lecturer Al Zaytoonah
3 University
Expert | Male More than 16 | Associate Professor Al Zaytoonah
4 years University
Expert | Male More than 16 | Lecturer Al-khawarezmi
5 years University

4.4.1 Syllabus and program clarity

Among the first themes from experts was clarity and understanding of the syllabus.
According to the participants’ answers, there is universal agreement that the first draft is
very thorough, clear, and easy to understand.

Particularly, 4 experts (80%) answered that the first draft was excellent, and 2 experts
(20%) answered that it was very good. It indicates that titles clearly explain the contents
with a few modifications to terminology and emphasis on the need to translate into Arabic.

Regarding this, one of the participants (expert 1) stated,

“I think it is very clear, and I understand the titles. There are no confusing terms or
concepts. And I recommend translating the English terms to the Arabic language.”

Another participant (expert 2) added,

“It is easy to read and understand. The formatting is good too.”

Suggesting that perhaps only a few minor modifications could be made to improve

clarity and understanding, these experts feel that this would not significantly impact the

overall quality of the syllabus.
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Another expert (expert 4) stated that;

“I like the program because it is detailed, comprehensive and specialized.”

4.4.2 Syllabus and program arrangement

Similar to clarity and understanding, there was a unanimous agreement on the
excellent arrangement of syllabus contents. According to their answers, 3 experts (60%)
answered excellent, while 2 experts (40%) answered very good.

There is admiration for the division of the program into theoretical, practical, and
applied parts. Each main title was accompanied by a reasonable sequence of subtitles.

The following are excerpts from their positive words;

Expert 3 said;

“The syllabus is well organized, starting with theoretical and ending with practical
topics. It’s also helpful to have subtitles for each main title, so you know what you're
getting into.”

Expert 5 said;

“This syllabus is very well organized and easy to follow. The order of the topics is
sensible, and it’s helpful to have subtitles for each main title. I would only suggest
rearranging the order a bit, depending on what students’interests may be.”

However, expert 1 gave more comments regarding the arrangement. His proposal was
to rephrase some topics so that they would become sentences rather than questions by
rearranging the sequence of topics. He also suggested changing some words, such as
designing programs to programs and tools. Furthermore, he prefers to write best and worst
practices instead of worst and best. In this regard, he said,

“The sequence of topics could be rearranged a bit to make it easier to follow. For
example, design programs to programs and tools after understanding the basics of
computers. Additionally, some words could be changed, such as worst practices to best
practices and designing programs to programs instead of understanding the basics of

computers. Overall, this is an excellent syllabus with the potential for improvement in terms

of organization.”
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4.4.3 Applicability of syllabus in Jordanian universities

The first draft syllabus should be evaluated in terms of its relevance to the Jordanian
university context. Thus, we asked experts for their opinions regarding its applicability. As
per their answers, 4 experts (80%) answered it is excellent, and 2 experts (20%) answered
it is very good.

In this interview, several experts supported the idea of applying this program to graphic
design university students or other advanced programs for master’s students and technical
diploma students. But some experts wonder if it can be given to students without previous
graphic design training.

In this line, expert 3 said that;

“This syllabus is excellent for graphic design university students and other advanced
programs for master’s students and technical diploma students.”

Another expert (expert 5) said:

“I think that this syllabus can be applied to Jordanian universities. It is comprehensive
and covers all the necessary topics. I also think that the program is excellent for graphic
design students from the second year onwards. It can be given to Technical Diploma

students and Master students as a research study. Another advanced program can be done

to be suitable for master level.”

4.4.4 Suitability to the marketplace

The first draft syllabus was also evaluated in terms of its suitability for the
marketplace. As such, we asked experts about their perceptions regarding the syllabus and
its ability to provide the students with the required skills and knowledge to compete in the
market. According to interviews, the majority of them agreed that the syllabus has all the
required skills and knowledge for students to succeed in the job market.

In this line, 4 experts (80%) answered that the syllabus was excellent, and 2 experts
(20%) answered that it was very good. In general, they agreed that the condensed
theoretical and practical training program would allow junior designers to enter the job
market and pass job interviews. As they gain practical experience and training, they will
be able to advance further in their careers.

The following are excerpts from experts’ words regarding this question;



49

For instance, expert 3 said;

“The syllabus is excellent, and it provides junior designers with the required skills
and knowledge to compete in the market. It is concise and organized, making it easy to
follow. I would recommend that the instructor make use of more practical exercises and
case studies, as these will help students learn how to apply theoretical concepts in a real-
world setting.”

Also, he emphasizes connecting this training program with companies and training
centres to improve the practical aspects since the theoretical material in the program is
comprehensive and above excellent.

Similarly, expert 4 said;

“I think this syllabus offers junior designers everything they need to enter the job
market and pass job interviews. The instructor has done an excellent job of condensing
theoretical concepts into a concise, easy-to-follow format. I would only suggest that the
instructor use more practical exercises and case studies to help students learn how to apply

theoretical concepts in a real-world setting.”

4.4.5 Using Adobe XD

The last theme is related to the application of Adobe XD to teach students to design
UI mobile apps. In essence, Adobe XD offers an easy-to-understand platform for teaching
students to design Ul mobile apps. It offers an intuitive drag-and-drop interface that
simplifies the process of creating a professional-looking design. Additionally, it provides a
wide variety of features, such as the ability to create and customize components, preview
designs on multiple devices, and share designs with stakeholders. Based on that, we asked
experts about their opinions about using it in the syllabus as a tool to design UI on mobile
apps.

As per answers all 5 experts answer that it is excellent. All approve that it is an easy
and suitable program in line compatible with Adobe programs that are widely known for
students. They added that regardless of the tool used, the most crucial part is the idea that
is based on the right theory.

For example, expert 2 stated that;
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“Adobe XD is a great tool for designing mobile interfaces. It is an intuitive program
that makes it easy to create high-quality designs. However, it’s important to have a solid

’

understanding of user experience before using this program.’

Similarly, expert 3 said,

“I think Adobe XD is a great program for Ul design. It has an easy-to-use interface
and allows you to create professional-looking designs quickly.”

Similarly, expert 4 stated,

“Adobe XD offers an excellent platform for user interface design. It is easy to use and
provides a variety of features, such as the ability to create and customize components.
Overall, I think it is a great tool for teaching students how to design mobile interfaces.”

In sum, the evaluation of the first draft from all experts was very good, and he praised
the features as well as its structure, relevancy, clarity and technicality. Overall, 4 experts
(80%) answered it is excellent, and 2 experts (20%) answered it is very good.

They added that the program in its first draft is very promising, keeping in mind the
importance of the given notes and suggested modifications. In addition, they are waiting
for the end results after applying the training program to evaluate the end practical projects

of the students. Table 9 presents the themes and their relevant statistics according to the

five experts’ evaluation.

Table (9): A descriptive evaluation of experts’ evaluation of the first draft

Theme Evaluation
Syllabus and program clarity Frequency Percent
Excellence 4 80%
and understanding Very Good 1 20%
Good
Fair
Poor
Syllabus and program Frequency Percent
Excellence 3 60%
arrangement Very Good 2 40%
Good
Fair
Poor
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Applicability of syllabus in Frequency Percent
) _ . Excellence 4 80%
Jordanian universities Very Good 1 20%
Good
Fair
Poor
Suitability of syllabus to the Frequency Percent
Excellence 4 80%
marketplace Very Good 1 20%
Good
Fair
Poor
Using Adobe XD Frequency Percent
Excellence 5 100%
Very Good
Good
Fair
Poor

Based on experts’ comments and evaluation, the final draft was proposed. The

revisions for the first draft are presented in Table 10.

Table (10): Revisions of the first draft based on experts' opinions

The first draft syllabus

Notes from Expert

5. Introduction

e Introduction .
o What is user interface design?

e The relationship between Ul and .

UX
(estheticsVs—E. conali

Remove:-AesthetiesVs:
Funetionality

Add lesson at the end: The
Process of Mobile App
Designing

Add lesson: User experience
design after Ul Design
Rename: What is user interface

design? To User interface design

6. UI Process

v" Theoretical




User experience principles
User interface principles
Mobile app design principles
Gestalt principles in UI design
Best practice: Do/Don’t
Types of mobile app

e Application categories

Practical

Understanding brand platform
Using brand visual identity to
define a Ul visual style

If visual identity is available: use
the brand guidelines

If visual identity is not available:
try to make solutions
Understanding types of app
screens

Understanding Ul elements
Using animation and sound in Ul
design

Ul trends & technology trends
that will transform the mobile app
industry

Mood board for UI mobile app
design

Get inspirations

Rename: Using brand visual identity
to define a Ul visual style to
Determine the Ul visual style
Rearrange:

Ul trends & technology trends that
will transform the mobile app
industry

Mood board for UI mobile app
design

Get inspirations

To:

Ul trends & technology trends that
will transform the mobile app
industry

Get inspirations

Mood board for UI mobile app

design

Tools

Prototyping Tools: Adobe
Experience Design

Introduction — Design — Prototype
- Share and export - Design

systems - Cloud documents -

52
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Integrations and plugins - XD for
i0S and Android

e Collaboration between Adobe
programs

e Elaborating the wireframes into
page mockups

e Using Photoshop mockup to

present mobile screens

v’ Publish Add new lesson: + For a programmer

e + For programmer

e For portfolio

e Export graphics for google play
and apple store

7. Ul case studies & Ul best practice

e General best practice Ul Convert the lesson from general to more
e Chose an app to study specific:
e Using (the UI checklist tool) to e General best practice Ul
evaluate Ul mobile app design e Chose an app to study
To:

. General best practice for medical Ul
mobile app design
e Choosing a medical app to study

8. Final project

¢ Give the students the requirement
for designing the app

e Students should use the ready-to-
use free material for the portfolio
section to present their work

e Make live discussions to present
all students' projects and review

them. After the students finished

The clean version of the syllabus is presented in Table 11. (Appendix -K Arabic
syllabus at Masaq)



Table (11): Final draft of the syllabus
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The Final syllabus

9. Introduction

User interface design

User experience design

The relationship between Ul and UX
The Process of Mobile App Designing

10.

UI Process

Theoretical

User experience principles
User interface principles
Mobile app design principles
Gestalt principles in Ul design
Best practice: Do/Don’t
Types of mobile app

Application categories

Practical

Understanding brand platform

Determine the Ul visual style

If visual identity is available: use the brand guidelines

If visual identity is not available: try to make solutions

Understanding types of app screens

Understanding Ul elements

Using animation and sound in Ul design

Ul trends & technology trends that will transform the mobile app industry
Get inspirations

Mood board for UI mobile app design

v" Tools

Prototyping Tools: Adobe Experience Design

Introduction — Design — Prototype - Share and export - Design systems - Cloud documents -

Integrations and plugins - XD for iOS and Android

Collaboration between Adobe programs
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e Elaborating the wireframes into page mockups
e Using Photoshop mockup to present mobile screens

v" Publish

e For programmer

e For portfolio

e Export graphics for google play and apple store
11. UI case studies & Ul best practice

e General best practice for medical Ul mobile app design
e Choosing a medical app to study

e Using (the UI checklist tool) to evaluate Ul mobile app design

12. Final project

e Give the students the requirement for designing the app
e Students should use the ready-to-use free material for the portfolio section to present their
work

e Make live discussions to present all students' projects and review them. After the students

finished.

4.5 Student’s Evaluation

After finalizing the final draft of the proposal based on comments from the five
experts, there is a need to evaluate the final draft based on students in a real-life setting. As
such, 50 students from different universities in Jordan were interested in participating in
the training program. After communicating with them, 38 students registered on the
website for the training program. There were 38 students in the program at the beginning,
but only 26 remained at the end. In a survey sent to the 12 students who did not continue,
all answered that it was an overload of work and lack of time.

Among the final 26 students, 17 were males (65.4%), and 9 were females (34.6%),
representing three Jordanian universities: Al Zaytoonah University (61.5%), Philadelphia
University (23%) and Middle East University (4/15.5%).

17 out of 26 students belong to the group of 21-30 years of age, and the remaining 9
students are in the group of 31-40 years of age. In this study, 23 of the students were
graduates with a first degree from an academic institution, while 3 students were master’s

degree holders in graphic design.
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In terms of employment status, 15 students (57.7%) were unemployed, and 11 students
(42.3%) were employed. Out of the 15 employed students, six (40%) had prior experience
between 1 and 5 years, four (26.7%) had prior experience between 6 and 10 years, and one
(33.3%) had prior experience between 11 and 15 years. Most students have little to no work
experience or no experience at all. Table 12 presents the demographic information of

participants.

Table (12): Demographic information of students

Gender
Percent Frequency
Male 65.4% 17
Female 34.6% 9
Total 26
Age
Percent Frequency
under 20
21-30 65.4% 17
31-40 34.6%
41-50
51-60
Total 26
Bachelor’s University name
Percent Frequency
Al-Zaytoonah University 61.5% 16
Middle East University 15.4% 4
Philadelphia University 23.1% 6
Applied Science University
Total 26
Level of current education
Percent Frequency
Bachelors 88.5% 23
Masters 11.5% 3
PhD
Total 26
Employment status
Yes 42.3% 11
No 57.5% 15
Total 26
Years of experience
Percent Frequency
1-5 54.5% 6
6-10 36.4% 4
11-15 9.1% 1
16+
Total 11
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The questions were designed to evaluate different aspects of the training program,
which is built on the final draft of the syllabus developed in Cycle 2. In total, 11 relevant
questions were asked to students at the end of the training program. For each question, we
asked the participants to give a general evaluation along with narrative feedback in case
they wanted to elaborate more.

The first question we asked was how this training program would benefit them. There
were 20 students (76.9%) who responded it was excellent, four students (15.4%) who
responded it was very good, and two students (7.7%) who responded it was good.
According to most students, the program was easy to follow, simple, and suitable for
beginners. The following are excerpts from their words;

One of the students said,

“It was very easy to follow, and I found the material to be simple and suitable for
beginners. I would definitely recommend this program to others.”

Another student echoed that when he said;

“I thought the training program was excellent! The material was easy to understand
and follow, and it was suitable for both beginner and experienced users alike. I would
definitely recommend this program to others.”

The second question we asked related to how you evaluate the theoretical knowledge
you have gained from this training program. 17 students (65.4%) answered it was excellent,
7 students (26.9%) answered it was very good, and 2 students (7.7%) answered it was good.
Most students mention that the theoretical part of the training program was condensed and
not boring, unlike other theoretical training materials. The following are excerpts of their
answers;

One of the students stated;

“The theoretical knowledge I gained from this training program was excellent. The
material was well-organized and easy to follow, and it was suitable for both beginner and
experienced users alike. I would definitely recommend this program to others.”
Another student elaborated on that and remarked;

“The theoretical knowledge I learned from this training program was very beneficial

for my future projects. I was able to apply the concepts I learned in the program to my own
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projects and had more success in applying those concepts than I would have without the
program.”

In contrast to theoretical knowledge, the students were asked about the practical
knowledge they had gained from the program. There were 13 students (50%) who rated it
as excellent, 11 students (42.3%) who rated it as very good, and 2 students (7.7%) who
rated it as good.

In addition to doubling the practical section, students also request extra analytical
videos on applications available in app stores. These videos are sent to them while they are
working on their final projects by the researcher. Additionally, they said that the additional
links were so helpful.

One of the students stated;

“The practical knowledge I learned from this training program was very beneficial for
my future projects. I was able to apply the concepts I learned in the program to my own
projects and had more success in applying those concepts than I would have without the
program.”

Another student said;

“The videos were very valuable when I was working on my final project. They provided
me with additional information I needed to complete my project. I also learned more about
applying theoretical knowledge in a practical setting. This program gave me a better
understanding of the application of the concepts I was learning.”

In the next question, they were asked to evaluate the trainer. 16 students (61.5%)
answered she was excellent, 7 students (26.9%) answered she was very good, and 3
students (11.5%) answered she was good.

They admired the trainer’s performance because it was fluent, easy and interesting for
the students. In addition to covering all essential aspects, the Arabic language was used
throughout. For instance, one of them commented;

‘The trainer’s ability to capture our attention was impressive. She was able to explain
complex topics in a way that was understandable to us. Using her language knowledge,
she made the learning experience more enjoyable and engaging. Overall, the trainer was

)

able to provide an effective training experience that was enjoyable and informative.’
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In the next question, they were asked if they recommend this program to their work
colleagues. The majority of students (96.2%) answered yes, while one student (3.8%)
answered maybe.

Since no one answered NO, it indicates that students recommend the program. In
addition, there are some students who communicated with trainers via email and mobile
text, asking whether the training program could be extended or if new students could be
accepted, which indicates that students are interested in the program and have already
recommended it to others.

In the following question, they were asked if they would take an advanced training
program. In total, 25 students (96.2%) answered yes, while one student (3.8%) answered
maybe.

In other words, this shows that the students highly appreciated the training program
and that an improved and modified version could be highly successful in the future.
According to the students, a second, advanced part is needed, and practical training requires
cooperation with companies. This was reflected in their answers; for example, one of the
students said;

“I believe that the training was very beneficial; however, I would like to see more
practical exercises/projects with real-world scenarios.”.

Another student said;

“I found the training very beneficial, and I would like to take another advanced
course.”

These statements show that the students appreciated the training program, learned new
things, and wanted more of it.

Upon asking about the allotted time, they said 45 hours in total: 15 hours for theoretical
work, 10 hours for practical work, and 20 hours for final projects. A total of 13 students
(50%) answered it was excellent, 11 students (42.3%) answered it was very good, and 2
students (7.7%) answered it was good.

In both the theoretical and practical sections, students have a high level of satisfaction
at a given time. In the questionnaire given to students, they expressed satisfaction with the
short condensed video. They also expressed the need for more videos of this type, even if

they are shorter in length. For example, one of the students said,
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“I think that the videos were good, but I would have liked more of them. They could be
a little bit shorter, so it would be easier to watch them all at once. But overall, they were
good.”

Their eligibility to enter the marketplace was then assessed based on how effective the
training program was. 6 students (23.1%) answered it was excellent, 12 students (46.2%)
answered it was very good, and 8 students (30.8%) answered it was good.

Since most answers were very good, then good, and then excellent indicated that the
program is on the right track in preparing students for the workplace.

It appears that the training course should be improved in order to help students enter
the market through practical training. The researcher will work on this aspect by connecting
students with training or voluntary organizations.

For example, during his training program, one student told the researcher he was
working with a company in Jordan. A certificate of approval is obtained for the final
project, which becomes part of his portfolio after he presents it to his company.

Following this, they asked how they would evaluate the value of the free materials
attached. 12 (46.2%) students answered it was excellent, 13 (50%) answered it was very
good, and one (3.8%) answered it was good.

This shows that students were satisfied with the free materials required for designing.
The free material was also considered a rich, diversified library of carefully selected
materials that were useful throughout the training, as well as afterwards. For instance, one
of the students remarked that;

“The materials served as a great foundation for my understanding of the design
process. I was able to build on the skills I already had and use the information I learned
from the free materials to create a successful design. The materials were well suited for my
project and proved invaluable for me.”

This quote shows that the free materials were found valuable by the students. They
yielded positive results in terms of design.

Then they were asked about the benefits of taking the course online. A total of 18
students (69.2%) answered this was excellent, 6 students (23.1%) answered this was very

good, and 2 students (7.7%) answered this was good.
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There was widespread appreciation among students for the online recording of the
course, which made it easier for them to watch it whenever they wanted. One student
commented;

“The advantage of taking the course online is that you can do it at your own pace and
on your own time. This is very helpful for people who have busy schedules.”

The students suggested doing the videos in a similar style to YouTube videos with
advanced montage effects. For example, one of the students stated;

“I think it would be really good if the videos were edited like a YouTube video. There
could be advanced montage effects and things like that.”

The last question was whether they would prefer future training to be face-to-face,
online, interactive online, or whether there was no difference. There were 17 students
(65.4%) who answered online, 2 students (7.7%) who answered interactive online, 7
students (26.9%) who answered no difference, and zero who answered face-to-face.

In this training program, most students appreciated the recorded online presentation,
and they would like to see similar presentations in future training programs.

Table 13 presents the overall quantitative evaluation for each question.

Table (13): Students’ quantitative evaluation

How do you evaluate the benefits you Frequency Percent
have gained from this training program? Excellence 20 76.9%
Very Good 4 15.4%
Good 2 7.7%
Fair
Poor
Total 26
How do you evaluate the theoretical Frequency Percent
knowledge you have gained from this Excellence 17 65.4%
training program? Very Good 7 26.9%
Good 2 7.7%
Fair
Poor
Total
How do you evaluate the practical Frequency Percent
knowledge you have gained from this Excellence 13 50%
training program? Very Good 11 42.3%
Good 2 7.7%
Fair
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Poor
Total
How do you evaluate the trainer? Frequency Percent
Excellence 16 16.5%
Very Good 7 26.9%
Good 3 11.5%
Fair
Poor
Total
Will you advise your workmates in this Frequency Percent
training program? Yes 25 96.2%
No
Maybe 1 3.8%
Will you participate in an extra advanced Frequency Percent
training program? Yes 25 96.2%
No
Maybe 1 3.8%
Total 26
How do you evaluate the training Frequency Percent
program and the allotted time? 45 hours Excellence 13 50%
15 theoretical, 10 practical 20 final Very Good 11 42.3%
projects Good 2 7.7%
Fair
Poor
Total
How do you evaluate whether the training Frequency Percent
program will be high enough to qualify Excellence 6 23.1%
your entrance into the market industry? Very Good 12 46.2%
Good 8 30.8%
Fair
Poor
Total
How do you evaluate the benefits of Frequency Percent
attached ready-to-use free material in this || Excellence 12 46.2%
training program? Very Good 13 50%
Good 1 3.8%
Fair
Poor
Total
After you have finished this online Frequency Percent
training program, how do you evaluate Excellence 18 69.2%
the benefits of taking online courses? Very Good 6 23.1%
Good 2 7.7%
Fair

Poor
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Total
Do you prefer Any future training Frequency Percent
program to be face-to-face, online, or Online 17 65.4%
interactive, or is there no difference? Interactive 3 7 7%

online

Face to face
No difference 7 26.9%
Total

Overall, students’ evaluation of the program was very positive. This shows that the
training program was effective in helping students gain the practical knowledge they need
to enter the market. The researcher will work to improve the program further by connecting
students with more training opportunities, as well as enhancing their current materials. In
addition, the researcher will work to incorporate more advanced editing techniques in the
videos to make them more engaging for the students.

A majority of the students found the program to be of great benefit to their design
knowledge and skillset. Through the free materials, students were able to gain a better
understanding of the design process. Moreover, the students found that taking the course
online was advantageous, as it allowed them to complete the course at their own pace.
Finally, the majority of students preferred future training to be online, which shows the

preference of students in this particular case.

4.6 Expert’s Evaluation

The last stage in this study is to evaluate the syllabus from a group of experts to verify
its suitability to be applied in universities and other academic institutions. Links to the final
projects and Behance were given to the experts after students finished their projects and
after the students’ evaluations were accomplished. Individual discussions and evaluations
of each expert’s final project were conducted.

Six male experts and one female participated in the evaluation of the final projects.
Three of them possess a PhD, two possess a Master’s degree, and the other two possess a
Bachelor’s degree. Two of the seven work as academic lecturers, two work as professional
designers, and two work as lecturers and designers. Experts have experience ranging from

5 to 16+ years. As a result of the diversity of experts and their academic and practical
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experiences, the evaluation process was enriched. Table 14 presents the demographic

information for the 7 experts involved.

Table (14): Demographic information of experts

Code | Gender | Experience Position and title Education Organization
level
Expert | Male 8 years Senior UI/UX Bachelor Digitinary
6 Designer & Front- Company
End Developer
Expert | Male More than 16 | Assistant Professor PhD Open Arab
7 years University
Expert | Female | 4 years Assistant Professor PhD Philadelphia
8 University
Expert | Male 7 years Lecturer Master Al Zaytoonah
9 University
Expert | Male More than 16 | Associate Professor | PhD Al Zaytoonah
10 years University
Expert | Male 12 years Lecturer Master Philadelphia
11 University
Expert | Male 13 years Senior UX-UI Bachelor Smarteletec
12 Designer Company

The expert evaluation was divided into two parts: a first part for evaluating each project

separately, followed by a second part for evaluating the syllabus through an overall

evaluation of all projects.

4.6.1 Single project evaluation

In the first section of the evaluation, the seven experts were given the links to each

project, and they were asked about their opinions. (see appendix -L final projects)

Pre-developed questions guided the evaluation are divided into three themes; general

evaluation, applying the brand identity to UI screens and designing Behance presentation

for the app.

The first project (Eren App) received a good evaluation, as illustrated in Table 15.
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Criteria Evaluation
General evaluation
Frequency Percent
Excellence 4 %57.1
Very Good 3 %42.9
Good
Fair
Poor
Applying the brand identity to Ul
screens Frequency Percent
Excellence 4 %57.1
Very Good 3 %42.9
Good
Fair
Poor
Designing Behance presentation - 5 .
requency ercen
for the app Excellence 4 %57.1
Very Good 3 %42.9
Good
Fair
Poor

In contrast, the second project (Anime sword) received a good evaluation, as presented

in Table 16.
Table (16): Anime Sword experts’ evaluations
Criteria Evaluation
General evaluation
Frequency Percent
Excellence 3 42.9%
Very Good 3 42.9%
Good 1 14.3%
Fair
Poor
Applying the brand
identity to UI screens Frequency Percent
Excellence 4 57.1%
Very Good 1 14.3%
Good 2 28.6%
Fair
Poor
Designing Behance
presentation for the Frequency Percent
Excellence 2 28.6%
app Very Good 4 57.1%
Good 1 14.3%
Fair
Poor
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The third project (Visit Jordan) also received a good evaluation from experts, as shown

in Table 17.

Table (17): Visit Jordan experts’ evaluations

Criteria Evaluation
General evaluation
Frequency Percent
Excellence 1 14.3%
Very Good 2 28.6%
Good 4 57.1%
Fair
Poor
Applying the brand identity to Ul
screens Frequency Percent
Excellence 2 57.1%
Very Good 1 14.3%
Good 4 28.6%
Fair
Poor
Designing Behance presentation - P
requency ercen
for the app Excellence 1 14.3%
Very Good 3 42.9%
Good 3 42.9%
Fair
Poor

Similarly, the last project (Cimodrama) received a good evaluation as well as presented

in Table 18.

Table (18): Cimodrama experts’ evaluations

Criteria Evaluation
General evaluation
Frequency Percent
Excellence 2 28.6%
Very Good 1 14.3%
Good 4 57.1%
Fair
Poor
Applying the brand identity to Ul
screens Frequency Percent
Excellence 1 14.3%
Very Good 3 42.9%
Good 3 42.9%
Fair
Poor
Designing Behance presentation - 5
for the a requency ercent
PP Excellence 1 14.3%
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Very Good 3 42.9%
Good 3 42.9%
Fair

Poor

Overall, two of the projects were based on new ideas chosen by the students, while the
other two were redesigned applications.

Based on the above descriptive statistics, we can conclude that the experts were
generally satisfied with the projects developed after the students completed the course
offered based on the developed syllabus. Based on the answers, we can note that the first
two projects were highly evaluated compared with the last two projects. According to
experts, redesigning projects requires more experience. In the future, it is recommended
that students make new project designs with new design identities and correct user
experiences. Project redesigns can be postponed to a later stage.

With regard to Behance’s presentations, they commented that this part needs more
reading and experience to inspire a higher level of design.

In addition, they added that if some design elements in the projects do not appear
proportional to each other, it might be due to designing on a computer screen. Therefore,
the elements do not appear as they would on a mobile device. They recommended that this
problem can be solved by adding to the training program how to download and use Adobe
XD on mobile. As a result, students will be able to view the designed elements
proportionately to each other on the mobile screen.

Additionally, the students did not design the entire project using the ready-to-use
material, so it would be better if they adhered to the recommended sizes of each app store
in the future.

Moreover, they declared that problems with user experience indirectly negatively
impact the final results of the project. In the two redesigned projects, this was evident.
Ideally, they advocated that we should first provide students with the basic knowledge of
user experience when developing mobile apps in order to guarantee the integration of Ul
and UX.

Furthermore, as an alternative proposal, they stated that we can test the user experience

with experts before starting the design of the UL
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Apart from the above, they recommended providing students with a prerequisite
course in visual identity and its implementation in Ul mobile apps to help students to
overcome the problem of old designs that do not have a clear good visual identity. This
prerequisite course was fundamental in the redesigned projects.

Lastly, they suggested that more training time is needed for higher-level courses.

4.6.2 Evaluation of the overall syllabus through projects

The last step is to evaluate the syllabus through the overall evaluation of projects. To
this end, we asked experts several questions as follows;

First, we asked them to generally assess the syllabus based on projects received from
students who participated in the program. In sum, 4 experts (57.1%) answered it was
excellent, and 3 experts (42.9%) answered it was very good. Experts’ answers ranged from
excellent to very good, indicating that they were satisfied with the results presented by
students’ final projects.

Our next question revolved around whether the students would be able to qualify for
the market after completing the training program. In total, 2 experts (28.6%) said it was
excellent, and 5 experts said it was very good.

In the opinion of some experts, students without any previous experience had excellent
results and were able to gain access to the market as a result. In addition, they recommended
adding more practical training to the future advanced version of the program. In addition,
they suggested cooperating with training companies.

Our next question was whether we should recommend this training program to
universities. In total, 6 experts (85.7%) rated it as excellent, and one (14.3%) said it was
very good. Overall, experts recommended that graphic design students use the training
program as an educational resource as part of their study plan.

We then asked them about the training program and the allocated time, which is 45
hours in total, 15 for the theoretical part, 10 for the practical part, and 20 for the final
project. In total, 5 experts (71.4%) rated it as excellent, and 2 experts (28.6%) rated it as
very good.

A high percentage of satisfaction indicates that both theoretical and practical training

is suitable for delivering acceptable final projects. In general, computer training programs
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usually emphasize only the practical aspects of computer programs, ignoring relevant
academic theory. Moreover, ready-to-use materials and related books and links are helpful
for improving students’ level of comfort.

Lastly, we asked them how they evaluated the acceptance of the training program. The

seven experts gave excellent answers, and they all agreed that the program has a great deal

of potential.

The summary of their evaluation for each part is presented in Table 19.

Table (19): Experts’ general evaluation of the syllabus

General questions Evaluation
How do you evaluate all the final projects in
general? Frequency Percent
Excellence 4 57.1%
Very Good 3 42.9%
Good
Fair
Poor
How do you evaluate the student level after
the training program is high enough to Frequency Percent
qualify for their entrance into the market Excellence 2 28.6%
industry? Very Good 5 71.4%
Good
Fair
Poor
How do you evaluate the benefits of
implementing this training program at Frequency Percent
universities? Excellence 6 85.7%
Very Good 1 14.3%
Good
Fair
Poor
How do you evaluate the training program
and the time allotted? 45 hours 15 Frequency Percent
theoretical 10 practical 20 final projects Excellence 5 71.4%
Very Good 2 28.6%
Good
Fair
Poor
How do you evaluate the training program’s
acceptance after evaluating the final Frequency Percent
project? Excellence 7 100%
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Very Good

Good

Fair

Poor

In conclusion, the syllabus has received a very good evaluation from both experts and

students. After considering their notes, the final version of the syllabus is presented in

Table 20.

Table (20): The final syllabus

The final syllabus after experts' & students' notes

1. Introduction

e User interface design

e User experience design

e The relationship between Ul and UX
e The Process of Mobile App Designing

2. UI Process

v

Theoretical

User experience principles
User interface principles
Mobile app design principles
Gestalt principles in Ul design
Best practice: Do/Don’t
Types of mobile app

Application categories

Practical

Understanding brand platform

Determine the Ul visual style
If visual identity is available: use the brand guidelines
If visual identity is not available: try to make solutions

Understanding types of app screens

Understanding Ul elements

Using animation and sound in Ul design

Ul trends & technology trends that will transform the mobile app industry
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e Get inspirations

e  Mood board for Ul mobile app design

v Analytical (adding new section)

e Choosing groups of real apps from the store in one category

e Recording analytical videos for the selected app and sending them to the
students

e  Making analytical dissection with students

v" Tools

e Prototyping Tools: Adobe Experience Design
Introduction — Design — Prototype - Share and export - Design systems - Cloud
documents - Integrations and plugins - XD for iOS and Android

o  Using Adobe XD App for mobile (adding new topic)

e Collaboration between Adobe programs

e FElaborating the wireframes into page mockups

e Using Photoshop mockup to present mobile screens

v' Publish

e For programmer

e For portfolio (Review more real successful projects & make analytical study
for featured projects on Behance website or dribble website)-(adding more
information)

e Export graphics for google play and apple store

UI case studies & UI best practice

General best practice for medical UI mobile app design
Choosing a medical app to study
Using (the UI checklist tool) to evaluate UI mobile app design

Final project

Give the students the requirement for designing the app

(At this stage, the chosen projects should be new, not redesign projects also
should be studied from a UX perspective)

Students should use the ready-to-use free material for the portfolio section to

present their work
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e Make live discussions to present all students' projects and review them. After the

students finished.

4.7 Chapter Summary

In this chapter, we analyze the different stages of syllabus development. In the first
part, we analyzed the need for this syllabus in Jordanian universities. Our study of a variety
of students revealed that there is a critical need for this syllabus. This is because no special
UI mobile app design courses are offered, and this kind of specialization is in demand on
the market. In the second part, the first draft of the syllabus was proposed based on the
content analysis of 13 documents (syllabi) from various prominent sites. After this, the first
draft was amended by including the opinions of 5 experts to create the final draft of the
syllabus. We evaluated the final draft based on the perceptions of students and experts in
the last two parts. The final draft received a very good evaluation in both evaluations,

indicating its potential to be applied in Jordanian universities.
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CHAPTER 5

THE PROPOSED SYLLABUS

5.1 About the syllabus

O

Syllabus philosophy

The syllabus is designed especially for visual communication design students, taking into

consideration the theoretical and practical knowledge side by side. In addition, it is

designed to be in line with the market industry. Therefore, each student will have a final

project presented on Behance and will be ready to work directly after finishing the

course. Our main purpose is to facilitate the design process through ready-to-use free

materials, which are designed and collected especially for students. Furthermore, we do

not miss the relationship between designer and programmer. Therefore, we add a special

part called (publish for the programmer) in the publish section.

Course objectives

v
v
v

Understanding UI mobile app theoretical and practical

Facilitate the design process through ready-to-use free materials

Improve the communication between designers and developers through publish
part

Easily work with Adobe XD to design the app screen

Using critical thinking not only after you design the screens but also before you
design through practicing that in case study part and check list tool

Prepare learners to be ready to work because the course is design to be in line

with industry requirements

Course outcome

Students will have a proper understanding of UI mobile app design, which will allow

them to build mobile app design in the right way throughout the syllabus. Therefore, they

will apply what they learn in the final project not only designing the app screens but also

to presenting the screens in a professional way to use it on Behance as online portfolio.

Course schedule

The course will be both online for lessons and live for dissections.
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Time: Total of 45 Hours /8 weeks, 15 hours for theoretical lessons,10 hours for practical

part and 20 hours for final projects.

5.2 Exclusive development

v

v

The below developments are created and designed especially for this course. As a result,
this makes the syllabus unique of its kind.
Ready to use free material:
We provide the students with all the material they will use during and after finishing the
syllabus to facilitate the designing process and to make sure that all sizes are completely
right. The free ready to use materials were designed and collected by the researcher.

o Free design system kit (XD-PSD-AI).

o Free icons kit.

o Free English & Arabic font kit.

o Free color palette kit.

o Free wireframe kit.

o Free mobile mockup (PSD).

o Free presentation mockup designed to present your work on Behance. (Al)

o Free template for apple store and google play promotion: (Al)

App icon — Feature images — App images.

o Free Video template to present your app in stores for (Apple & Android). (AE)

o Free UI case study checklist tool.

o Free Google design and apple store material.

o Free mood board template
Export section:
For programmer, for portfolio, for google play and apple store
UI case study:
None of the previous syllabus talk about UI case studies, While UX courses talk about
UX case studies. As a result, we add this section. After reviewing the general best
practice for the medical apps, all students should choose one medical app to study as a
case study. Therefore, it will be an interactive discussion lesson
UI case study checklist tool:
Creating an evaluation system for a Ul mobile app design (checklist) will support the
performance of students when they are making a case study for a medical app during the

course because they will know the specific standards to evaluate the app accurately. In
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addition, it will help them later to evaluate their work by themselves by using the
checklist tool, which was developed and designed by the researcher.

v Mood board for UI mobile app design:
A mood board is a visual representation of a concept design. The idea of mood board is to
organize your inspirations at the stage of creating the concept. Therefore, that will
organize ideas and will give the designer inspirations to solve any problem. In addition, it
gives quick look about what the app will be like. Generally, mood board are more
common in fashion design and interior design more than UI mobile app deign. However,
in our course we will use it.

v Free book related to UI mobile app design

5.3 The first draft syllabus

The first draft syllabus

1. Introduction

e Introduction
e What is user interface design?
e The relationship between Ul and UX
o Aesthetics Vs. Functionality
2. UI Process

v" Theoretical

e User experience principles

e User interface principles

e Mobile app design principles
e Gestalt principles in UI design
e Best practice: Do/Don’t

e Types of mobile app

e Application categories

v Practical
e Understanding brand platform
e Using brand visual identity to define a UI visual style

» Ifvisual identity is available: use the brand guidelines

= Ifvisual identity is not available: try to make solutions



https://itcraftapps.com/blog/auchan-app-concept-design/
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e Understanding types of app screens

e Understanding Ul elements

e Using animation and sound in UI design

e Ul trends & technology trends that will transform the mobile app industry
e  Mood board for UI mobile app design

e Get inspirations

v Tools
e Prototyping Tools: Adobe Experience Design
Introduction — Design — Prototype - Share and export - Design systems -
Cloud documents - Integrations and plugins - XD for iOS and Android
e Collaboration between Adobe programs
e Flaborating the wireframes into page mockups

Using Photoshop mockup to present mobile screens

v" Publish
e For portfolio

e Export graphics for google play and apple store

3. Ul case studies & Ul best practice

. General best practice Ul
o Chose an app to study
o Using (the UI checklist tool) to evaluate UI mobile app design

4. Final project

. Give the students the requirement for designing the app

o Students should use the ready-to-use free material for the portfolio section to
present their work

o Make live discussions to present all students' projects and review them. After

the students have finished.




5.4 Revisions of the first draft based on expert’s feedback

Revisions of the first draft based on experts' feedback

The first draft syllabus

Notes from Expert

1. Introduction

e Introduction
o What is user interface design?

e The relationship between Ul and

UX
estheticsVs—E. conali

s Remove:-AesthetiesVs:
Funetionality

e Add lesson at the end: The
Process of Mobile App
Designing

e Add lesson: User experience
design after Ul Design

e Rename: What is user interface

design? To User interface design

2. UI Process

v" Theoretical

e User experience principles

e User interface principles

e Mobile app design principles
e Gestalt principles in UI design
e Best practice: Do/Don’t

e Types of mobile app

e Application categories

v' Practical

e Understanding brand platform

e Using brand visual identity to
define a Ul visual style

= [fvisual identity is available: use
the brand guidelines

= [fvisual identity is not available:
try to make solutions

e Understanding types of app

screens

Rename: Using brand visual identity
to define a Ul visual style to
Determine the Ul visual style
Rearrange:

Ul trends & technology trends that
will transform the mobile app
industry

Mood board for UI mobile app
design

Get inspirations
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Understanding Ul elements
Using animation and sound in Ul
design

Ul trends & technology trends
that will transform the mobile app
industry

Mood board for UI mobile app
design

Get inspirations

To:

e Ul trends & technology trends that
will transform the mobile app
industry

e QGet inspirations

e  Mood board for Ul mobile app

design

Tools

Prototyping Tools: Adobe
Experience Design

Introduction — Design — Prototype
- Share and export - Design
systems - Cloud documents -
Integrations and plugins - XD for
10S and Android

Collaboration between Adobe
programs

Elaborating the wireframes into
page mockups

Using Photoshop mockup to

present mobile screens

Publish

+ For programmer

For portfolio

Export graphics for google play

and apple store

Add new lesson: + For a programmer

UI case studies & Ul best practice

General best practice Ul
Chose an app to study
Using (the UI checklist tool) to

evaluate Ul mobile app design

Convert the lesson from general to more
specific:
. General best practice Ul

e  Chose an app to study
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To:

e General best practice for medical Ul
mobile app design
e Choosing a medical app to study

4. Final project

e Give the students the requirement
for designing the app

e Students should use the ready-to-
use free material for the portfolio
section to present their work

e Make live discussions to present
all students' projects and review

them. After the students finished

5.5 The final syllabus
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The Final syllabus

1. Introduction

User interface design

User experience design

The relationship between Ul and UX
The Process of Mobile App Designing

2. UI Process

v" Theoretical

User experience principles
User interface principles
Mobile app design principles
Gestalt principles in Ul design
Best practice: Do/Don’t
Types of mobile app

Application categories

v' Practical

Understanding brand platform




80

e Determine the Ul visual style

= Ifvisual identity is available: use the brand guidelines

= [If visual identity is not available: try to make solutions

e Understanding types of app screens

e Understanding Ul elements

e Using animation and sound in UI design

e Ul trends & technology trends that will transform the mobile app industry
e QGet inspirations

e Mood board for Ul mobile app design

v Tools

e Prototyping Tools: Adobe Experience Design

Introduction — Design — Prototype - Share and export - Design systems - Cloud documents -
Integrations and plugins - XD for iOS and Android

e Collaboration between Adobe programs

e Elaborating the wireframes into page mockups

e Using Photoshop mockup to present mobile screens

v" Publish

e For programmer

e For portfolio

e Export graphics for google play and apple store

3. UI case studies & Ul best practice

e General best practice for medical UI mobile app design
e Choosing a medical app to study

e Using (the UI checklist tool) to evaluate Ul mobile app design

4. Final project

e Give the students the requirement for designing the app
e Students should use the ready-to-use free material for the portfolio section to present their
work

e Make live discussions to present all students' projects and review them. After the students

finished.




5.6 The final syllabus after expert’s and student’s feedback

The final syllabus after experts' & students' feedback

5. Introduction

e User interface design

e User experience design

e The relationship between Ul and UX
e The Process of Mobile App Designing

6. Ul Process

v Theoretical

e User experience principles

e User interface principles

e Mobile app design principles
e Gestalt principles in Ul design
e Best practice: Do/Don’t

e Types of mobile app

e Application categories

v" Practical
e Understanding brand platform
e Determine the Ul visual style
= Ifvisual identity is available: use the brand guidelines
» [Ifvisual identity is not available: try to make solutions
e Understanding types of app screens
e Understanding Ul elements
e Using animation and sound in Ul design
e Ul trends & technology trends that will transform the mobile app industry
e QGet inspirations

e Mood board for Ul mobile app design

v Analytical (adding new section)

e Choosing groups of real apps from the store in one category

e  Recording analytical videos for the selected app and sending them to the
students

e  Making analytical dissection with students
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v" Tools

e Prototyping Tools: Adobe Experience Design
Introduction — Design — Prototype - Share and export - Design systems - Cloud
documents - Integrations and plugins - XD for iOS and Android

o Using Adobe XD App for mobile (adding new topic)

e (Collaboration between Adobe programs

e FElaborating the wireframes into page mockups

e Using Photoshop mockup to present mobile screens

v' Publish

e For programmer

e For portfolio (Review more real successful projects & make analytical study
for featured projects on Behance website or dribble website)-(adding more
information)

e Export graphics for google play and apple store

UI case studies & UI best practice

General best practice for medical UI mobile app design
Choosing a medical app to study
Using (the UI checklist tool) to evaluate UI mobile app design

Final project

Give the students the requirement for designing the app

(At this stage, the chosen projects should be new, not redesign projects also
should be studied from a UX perspective)

Students should use the ready-to-use free material for the portfolio section to
present their work

Make live discussions to present all students' projects and review them. After the

students finished.
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CHAPTER 6

DISCUSSION AND CONCLUSION

6.1 Introduction
In this chapter, we summarise this study’s research findings, theoretical, practical and
methodological contributions, potential limitations, and suggested future research in

related domains. (See Appendix M- summary of research)

6.2 Problem Identification

The novelty of the current study is based on the need to develop a new syllabus for
university students related to UI design for mobile applications. The analysis of the pilot
study revealed that there is a lack of specialized courses on UI mobile app design as a part
of the bachelor’s degree. There is a misunderstanding between the specialized mobile app
design and the general UI design, which needs to be measured and differentiated. As such,
the pilot study has helped to identify the need for an updated syllabus and relevant teaching
materials in order to bridge this gap.

One theory that could support the findings is the Needs Analysis theory (Salehi,
Khadivar, Babaee, & Singh, 2015). This theory suggests that before developing a
curriculum or educational program, it is important to conduct a thorough analysis of the
needs of the learners and society in order to ensure that the program is relevant and
addresses current and future needs. The pilot study helped to identify the need for an
updated syllabus and relevant teaching materials in order to bridge the gap between the
specialized mobile app design and the general Ul design. This aligns with the Needs
Analysis theory, which emphasizes the importance of identifying and addressing the needs
of learners and society in order to develop an effective and relevant curriculum. Needs
analysis, according to Iwai et al. (1999), is an approach to identifying information that
serves as the basis for developing a curriculum that meets the needs of a particular group
of students.

It is also a way of collecting data to identify the gaps in existing materials, as well as
the needs of students and society that can be addressed through the curriculum. This data

can be used to design an effective syllabus that is tailored to the needs of the learners and
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society. The results of the pilot study shed light on the importance of including a course on
Ul mobile app design as part of the bachelor’s degree in UI design.

In addition, this study echoed previous studies that asserted the need to develop a new
syllabus for graphic design students that focus on Ul design., According to Qur'an and
Hussam (2012), most graphic design teachers believe that Jordanian graduates are not
industry-ready. It also revealed that Jordanian graphic design curricula have both strengths
and weaknesses. Field training courses should be integrated into the core curricula of all

Jordanian universities that teach graphic design.

6.3 Summary of research findings

After identifying a research problem to prove the novelty of its contribution, the study
fulfilled its objectives as follows.

First objective: Building up a new experimental syllabus for teaching user interface
mobile apps with a modern measurable learning procedure.

In the current study, the syllabus was developed based on three different cycles. The
first cycle was based on analyzing the 13 most prominent online syllabi, whether from
prestigious universities or commercial websites that are well-known for providing relevant
courses. (Appendix C-13 Syllabus) This led to the first draft of the syllabus, which contains
the major components. Then the second draft was developed based on the opinion of five
experts who specialize in user interface design or syllabus development. Based on their
opinions and recommendations, the final draft was amended to include the best practices.
(chapter 3 methodology - cycle 2 expert’s interviews) This final draft covers the most
desired components, which take into consideration the theoretical and practical knowledge
that the syllabus will deliver to targeted students. The four major components of the
syllabus include the following;

1- The introduction: this part includes user interface design, user experience design, the
relationship between Ul and UX, and the Process of Mobile App Designing.

2- UI process: this part covers theoretical and practical sections as well as tools and
publish sections which are the core of the course.

3- Ul case studies & UI best practice: this section includes some suggested cases and Ul

best practices (General best practices for medical Ul mobile app design, choosing a
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medical app to study, and using (the UI checklist tool) to evaluate UI mobile app
design)

4- Final project: this part suggests that at the end of the course, there will be a final project
that reflects what the students learned from the course. At this stage, the teacher
provides students with the requirement for designing the app whereby Students should
use the ready-to-use free material for the portfolio section to present their work as well
as make live discussions to present all students’ projects and review them after the
students finished.

The final draft of the syllabus adheres to the design principles discussed in chapter
two. In short, the syllabus has the structure principle. According to this principle, the user
interface should be clear and arranged with meaningfulness; however, it can also apply to
models that are familiar to users (Constantine & Lockwood, 2001). It also has the
simplicity principle, which advocates that simplicity is the key to making applications more
appealing and more user-friendly by simplifying tasks for users (Blair-Early & Zender,
2008). In addition, the final draft does not have overwhelming options that may distract the
students, which is consistent with visibility principles as advocated by Bhaskar et al. (2011)
and Constantine and Lockwood (2001). Additionally, three other principles were
considered in developing the syllabus: feedback, tolerance, and reuse (Constantine &
Lockwood, 2001). The feedback principle suggests that the user should be aware of the
system’s state at all times so they can anticipate the next step or take corrective action if
needed. Meanwhile, the tolerance principle encourages flexibility and reduce the user’s
mistakes. Lastly, the reuse principle allows users to use components from previous design
solutions instead of building everything from scratch. All these principles are considered
in the syllabus to make it easier for students to understand the process and get the most out
of the course.

In addition, the final syllabus considers the balance between covering theoretical and
practical knowledge to students during the course. This provides students with an
understanding of the concepts, as well as a chance to practice what they have learned.
Moreover, the syllabus has an effective evaluation system that is consistent with the course
requirements and focuses on the evaluation of students’ performance on the course’s

objectives. This evaluation system will help track students’ performance and identify any
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areas of improvement. Lastly, the syllabus gives students the opportunity to present their
projects at the end of the course, which allows them to apply their theoretical knowledge
in real-life situations. This design of the syllabus is in line with the theories that inform the
syllabus design, such as sociocultural Learning Theory, which postulates both theoretical
and practical learning. According to Kirshner et al. (1997), this theory emphasizes that
knowledge and action are not separate. Knowledge is valuable when it is applied. As a
result, theoretical and practical knowledge are both valuable.

In addition, the rigour of developing the syllabus stemmed from using another
theoretical foundation which is the ADDIE Model (Reinbold, 2013). This instructional
design model states that the design process should start with analysis, followed by design,
development, implementation and evaluation (Nadiyah & Faaizah, 2015). This model was
used to structure the syllabus by first identifying the needs of the students and the objectives
of the course. This was followed by designing activities that meet the objectives and are
appropriate for the students. The development process varied from providing lecture notes,
finding sources of information, and creating assessment tasks. The implementation process
used the course delivery system, allowing students to access the material and activities
online. The evaluation process used a system of formative and summative assessment tools
to track the students’ progress. Furthermore, the syllabus has been designed to ensure that
it is able to accommodate any changes or modifications that may arise. This is to ensure
that the course is able to meet the needs of the students and course objectives in the long
term.

Apart from the above, the final syllabus also followed the principle of the SAM
model of instructional design (Allen & Sites, 2012). This model focuses on the two main
elements of motivation and rehearsal. Motivation is addressed by providing students with
an engaging course, while rehearsal promotes the application of knowledge and skills.
Additionally, the syllabus included topics and activities that were relevant to the student’s
needs and the course objectives.

Second objective: Evaluating the effectiveness of a new experimental syllabus for
teaching user interface mobile app design to students in order to improve it.

After developing the first draft of the syllabus, the syllabus was evaluated by

students. Overall, students were very positive about the program (syllabus). Students
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gained practical knowledge through the training program, proving the program’s
effectiveness. It also found that the program was greatly beneficial to the majority of
students’ design knowledge and skill set. Students learning about the design process was
enhanced by the free materials. In addition, students appreciated being able to complete the
course at their own pace by taking the course online. In conclusion, the majority of students
preferred online training in the future, indicating their preferences. The syllabus was found
to be much more effective than the traditional methods. Furthermore, the program helped
students gain a better understanding of the mobile app design process, which is essential
for the success of their projects. The fact that all participants rated the program favorably
is a testament to the fact that experimental syllabuses can be successful and beneficial to
students in terms of learning user interface mobile app design.

Ultimately, the evaluation shows that students prefer online delivery in this type of
course over face-to-face interaction. This result is contradictory or partially agreed with
prior research about the preference of students to take courses either face to face or using
a hybrid approach (Beebe, Gurenlian, & Rogo, 2014; Patano et al., 2021; Ramani, 2022).
This can allude to the fact that students are more comfortable taking courses online, and it
allows them to be more productive in their studies. Moreover, the use of technology in the
program was an added benefit, as it enabled students to access the material and practice on
their own time. Finally, the lack of physical interaction with the instructor did not seem to
hinder the learning process, as some experts have suggested.

Third objective: Evaluating the graphic design student’s level in designing UI Mobile
App before and after the new experimental syllabus.

We achieved this objective by evaluating the four delivered students’ projects
separately as well as overall experts’ perceptions based on students’ projects. According to
the experts, the student’s final projects presented excellent to very good results, indicating
that they were satisfied with them. According to the answers, the first two projects were
highly evaluated compared with the last two, and redesigning projects requires more
expertise, according to the experts. Additionally, it was found that students should be asked
to design new project designs with new design identities and user experiences in the future.
It may be necessary to delay redesigning projects until a later stage. Creating better

Behance presentations will require experience and more reading.
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Furthermore, some design elements might not appear proportional to one another
because they were designed on a computer screen, which is not how they appear on mobile
devices. Students can solve this problem by learning how to download and use Adobe XD
on their mobile devices to view the designed elements proportionally to each other. Also,
the students did not use ready-to-use material throughout the whole project, so in the future,
it is preferable to ask them to adhere to each store’s recommended sizes. In this line, S. M.
Johnson (2020) asserted that on the importance of the availability of ready-to-use materials
in every training course like a video, working paper, audio or any suitable material
depending on the nature of the course

Problems with the user experience indirectly affect the project’s final results. Two of
the redesigned projects demonstrated this. Ideally, students should first acquire a basic
knowledge of the user experience of mobile apps to guarantee the integration of UI & UX.

Overall, the development and evaluation stages are in line with design-based research
(F. Wang & Hannafin, 2005). The experimental syllabus showed to be successful and
beneficial to students in terms of learning user interface mobile app design, and the
student’s final project results confirmed it. The evidence gathered revealed that students
should be taught the importance of UI & UX integration, along with related topics such as
design principles, layout design, typography design, and working with ready-to-use
material. In conclusion, this study provides evidence that an experimental syllabus that
focuses on user interface mobile app design can be an effective learning tool for graphic

design students.

6.4 Contributions

This study contributes to the field in three different ways: theoretically, practically, and
methodologically. Additionally, this study contributes to practical fields and interests such
as universities, online teaching websites, and freelancers. As a whole, this study provides
a valuable means of integrating many disciplines and represents a pluralistic approach to

research that is desirable.
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6.4.1 Theoretical contribution

The study contributes to the field of curriculum development by using the Needs
Analysis theory to identify the needs of learners and society in order to develop an effective
and relevant syllabus for Ul mobile app design. The study also contributes to the field of
Ul design by highlighting the importance of differentiating between specialized mobile app
design and general UI design and by incorporating best practices from experts in the field
into the final syllabus. The study also contributes to the field of education by introducing
a new experimental syllabus that uses a modern measurable learning procedure. In
addition, it presents a research-based approach to teaching user interface mobile app design
that can be used in other contexts. This study provides explanatory knowledge by
answering questions of “why”” and “how”; it helps to explain why a situation has occurred
or why an object behaves as it does. As an example, students who are studying graphic
design are performing poorly due to the current syllabus not taking the market into account.
This is because they are focusing solely on designing mobile applications without enough
attention to user interface design. Furthermore, the findings of this study could be used to
inform future research on user interface mobile app design, along with other areas of

graphic design.

6.4.2 Practical contribution

This study also offers practical implications. The study provides a practical syllabus
that can be used by universities to teach UI mobile app design as a part of the bachelor’s
degree in UI design, which can help bridge the gap between specialized mobile app design
and general UI design. The study also provides a set of best practices for Ul mobile app
design that can be used by designers and developers in the industry. Furthermore, the results
of this study can be applied to other design courses in higher education. Such courses can
benefit from the experimental syllabus proposed in this study and the research-based
approach to teaching user interface mobile app design it presents. Additionally, the results
of this study can be utilized to create more effective and efficient learning materials.

This study can also have practical implications for universities, online teaching
websites, and freelancers. By learning the main components of the user interface mobile

app design, these users can create more effective and efficient user experiences.



90

Furthermore, this study can inform how current syllabi and teaching methods should be
revised to accommodate the needs of graphic design students best. This study can also

provide valuable information to practitioners who are designing user interfaces and mobile

apps.

6.4.3 Methodological contribution

The current research contributes to the field of design-based research by using the
methodology to design, develop, and evaluate a new syllabus for teaching UI mobile app
design. It also provides a clear and detailed description of the design process, including the
different stages of the research, the data collection methods, and the analysis and
interpretation of the data.

The study contributes to the field of design-based research by using a cyclical design
process that allows for iteration and improvement of the syllabus based on feedback from
experts and pilot testing.

The study contributes to the field of design-based research by providing an example
of how design-based research can be applied to the field of education and curriculum
development. The study also shows how design-based research can be used to bridge the
gap between theory and practice in the field of Ul mobile app design. The study also
highlights the importance of involving experts and practitioners in the design process and

how it can improve the quality of the final product.

6.5 Limitations and future directions

The study has several limitations that can be addressed in future research. Designing
smartphone application interfaces is one of the relatively new fields that are intertwined
with the development of technology, making it a constantly evolving and changing
specialization. The designer and the teacher must keep up with this development
continuously, requiring more effort on both sides. Due to the spread of Coronavirus, which
made face-to-face educational methods unworkable, as well as the lack of cooperation from
some universities or their lack of time commitment, the program was difficult to implement
in Jordanian universities at the start. Therefore, the results of this research may need to be

re-evaluated in the future in order to keep up with the changing technologies and students’
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needs. Similarly, more research should be conducted on teaching methodology in order to
make sure that the syllabus is effective and meets the needs of both students and instructors.
In conclusion, this study provides a valuable method of teaching user interface mobile app
design that can be beneficial to universities, online teaching websites, and freelancers. This
study also shows that there is still much to learn about how best to teach the subject, and it
emphasizes the importance of constantly adapting the syllabus to keep up with the changing
technology and students’ needs.
Future directions:
e Making further additional developments in the program, particularly the practical
section
¢ Enhancing the filming process, making it more YouTube-style and professional
e Making a video where the trainer analyzes and provides detailed constructive
criticism on a successful app
e Creating educational content in Arabic for designing UI mobile app
e (Gathering all educational material and converting it into a blog or book
specializing in UI mobile app design.
e Developing a more specific second course of the program or another research
section aimed to cater to the higher education students' needs
e Before enrolling in our training program, students must first complete a user
experience-focused training program
e Creating a specialized training course for Ul mobile apps mandatory for students
without prior design experience
e Developing a simplified training program for UI mobile interface apps aimed at
adolescences
e Creating an Arabic-language glossary of the terms used in UI mobile app design
To compare successfulness, it is recommended that the program be completed in

person, as this one was delivered online.
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6.6 Conclusion

The study identified a gap in specialized courses on Ul mobile app design as a part
of the bachelor’s degree and used the Needs Analysis theory to conduct a thorough analysis
of the needs of the learners and society in order to develop an effective and relevant
curriculum. The study also found support from previous studies that also highlighted the
need to develop a new syllabus for graphic design students that focus on UI design. The
research objectives were fulfilled by building a new experimental syllabus for teaching
user interface mobile apps with a modern measurable learning procedure, which includes
four major components: the introduction, UI process, Ul components, and project work.
This syllabus was evaluated by the students and experts in the field and showed a positive
outcome. It can be concluded that this syllabus is capable of meeting the needs and
demands of students, universities, and industry professionals. Moreover, the results of this
study can be used to improve existing teaching methods and inform future syllabi. Thus,
this study demonstrates that proper education in UI design is necessary to keep up with the

rapidly changing digital world.
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Appendix (B)
Pilot Study Questions

Demographic Data
Note: this information is strictly confidential

e Gender: Male/Female
e Age: under 20/21-30/31-40/41-50/ 51-60

e Bachelor’s University name:
o Al-Zaytoonah University
o Middle East University
o Philadelphia University
o Applied Science University

e Bachelor’s Major:
o Visual communication Design
o Multimedia Design

e Level of current education:
o Bachelors
o Masters
o PhD
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Questions

Did you study any specialized academic course on:
o User Interface design
o Ul Mobile app design
o Both of them Ul and UI mobile app design

o None of them- go to No section then question 2-3-4

v yes
What is your evaluation of the trainer? Excellent - very good — good- fair - poor
What is your evaluation of the course?
Did you make a real final project after the course you take?
Did the course you take contain a ready to use free material to facilitate the design
process?
Do you think that the course was enough to enter the working market in this
specialization?
Did you get a job or promotion due to your knowledge in this course?

Is the time suitable for the size of information in the course you take?

v No

Did you lese a job or promotion due to your lack of knowledge in this course?

Did you study any (non- academic)- (free or payed)- (local or international) course
on UI Mobile app design?

v' Yes

v No

Are you interested in an intensive theoretical and practical training program

specialized in UI mobile app design? Yes —no

Do you prefer the training program to be face-to-face or online? online — face to face — no

deference



Appendix (C)
Course UL / UX Design Specialization
Name
Details bt . Comrs v orEy learm risual-alements-ps er-inberface-desimrEylabos
*  Ahout the course:
There are four Courzes in thiz Specialization
Vizual Elements of User Interface Design (16 hours)
UX Design Fundamentals (13 hours)
Web Design: Stratezy and Information Architecture (12 hours)
Web Design: Wireframes to Prototypes (41 hours)
=  Offers by: Califormia Institute of the Arts
* Instructor: By Michael Worthington & Foman Jaster
» Time: Vizual Elements of User Interface Design (16 hours)
*  Price: 7-day Free Trial $19 USD per month to continue leaming after trial ends.
Syllabus | | Week Title Content
Weelk—l | Cousaznd Trroduction to Week 1
Specialization Coursa Infroduction
Ornoerview Why Peer Ravien?
Peer Feview Tips
How to apply feedhack
What IS a mser What iz a User Interface?
interface syway? | The Felstionship Between UL and T
Raoles in ULTTX
A Brief Historical Overview of Interface Diesizn
Interface Conventions: Theory
Interface Coaventions: Application
Templata vs Content
Apsthetics & Fonctionality
Week—? | Fommal Elements | Ieroduction to Week 2
of Interface Design | Dasizn Bafore Desizn
Laoak and Feel
Lannzze as 2 design tool
Color and Shape
Imagery
Typograghy
Tcoms
Week—3 | Actve Elenens of | Inrodaction o Week 3
Interface Design Static to Active
Functionalin:
Speed and Style
Composition and Smicnre
Burttoms
Mot Buttons
States and Chamzesz
Weekd | Composing the Temoduction 1o Wesk 4
Elements of Tmvisitle Complexity: Making a Whole from Mamy Parts
Interface Design | Hiesarchy of Camtent

Conventions and Expectations
Btructure end Grids

Platforms snd Screen Sizes

Puntting it All Together: Slice 'n' Dice

104



Course | UL'UX Design Career Track
ame
Details hitps: AdF84 10 sprmeboznd comuploadsTesources TRES0EITIE T TOX Desizn Career Track Syllabus 07 I8 J0RTpdf
*  About the course:
Springboard’s UL'UX Design Career Track is designed to train you on job ready ULTUX skalls,
including core design principles, tools and best practices
+  Offers by: Springboard’s ULUX Design Career Track
+ Time: UL'UX Desizn Career Track — 9 months — 700 hours
UX Career Track — 6 months — 350 hours
Syllabus | | Week Title

Foundations of | 1. Ul and UK Dezign Eoles and the Skills You Meed to Land Them 2. UT ws. 173 Diezizn 3.

Dezi Deazign Tools: Sketch, Figma, and Adobe XD 4. The Core Stages of Desizn Thinking A Empathy
b. Define c. Id.eated.Prwbcvh'pee Tast 5. Dhvergent and Comvergent Thinking 6. Bramstommungs
and Game storming 7. Obzervational Empathy

Conducting 1. U Eessarch Methods and How to Chooza the Fight One for Your Work A. Generative

Feszearch Fesearch b. Secondary Research ¢, Competitrve Ressarch d. Quantitative Fesearch o Cualitative
Fesearch 1. Competitrve Usability Testing 3. Usability Heuriztics 4. Fesearch Plans 5. Fecruiting
Uszars with Screanar Surveys 6. Conducting Interviews 7. Synthesizmg Tour Research 8. Empathy
Mapping 8. Creating Personas 10, Writing Problem Statamants 11. Creating Joumey Maps 12.
Prezenting Your Svnthesized Fezearch to Staksholders

Dazizning, 1. Solution Ideation 2. Craating User Stories 3. Information Architecturs a. Wavigation b,

Id=ating, & Sitemaps c. Uszar Flows d. Content through Card Sorting

Information

Architectura

Foundations of | 1. Visnal Principles a. Balance b. Scale and Proxinuty o Alizmment d. Visual Hierarchy e

UI Dresign Eepetition f Contrast g. Megative and Implied Space b Color Theery 2. UL Principles a. Usability
Hauristics b. Ease-of-Uza ¢. Consistency d. Prograzzive Disclozure 2. Eeducing Cognitive Load £
Information Hierarchy g Space Distribution h. Discoverability 1. Feadback — Error and Success
Fesponzes 3. U1 ts 4. UL Patterns 3. Material and 108 Guidelines 6. Interaction Behaviors
andPrin.r.iplE. 7. Degigning for the Di Ferwt States B. Understanding Brand Platforms 9. Using
Brand Platforms to Define a Product’s Visual Style 10. Developmng Design Systems 11. Style
(Gudes a. Lego b Color Palsttes o Fonte d. Grids e. Iconography £ Photography and Imagary

Sketching & 1. Sketching Principles 2. Sketching Fad Foutes 3. Guarilla Usahility Tasting 4. Responsive

Wirefaming | Desizn 5. Wireframing 6. Creating Wirsflows,

High-Fidelity 1. Inchisive Design and Designing for Accessibility 2. Buldmg High-Fidelity Mockops 3.

Deszizn Dezignmg Efficiently with Tools 4. Interaction Patterns 3. Anmmation tools 6. Desizning
amimations and interactions

Prototyping & 1. Buldmg a Prototype 2. Conducting Usability Tests 4 Femote Uszability Testmz 5. hModerated

Testing Uzability Testing 3. Other Evaluative Uszar Fazearch Methods 4. Svnthesizing Tast Fmdingz 3.
Prototype Iteration

Commnmication | 1. Collaborating and Commmumcating with Developers 2. How to Prepare for Handing Off Designs

Best Practices 3. Handoff Tools hike Zeplm 4. Presenting Your Work to Different Stakeholders 5. The
Components of an Effactive Presentation 6. Creating a Case Stody 7. Recerving and Giving
Feadback 8. Email and In-Person Commmmication 5. Prorntization and Time Manzgement
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Special Topies | 1. Product Tvpes: Best practices and solutions 2. Ecommercs & Browsing b, Soctal Madia &
Mleszaging o Dazhboards & Data Dazign 4. Mueie & Wadia e Business-to-Busmaszz and
Businsss-to-Consumer Produets 2. The Povehology of Design A Persuazive Desizn B.
Amticipatory Design C. Ganufication and Behavaor Changed. Dark: Patterns 3. The Busmazs of
U a. The Product Life Cyele b, Werkang wath Constraints ¢ Competitors and Success Crtena d.
Competitive Fesearch

Career 1. Tvpas of UL Folaz 2. Job Saarch Stratagies for the ULTUZ Industry 3. Bulding a Matwork
Componants and Uszing It to Land Interviews 4. Creating a High-Cality Resume, Linkedn Profile, and Cover
Letter 5. Preparing for Techmical and Monteclnical Intarviews 6. Successful Nagotiation 7.

Building Your Portfolio

Building a Eefina your caze studies and get your work portfolio-ready # Write an engaging bio and ereate 2
Portfolic perzonal logo ® Buld vour porifolio site # Critigque and review your portfolio




Course | Mobile Development Platforms & Mobile Design Course Syllabus
E:::fls itps/ e acadenna edS 1330 okale Deselopment Tlottome _and Llobile Desizn Coarse Syliame
+  About the course:
This course 15 offered through the CIT department at BHCC
=  Offers by:
Bumker Hill Compmmuty College Online Programs
+ Imstructor:
Bunker Hill Community College Onling Programs
Syllabus »  Syllabus:

Leszon 1: Infro to Mobile Development Platforms

Leszon 2: Infroduction to Developing Content & User Centerad (UX) Approaches
to Mobile Application Desizn

Leszon 3: Web and native applications

Leszon 4: Creating an Information Architecture Systemn Design For Mobile
Applications

Leszon 5: Understending the User Interface & Creating A Prototype Graphic
Leszon 6: Mobile Marketing & Advertising

Leazon 7: Mobile App Market Evaluation & Distribution

Leszon 8: Mobile Application SWOT Analysis

* Strength point we can take benefit from:
Android and 108 Developer Gudelines
MNative App vs. Mobile Web App: Which Mobile Stratesy Is Right foa My
Business
UI Differences between Android and 105
Android Launch Checldist
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Course APP DESIGNTRAINING COURSE
Name
Details https - e raininsdrason ooonk mobile-web-app-desimn-conrse-traiming
»  Offers by: Training Dragon
+  Imstructor: Bunker Hill Commumity College Online Programs
s Price: £430
Syllabus 1. Creating The concept for Mobile web design iPhone app vs hobile wabsita

[
v

ol

O oo oo oD oo

o o o

(=1

G

[ T I O T T T w T T T

Wireframe for Mobile web desizn Create 2 prototyps for vour app

Creating a mobile website design
Dinnenszions for vour Photozhop file
Mobile web design specification

Creating layers

Usmg mohils webaite Photoshop templates
Adding Text

Deszign backzround

Dezsign Navigation

Creating Lzt views

Creating buttons using Illustrator

Creating a mobile app desizn

Dimengions for vour Photoshop file
Phone app specification

Creating layers

Uzing iPhone Photoshop templates
Addimg Text

Dezign background

Design Navigation

Creatmg List views

Creatng buttons using Hlustrator
Phone app specifications
Producing Asssts for Mobile developers
Slicing images

Slicing buttons

Export formats

Projects in Mobile Design Course
Project]l: Create a2 mobils web desizn

Projact?: Create 1Phons app dezizn
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Course
Name

Product Design (UL'UX) Bootcamp

Details

httpsdesiznenp. ooV product-desizp-ni-uw-bogtcamp
*  About the course:
Our program is an immersive, taillored experience designed to give you the
kmowledge, skills and 1:1 support you need to become a successful UL'UX or
Product Designer.
Offers by: Designarlp.
Instructor: Elizabeth Alll and Enic Alli
Time: 3-6 months on average
Price: $1497-$1997

Syllabus

Module 1: Course Introduction

Module 2: How to Think and Communicate
Module 3: UX Research and Design
Module 4: Business and Product Strategy
Module 5: IA and User Interaction Design

Module 6: Design Fundamentals and Brandmg

SO NN N NS

Visual design — mepiration and mood beard — eolor — typography — magary —eons —
buttons — loge — layout — composition and znd

v Module 7: Usabihty Principles

o & prmeiplas of interfaca design

f Gestalt principlaz m UT desizn

Usability haunstics m Ul design

Module 8: User Interface Design

Module 8: Designing the MVP

Module 10: Optimizing your Workflow

Module 11: Capstone / Final Project

[m]

=]

A N




Course | Introduction to UI Design
Name
Details bittps:/faarw. coursera.ore leam/ni-desien Tspecializ
About the course: This course s part Dfﬂl& User Iﬂte:rfar.e Deslgﬂ Specialization.
Offers by: University of Minnesota
Time: 14 hours
Price: 7-day Free Trial $49 USD per month to continue leaming after trizl ends
Syllabus Introduction and Overview

oo oD DD o0 DD 0RO D000 0000 = e

0o D 0D 00 00D 00 0 WO

Infroductory Panel: Ul Design and Why it Matters
Infroduction to the Specialization, Courses, and Capstone
User Interface Hall of Fame / ShameSm

Case Study #1: Ul Disasters, mcluding GPS fails

Casze Study #2: Corporate Value: Citibank ATM

Casze Study #3: Microzsoft Office 2007 Ribbon

Caze Study #4: International Children's Digital Library
Caze Study #3- Taxes and Tickets

Case Study #6: AuBnB vs. Couch Surfing

UI Diesign Process

Design Process Infroduction

Dezipning to Address a Problem wio Solution Ideas
Dezipning for a knowmn solution direction

Designing to iterate on/improve an existing solution
Common Elements

Uzability Engineermg and Task-Centered Approaches
Usze Cases, Personas, Tasks, and Scenarios

Infro to Design-Centered Approaches

Dezipn-Centered Methods & When They Work Best
Pulling it all Together: Best from Each; Practical Techmiques for somecne who
1zn't a tramed designer

Azsignment Video: Tasks and Scenarios

Pzychology and Human Factors for User Interface Design
Infro

FEitts' Law

Short- and long-term memory, attention

Perception and visnalization, hierarchy

Mistakes, Errors, and Slips

Conceptual models

The Gulf of Execufion and the Gulf of Evaluation

Design Principles: Visihility, Feedback, Mappings, Constramts
Interacting beyond mdividnalz (social psychology)
High-Level Models: Distributed Cognition, Activity Theory, Situated Action
Aszsionment Video: Interface Critiques

Pzychology and Human Factors

Infroduction and Crverview

Infroductory Panel: Ul Desizn and Why it Matters
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Course
Name

The complete online video course

Details

Tt learemi dasizn

About the course:

The Learn UT Dezipn course is chocked full of live video demos. Watch as we
generate dozens of lavouts, elements, color schemes, and more. From blank canvas
to fimished dezign, vou will see how the process looks at every step of the way.
Time: 30 hours

Syllabus

DD 000D ~N0000 0000 SO0 00000 Wd W) o000 00 MO OO0 0000 e

Infroduction to Sketch

Infroduction to Fizma

Setting Up Your Workspace for Ul Design
How to Bmld Your Design Gut Instmct
Starting a Project: Brand & Goals
Ways to Design Above Your Level
Finding & Uszmg Design Inspiraticn
Fundamentals

Infroduction: Analyzing Aesthetics
Alignment

Spacing

Consistency

Sizing

Smplictty

Lighting & Shadows

Color

typography

User interface components
Component Libraries I- Controls
Component Libraries II: States
Vector Iustration

Icon Design

Photography & Imagery

Lists & Tables

Charts & Data Visualizations
Digital platforms & paradizms
Responsive 1T Dezsign
Designing Wulti-State Screens
Accessibility

Owerlaymg Text on Images
Tnmcating Text

Mobile: 108

Mobile: AndroidMaterial Design
Grids

Compmumicating design
Creating a Design Portfolio
Fmding Clients

Click-Through Prototyping
Presentng Your Designs
Developer Handoff
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1. User Experien

=)

+  Ahout the course:
The Leam UI Design course iz chocked full of live video demos. Watch as we generate dozens of

layouts, elements, color schemes, and more. From blank canvas to finished design, you will see
how the process locks at every step of the way.
+  Dffers by: Experience Haug
+ Imstructor: Experience Hayg team

ce & Interface Design

o -wi-gnline-coursa’

+  Time: 10 weelks
+  Price: £990
Weok 1 Woek I Wk 3 Wosk 4 Weak §
Waduile 1
Lourss Cmprataon Modula
echuciion. §o PFroduct Desgn mml” N & -_“I . L' S
Camign Thariung & B 3 ot - Jatw T fa Dora
I B R umn-:un“ Poiwai — . -
Chand Project el Ouscumssa [ — Live Co-Crashion of Peronss Werrkatop Cleig e & 1P
& Emosivy lisp Wi of L Hanmarch
Wit T ™ 4 Frkris. Maddiil B
L o T I - R
Hasaanh Malom .I:.L“”ul - i Wi o g | Crplinal Lrvw (o Iisraicrm
A s s Exparience filnrpinurdng
Srenra Sy A A Comal gy
P of Liner & Flakaaider ]
Iy
Weok § Weoek 7 Weok § ‘Woek § Weeok 10
Mk 15 L2 A
Irrhechion W Wiedamery Typograptty & Uss of Forts Wastule 14 Maaule 17
Lo by Hgh Fidasty Winual Denigh Banscn & Procpies Unality faalvyg Final Praiarialao
ity [eaagn fiynberma Tani feerarss Ll L] flmhitankle | ot
Rl Profotyjsse Hnjisrmnn wegn It Feedbas Proeniaion Cink Haal Sl
Disagn Traas. i ae e il v o Linatsity Toatrgy
Misibalis 13 [Tt
Mhssiule 11 Presctyping Moule 1§ Marms (s ina | " £ P Courne
gl Weeh g Prwgarrsg lor Unabisty Tewing Umatdy featryg Lane Shxbon
e Laryouts & Aboads | Frames Hromprstadcan Prapanatan A n Live Linabiity Tosts Ferviow of induatry Portioson
Live (g Comatormion i Figma | Fundamentsn of Siorelng Faadtach Priooimalion L
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Course
Name

UT Design Program

Details

bittps:/fcareerfoundry. com'encourses hacome-a-ni-desimer conrse-details’

Ahbout the course:

A learning experience that’s as rigorous and n syne with the industry as it is suited
to beginners and ypskillers alike.

Offers by: Caresrfoundry

Instructor: Cargerfoundry team

Syllabus

o "o ®0 80 %0 80 80 8D WD RO 8 |

1\‘

o0 o0 0000000

Intro to UI Design

What Is UI?
Understand the role and responsibilities of 2 Ul designer.
Introduction to Your Design Tool
Learn the interface and basic functions of either Sketch or Adobe XD (your choice).
Worlang with Layers & Shapes
Use shapes and layers m yvour design tool fo create sereans for an app.
Point Types & Boolean Operations
Use shapes m your design tool to create icons for an app.
Visual Design Bazics
Learn some fimdamental principles of visnal design and apply them fo an app.
Worlang with Text
Explore text styles and apply them to an app.
Advanced Design Tool Features
Get to know your dasizn tool even better and ereate a layvout to buld an app 1con.
Pixel Precision
Apply principles of pixel precizion to Ul elaments,
Previewmng Your Work
Learn how to nse differant design preview tools.
Preparing Your Werk for Handoff
Get vour work ready to handoff to developars.

TT Immersion

Introduction to Dexign Principles
Learn design theory, principles, patterns and medimms and use them fo dazizn a mobile app
from seratch. Here's what vou'll leam:
Deszign Principles & Heunstics
Consistency m Desizn Patterns
Wireframes
Intro to Gnds
Layout Design & Spacmg
Ul Elements & Hierarchy
Symbols & Iconography
Evoking Emotion in UT
Text & Typography in UI

Ising Color m U1
Platfams & Devices

User Expenience Design Process
Incorporats bazic principles of user experience (U7X) desizn to sobve Ul design problems,
then conduct user research and creats usar personas. Here's what vou'll leam:
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Course
Name

UI Design Program

Details

52 e :
About the course:
After 4 weeks you'll improve your visual design skills in areas like color and type,
learn how to identify and mimie key design patterns, and finish off the course with
a high fidelity prototype to show off all your newfound lmowladge.

Offers by: Design lab
Time: 4 waeks
Price: $399

Syllabus

0o s|ls = =

WEEE 1

Getiing Started

Start by famihanizmz vourself with what Ul Design 15, where it onpmates from, and what
are somee common tools and principlss tools that the fisld reliss on.

Interactive Patterns

Learn how to recogmze common design patterns and best practices for creating vour own
I components within a design system.

Brand and Identity

Leamn how a product’s brand affects the design process and how to form vour work
according o 2 shrict zet of style mles.

WEEE 2

Visual Hierarchy

Understand how the order of elements on a page affects how a user views and mieracts
with it.

Layouts and Grids

Learn how to create vizual alipnment and harmony by uhlizmg grids.

Responsive Web Design

Examme best practices for ereating desipns that seale across different devices, wiewports,
and display resclufions.

WEEEK 3

Color

Learn how color can affect the look and feel of 3 product and its interface.

Typography o _

Look at different type classifications, styles, and leam how to choose the nght typefaces.

Icomography
Learn how to uss weons to craate hisrarchy, highhight mformation. and help exprass

mezning in a product.

Prototyping

Create your very own high fidslity prototype and leam more about rapid iteration.
Handoffs

Frush the courze by learmng how to hand off desipns to other members of a product team.
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Desipn Processes

User Peychology

Conducting User Research

Creating User Personas

What T2 T.ean TTX?

Gathering Requirements

User Flows & User Flow Diagrams
Exploratory Sketching & Rapid Prototyping
User Testing

Pun Uuliv Prepaation Exe cise

Uszer Interface Diezign Process

Create a workflow for your app and design a mood board, mockups, and the
primary screens for your app. Here's what vou’ll leam:

Finding Inspiration

Building a Mood Board

Primany & Sevombary Aclions

AR & Preference Testing

Pezponsive Dezign Patterns

Responsive Grids & Frameworks

Creating a Style Guide
Reviewing & Critiquing
The Feedback Loop
hockups

Mobile App Dieoign for 108 and Android

Wireframe and desizn a complete mobile mesting manapement app and’or an app of your
choies for both 105 and Androad. Here's what vou'll leam:
Mobile Platforms: 105

Mohile Platforms: Android

hdubile Desipn Pallerns & Tremds

Leaming from Others

Bame App Structurs

Sounds & Physical Feedback

Mobile Gesture

Building a Mobile App

Prototyping a Mobile App

Portfolio Freparation

Animation, Branding, & UL Deeign

Design an app from start to fimish, vang everything vou'va leamed m the program. You'll
also gather vour coursework and build vour professional portfolio.
Feuzing Common Components

Prototyping Animation

Bulding @ Cobwsive Brand

Lesz 12 More

Starting From Nothing

Final Project Part 2

What Makes a Good Portfolio?

Building Your Portfolio
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Course Portfolio MASTERCLASS - UX/TUI case studies
Name
Details s ndemy coml ‘course portfolio-masterclas sror~-case-gdies
*  About the course:
Lezm how to create stunning UX case studies
»  Offers by: [deny
 Instructor: o= K.
» Time:2 5 hours
Price: 525
Syllabus »  Introduction
What do you need?
Clazz outline
Introduction

¢ UX case study
What 15 2 UK casze study”
Choosing work to showease
Exampls
The power of storytelling
Turmn your T2 case study mto a story
Plan vour outhme
Watch me work: Chtlins

» Create an outline
Infroduction
Backzround Information
Process
Fezearch
Coneept
Dezign
Testing
Cutcome

»  Visuals
Layout
Watch me work: Layout
Images
Ieomz
Typography
Mockaps
Amimations Videos

s Publizh
Where to host the case study”
Fiebance
Zocial Media
How to find client=
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Course
Name

Web and Mobile Design Series User Interface Designer

Details

bt ciwcertified com'cin-certifications web-and-rmobile-desizn-s eries Awer-interface-
desiFmer/conrse-description

*  About the course:
This course introduces strategies and tactics necessary to design user mterfaces,
with particular emphasis on creating user mterfaces for mobile devices. It focuses
on teaching specific development techmgues and strategmes.

»  Offers by:
The University of Califormia has approved the CIW User Interface Designer
certification on the 2016-2017

»  Instructor: CI'W

Syllabus

# Imfroduction to User Interface Design

What Is User Interface Design?

Evolution of Web User Interfaces

Current Trends in Web Diesign

Web Dezign Team Foles and Fesponsibilities
Web Dezign Project Management

Collaborative Web Design

Creating a Web Design Portfolio

Creatmg a Plan for a Web-Based Business Project

»  User Interface Design Process

Choosing a Web Design Methodology
Creating a Web Site Vision Statement
Creatng and Implementing a Web Site Stratesy
Creating a Web Site Specification
Publizhing a Web Site

Choosing a Web Site Host

Securing a Web Site

Creatmg Ethical and Legal Web Sites
Creating a Ivind Map

Uzing Metaphors

Creating Word Lists and Mood Boards
Creating a Site Map

#  User-Centered Web Design

Uzer-Centered Web Desizn

The Cogrutive Psychology of Web Design
Personas and Usability

Accessibility

#  User Interface Design Principles and Legal Guidelines
Web Ul Diesign Principles
Visual Design Principles
Branding
Legal Issues Impacting Web Dezizn
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Course
MName

UXTT Design and Development, MLA.

Details

hitps: ey ayitedu’desreesis wi desizn and development ma
About the course:

Upgrade Your Career and Create Beautiful Ul Desizn Systems in 8 weeks.
Hands-on experiential and project-based leaming in which students actively
explore rezl-world problems and challenges and acquire a deeper understanding of

the subject.

Offers by: State university of New York
Instructor: State unrversity of New York
Time: & weeks

Price: $2.440 - 82,710

Syllabus

R R N SR L

The Fole of a Ul Designer

UL Design Worlflow

User-centric Design Process

UI Design Tools

Finding and Using Desizn Inspirations

UI Design Fundamentals

UI Design Components

Unique Aftributes and Desizn Considerations for Each Type of Website
Unigue Attributes and Design Considerations for Mobile Apps
Acceszibility Guidelines

Deesigning for Usability/ L eamahbility

Micro-Interactions

High-Fidelity Click-Through Prototyping

Create and Maintain a UT System Style Guude

UL Design Presentation Skills

UI Design Portfolic Preparation
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Color, Tvpography, Layout and Wireframing
Color

Typography

Layout

Wireframes and Mocloaps

Fesponsive Web Design

Designing a Basic Web Site

Creating a Web Site

Part 1: Creating One Site Page

Part 2: Creating the Remaiming Site Pages
Spell- and Grammar-Check the Site

Navigation Concepts

Why 15 Web Site Nawigation So Important? Site Structure, Directory Structure and
URLs

Positional Awareness

Primary and Secondary Navigation

Wavigation Elements

WNavigation Comventions and Principles

Creating 2 Navigation System

Designing and Developing a Professional Web Site

Why 1s Prototyping So Important?
Uszer-Centered Web Design
User Interface Design Patterns
Optimizing the look and feel of a Web site
Focus on Web Forms
GET and POST
Constructing a Professional Web Site
Web Framework
User Interface Libranes

/e Comtent Management Systems
Additional Web Development Tools
Web Hosting Services and Domain Names

Site Publishing, Maintenance, Security, and SEQ Strategies

Malong Sure a Web Site 1z Ready to be Published
MMamtaimmg & Web Site

Search Engine Optimization (SEO)

SEO and Written Site Content

SEO and Mobile-Friendliness

SEO and Metadata
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Appendix (D)

Summary of the chosen syllabus
After reviewing the previous Ul mobile app design syllabus, we notice these essential

points:

The available courses are not fully specialized for Ul Mobile app design; it is usually
included as a second section in UX courses or in general, Ul design courses.

Some UI mobile app design courses present the practical part such as working with
programs without a good understanding of theoretical knowledge.

The most available courses about code and programs target programmers more than
designers.

There is a lack of Arabic content about Ul mobile app design

Grouping similar feature together.

After extracting all features from the previous syllabus and grouping similar features
together.so, we can decide which is the suitable part from each syllabus we can use, edit,
or develop to carry out the new specialized syllabus for this research.

The goal of this phase is to design a syllabus that falls in line with all previous syllabus.

User interface

o

What is user interface?

Roles in UI/UX

Platforms & devices

Native app vs. mobile web app: which mobile strategy is right for my business
Ul vs. UX design

Ul principles

UX principles

Ul elements

UI patterns

Platforms and screen sizes

Google design material and iOS guidelines
Understanding Brand Platforms

UI Differences between Android and i0S

Using brand platforms to define a product’s visual style

N N N N N N N N N N RN

Developing design systems
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Symbols & iconography

Evoking emotion in Ul

Text & typography in UI

Using color in Ul

Mobile design patterns & trends
Finding and using design inspirations
Current trends in mobile app design

Usability Principles

Design

Visual design principles & visual heuristics
Intro to Grids

Layout design & spacing

Mockups

Visual Hierarchy

Layouts and Grids

Tools
UI Design Tools: Adobe XD

Library
User interface components

User Interface Libraries

For Developers

Collaborating and Communicating with Developers
Putting it All Together: Slice 'n' Dice

Producing Assets for Mobile developers

Preparing Your Work for Handoff

Slicing images and buttons

Export formats

Case study
Creating a case study
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v Studying case study: taxes and tickets

o Final project

Projects in mobile design course

o Quality assurance:
Making sure mobile app is ready to be published
v" Android launch checklist

o For portfolio
v The Components of an Effective Presentation

v" Building Your UI Design Portfolio

v Finalize the required feature for our syllabus

o The syllabus should be a mix of theoretical and practical together

o The syllabus should contain lessons to teach design programs such as Adobe XD

o The syllabus should export a final project to be productive syllabus

o The syllabus should give the students the skill to present their work in a professional
way

o The syllabus should teach Ul rules and graphical user interface from a design
perspective

o The syllabus should give the students the ability to think critically when they see Ul
screens. In addition to evaluating their work by themselves

o The syllabus should be in line with the market industry and to make collaboration

with developers
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Appendix (E)

The first draft syllabus

Introduction

o Introduction

o What is user interface design?

o The relationship between Ul and UX

o Aesthetics Vs. Functionality
UI Process
Theoretical

o User experience principles
User interface principles
Mobile app design principles
Gestalt principles in UI design
Best practice: Do/Don’t
Types of mobile app

o Application categories
Practical
o Understanding brand platform
o Using brand visual identity to define a Ul visual style

= [fvisual identity available: use the brand guidelines
= Ifvisual identity not available: try to make solutions

o Understanding types of app screens
o Understanding Ul elements
o Using animation and sound in Ul design
o Mood board for UI mobile app design
o
o

O O O O O

UI trends & technology trends that will transform the mobile app industry
Get inspirations
Tools
o Prototyping Tools: Adobe Experience Design
Introduction — Design — Prototype - Share and export - Design systems -
Cloud documents - Integrations and plugins - XD for iOS and Android
Collaboration between Adobe programs
Elaborating the wireframes into page mockups
Using Photoshop mockup to present mobile screens
o Testing Tool
Publish
o For portfolio
o Export graphics for google play and apple store
UI case studies & Ul best practice
o General best practice Ul
o Chose an app to study
o Using (UI case study checklist tool) as an evaluation system to evaluate Ul
mobile app design
Final project
o Give the students the requirement for designing the app
o Students should use ready to use free material for portfolio section to present
their work
o Make a live dissection to present all students projects and review them After
the students finished

O O O
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Appendix (F)
Expert interview

After finishing the first draft of the syllabus, we send it to five experts specializing in
different major such as Ul design ,UX Design, and curriculum experts to make an expert
interview. Which we designed to evaluate, review and develop the first draft syllabus
suggested by the researcher. The interview was done online through Email and Zoom in
Arabic language then it was translated it to English.

Demographic Data

e Gender: Male/Female
o Job Title and workplace......................
e Years of experience
o 1-5years
o 2-10years
o 11-15 years
o More than 16 years
e Level of current education:
o Bachelors
o Masters
o PhD
e Type of current work
o Lecturer
o Designer
o Both
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Give them the first draft syllabus

Questions: This interview is designed to ask about:

1.

How do you evaluate the first draft syllabus in terms of clarity and understanding
of the titles? if not? what’s your suggestion to modify it? (open/ended questions)
How do you evaluate the first draft syllabus in terms of arrangement
sequentially? if not? what’s your suggestion to rearrange it? (open/ended questions)
What areas need improvement? If you have a chance to add, remove, or edit any
part from the syllabus, feel free to mention it and write the reason behind that?
(open ended questions)

How do you evaluate the first draft syllabus in terms of to be applied at Jordanian
university? (open/ended questions)

How do you evaluate the first draft syllabus in terms of to be in the line with the
market? if not? what’s your suggestion to modify it? (open/ended questions)

How do you evaluate using adobe XD to teach the student designing Ul mobile
app? is a good choice? Why? if not? what’s your suggestion? (open/ended
questions)

How do you evaluate the first draft syllabus? (open/ended questions)

Do you have any recommendations? (open ended questions)
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Appendix (G)
The final syllabus
Introduction
o User interface design
o User experience design
o The relationship between UI and UX
o The Process of Mobile App Designing
UI Process
Theoretical
o User experience principles
o User interface principles
o Mobile app design principles
o Gestalt principles in UI Design
o Best practice: Do/Don’t
o Types of mobile app
o Application categories
Practical
o Understanding brand platform
o Determine the UI visual style
= Ifvisual identity available: use the brand guidelines
= Ifvisual identity not available: try to make solutions
o Understanding types of app screens
o Understanding UI elements
o Using animation in UI design
o Using mood board for UI mobile app design
o Ul trends & technology trends that will transform the mobile app industry
o  Get inspirations
Tools
o Prototyping Tools: Adobe Experience Design
Introduction — Design — Prototype - Share and export - Design systems - Cloud
documents - Integrations and plugins - XD for iOS and Android
Collaboration between Adobe programs
o Elaborating the wireframes into page mockups
Using Photoshop mockup to present mobile screens
Publish
o For programmer
o For portfolio
o Export graphics for google play and apple store

UI case studies & UI best practice

O
@)
)

General best practice for medical UI mobile app design
Choosing a medical app to study
Using (UI checklist tool) to evaluate UI mobile app design

Final project

)
O
O

Designing specified 6 UI mobile app screen
Preparing and presenting the project for Behance
Evaluating and reviewing the final projects by expert
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Course syllabus and schedule

Syllabus philosophy

The syllabus is designed especially for visual communication design students, taking into
consideration the theoretical and practical knowledge side by side. In addition, it is
designed to be in line with the market industry. Therefore, each student will have a final
project presented on Behance and will be ready to work directly after finishing the
course. Our main purpose is to facilitate the design process through ready-to-use free
materials, which are designed and collected especially for students. Furthermore, we do
not miss the relationship between designer and programmer. Therefore, we add a special

part called (publish for the programmer) in the publish section.

Course objectives

v" Understanding UI mobile app theoretical and practical

v' Facilitate the design process through ready-to-use free materials

v Improve the communication between designers and developers through publish
part

v' Easily work with Adobe XD to design the app screen

v" Using critical thinking not only after you design the screens but also before you
design through practicing that in case study part and check list tool

v" Prepare learners to be ready to work because the course is design to be in line

with industry requirements

Course outcome

Students will have a proper understanding of UI mobile app design, which will allow
them to build mobile app design in the right way throughout the syllabus. Therefore, they
will apply what they learn in the final project not only designing the app screens but also

to presenting the screens in a professional way to use it on Behance as online portfolio.

Course schedule
The course will be both online for lessons and live for dissections.
Time: Total of 45 Hours /8 weeks, 15 hours for theoretical lessons,10 hours for practical

part and 20 hours for final projects.
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Exclusive development

The below developments are created and designed especially for this course. As a result,
this makes the syllabus unique of its kind.

Ready to use free material:

We provide the students with all the material they will use during and after finishing the
syllabus to facilitate the designing process and to make sure that all sizes are completely
right. The free ready to use materials were designed and collected by the researcher.

Free design system kit (XD-PSD-AI).

Free icons kit.

Free English & Arabic font kit.

Free color palette kit.

Free wireframe Kkit.

Free mobile mockup (PSD).

Free presentation mockup designed to present your work on Behance. (Al)
Free template for apple store and google play promotion: (Al)

App icon — Feature images — App images.

O O 0O 0O O 0O O O

Free Video template to present your app in stores for (Apple & Android). (AE)
Free Ul case study checklist tool.

O O O

Free Google design and apple store material.
o Free mood board template
Export section:

For programmer, for portfolio, for google play and apple store

UI case study:

None of the previous syllabus talk about Ul case studies, While UX courses talk about
UX case studies. As a result, we add this section. After reviewing the general best
practice for the medical apps, all students should choose one medical app to study as a
case study. Therefore, it will be an interactive discussion lesson

UI case study checklist tool:

Creating an evaluation system for a Ul mobile app design (checklist) will support the
performance of students when they are making a case study for a medical app during the
course because they will know the specific standards to evaluate the app accurately. In
addition, it will help them later to evaluate their work by themselves by using the
checklist tool, which was developed and designed by the researcher.

Mood board for UI mobile app design:

A mood board is a visual representation of a concept design. The idea of mood board is to
organize your inspirations at the stage of creating the concept. Therefore, that will

organize ideas and will give the designer inspirations to solve any problem. In addition, it


https://itcraftapps.com/blog/auchan-app-concept-design/
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gives quick look about what the app will be like. Generally, mood board are more
common in fashion design and interior design more than UI mobile app deign. However,
in our course we will use it.

v" Free book related to UI mobile app design
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Appendix (H)
Standards to evaluate syllabus and reference for the selected criteria

What criteria should be used to develop a curriculum evaluation model?

The criteria were chosen from previous studies as a reference for the questioner of this study.in
addition, Questions were unified and distributed to suit with experts and students evaluation. In

addition, the pilot study is in line with those criteria.
1. Theoretical — Practical — Productive Criteria

The following study (Enhancing Learning by Integrating Theory and Practice) emphasizes the
importance of the theoretical criteria as well as the Practical criteria in the successfulness of the
practical result. This can be achieved through classes, academic materials, and practice in an

educational style called learning by doing.

In addition, it mentioned that responsibility is mutual between teacher and student, and it is
important to have balance between knowledge and practice. Also teacher and student to grantee

the success of any educational material. hitps:/files.cric.cd.gov/fulltext/EJ899313.pdf

The following study (exploring outcomes of a postgraduate mathematics curriculum) emphasized
the importance of the three criteria: theoretical, practical and productive in constructing the
educational syllabus. This concept was applied on a math students sample and proved its

effectiveness.

(1) (PDF) EXPLORING OUTCOMES OF A POST GRADUATE MATHEMATICS CURRICULUM. Available from:
https://www.researchgate.net/publication/332621702_EXPLORING OUTCOMES OF_A_POST _GRADUATE MATHEMATICS C
URRICULUM [accessed Nov 25 2021].

In addition to that, Kelly in his book (The Curriculum: Theory and Practice) summarize all main

criteria required to create the modern syllabus and applying it through practical criteria.

https://www.amazon.com/Curriculum-V-Kelly/dp/1847872751

The following article by infed.org emphasize on the importance of constructing the syllabus
based on theoretical practical and productive criteria all together to get an interactive modern

syllabus. https://infed.org/mobi/curriculum-theory-and-practice/

Furthermore, this study (provincial plan of training for the industrial instrument mechanic
occupation) divided the syllabus into two parts: academic and theoretical-practical of which the

syllabus was created. hitps://www.gov.nl.ca/atcd/files/app-publications-induistrumentmech.pdf



https://files.eric.ed.gov/fulltext/EJ899313.pdf
https://www.researchgate.net/publication/332621702_EXPLORING_OUTCOMES_OF_A_POST_GRADUATE_MATHEMATICS_CURRICULUM
https://www.researchgate.net/publication/332621702_EXPLORING_OUTCOMES_OF_A_POST_GRADUATE_MATHEMATICS_CURRICULUM
https://www.amazon.com/Curriculum-V-Kelly/dp/1847872751
https://infed.org/mobi/curriculum-theory-and-practice/
https://infed.org/mobi/curriculum-theory-and-practice/
https://www.gov.nl.ca/atcd/files/app-publications-induistrumentmech.pdf
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In addition, from the questioner of (Government of Newfoundland and Labrador Department of

Advanced Education), the following questions were introduced:

e Please, comment on the adequacy of balance between theory (i.e., classroom) and

practice (i.e., lab/shop/fieldwork) within the program.

https://www.gov.nl.ca/ipgs/files/forms-privatetraining-pdf-pti3-curriculum-eval.pdf

And from the questioner of (Course Evaluation Sample Questions and Survey Template)

The following question were introduced:

https://www.questionpro.com/survey-templates/student-course-evaluation-teacher-evaluation/

e How much practical knowledge have you gained from this course?

The Question that was improved by dividing the main question into sub questions to meet the

purpose of this study.

e What is your evaluation of the training program from theoretical aspect?
e What is your evaluation of the training program from practical aspect?
e What is your evaluation of the training program from designing aspect?

e  What is your evaluation of the training program from productive aspect?

Finally, the three criteria were used as main criteria used to create and measure the effectiveness

of the training program.
2. Designing criteria

The following study (Creating an evaluation system for a mobile application design to enhance
usability and aesthetics) revealed that a balance between usability and aesthetics was important.
In addition, create evaluation system for mobile applications to enhance usability and aesthetics

for stress reduction considering design principles and factors for usability

Include typography, visual hierarchy, grid-based layout, alignment, colors, legibility, buttons,
intuitiveness, simplicity, navigation, contents, attractiveness and consistency. Designers can use
this evaluation matrix, not only as an assessment for an existing mobile application design, but

also as a design tool

From this study the designing criteria was chosen as one of the criteria to create and measure the

effectiveness of the training program. https://lib.dr.iastate.edu/cgi/viewcontent.cgi?article=3751&context=etd



https://www.gov.nl.ca/ipgs/files/forms-privatetraining-pdf-pti3-curriculum-eval.pdf
https://www.questionpro.com/survey-templates/student-course-evaluation-teacher-evaluation/
https://lib.dr.iastate.edu/cgi/viewcontent.cgi?article=3751&context=etd
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From the questioner of the following study the following questions were used under the section of
aesthetic vision. (The design and implementation of the evaluation matrix attractiveness)

o The visual look of the application meets the stylistic expectation of the target audience
very well.
e There is enough variation in the visual factors to establish a sense of visual interest in the

application.
The question that was improved for our study is:

e How do you evaluate the output of the training program from designing aspect?
e How do you evaluate adhering the training program to fundamentals of designing and its

reflection on the final project?

3.  Evaluating the effectiveness of ready to use materials

University of Wisconsin—Madison confirmed the importance of ready to use materials in the
syllabus and the best material is the flexible one to suit with the nature, objectives, activities and
application of the syllabus. In addition, the study inserted a complete table of useful references,

recommendations, samples of ready to use materials. https:/designteachengage.wisc.edu/instructional-

materials/

Dr Stacey M Johnsonin an article for Vanderbilt University emphasized on the importance of the
availability of ready to use materials in every training course like a video, working paper, audio

or any suitable material depending on the nature of the course. Creating Your Own Course Materials

https://www.vanderbilt.edu/cdr/modulel/creating-your-own-course-materials/

From the above mentioned we concluded the importance of inserting ready to use materials in the
training program. Also evaluating the effectiveness of the tailored ready to use materials will be

criteria for designing the training program.

From a questioner for (Government of Newfoundland and Labrador Department of Advanced

Education, Skills and Labor) the following questions were listed: https://www.gov.nl.ca/ipgs/files/forms-

privatetraining-pdf-pti3-curriculum-eval.pdf

e Please explain whether the tools, equipment and/or supplies listed for practical
components of the curriculum (if applicable) are satisfactory for program delivery (i.e.,

do they support the learning outcomes of the program?).


https://designteachengage.wisc.edu/instructional-materials/
https://designteachengage.wisc.edu/instructional-materials/
https://www.vanderbilt.edu/cdr/module1/creating-your-own-course-materials/
https://www.vanderbilt.edu/cdr/module1/creating-your-own-course-materials/
https://www.gov.nl.ca/ipgs/files/forms-privatetraining-pdf-pti3-curriculum-eval.pdf
https://www.gov.nl.ca/ipgs/files/forms-privatetraining-pdf-pti3-curriculum-eval.pdf
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o Please explain whether there are adequate learning resources (e.g., print media, audio-

visual materials) provided for program delivery and to actively engage students.

The question that was improved for our study is:

e Did the training material contain free templets to use or any other sources to facilitate the

designing process?

From a Curriculum Evaluation questioner the following questions were listed:

https://www.sagepub.com/sites/default/files/upm-binaries/44333_12.pdf

e Materials :6- Are the instructional materials designed and organized in a manner that

facilitates teacher use? Page 870
The question that was improved for our study is:

e Do you think that the added ready to use templets has a positive effect on the quality of

end designs?

4. Evaluating the fitness of the training program for work market

In (Salford Business School in UK), syllabus are designed to suit the work market and graduate

students with excellent academic and practical kIlOWledge.https://WWW.salford.ac.uk/salford—business—school/co—

created-curriculum

In reference to LinkedIn Report, user interface design is one of the top ten growing job demand

due the increased gI‘OWth of dlgltal pI‘OdUCtS.https://careerfoundry.com/en/b1og/ui—design/how—to—become—a—ui—

designer/

From this it was concluded the importance of educational practical program to meet the working

market demand and to make this criteria the base of measuring the program effectiveness

The following question was presented in (Government of Newfoundland and Labrador
Department of Advanced Education, Skills and Labour) under needs assessment and market

analysis questionnaire: https://www.gov.nl.ca/ipgs/files/forms-privatetraining-pdf-pti2-needs-market-analysis.pdf

e Please claborate on the current local/provincial need for this type of training. Please

elaborate on the current national/international need for this type of training.


https://www.sagepub.com/sites/default/files/upm-binaries/44333_12.pdf
https://www.salford.ac.uk/salford-business-school/co-created-curriculum
https://www.salford.ac.uk/salford-business-school/co-created-curriculum
https://careerfoundry.com/en/blog/ui-design/how-to-become-a-ui-designer/
https://careerfoundry.com/en/blog/ui-design/how-to-become-a-ui-designer/
https://www.gov.nl.ca/ipgs/files/forms-privatetraining-pdf-pti2-needs-market-analysis.pdf
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The following question was presented in a questioner prepared by Ministry of Education in

Croatia: https://mzo.gov.hr/UserDocsImages/dokumenti/Obrazovanje/NacionalniKurikulum/PredmetniKurikulumi/Recenzija%20-

%20Informatika%20-%20Ujedinjen0%20Kraljevstvo%20(review-informatics-uk).pdf

e Are the proposed learning outcomes and other elements of the curriculum in line with the
European and global recommendations (e.g. DigComp, UNESCO ICT competency

framework, Better Internet for KIds etc.)?
The question that was improved for our study is:

e Do you think that the training material was sufficient and up to the level to enter the

working market in this specialty?

5. Evaluating the demand on the training g program

The main objective of this study is to measure the effectiveness of the training program as well as
the demand on it. From the pilot study, we can find the demand on such a training program, and
after its implementation on the students we can find out if they recommend the program for their

workmate or they need an advanced second part.
The following question was introduced from .... organization questioner:

o Please indicate whether the need for this type of training will increase in the future, both

locally and nationally.

Needs assessment and market analysis questionnaire (pti — 2)

https://www.gov.nl.ca/ipgs/files/forms-privatetraining-pdf-pti2-needs-market-analysis.pdf

The following question was introduced from (Course Evaluation & Improvement Survey

Questions template): https://www.questionpro.com/survey-templates/course-evaluation-and-improvement/

e Considering your complete experience with us, how likely would you be to recommend
the course to your friends and family?

e  Would you recommend this course to other students? If no, why not?
The question that was improved for our study is:

e Did you previously wish to have specialized UI mobile app design training program?
e Are you going to recommend this training program for your workmate?

e Are you going to join another advanced training program on the same subject?


https://mzo.gov.hr/UserDocsImages/dokumenti/Obrazovanje/NacionalniKurikulum/PredmetniKurikulumi/Recenzija%20-%20Informatika%20-%20Ujedinjeno%20Kraljevstvo%20(review-informatics-uk).pdf
https://mzo.gov.hr/UserDocsImages/dokumenti/Obrazovanje/NacionalniKurikulum/PredmetniKurikulumi/Recenzija%20-%20Informatika%20-%20Ujedinjeno%20Kraljevstvo%20(review-informatics-uk).pdf
https://www.gov.nl.ca/ipgs/files/forms-privatetraining-pdf-pti2-needs-market-analysis.pdf
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6. Evaluating the suitability of the training program to university education system

(for experts)

This question was created for this study because the main problem was the weakness of the
academic syllabus related to this subject. For this reason, the training material was designed to be
introduced for university students. But the researcher faced difficulties to apply it in universities,
so the training program was implemented on students online. After implementation and collecting
the results, experts will be asked only about the suitability of educational material to the academic

system.

7. Evaluating if the allocated time is suitable for the training program

According to syllabus evaluation model from university of Florida ,The researcher conclude
the importance of evaluating time suitability for the training program and consider time as a basic
criteria in creating the training program and evaluating its

effectiveness.hitps:/dental.ufl.edu/files/2015/08/20130325-All-Attachments.pdf

The following questions were introduced from (Government of Newfoundland and Labrador

Department of Advanced Education, Skills and Labor) questioner: https://www.gov.nl.ca/ipgs/files/forms-

privatetraining-pdf-pti3-curriculum-eval.pdf

e Please comment on whether the time allocated to EACH course is sufficient, excessive,

or inadequate

The following question was introduced from (Ministry of Science and Education in Croatia)

questioner:

https://mzo.gov.hr/UserDocsImages/dokumenti/Obrazovanje/NacionalniKurikulum/PredmetniKurikulumi/Recenzija%?2

0-%20Informatika%20-%20Ujedinjeno%20Kraljevstvo%20(review-informatics-uk).pdf

e Are the learning outcomes and educational content appropriate for the number of classes?
The question that was improved for our study is:

e Do you think that the time was suitable for the given educational material?
e Are the out results and final project quality proportional to the course and its time given

8. Evaluating the preference of introducing the program face-to-face or online.


https://dental.ufl.edu/files/2015/08/20130325-All-Attachments.pdf
https://www.gov.nl.ca/ipgs/files/forms-privatetraining-pdf-pti3-curriculum-eval.pdf
https://www.gov.nl.ca/ipgs/files/forms-privatetraining-pdf-pti3-curriculum-eval.pdf
http://www.studyincroatia.hr/
http://www.studyincroatia.hr/
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In a study from (Johnson & Wales University) one question in a published research asked
about the student’s preference of face-to-face compared with on line education. An exploratory

study was done to find out the ratio of preference between the two options.

Out of this study, the researcher concluded the importance of finding out the preference of
students and to include that question in the exploratory study. In addition, this criteria was

considered as a basic factor in creating the training program and evaluating its effectiveness.

https://scholarsarchive.jwu.edu/cgi/viewcontent.cgi?article=1000&context=mba_student

e What are the attitudes and perceptions of students towards face-to-face and online

courses?
The question that was improved for our study is:

e Do you prefer the training program to be face-to-face or online?

9. Evaluating the trainer

From this study (Student evaluation for curriculum and teacher development), the importance
of evaluating the trainer by the students was concluded and this criteria was considered as a basic

factor in creating the training program and evaluating its effectiveness.
https://www.tandfonline.com/doi/pdf/10.1080/10408347308000591 Terry D. Buss (1976) Student evaluation for

curriculum and teacher development, The Vocational Aspect of Education, 28:69, 19-

23, DOI: 10.1080/10408347308000591

The paper (Questionnaire design and data analysis: an alternative approach in student
evaluation of teaching) Emphasized on the importance of student’s evaluation of the trainer to
measure the effectiveness of educational process since the student is the base and core of the

educational process.

The questioner was done and improved to evaluate the trainer by the students allowing them

not only to fill the questioner but also to be partners in designing the syllabus.

This study emphasize on the importance of student’s evaluation of the trainer to measure the

effectiveness of the training program, and suggests designing a special questioner for this purpose.
https://core.ac.uk/download/pdf/148366625.pdf

The following question was introduced from (Course Evaluation Sample Questions And

Survey Ternplate) queStiOl’leI‘2https://WWW.questionpro.com/survey-templates/student—course—evaluation—teacher-evaluation/



https://scholarsarchive.jwu.edu/cgi/viewcontent.cgi?article=1000&context=mba_student
https://www.tandfonline.com/doi/pdf/10.1080/10408347308000591
https://doi.org/10.1080/10408347308000591
https://core.ac.uk/download/pdf/148366625.pdf
https://www.questionpro.com/survey-templates/student-course-evaluation-teacher-evaluation/
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e What overall rating would you give the course instructor?

e What would you recommend to improve the instructor's performance?

The following question was introduced from (Course Evaluation & Improvement Survey

Questions) questioner:https:/www.questionpro.com/survey-templates/course-evaluation-and-improvement/
e  Would you take another course taught by this professor?
The question that was improved for our study is:

e  What is your evaluation of the trainer?
e Would you like in the future to take any other training with the same trainer?
e Do you have any notes to improve the trainer performance?

10. Other recommendations

According to syllabus evaluation model of Florida University, we note the last section asking

for any other recommendations or suggestions https:/dental.ufl.edu/files/2015/08/20130325-All-Attachments.pdf

In line with that model (do you have other recommendations) was placed at the end of our
questioner and it was considered as one criteria to create and evaluate the effectiveness of the

training program.

In addition, in the official website of the Government of Newfoundland and Labrador made

curriculum evaluation questionnaire asked about:

https://www.gov.nl.ca/education/files/forms-privatetraining-pdf-pti3-curriculum-eval.pdf

e Please provide any additional comments regarding this program you feel have not been

previously addressed.
The question used in our study was:

e Do you have any proposal or recommendations?


https://www.questionpro.com/survey-templates/course-evaluation-and-improvement/
https://dental.ufl.edu/files/2015/08/20130325-All-Attachments.pdf
https://www.gov.nl.ca/education/files/forms-privatetraining-pdf-pti3-curriculum-eval.pdf
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Appendix (I)

Expert’s Evaluation

e The educational training program of Ul Mobil app design is 45 hours divided into 15
theoretical hours, 10 practical hours and 20 hours for the final project.

e The training program was free online and 26 students joined the program from 3 private
universities in Jordan: Al-Zaytoonah University, Middle East University and Philadelphia
University.

o The questioner aim is to evaluate the training program through evaluating the final
projects

e Also the training program was evaluated by the students.

e All the final projects are the first time project for students without any experience in this

field

Demographic Data
Note: this information is strictly confidential

e Name
e Gender: Male/Female
e Age:under 20/21-30/31-40/41-50/51-60
e Level of current education:
o Bachelors
o Masters
o PhD
e Job Title and place
e  Years of experience: 1-5/6-10/ 11-15/ 16+
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After finalizing the projects with the students and after the student’s evaluation, the links of final

projects and Behance were given to the experts to answer the questioner. Deep discussions and

evaluation of the final project were done individually with each one of the experts.

The expert questioner was divided into two parts: the first one for evaluating each project alone
and the second part for evaluating the syllabus through overall projects evaluation.

Part one: questions for evaluating each project alone

1.

2
3.
4

How do you evaluate the project in general?
How do you evaluate the project: applying the brand identity into UI screens?
How do you evaluate the project: Designing Behance presentation for the app?

Do you have any recommendations?

Part two: general questions

After evaluating the whole final projects as a result of the training program — each project

alone- kindly answer the following questions related to the training program

1.
2.

How do you evaluate all the final projects in general?

How do you evaluate the student level after the training program will be high enough to
qualify their entrance into the market industry?

After evaluating the final project, how do you evaluate the acceptance of the training
program?

How do you evaluate the benefits if we recommend to apply this training program in
the universities?

How do you evaluate the training program and the allotted time? 45 hours 15 theoretical
10 practical 20 final projects

Do you have any recommendations?
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Appendix (J)

Student’s Evaluation

Demographic Data

Note: this information is strictly confidential

Gender: Male/Female
Age: under 20/ 21-30/31-40 / 41-50 / 51-60
Bachelor’s University name:
o Al-Zaytoonah University
o Middle East University
o Philadelphia University
Level of current education:
o Bachelors
o Masters
o PhD
Do you work: Yes/ No
Years of experience: 1-5/6-10/ 11-15/ 16+

Questions

1. How do you evaluate the benefits you have gained from this training program?

2. How do you evaluate the theoretical knowledge have you gained from this training
program?

3. How do you evaluate the practical knowledge have you gained from this training program?

4. How do you evaluate the trainer?

5. Will you advise your workmates in this training program?

6. Will you participate in a second advanced training program?

7. How do you evaluate the training program and the allotted time? 45 hours 15 theoretical
10 practical 20 final projects

8. How do you evaluate the training program, will be high enough to qualify your entrance
into the market industry?

9. How do you evaluate the benefits of attached ready to use free material in this training
program?

10. After you finished this online training program. How do you evaluate the benefits of taking
online courses?

11. Do you prefer Any future training program to be face-to-face or online or interactive online

or there is no difference?
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Appendix (L)

Final Project

The final project was optional for students and after 26 students completed the training

program 9 of them were interested to do the final project. Only 4 of them finalized their projects

that is ready to present on Behance.

For choosing the final project questioner was sent for the students to find if they have an idea

to work on or they would like to redesign an available app at mobile store. Two students have
their own ideas while the other two prefer to redesign a mobile app.

Over 14 days and about 20 working hours the students were requested to prepare 5-7 Ul

screens for Behance presentation. While doing the project, a day to day follow up and supervision

was done through WhatsApp and e-mail for discussions and modifications.

The projects were divided into two parts: new ideas and redesigned projects. All the 4

projects were done by students with no experience in Ul Mobil app and it was their first time

project.
Final Projects
1- Eren App
About the app | Jewelry app
Behance Link | https:/drive.google.com/file/d/1vAUOy8ZQ_ijrC5PwI-tYhZrSAEywY ckE/view
App Link https://www.figma.com/proto/xAUPGtOYW2PzV6eKpohdjW/eren-app-design-AMEND-
1?page-id=0%3A1&node-id=52%3A1134&viewport=3725%2C1180%2C0.5&scaling=min-
zoomé&starting-point-node-id=52%3A1134&show-proto-sidebar=1
2- Anime sword App
About the app | Anime app
Behance Link | https:/drive.google.com/file/d/1W4nhXXDv-eOlcp8 AwixOnCOL158 1245/view
App Link https://xd.adobe.com/view/faff856a-da42-4ce4-b62e-9c6bf89bfd3d-afac/
3- Visit Jordan App — Redesign
About the Tourism governmental app
App
Original App | https://play.google.com/store/apps/details?id=com.thaer.visitjordan&hl=en_US&gl=U
S&pli=1
Behance Link | https://drive.google.com/file/d/19FP67755;TV92J6wF7tbbQWXBevIbhYL/view
App Link https://xd.adobe.com/view/a9e844ea-eeb0-4dbe-8e08-c84fe9e66act-febb/screen/34917881-7dca-
4882-a3cd-ec00ff02f7b5/
4- Cimodrama — Redesign
About the app | Free movie app
Original App | https://cd-app.com/new/
Behance Link | https://drive.google.com/file/d/11gqjoKpbjEDiZqQkZ70QIVjLgv_dlaBS5/view
App Link https://xd.adobe.com/view/8ef41448-78cb-4983-8765-55cade705fb0-dba7/



https://drive.google.com/file/d/1vAUOy8ZQ_ijrC5PwJ-tYhZrSAEywYckE/view
https://www.figma.com/proto/xAUPGt9YW2PzV6eKpohdjW/eren-app-design-AMEND-1?page-id=0%3A1&node-id=52%3A1134&viewport=3725%2C1180%2C0.5&scaling=min-zoom&starting-point-node-id=52%3A1134&show-proto-sidebar=1
https://www.figma.com/proto/xAUPGt9YW2PzV6eKpohdjW/eren-app-design-AMEND-1?page-id=0%3A1&node-id=52%3A1134&viewport=3725%2C1180%2C0.5&scaling=min-zoom&starting-point-node-id=52%3A1134&show-proto-sidebar=1
https://www.figma.com/proto/xAUPGt9YW2PzV6eKpohdjW/eren-app-design-AMEND-1?page-id=0%3A1&node-id=52%3A1134&viewport=3725%2C1180%2C0.5&scaling=min-zoom&starting-point-node-id=52%3A1134&show-proto-sidebar=1
https://drive.google.com/file/d/1W4nhXXDv-eOlcp8Awix0nC6Ll58_1245/view
https://xd.adobe.com/view/faff856a-da42-4ce4-b62e-9c6bf89bfd3d-afac/
https://play.google.com/store/apps/details?id=com.thaer.visitjordan&hl=en_US&gl=US&pli=1
https://play.google.com/store/apps/details?id=com.thaer.visitjordan&hl=en_US&gl=US&pli=1
https://drive.google.com/file/d/19FP67Z55jTV92J6wF7tbbQWXBevIbhYL/view
https://xd.adobe.com/view/a9e844ea-eeb0-4dbe-8e08-c84fe9e66ae6-fcbb/screen/349f7881-7dca-4882-a3cd-ec00ff02f7b5/
https://xd.adobe.com/view/a9e844ea-eeb0-4dbe-8e08-c84fe9e66ae6-fcbb/screen/349f7881-7dca-4882-a3cd-ec00ff02f7b5/
https://cd-app.com/new/
https://drive.google.com/file/d/1lgqjoKpbjEDiZqQkZ7QIVjLgv_dIaBS5/view
https://xd.adobe.com/view/8ef41448-78cb-4983-8765-55cade705fb0-dba7/
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