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Abstract 
This position paper responds to the call for participation 
in the CHI2018 HCI Education Workshop.  In this 
paper, I describe a two-year iterative, user-centered 
design process used to develop a new undergraduate 
degree in User Experience Design.  I believe that this 
process can be leveraged to create a conceptual 
framework and user experience of the online 
community of practice to support global HCI Education.  
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Introduction 
In the summer of 2015, I was just ending a stint as 
Vice President for Research at Wilfrid Laurier 
University in Waterloo, Ontario. I knew that I  
wanted to go back into teaching, and I knew that I 
wanted to teach undergraduate students about all of 
the things that I’m passionate about: HCI, Design 
Thinking, Information Architecture,  Social 
Innovation and User Experience Design. I wondered 
if there might be a possibility to develop a new 
degree program in UX that would bring all of these 
together and I also wondered if there might be a 
need or even interest from students, employers, and 
other educators to have a degree program like this. 

 
For the next 2 years, I embarked on a user-centered 
research and design process to understand how UX 
Designers in Canada learned to do their jobs, what 
they wished they’d known when they started their 
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jobs, and how they went about filling gaps in their 
knowledge. I interviewed UX employers from large 
companies and small – across multiple industries 
including: Banking and Finance, Insurance, 
Healthcare, ICT, Retail, Education Technology, and 
Marketing. I wanted to understand how they viewed 
and staffed UX roles in their organizations, what 
educational backgrounds they typically hired to staff 
these positions, what they predicted their UX hiring 
needs would be for the coming years, and what 
knowledge and skills they hoped to be able to hire. I 
spoke with government representatives from the 
provinces Ministry of Education, and Ministry of 
Research, Innovation and Science in order to 
understand their priorities and how an innovative 
undergraduate degree in UX might fit with those 
priorities. I met with educators from high schools, 
colleges, universities and private training providers. 
I wanted to understand what was being taught and 
how and to whom.   I sat in on classes, and I 
enrolled in face to face and online certificate 
programs. Finally, but not inconsequentially, I met 
with current and former students to get a sense of 
their current interests, their concerns, and their 
future goals. 

 
As I gathered this information, I worked to design 
learning outcomes and the courses that might 
support those outcomes. I took these back to 
representative stakeholders and refined as I went. 

 
The result of these consultations and explorations is 
a full 4 year Bachelor of Design in User Experience 
Design that includes a curated array of HCI, IA, user 
research, interaction design, graphic design, 
experiential learning, critical thinking, and 

 
community engagement courses that situate and 
broaden the students’ perspective beyond 
‘traditional’ user experience design. Students may 
use their electives to minor in Psychology, Business 
Technology Management, Game Design & 
Development, Leadership, Entrepreneurship and 
Social Innovation, or Digital Media & Journalism. A 
minor degree in UX is available to students on any of 
our campuses enrolled in any undergraduate degree 
program. 

 
The program includes optional co-op education and 
a culminating capstone year where students 
complete work in conjunction with clients from 
industry, government, or community and non-profit 
organizations. 

 
 

My Background 
 
I hold a Bachelor's Degree in Radio, TV and Film and 
my Masters and PhD in Information Science.  Prior  
to my appointment at Wilfrid Laurier University, I 
held the Rogers Research Chair in News, Media, and 
Technology at Ryerson University. From 2009 –  
2014 I was the Director for Social Science Research 
in a $23M Canadian Centre of Excellence in  
Graphics, Animation and New Media (NCE GRAND) 
that served as both a research network and 
commercialization engine. I’ve held faculty positions 
at Syracuse and Drexel Universities and I also spent 
time working as a researcher at CNN, and 
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educational technology for IBM. 
 

My research bridges multiple disciplines and 
appears in the journal literature of computer 
science, humanities, communication studies, 
information management, and media studies. For 
more than 20 years, my research has focused on 
the study of how humans seek, use, share, 
manipulate, store, retrieve, and organize digital 
multimedia 
 
Conceptual Framework for an Online 
Community of Practice 
 
A starting point for the development of the UX Design 
program at WLU was the excellent work done by 
Elizabeth Churchill, Jennifer Preece and Anne Bowser 
[1,2] They described the need to address HCI 
curriculum from a multidisciplinary and global 
perspective. They highlighted the need for student 
learning to be both theoretical and experiential. And 
they identified the challenges of trying to nail down 
learning objectives in the rapidly changing world of 
computer technology.  

 
As well, the development of the WLU UX Design 
program would not have been possible without the 
generous assistance of faculty colleagues at universities 
and colleges around the world. These include faculty 
from 8 countries and a wide range of programs 
including computer science, information and library 
science, interactive art and technology, graphic design, 
game development, media and communication 
programs. People shared their time, their expertise, 
and their curriculum. They took me on tours of their 
labs and studios and classrooms and they introduced 
me to their faculty colleagues and students. 
 
And finally, the curriculum could not have been 
developed if it had not been from the input of UX 
professionals/practitioners.   

 

The work of developing my own program required that  
I assemble a global, face to face community of practice 
to help me understand the domain, the jobs landscape, 
the current state of practice, and the current state of 
research and teaching across multiple disciplines. Initial 
outreach happened through email contacts – much of 
which was enhanced and facilitated by colleagues and 
contacts who said “Do you know so-and-so?  No?  Let 
me e-introduce you to them.”  My work would have 
benefitted greatly from a single online community of 
practice that includes not only academics, but also 
practitioners from a diverse set of backgrounds globally 
including: HCI, UX, Design, Media Studies, Engineering, 
Psychology, etc.   

 
If I were to use my own experience as a starting point 
for discussion around the conceptual framework for an 
online community of practice to support HCI education, I 
would see a need to make the relationships among 
members visible.  Who are my friends, colleagues, and 
contact?  And who are their contacts and so on. 
Someone else might benefit from being able to see my 
networks and might want to reach out to me for an 
introduction to someone else.   
 
As well, I see a need to provide incentives for people to 
contribute their time, expertise and contacts.  Why did 
people help me in my quest?  What benefit do 
employers, practitioners and academics receive when 
they help one another in this way?  What are the 
extrinsic and intrinsic motivators that we might leverage 
to build a robust community that’s willing to share and 
support one another?  Buchsbaum et.al. [3] highlight a 
number of strategies used by the World Bank to support 
and enhance a community of practice in development: 
 

• Leverage technology to lower the barriers to 
engagement. 

 
• Create a Community Core Group to provide 

leadership and champion initiatives. 
 

• Link online and in-person events. 
 



• Provide opportunities for individuals to develop and 
enhance recognition and reputation through their 
participation in the community. 

 
 

 
Conclusion 
 
I am deeply indebted to all of these scholars, 
employers, and practitioners that aided me in the 
development of my own curricula and I want to give 
back. I would be delighted to participate in this 
Community of Practice to Support Global HCI Education. 
 
The HCI Living Curriculum appeals to my desire to be 
a part of a global movement to further teaching and 
learning in human computer interaction and offers me 
the chance to work through the challenges of keeping 
my own (and others’) curriculum alive and evolving 
over time. I am happy to work collaboratively to 
develop the conceptual framework for the online 
community.   
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