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QUESTION ONE (30 MARKS)
a)  Define the following user interface programming language terms.
i. User centred design 
ii. Graphical user interfaces
iii. Usability 
iv. Compiler

v. Assembler                                                                              (5 marks)

b) In   graphical object oriented  programming  explain the differences  between GUI Component classes and GUI Container classes











(4 marks)

c) Explain THREE type of a components used in user interface programming.






                        
 (3 marks) 

d) By use of examples, state the difference between text field and a label. 
(2 marks)
e)  Explain some of these properties as used in user interface programming 

i. Background

ii. Layout

iii. Size








(6 marks)

f) Discuss the principles of Usability as in user interface design.
(6 marks)

g) What are the usability design processes?



(4marks)
QUESTION 2 (20 MARKS)
a) State 4 differences between Graphical applications and Graphical applets. 
(4 marks)

a) Discuss the difference between the AWT components and the Swing Components using examples in Java/Vb.net programming language.










(6 marks)

b) Using examples discuss the use of any THREE Layout managers supported by the AWT package






(6 Marks)

c) Using a flow chart show how to set the layout of user interface.    







                         

(4 marks)
QUESTION 3 (20 MARKS)
a) State and briefly describe the THREE objects in event-driven programming. 

(6 marks)

b) Explain the following in user interface programming. 

i. MouseEvent()

ii. MouseListener()

iii. KeyEvent()

iv. KeyListener()

(8 marks)
c) Write a Graphical input Program that displays the string “HELLO WORLD” on OUTPUT SCREEN on ENTER.




(6 Marks)

QUESTION 4 (20 MARKS)
i) Explain the Swing features in Graphical interface programming                                     (6 marks)
ii) Swing API architecture follows loosely based MVC architecture in the following manner.   

(8marks)

iii) Name any FOUR factors that every user interface design considers  
                   (4 marks)

Question 5 (20 marks)
i) You can use the following get methods to get the dimensions of the display area of a JComponent. Each component maintains its own co-ordinates with origin (top-left corner) at (0, 0), width and height. You can also get the origin (x, y) relative to its parent or the screen.






(10 marks)
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i)    What is an Event in Graphical Programming



(2 marks)

ii)   Discuss some of  the graphical interface types of Event  


(4marks)

iii) What is Event Handling in graphical interface



(4marks)
