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Computer Science Education Week:
Teaching UX Topics in Grades K-12
User Experience: Impressions, Activities, Management, Disciplines

Keith Instone



We will talk about user experience from 4 different perspectives that can frame 
our approach to K-12 education about UX.

> Impressions people get when interacting with technology
> Activities we do to define, design, and deliver good experiences
> Management of customer and employee experiences
> Disciplines and fields of study that make up the “UX profession”
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Overview
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Everybody uses technology. People have user 
experiences.

User-centered design skills can be learned. Defining, 
designing and delivering good experiences is part art 
and part science.

Managing customer and employee experiences is big 
business. It depends on business models, culture, and 
more.

There are many paths to being a UX professional 
(depending on your goals). You can learn on the job, 
study on your own, or get a degree.



Everybody uses technology. 
People have user experiences.
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User interface: the 
buttons, controls & 
menus you interact 
with directly

User experience: the UI, 
context, content, 
expectations, etc. that 
create your impression



User-centered design skills can be learned. 
Defining, designing and delivering good experiences is part art and part science.
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Managing customer and employee experiences is big business. 
It depends on business models, culture, and more.
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https://www.workwithcovalent.com/about-covalent/


There are many paths to being a UX professional. 
You can learn on the job, study on your own, or get a degree.
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No “Licensing” for UX jobs

Lots of 
communities of 

interest 
and 

communities of 
practice
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10https://www.nj.gov/education/cccs/2020/2020%20NJSLS-CSDT.pdf 

Engaging students in computational thinking and human-centered approaches to design through the study of 
computer science and technology serves to prepare students to ethically produce and critically consume technology.

● Grade 2: Human needs and desires determine which new tools are developed.
● Grade 5: A new tool may have both positive and negative effects on society.
● Grade 8: Improvements in technology are intended to make the completion of tasks easier, safer, and/or more 

efficient.
● Grade 12: Engineering design is a complex process in which creativity, content knowledge, research, and 

analysis are used to address local and global problems.

1 Fostering an Inclusive Computing and Design Culture: Address the needs of diverse end users during the design process to 
produce artifacts with broad accessibility and usability.

5 Creating Computational Artifacts: Plan the development of a computational artifact using an iterative process…

6 Testing and Refining Computational Artifacts: Evaluate and refine a computational artifact, multiple times, to enhance its 
performance, reliability, usability, and accessibility.

https://www.nj.gov/education/cccs/2020/2020%20NJSLS-CSDT.pdf


Related stuff at dexterityux.com

Keith Instone, instone@dexterityux.com
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Thanks!

http://dexterityux.com

