1  TURN OVER

ANSWER 3 QUESTIONS

1. Task Analysis

(a) Explain why it is important that system designers study users´ tasks.

[8 marks]

(b) Perform a mental walk-through of the process typically involved in borrowing a

            book from the College library, starting from the moment you enter the library

            knowing the author and title of the book, up to the point when you leave the

            library with.  Perform a task analysis and state the domain, task, goal, subgoals

            and operations you have identified.

[17 marks]

(c) What are the potential drawbacks of basing a user interface design on users´

            current tasks?

[8 marks]

[Total 33 Marks]

                                                                                                                      2    CONTINUED

2. Dialogue Styles

(a) Explain the concept of direct manipulation.  Explain how you would apply DM

             to the design of a computer-controlled lectern panel from which a lecturer can

             control facilities such as lighting and audio in the room, plus a videoprojector, a

             laptop, a document camera, a videoplayer and a slide projector.

[14 marks]

(b) Direct manipulation systems - and most other systems today - employ icons.

             What do icons usually represent, and why they are so popular with use interface

             designers?

[9 marks]

(c) Text labels are often added to icons; explain why designers do this.  What should

             a designer consider when mixing dialogue styles?

[10 marks]

 [Total 33 Marks]

3. User Studies

(a) Designers have a number of methods available for studying users.  Explain how

             you would use

             (i) questionnaires

             (ii) system logs

             (iii) observation

             to identify usability problems with an existing supermarket checkout system.

[15 marks]

(b) Focus groups have been added to the instrumentarium of HCI methods. Explain

             (i) what a focus group is;

             (ii) at which stage of the system development process it can be employed;

             (iii) for which type of system you would em ploy this method.

[18 marks]

3                                                END OF PAPER

[Total 33 Marks]

4. Conceptual Design

Norman (1986) proposed a conceptual design approach for user interfaces to

facilitate users´ interaction with the system.

(a) Describe the conceptual design approach and explain why user interfaces

            designed in this manner should facilitate learning and use of the system.

[10 marks]

(b) Explain the difficulties a designer may encounter when trying to apply the

            conceptual design approach.

[10 marks]

(c) Some design guidelines advocate the use of metaphors as conceptual models.

            Do you think this is a good idea?  Justify your answer.

[13 marks]

[Total 33 Marks]

5. Computer-Supported  Collaborative Work (CSCW) Systems

(a) What are the six dimensions which characterise a collaborative task, and which

            usability problems can arise in within each set of dimensions?

[12 marks]

(b) Explain the notion of seamless transition between different modes of interaction,

            as proposed by Buxton.

[6 marks]

(c) Apply the notion of seamlesss transition to the desig n of a videoconferencing

            system to support collaboration between geographically distributed work

            groups, and discuss implications for users´ (a) awareness and (b) privacy.  What

            could designers of CSCW systems do to counteract negative implications?

[15 marks]

[Total 33 Marks]

4    CONTINUED