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Overview

• Mood Board Assignment

– Core Example

– Sight Differences, Deuteranopia and Protanopia

– Grading Rubric

• Interviewing Techniques

– Establishing Ground Rules and Questions

– Grading Rubric



Overview - Continued

• Final Prototype

– Assignment

– Core Example

– Grading Rubric



Overview - Students

Computer Information Systems

Web Development



Assignment

Create a mood board based on a song lyric,
poem or selection from a creative piece.

The mood board should consider accessibility
best practices and should also include one
aspect or approach you believe is unique.



An Example



Alternative 1: Deuteranopia
Perspective



Alternative 2: Protanopia Perspective



Grading Rubric



Phase 2: Interviewing

With a partner, present your mood board.

Based on your partner’s presentation, prepare a
list of interview questions as though you were to
design a prototype of a home page that follows
from their mood board.



Grading Rubric



Final Prototype

Based on a combination of your partner’s mood
board, and the interview you conducted with
your partner, create a prototype of a home page
or first screen, based upon those two artifacts.



Final Prototype: Rubric



Final Thoughts

• Mood Boards allow for practice of individual
work, and visual problem-solving

• Interviews allow for safe classroom based,
collaborative, and oral problem-solving

• Prototypes synthesize above problem-solving
techniques into a final deliverable



Next Steps

Integration with other UX artifacts as part of
Agile process

Integration with Capstone and Internship (Co-
Op) experiences
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