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Question#1: Thetermmentalmodelwasfirst developedn theearly1640sby

o Johnson Laird
o DonaldNorman
0 Kenneth Craik Page# 93

o JohnCorman

Question#2: In severakeysmustbe pressedtoncein orderto enterasinglecharacter.

0 QWERTY Keyboard
o DvorakKeyboard
0 Alphabeticalkeyboard

0 Chord keyboards Page# 112

In chord keyboards several keys must be pressattatin order to enter a single charadihis is a bit like playing a
flute, where several keys must be pressed to peadwith a small number of keys, few keys are reglliso chord
keyboards can be very small, and many can be egenath just one hand.




Question#3: Onmy personatomputer] amlisteninga songwith headphone At sametime, | amenteringdatain

MS word It meansmy systemis:
0 Uni-model
0 Multi-model
0 Mini-model

o Large-model

Question#4: Whatis themainstrengthof the ProblemSpace-rameworkasa modelof humanproblemsolving?

o It operateswithin the constraints of the human processingsystem Page# 91

o It explainswhatis involvedin insight

o It allowsill-defined problemso besolved

o It allowspoorly-definedoroblemsto be solved

Question#5: Usingiconsonthedesktopto represenbperationgs atypeof ~ constraint.
o Physical
0 Logical
o Cultural Page# 106
o Graphical

Question#6: Thereis usuallya
o Icon
o Title bar Page# 130
o Menu

o0 Button

attachedo thetop of awindow identifyingit to theuser.



Question#7: Inputin humanis mainlythoughthe andoutputthroughthe of theeffectors.

0 Senseskods
o Motor control,Senses

0 SensesMotor Control Page# 54

o Motor Control,Rods

Input in human is mainly though tkenses and output through the motor controbf the effectorsThere are five |
major senses:
* Sight

* Hearing

* Touch

* Taste

* Smell

Question#8: modelis famousfor risk analysis.

o Waterfall
o Spiral Page# 150
o RAD
0 Incremental
For many years, the waterfall formed the basis @dtraoftware developments, but in 1988 Barry Boshgygested the

spiral model of software developmenivo features of the spiral model are immediateyacfrom figure: risk analysis I
and prototyping.




Question#9: aspecs) givesushintsandtips aboutusingandcreatinguserinterfaceidioms, like dialog
boxesandpushbuttons.

Efficient.
Strategic.
Tactical.
Reliable.

O O O O

o OnlyA
o OnlyC Page# 143
o AandC

o BandD

Strategic aspect guides us to think about userffacteidioms — in other words, the way in which tiser and the idiom

interact.

Tactical aspects give us hints and tips about wamagcreating user interface idioms, like dialogdsoand pushbuttons.

Question#10: In orderto developanyproduct,which majoractivity or activitiesshouldbe undertakerirom the
givenlist:

A. Thedesignemustunderstandherequirementsf the product
B. mustdevelopthe product.

o OnlyA

o OnlyB

o AandB Page# 148
o NotA andNotB

In order to develop any product, two major aceathave to be undertaken:
The designer must understand the requiremente girtiduct, and must develop the product.

~ o e =
L2 LS o I —i:ﬁuw%lgsfu'_ﬂ"___ﬁ};i

e
— e AT ELE P Tl = FE e T &

j'E _ff"z’}l:...ﬂe"icﬁ’




Question#11: Thepersona'seedsarefully satisfiedby aprimaryinterfacerefersto persona.
o Supplement Page# 159
0 Negative
0 Secondary
o Primary
Question#12: Supposali is writing anarticle on Cloud computingin windowsmobile,which cognitivemodewill
contributeto generatehisidea.
o Experientialcognition
o Reflective cognition Page# 48
0 Information cognition
0 Executioncognition

Reflective cognition involves thinking, comparirgd decision-making. This kind of cognition is wietds tahew
ideas and creativity. Examples include designiegyrling, and writing a book.

Question#13: Primaryinterfaceserveghe needsof the personawith theminor modificationor additionrefersto
persona.

o Primary
o Secondary Page# 159
0 Supplement

0 Negative

.,s:g_-b‘ﬂgflﬂ_-ul:}_fﬁg.:_:_.ﬂr% Fiufﬂd_;;_&:,lLJf‘:_,_e',

s 2 2




Question#14: As adesignerou getusagepatternsandthe goalsassociateavith usershatdrive the creationof
persona# the phase.

0 Requirementsefinition
o Frameworkdefinition
0 Modeling phase Page# 159

o Refinement

Question#15: minimizeerrors.

0 Affordance

o Visibility

o Constraints Page# 106
0 Affordance andVisibility

Constraints, on the other hand, are the inverse of affordances. They limit the way an object can be used.
Constraints can be used to avoid usage errors or minimize the information to be remembered.

Question#16: Thecolor,whicharedirectly oppositeto eachotheraresaidto be.
o Complementary colors Page# 64
0 Analogouscolors
0 Primarycolors
0 Secondargolors

Complementary colors are any two colors, whichdinectly opposite each other, such as red and gnegmed-purple
and yellow-green.
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Question#17: The phaseemploysethnographidield studytechniquegobservatiorandcontextual
interviews)to providequalitativedataaboutpotentialand/oractualusersof the product.

o Refinement
o Frameworkdefinition
o0 Modeling

o0 Research Page# 158

Question#18: Comparingdesignstandardsvith guidelines standardsireusually

o Higher in authority and more limited in application
o Higherin authorityandmoregenerain application
0 Lowerin authorityandmoregenerain application

o Lowerin authorityandmorelimited in application

types of design rules

* principles
— abstract design rules
— low authority
- high generality
» standards
- specific design rules
- high authority
— limited application
* guidelines
— lower authority
- more general application
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Question#19: Therearevarioustypesof errors.Normanhascategorizedheminto two maintypes.
0 MistakesError
o SelfBlaming, Mistakes
o Error, Slips
o Mistakes, Slips Page# 100
Question#20: ThetransitionsontheInteractionFramework;
0 Are unimportant
o Simplylink thewholesystemogether
o Passnessagearoundthesystem
0 Representthe translations required from onecomponentto the next Page# 123

Question#21: Which of thefollowing is proportionaltto theamplitudeof the soundwherethefrequencyremains
constant?

o Pitch
o Loudness Page # 70
o Timber
o0 Rhythm
Question#22: Theeyeis amechanisnior receivinglight andtransformingt into energy.
o Electrical energy Page# 55

0 Heatenergy
o Potentialenergy
o Kinetic energy
Vision begins with lightThe eye is a mechanism for receiving light andsfi@iming it into electrical energlight is

reflected from objects in the world and their imégicused upside down on the back of the eye r@teptors in the
eye transform it into electrical signals, which passed to brain.



Question#23: WYSIWYG standgor

0o Whatyou sayis whatyoutalk

0 What you seeis what you get Page# 36

0 Whatyousingis whatyou think

o Whatyousowis whatyouripe
WYSIWYG (what you see is what you get)
Question#24: Which of thefollowing is hapticperception?

o Touch Page# 71

o Smell

o Taste

0 Hear
The thirdsense is touch or haptic perception. Althoughghisse is oftern viewed as less important than sight
hearing, imagine life without iTouch provides us with vital information about eavironment. It tells us when we
touch something hot or cold, and can thereforaset warning. It also provides us with feedbacknwie attempt to

Ifit and object.

Question#25: IS requiredwhensomeonas requiredto makea predictionabouta particular
stateof affairs.

o Imagemodel
o Mental model Page# 94
o Initial model
0 Spiralmodel

Mental models are usually constructed when weeaqeired to make an inference or a prediction aagarticular
state of affairs




Question#26: areindividual andisolatedregionswithin displaythatcanbeselectedy the userto
invokespecificoperations.

o Buttons Page# 133
o Edition
o Cursors

o Windows
Buttons are individual and isolateegions within display that can be selected byuer to invoke specific operations.

Question#27: In understandinghe natureof usability: theway or approachn which theuserandtheidiom interact
is called

o Strategic Page# 143
0 Tactical

o Non-Technical

0 Technical

Strategic aspect guides us to think about userffaceidioms — in other words, the way in which tiser and the idiom
interact

Question#28: Unableto edit pdf documentijs atype of constraints.
o Physical
o Logical Page# 106
o Cultural
o Update
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Question#29: The appearsn the centerof thecircle, andsothereis the samedistanceo travelto any
of theselections.

0 Main menus

o Icon

o Pointer Page# 132
o Title bar

Question#30: Which of thefollowing is proportionatlto the amplitudeof the sound; thefrequencyremains
constant?

0 Pitch
0 Loudness page# 70
0 Timber

0 Noneof these
Question#31: Thehumaneyehasapproximately rodsand congsereye
o 120million , 6 million Page# 56
0 190million , 3 billion
0 150billion , 6 million
o Noneof thegiven

The human eye happroximately 120 million rods 6 million cones pge
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Question#32: Whatarethethreetypesof reasoning?
0 DeductiveProductiveandinductive
o Abdicative, Inductive and Deductive Page# 89
0 Inductive, Abdicative andReproductive
0 ProductiveReproductiveandDeductive
Reasoning
Reasoning is the process by which we use the kidgele/e have to draw conclusions or infer somethew about
the domain of interest. There are a number ofriffetypes of reasoning:
 Deductive reasoning
* Inductive reasoning
* Abdicative reasoning
Question#33: Which of thefollowing is not oneof the goalsof HCI?
0 To produceusablesystems
0 To producesafesystems
o To produce non-functional systems Page# 30

o0 Toimproveeffectivenessf thesystems

The goals of HCI aro produce usable and safe systems, as well asdoalcsystems. These goals can be summarized
as ,to dev elop or improve the safety, utility,eetiveness, efficiency and usabildf/systems.

Question#34: Which of thefollowing is consideredisthe mostcomplexspecies?
o0 Humans Page# 18
o Computers
o Animals
o Birds

Human beings are the most interesting and fasomapecie on planet. They d@ne most complex living beinan the
earth




Question#35: Totality of characteristicef anentitythatbearonits ability to satisfystatedandimplied needsare
called

0 Quality Page# 40 _Click here for more detalil

o Effectiveness
o Standard
0 Quantity
Quality is essential in all we do and particulanyur chosen field of work.
Qualityhas been defined by the International Standardar@gtion (1ISO) as:
The totality of characteristics of an entity thatbon its ability to satisfy stated or implied dge
Question#36: Which of thefollowing is nottrueregarding'cones"?

0 A typeof receptorin eye

0 more sensitiveto light Page# 56

(@)

differenttypesof conesaresensitiveto differentwavelength®f light

(@)

eyehasapproximatelyé million cones

Cones are the secotybe of receptor in the eye. They are less serditivightthan the rods and can therefore tolerate
more light.There are three types of cone, each sensitivelifteeent wavelength of lightThis allows color vision. The
eye has approximately 6 million conesainly concentrated on the fovea.

Question#37: Which of thefollowing is atrue statement?

o Human-computer interface specialists are user-cented and software engineers are system centered
Page # 21

o Human-computeinterfacespecialistaresystem-centereandsoftwareengineerareuser-centered
o Human-computeinterfacespecialistandsoftwareengineershotharesystem-centered.
0 Human-computeinterfacespecialistandsoftwareengineershothareuser-centered.
Software Engineering and HCI
There is a basic fundamental difference betweeappeoaches taken by software engineers and huamaputer

interaction specialistsiuman-computer interface specialists are user-ghend software engineers are system-
centered.




Question#38: Which of thefollowing is nottrue?

o Utility refersto thefunctionalityof asystem

0 Usability is concerned with adding complexity to tle system page # 30

0 Usabilityis concernedvith makingsystemseasyto use

o Poorlydesignedtcomputersystemcanbe extremelyannoyingto users
Utility refers to the functionality of a systeon, in other words, the things it can do. Improvtfgctiveness and
efficiency are self-evident and ubiquitous objeesivThe promotion of safety in relation to compsiatems is of
paramount importance in the design of safety-alisgstems. Usability, a key concept in HCI, isa@ned with
making systems easy to learn and easy toR@g®@ly designed computer system can be extremalyyamy to usersas
you can understand from above described incidents.
Question#39: Formalmethodsareusedto represent

0 Architectureaspect®f softwaresystemonly

o Procedurahspect®f softwaresystemsnly

o Both Architecture and procedural aspectsof software systems Page# 21

o Noneof thegiven
Formal methods have been developed to represenbddiitectural, and procedural aspects of a softepsm
Question#40: Whichinterfacesystems basednthequestion’ answerdialogue?

o Command.ine Interfaces

0 Query interfaces Page# 127and 128

o Menus

o NaturalLanguagdnterfaces
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Question#41: Choiceof operationsandservicesareofferedon thescreerthrough
o Pointers
o Toolbars
o Menus Page# 131
o Noneof thegiven
A menupresents ahoice of operations or services that can be paddrby the system atgiven time.
Question#42: Whatwill bethegulf of executionif the useris ableto formulateandperformtheactionseasily;
o Smaller Page# 122
o Greater
o Balanced
0 Noneof theGiven
Question#43: Form-filling interfacesareusedfor
o dataentry Page# 128
0 dataintegration
0 datamanipulation
o0 datadefinition
Form-filling interfaces are used primarily for datatrybut can be useful in data retrieval applications.
Question#44: Which of thefollowing is flaw in waterfallmodel?
0 requirements changeovertime Page# 150
0 maintenanceannotbepossibleattheend
0 testingshouldbedonebeforerequirementgathering
o All atthegiven

Flaws of waterfall model: One of the main flaws with this approach is tieafuirements change over time




Question# 45: Therearetwo aspectsn whichwe canunderstandhe natureof usabilityA. StrategicandTactical.
B. EfficiencyandStrategyC. TacticalandReliability D. Efficiency andReliability

o Only A Page# 143

o OnlyC

o AandD

o BandC
we can understand Theture of usability in two aspects
» Strategic

* Tactical

Question#46: Oncetheuserinputinto systemtheinputlanguages translatednto thelanguageasoperationgo be
performedby the system.

o Task

o Core Page# 123
o Both

o0 Noneof theabove

The only way the user can manipulate the machitteasigh the input, and so the task must be aatiedlwithin the
input language, the input languagérnslated into the core language as operatiobs performed by the system

Question# 47: Userandsystemhasits own uniquelanguagehelanguagaisedby the systemis called
o Core Page# 123
o Task
o Both
o0 Noneof theabove

The systeris language is referred &g core languagend the usé&s language is referred e task language
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Question#48: Which of thefollowing is usedto togglebetweerntwo states?
0 checkboxes
0 Radio buttons Page# 133
o Toolbars
0 menus

Radio Buttons
Buttons can also be usedtoggle between two states

Question# 49: Whichof thefollowing is atextentrydevice?

o Keyboard Page# 110

0 mouse

0 monitor

o touchpad
Text entry devices:There are many text entry devices as given below:
Keyboard The most common method of entering inféisnanto the computer is through a
Keyboard QWERTY keyboard, Alphabetic keyboard, Dvorak Keyboad, Chord keyboards , Phone pad and T9
entry
Question#50: "Mistakes"and"Slips" aretwo forms of

o Errors Page# 100

o goals

0 evaluation

0 objectives

There are various types of errors. Norman has cagegl theminto two main types, slips and mistakes
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Question# 51: The modelshouldmatchthe model.

o User,conceptual

o Conceptual,mental Page# 94 Click here for more Detail

0 Mental,central
o Conceptualcentral
Question#52: Which of thefollowing is/areaspect(spf humanaction?
0 executionand evaluation Page# 99
o0 evaluatiomandefficiency
o efficiencyandexecution
o efficiency
Human action has two aspects, execution and ei@iuat
Executioninvolves doing something.
Evaluation:is the comparison of what happened in the worltd wibat we wanted to happen
Question#53: Building thingsfrom user'sperspectiveés called
o Functionality
o Usability page# 31
o Portability

o Noneof thegiven

Usability goals: Torecap, usability in generally regarded as ensuhaginteractive products are easy to learn,
effective to use, and enjoyalitem user perspective
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Question#54: Certainfactorsthathelpusto interactwith graphicalbasedsystems
o Indirectmanipulation
o Direct manipulation Page# 86
0 Both
o Noneof thegiven
GUI and direct manipulatioimterface are good environments for supportingkimd of learning
Question#55: If you aretakinglectureandsuddenlyyou hearmusicor voicesfrom theotherroom.lt is called?
o0 Focusedttention
o Dividedattention
0 \oluntaryattention
o0 Involuntary attention Page# 70

An everyday example afn involuntaryact is being distracted from working when @& hear music or voices in the
next room

Question#56: Which of thefollowing is along-termindividual difference?
0 Age

0 Sex Click here for more Detail

o Fatigue
o Color

Individual Differences Long term : SgPhysical abilities , Intellectual abilities
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Question#57: refet® how gooda systemat doingWhatit is supposedo do?

o Safety

0 Usability

o Efficiency

o Effectiveness Page# 31

Effectiveness
It is a very general goal ameffers to how good a system at doing what it igpesp to do

Question#58: As asoftwaredesignerwhich aspectguideyouto think aboutthe Wayin which the userandthe
idiom interact?

o Tactical

0o Manual

o Technical

o Strategic Page# 143

Strategic aspect guides us to think ahwmdr interface idioms — in other wortisg way in which the user and the idiom
interact.

Question#59: Adeelrenderdinancialservicesn “ABC” bank.He specializedn hisfield. Whatheis calledasfrom
thefollowing?

0 Societyof manufacturinggnginee(SME)

0 Subjectmatter expert (SME) Page# 168
o Smallandmediumenterprisd SME)

0 SubjectmasterengineeringSME)

Subject matter expert (SME)
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Question#60: Scenariccontentandcontextarederivedfrom informationgatherediuring thephaseand
analyzedduringthe phadgespectively)

0 Modeling,implementation

0 Modeling,Research

0 Researchmplementation

0 Researchmodeling Page# 100

Scenario content and context are derived frominédion gathereduring the Research phase and analyzed during the
modeling phase.

Question#61: Whatis asemantimetwork?

0 A modelof long-term memory Page# 82
0 A recordof ourmemoryof events
0 Thepartof thebrainwhich allowsusto remembethings

0 A mechanisnfor improvingmemory

Long-term memory structure
There are two types of long-term memaryisodic memory and semantic memory.

Question#62: Which of thefollowing is leastlikely to berevealedy a paperprototype?
0 Your usersdon'tknowthetermalgorithm

o Toolbar buttons are too small to press Click here for more Detail

o TheHelpmenuisn'tin theright place

o Radiobuttonsaretoosmall
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Question#63: is apowerful, multipurposedesigntool thathelpsovercomeseveraproblemshat
currentlyplaguethe developmenof digital products.

o Scenario

o Persona Page# 187
o Prototype

o None

The persona is a powerfahultipurpose design tool that helps overcome sépesblems that currently plague the
development of digital products.

Question#64: Thedifferencebetweertheintentionsandallowableactionsis the:
o Gulf of Execution Page# 103
0 Gulf of Evaluation
o0 Bothof theaboveoptions
o Noneof these

The difference between the intentions and allowabt®ns is thegulf of execution

Question#65: Attentionis the procesof selectinghingsto concentraten, ata pointin time, from therangeof

o Possibilitiesavailable Page# 76

o TimeAvailable

0 Noneof these
Attention is the process of selecting things tocemtrate on, at a point in time, from tla@ge of possibilities available.
Question#66: Thegoalsof HCI are:

0 Usability and User Experience Page# 30

0 Learnability andComfort

0 TasksandGoals

o All of theaboveoptions



Question#67: WYSIWYG standgor

0 Whereyou seeis whereyou get
0 What you seeis what you get Page# 36
0 Whenyouseeit whenyou get

WYSIWYG (what you see is what you get)

Question#68: is proportionalto theamplitudeof the sound.
o Pitch
0 Loudness Page# 70
o Timber

0 Noneof thegiven
Loudness is proportiontd the amplitude of th&und; the frequency remains constant
Question#69: Which of thegivenstatementsorrectlydefineseffectivenesn termsof oneof the usabilitygoals?
o ltis avery general goal and refers to how good system at doing what it is suppose to doPage# 31
o It refersto thewayasystemsupportauseran carryingouttheirtasks.
o Itinvolvesprotectingthe usersfrom dangerousonditions
o It involvesprotectingthe usersdrom undesiredituations
Effectiveness:lt is a very general goal and refers to how gosgséem at doing what it is suppose to do.
Question#70: Which of thegivenstatementsorrectlydefinesefficiencyin termsof oneof theusabilitygoals?

o Itisaverygeneralgoalandrefersto how goodasystematdoingwhatit is supposeo do.
o It refersto the way a systemsupports usersin carrying out their tasks. Page# 31
o It involvesprotectingthe usersrom dangerousonditions

0 It involvesprotectingthe usersrom undesiredsituations

Efficiency: It refers to the way a system supports users nyiogrout their tasks.




Question#71: Userpersonashatarenot primaryor secondargare personas.

o Served
o Negative
o Customer

0 Supplemental Page# 196

Supplemental personas
User personas that are not primary or secondarguangemental personas

Question#72: Which of thefollowing is the comparisorof whathappenedh theworld with whatwe wantedto
happen?

0 Action

o Evaluation Page# 99
o Execution

0 Implementation

Action Cycle: Human action has two aspects, exeowtnd evaluation. Execution involves doing sonmethi
Evaluation is the comparison of what happened in #world with what we wanted to happen.

Question#73: Researcltantell you aboutwhat, how, manyandwhy in rich, multivariatedetail.

o] Quantitative
0 Qualitative Page# 166
0 SME

0 Noneof these

Qualitative researctan tell you about what, how and wihyrich, multivariate detail
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Question#74: Requirementspecificatiorinvolves:

A. Capturingthefunctionalrequirementsf the systemarchitecture
B. Eliciting informationaboutthe Work domainfrom the customer.

o OnlyA

o OnlyB Click herefor more Detall

0o BothA andB
o NotA andNotB
Question#75: Whatarethe Most commonthingsyou do with the productis atype of
o Goal-orientedquestion
0 System- oriented question Page # 182
o Workflow- orientedquestion
0 Attitude-orientedquestion
System-oriented questions
Function
What are the most common things you do with thelyet?
Question#76: Whatdo you procrastinat®n?is type of
o Priorities
o Avoidance Page# 183
o Exceptions
o Preference
Avoidance

What would you prefer not to do?
What do you procrastinate on?
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Question#77: Cognitiveprocessnvolvesencodingandrecallingknowledgeandactingappropriately
0 Attention
0 Reduction

o Memory Click here for more Detail and alsoReadPPT slides

o Encoding
Memory : Involves encoding and recalling knowledge and acting appropriately

Question#78: During usageandworkflow patterngdiscoveredhroughanalysisof thefield researctand
interviewsaresynthesizedhto domainandusermodels

0 Research

o Modeling Page# 159
o Framework

0 Interview

Modeling: During the modeling phase, usage and fiawipatterns discovered through analysis of teklfresearch
and interviews are synthesized into domain andmaselels.

Question#79: Transactionasitesthatareusedfor asignificantpartof anemployeé&s job shouldbeconsideredull
applications.

o Sovereign Page# 30
o Transient

o Temporary

o0 Noneof thegiven

Transactional sites that are used for a signifipantof an employee's job should be consideréddukreign
applications.
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Question#80: is theprocesof selectinghingsto concentrat®n, ata pointin time, from therangeof
possibilitiesavailable.

o0 Perceptiorandrecognition
o Attention Page# 76
0 Learning
0 Noneof these
Attentionis the process of selecting things to concentrat@ia point in time, from thenge of possibilities available.

Question#81: HCI dealswith

(@)

Designof interactivesystemonly

o Evaluationof interactivesystemonly

(@)

Implementatiorof interactivesystemonly

(@)

All of the givenchoices  Click Here For More Detalil

Question#82: Whenyou engagedn a conversatioryou aremoreattentivewhatthe otherpersonis saying.lt is
called?

o FocusedAttention Page# 78

(@)

\VoluntaryAttention

(@)

Involuntaryattention
o DividedAttention

Focused Attention
For examplg when engaged in a conversation it is usual emdtto what the other person is saying.
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Question#83: Drive avehiclewhile holdinga conversatiomwith a passengeis the exampleof

0 Focusedittention

o \oluntaryAttention

0 Involuntaryattention

o Divided Attention Page# 78
Divided Attention
As we said, we may be skilled at carrying on theveosation while intermittently observing what frexson we want
to talk to is doing. When we attempt to attend teerthan one thing at a time, as in the above el@ntps called
divided attention. Another example that is ofteaduto illustrate this intentional phenomenon is\geible tadrive

while holding a conversation with a passenger

Question#84: minimizeserrors.

o Affordance
o Constraints Page# 106
o \Visibility

o AffordanceandVisibility

Question#85: aredraggeddownfrom thetitle atthetop of thescreen.
o Pull Down Menus Page# 132
o Main Menus
o lIcons
o Buttons

Pull-down menusare dragged down from the title at the top of ttreen, by moving the mouse pointer into the title
par area and pressing the button.
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Question#86: aspec{s) givesushintsandtips aboutusingandcreatinguserinterfaceidioms, like dialog
boxesandpushbuttons.

o Efficient

o Strategic

o Tactical Page# 143
0 Reliable

Tactical aspectggive us hints and tips about using and creatinginteface idioms, like dialog boxes and
pushbuttons.

Question#87: TheUsability Engineerindifecycle wasproposedy
o0 Hartson
0 Webster
o BarryBoehm
o Deborah Mayhew Page# 153
The Usability Engineering lifecycle was proposedi®porah Mayhew in 1999

Question#88: Ali islooking at how interfacedesignersventabouttheir work. He identifiedtwo differentmodesof
activity: oneis andotheris

0 Analytic mode,synthetic mode Page# 153
o Evaluationmode testingmode

0 Analyzemode,feedbackmode

o Implementatiormode taskmode

Two different modes of activityanalytic mode and synthetic mode.
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Question#89: Alia is usedto describedesignproblem/solutionby thatis animaginedor projected
sequencef eventsgespeciallyanyof severaldetailedplansor possibilities

o Persona

0 Scenario Click Here For More Detall

o Flowchart
0 Brainstorming

Question#90: areindividual andisolatedregionswithin displaythatcanbe selectedy theuserto invoke
specificoperations.

o Buttons Page# 133
o Pointers
o0 Menus
0 Windows
Buttons are individual and isolateegions within display that can be selected byuer to invoke specific operations.

Question#91: Around63%of softwareprojectsexceedheir costestimatesThetop four reasongor
Thisare:

A- Frequentequestgor change$rom users

B— Overlookedasks

C-Userslack of understandingf their own requirements

D- Insufficientuser-analystommunicatiorandunderstanding

o OnlyA
o OnlyB
o OnlyD
o ABC&D Page# 27

Around 63% of software projects exceed their cestraates. The top four reasons for
this are:

— Frequent requests for changes from users

— Overlooked tasks

— Users' lack of understanding of their own requeats

— Insufficient user-analyst communication and usi@derding




Question#92: ofhe potentialsalesrom a sitearelost becaus@eoplecannotfind theitem theyare
looking for

o 50% Page# 141
o 40%
o 30%
o 10%
50% of the potential sales from a site are losabge people cannot find the item they are lookang f
Question#93: Humaneyeis verysensitiveto
o Air
0o Smoke
o Light Page# 55and 56
o Sand
Question#94: Top of thewebpagecontainthe
0 Menu

o Title bar Click here For More Detall

0 Homeicon
0 Backbutton

The title bar is a bar located at the top of a wimdar a dialog box that displays the name of thedew or software
program being used.
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Question#95: You canloadaVCR tapetheright way becausef

o Physicalconstraints Page# 106
0 Logical constraints
o Culturalconstraints
o0 Noneof these
Physical constraints:Physical constraints refer to the way physical ciisjeestrict the movement of things. For

example, the way a external disk can be placedaiisk drive is physically constrained by its shapd size, so that it
can be inserted in only one way. Likewise, keys@ad can usually be pressed in only one way.

Question#96: areunintentionaklwhile occurthroughconsciougeliberation
(respectively).
o Slips, mistakes Page# 100

o Errors,slips
0 Mistakeserrors
0 Mistakesslips
Slips
Slips are unintentional They happen by accident, such as making typgsdssing the wrong key or selecting wrong
menu item by overshooting. The most frequent easlips, especially in well-learned behavior.
Mistakes
Mistakes occur through conscious deliberationAn incorrect action is taken based on an incontectsion. For
example, trying to throw the icon of the hard digk the wastebasket, in the desktop metaphorwas/af removing
all existing files from the disk is a mistake. Amaeoption to erase the disk is appropriate action.
Question#97: Whatis themainstrengthof the ProblemSpace-rameworkasa modelof humanproblemsolving?
0 It operateswithin the constraints of the human processingsystem Page# 91
0 It explainswhatis involvedin insight

o It allowsill-defined problemso besolved

o0 Noneof these



Question#98: Overashortperiodof time,wefind it easieito remembethestringof numbers'4048946743"
because:

o Numbersareeasieito remembethanarbitrarycharacters.

0 The grouping of the numbersis significant Page# 81

0 Tennumberss notthatmanyto haveto remembefrom workingmemory.
0 Noneof these

Question#99: Interpretatiorinquiry, accordingo BeyerandHoltzblatt,is basedn amasterapprenticanodelof
learning.

o True

o False Page# 176
Contextual inquiry: Contextual inquiry , according to Beyer and Holtzblatt, is based amaater-apprentice model of
learning: observing and asking questions of thesus®if she is the master craftsman and he iet@sihe new

apprentice.

Question#100: Thepersonas notanactualuserof the product,butis indirectly affectedby it andits userefersto
persona

o Primary
0 Secondary
o Served Page# 159
0 Negative
Served: the personanet an actual user of the product, but is indiyeatfected by it and its use

Question# 101: Which of thefollowing is notasecondarygolor?

o Green

o Orange

o Purple

o Blue Page# 63

Secondary Colors:These are the colors formed by mixing the primatgrs. Green, orange and purple



Question#102: Whichof thefollowing requiredesscognitiveeffort thanothers?
o Listening Page# 87
0 Speaking
0 Hearing
o Noneof thegiven

Listening require less cognitive effort than regdim speaking.

Question#103: Wearedeficientin our development notin ourdevelopment
(respectively).
o] Process,Tools Page# 23

0 Tools,Process

0 Tools,Methodology

0 Noneof these
We are deficient in outevelopment processot in ourdevelopment tools
Question#104: Thecommandine interfaceis usedbecause:

0 It iseasyto understand
o Itisdemandedy DOS
o lItisofferedby UNIX systems

o It is powerful and flexible Page# 127

Command line interface are powerfulin that they offer direct access to system funetiiyp and can be combined to
apply a number of tools to the same dateey are also flexible: the commandften has a number of options or
parameters that will vary its behavior in some veang it can be applied to many objects at oncejngakuseful for
repetitive tasks.
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Question#105: Whichof thefollowing is concernegrimarily with understandinumanbehaviorandthe mental
processethatunderlieit?

o Psychology Page# 43
0 Sociology
o Statistics
o ComputerScience
Psychology is concernegrimarily with understanding human behavior andrttental processes that underlie it.

Question#106: playsarole to bridgeup the gapebetweertheinterfacesof machinesandhuman
understanding.

0 Human

o Computer

o Human Computer Interaction Page# 14
0 Noneof these

HCI plays a role to bridge up the gape between the interfaces of machinebuandn understanding that we have
seen in the previous examples.

Question#107: Thepersonas needsaresufficiently uniqueto requirea distinctinterfaceform andbehavioris
typeof Persona.

o Primary Page# 159
0 Secondary

0 Supplement

0 Negative

Primary: the persona’s needs are sufficienthunique to require a distinct interface form andawsbr
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Question#108: A isisuallya collectionof iconsthosearereminiscenof the purposeof thevarious
modes.

o Button

o Pointer

o Palette Page# 133

o Title bar
A palette is usually a collection of icons that are reminmga# the purpose of the various modes.
Question#109: During phaseusageandworkflow patterngiscoveredhrough

0 Modeling, analysis Page# 159
0 Analysis,modeling
0 Testing,modeling

0 Testing,Analysis

Modeling: During the modeling phase usage and workflow patterns discovett@dugh analysisof the field research
and interviews are synthesized into domain andmselels.

Question#110: The Starlifecycle wasproposedy

o DeborahMayhew

0 Webster

o BarryBoehm

o0 Hartson Page# 152

In 1989, theStar lifecycle model was proposed by Hartson and Hi
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Question#111: Waterfallmodelis basicallya modelin which eachstepmustbe completedeforethe
nextstepcanbe started.

0 Incremental

0 Linear Page# 149

0 lterative

0 Analytical
Thewaterfall lifecyclewas the first model generally known in softwareiregring and forms the basis of many
Iki)feec':;t/glr?eig use today. This Isasically a linear modelin which each step must be completed before theste can

Question#112: Whatdo you enjoymostaboutyourjob (or lifestyle) is anexampleof

o Avoidance
0 Motivation Page# 183
o Exceptions

0 Attitude-orientedquestions
Motivation
What do you enjoy most about your job (or lifesiyle
What do you always tackle first?
Question#113: representthe Early-phasef ethnographiénterviews.
o Clarify userrolesandbehaviors
o Confirm patternsof use
o Clarifying questions
o Focusedon domain knowledge Page# 181
Early-phase
* Exploratory

 Focused on domain knowledge
* Open-ended questions




114: Therecanonly beone persongerinterfacefor a product.

o Primary Page# 196

0 Secondary
0 Supplemental

o Customer

Primary personas represent the primary targeh@design of an interface. There carbk one primary persona per
interface for a product.

Question#115: Whatarethemostcommonthingsyou do with the productis atype of .
o Goal-orientedjuestion.
o0 System-orientedquestion. Page# 182
o Workflow-orientedquestion.
0 Attitude-orientedquestion.

System-oriented questions
Function: What are th@ost common things you do with the product?

Question#116: representhe usef's expectationsf thetangibleoutcomeof usinga specificproduct.

o Non-usemgoals

o End goals Page# 192
0 Experienceyoals

o Life goals

End goalgepresent the user expectations of th e tangible outcomes of ugpegifc product.
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Question#117: personasldresshe needsf customersnotendusers.
o Served
0 Negative
o Customer Page# 197
0 Supplemental

Customer personas address the needs of customieesichuserslypically, customer personas are treated like
secondary personas.

Question#118: Personas not contextspecific,soit canbereuseceasily.

o True

o False Page#189

Personas and reuse

— Personas context-specific

e Cannot be reused across products
Slide No. 22 Page # 21/61

Question#119: Thesizeandshapeof acompactisk, is atypeof constraint.
o Physical Page# 106
o Logical
o Cultural

0 Noneof these

Physical constraints

Physical constraints refer to the way physical abjeestrict the movement of things. For example way a external
disk can be placed intodisk drive is physically constrained by its shapé sizeso that it can be inserted in only one
way. Likewise, keys on a pad can usually be pressedly one way.
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Question#120: Whichof thefollowing devicecannot be usefulfor avisuallyimpairedperson?
o atypicalkeyboard
0 atypical monitor
o0 atypical speaker
o atypical processor
Monitors are useless to the visually impaired or blind person.
Question#121: Thegulf of executiorrefersto

o Theusersdifficulty in understandinghefeedbackrom thesystem
o0 Thesystenfisdifficulty in presentingnformationin the outputlanguage
0 Thesystenfisdifficulty in convertinganinput expressiornnto the correctsystenmstatetransition

0 The user’s difficulty in formulating and articulati ng an intention to the system

Question#122: Which of thefollowing is not oneof the primarycolors?
0 Red
o0 Yellow
o Blue
o Green Page# 62
Primary Colors
In traditional color theory, these are the 3 pighmators that cannot be mixed or formed by any doation of other
colors. All other colors are derived from thesau@sh

PRIMARY COLORS
Red, yellow and blue
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Question#123: Learnability,flexibility androbustnessrethreemainusabilityprinciplesthatcanbe considereds
generaheadinggor standardsindguidelinesgenerationWhich of thefollowing arealsohigh level usabilitycategories
thatcanguidestandardandguidelinesgeneration?

(i) Effectiveness
(i) Efficiency
(iii) Faulttolerance
(iv)Satisfaction
Selectcorrectoption:
o (1) & (i) Page# 31
o (i), (i) & (iv)
o (i) & (iii)
o (i) & (iv)
usability is broken down into the following goals:
» Effective to use (effectiveness)
» Efficient to use (efficiency)
 Safe to use(safety)
» Have good utility (utility)
* Easy to learn (learnability)
» Easy to remember how to use (memorability)
Question#124: Humanbeingsinteractwith outsideworld, usingtheir
0 inputchannels
0 outputchannels
0 sensef sight
o All of the given Page# 54
A persofis interaction with the outside world occurs throughrmation being received and senput and output.

Sight may be used primarily in receiving informatioom the computehut it can also be used to provide information
to the computer, for example by fixating on a jgafar screen point when using an eye gaze system
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Question#125: Visuallyimpairedpersonsaninteractwith outsideworld usingtheir

0 Sensef sight
o Sensef hearing

0 Both senseof touch and senseof hearing ( Blind Person can interact with sense of touch anddaring)

0 Senseftouch

Question#126: refersto therelationshipbetweercontrolsandtheir effectsin theworld.
o \Visibility
o Affordance
o Mapping Page# 107

o Noneof thegiven

Mapping
This refers to the relationship between controts their effects in the world

Question#127: is avery generalgoal of Usability andrefersto how gooda systemat doingwhatit is
supposéo do.

o Effectiveness Page # 31
o Efficiency
o Utility
o Noneof thegiven
Question#128: isvhatgoesonin out headsvhenwe carryout our everydayactivities?
o Cognition Page# 47
o0 Learnability
o Memorability

o Noneof thegiven




Question#129: is the processy which we usethe knowledgewe haveto drawconclusionsr infer
somethingnewaboutthe domainof interest.

o DecisionMaking
0 Reasoning Page# 89
o ProblemSolving

o Noneof thegiven

Question#130: researdtelpsusunderstandhe domain,contextandconstraintof a productin different,
moreusefulwaysthan researdo.
o Qualitative, Quantitative Page# 167

o QuantitativeQualitative
o Qualitative,Deductive
o Noneof them

Question#131: In anorganizatiorindividualsmaykeeptheir own recordsor theremaybelocal gurus.This
statementoncernswith

o Papemwvork andcomputemwork
0 Spatialandtemporalorganizations
o Organizational memory Page# 176

0 Noneof these
Organizational memory

Formal documents are not the only way in whichghkiare remembered within an organization. Indivglozy keep
their own records, or there maybe local gurus.
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Question#132: Usingiconsonthedesktopto represenbperationss atypeof constraint.

o Physical
o Logical
o Cultural

o0 Noneof these

Question#133:
useit.
o Visibility

o Affordance
o Constraint

o Noneof these

Question#134:

o Affordance
o Visibility
o Constraints

0 Noneof these

Page# 106

is atermusedto referto anattributeof anobjectthatallows peopleto know howto

Page# 105

minimizeserrors.

Page# 106

Question#135: Modelsareusedin designto:

o Generatehedesign

o Evaluateghedesign

0 Generateand evaluatethe design Click here for more Detall

o Noneof thegiven

models are used to generate and evaluate forecasts and decision alternatives.



Question#136: Whicharethe mostsignificantsense$or theaverageersonvhenit comeso interactingwith a
computer?

o Sightandhearing
0 Hearing,touchandsmell
0 Hearingandtouch

o Sight, hearing and touch Click herefor more Detall

The major senses in human interactionvas®n, hearing and touch
Question#137: refersto theway a systemsupportausersn carryingouttheirtasks.
o Efficiency Page# 31
o Effectiveness
o Utility
o Noneof thegiven

Efficiency
It refers to the way a system supports users nyiogrout their tasks.

Question#138: areGUIs thatconsistf electroniccounterpart$o physicalobjectsin therealworld to
matchtheknowledgerequirementsf users.

0 UserInteractionModels

o ConceptuaModels

0 Interface Metaphors Page# 51
o Noneof thegiven

Interface metaphoi@re (these are GUIs that consists of electroniatesparts to physical objects in the real world) to
match the knowledge requirements of users.
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Question#139: languagendsto be grammaticalvhile languageés oftenUngrammatical.

o Written, spoken Page# 87
0 Spokenwritten
o \erbal,non-verbal

o Noneof thegiven
Written languag¢ends to be grammatical whié@oken languags often ungrammatical.
Question#140: Aspectgivesushintsandtips aboutusingandcreatinguserinterfaceidioms.
o Strategic
o Tactical Page# 143
o Operational
o Noneof thegivenchoices
Strategic aspect guides us to think about userffacteidioms — in other words, the way in which tiser and the idiom
interact.Tactical aspects give us hints and tips about wsmiycreating user interface idioms, like dialogdsoand

pushbuttons

Question#141: Faisalis lookingathow interfacedesignersventabouttheir work. He identified two different
modesof activity: oneis andotheris

o0 Analytic mode,synthetic mode Page# 153
o Evaluationmodetestingmode

o Analyzemode,feedbackmode

o Implementatiormode taskmode

Two different modes of activityanalytic mode and synthetic mode.
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Question#142: aredraggeddownfrom thetitle atthetop of thescreen.

o Pull Down Menus Page# 132
o Main Menus
o lIcons

o0 Buttons

Pull-down menus are dragged down from the titth@top of the scregby moving the mouse pointer into the title par
area and pressing the button.

Question#143: Whenyou engagedn a conversatioryou aremoreattentivewhatthe otherpersons saying.lt is
called?

o FocusedAttention Page# 78
o \oluntaryAttention

o0 Involuntaryattention

o Divided Attention

Focused Attention: For example, when engaged in a conversation gualito attend to what the other person is
saying.

Question#144: Drive avehiclewhile holdingaconversatiomwith apassenges the exampleof

0 FocusedAttention

(@)

\VoluntaryAttention

Involuntaryattention

(@)

o Divided Attention Page# 78

Divided Attention

As we said, we may be skilled at carrying on theveosation while intermittently observing what fre¥son we want
to talk to is doing. When we attempt to attend teerthan one thing at a time, as in the above el@nips called
divided attention. Another example that is ofteaduto illustrate this intentional phenomenon is\geble tadrive
while holding a conversation with a passenger




Question#145: GOMSstanddor:

o Goalsoperation methodsand selectionrules Page# 50

0 Goalsobjectsmodelsandselectiorrules

0 Goalsoperationsnethodsandstaterules

o Goalsoperationsnodelsandstaterules
Question#146: Whichof thefollowing is/arethe maincomponent(sdf color?

o0 Hue

0 Intensity

o Saturation

o All of the given Page# 59
Hue: Hue is determined by the spectral wavelength ofigie. Blues have short wavelength, greens medinchreds
long. Approximately 150 different hues can be dmsgrated by the average person.
Intensity: Intensity is the brightness of the color.

Saturation: Saturation is the amount of whiteness in the colors

Question#147: is a Usability Goalandrefersto how easya systemis to remembehowto use,once
learned.

0 Learnability

o Memorability Page# 32
o Utility

o Noneof thegiven

Memorability
It refers to howeasy a system is to remember how to use, once lezinThis is especially important for interactive
systems that are used infrequently.
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Question#148: A mousebuttoninvitespushingby thewayit is physicallyconstrainedn its plasticshell,is an
exampleof DesignPrinciple.

o Visibility

o Affordance Page# 105
o Mapping

o Noneof thegiven

Affordance is a term used tefer to an attribute of an object that allows pedp know how to use ior example, a
mouse button invites pushing by the way it is ptgiyy constrained in its plastic shell.

Question#149: Ali isworkingonadocumentalledcv in MS word nowwishesto makea copyof it ondisksohe
canmakesomechangeso theoriginal. Which of thefollowing proceswill help?

0 Redo
0 Archiving Page# 321
o Undo

o0 Milestoning

Question#150: Whenyoutry to log to yahoo.You wrongly enterpasswordn capitalletter,dueto which error
messagariseinvalid usernameandpasswordWhich of thefollowing errormessagelialogwill appear?

o Alerts Page# 387
o Confirmation

o Feedback

o0 Delete.
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Question#151: With thehelpof Model,onecanquantify (on the basisof QuantitativeMeasurementsjhe
humanperformancen usingcomputebasedsystem

o GOMS Page# 50
0 HumanProcessomodel
0 Quantummodel
0 QualityModel
Question#152: Ethnographys a methodthatcomesoriginally from anthropologyandliterally means
o Writing the culture Page# 173
0 Socialissues
0 Ethicalissues
o Ethics
Ethnography is a method that comes originally feorthropology and literally meafisriting the culture”.
Question#153: Physicalobjectsaresaidto have  affordance.
o Real Page# 105
o Perceived
o Logical
0 Intuitive

Physical objects are said to hawel affordancegdike grasping, that are perceptually obvious dnahot have to be
learned.
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