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             STREAM: (EDUC, ACT. BBA-IT)
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 EXAM SESSION: 12.00 – 2.00 PM
TIME: 2   HOURS 

Instructions:

1. Answer ALL Questions in SECTION A and SECTION B and ONE question in SECTION C. 

2. Candidates are advised NOT to write on the question paper.

3. Candidates must hand in their answer booklets to the invigilator while in the examination room.

SECTION A (30 MARKS)

1. Who is a user as used in HCI?

A. An individual or a group of people working together to achieve individual needs. 

B. An appreciation of the way people's sensory systems (sight, hearing, touch) relay information.

C.  Deals with mental models and their interactions to each other. 

D. It deals with the way people learn and keep knowledge in addition to uncultured and national differences in field of environment. 

2. What is a computer?

A. These are devices such as mobile phones or VCRs that input data, store, process, and output information through communication devices which cannot interact well with their users.                                                                                                                                   B. It refers to any technology ranging from phones or VCR, desktop computers, to large scale computer systems that input data, store, process, and output information through communication devices.                                                                                                                                                              C. Non-electronic device that input data, store, process, and output information through communication devices make work easy                                                                                                                                                   D. Any device like abacus which can input data, store, process, and output information through communication devices for calculations only. 

3. Computer Science as a discipline in HCI is crucial. Which of the following does NOT well define what Computer Science is? 
A. It provides knowledge about the capability of technology and ideas about how this potential unit can be harnessed.                                                                                                                                        B. It has various kinds of techniques to support software design, development and maintenance of systems.                                                                                                                                                      C. It translates information from the sciences into the context of design for users only.                                   D. It involves developments including high level programming languages e.g. 4th and 5th GL, user interface management systems (UIMS), debugging tools, prototyping tools, re-use and reverse engineering concepts and multimedia technology                                         

4. The following are HCI disciplines, EXCEPT? 
A. Cognitive Psychology                                                                                                                    B. Social and Organization Psychology                                                                                          C. Computer Science                                                                                                                        D. Agri-Vetinary Science                                                                                                                 

5. Social and Organization Psychology in HCI field deals with:
A. The concern with studying the nature and causes of men’s behavior in a social context. 

B. The influence of one individual to another person’s attitudes and behavior. 

C. The impact of women’s group on their attitude and behavior in living arena.  

D. The impact of young pupils on their group’s activities at early age 

6. Artificial Intelligence is important in Human Computer Interaction. It deals with: 
A. It focuses on presenting knowledge structures that are utilized in pupils problem solving. 

B. The development of intelligent computer programs which simulate different aspects of intelligent human behavior. 

C. The study of developing Artificial Intelligence in coming up with interfaces and conventional analysis for high technology. 

D. The study of development of intelligent computer programs for interfaces and conventional analysis. 

7. Philosophy, socializing and anthropology is majorly concerned with:
A. The discipline for development of AI in society. 

B. The discipline that considers the implications of the introduction of IT to society 

C. The discipline that considers the application of the introduction of systems in schools.

D. The discipline that studies the source of the introduction of computer machines in institutions. 

8. Usability is one of the key concepts in HCI. It is concerned with making systems easy to learn and use. As a usable system, the system should posses all of the following except: 

A. Easy to learn

B. Unsafe and enjoyable to use 

C. Effective and efficient to use

D. Easy to remember how to use
9. Command assistance is one of the approaches to user support and help systems. Which of the following is NOT one of its functions? 
A. User requests to help on particular command.
B. It provides non-supportive commands for the user. 

C. Good for quick reference
D. Assumes that the user knows what to look for
10. The use of colour influence usability of an interactive user interface. Which of the following is NOT among its functions?    

                 A. Proper and careful use of color enhances usability

     B. Overcrowded colors make an interface clear and easy to use  

    C. The interface should have as few colors as possible

    D. Background color and font colors should be chosen to facilitate clarity of the interface

11. Proper use of color contributes to ALL  of the below, EXCEPT

A. Presentation 

B. Memorability 

C. Emphasizing 

D. Visibility 

12. Interfaces are devices or programs enabling a user to communicate with a system, or for connecting two items of hardware or software. Which of the following is NOT the function of Graphical User Interface? 
A. It provides smooth environment to internal system components 

B. It allows easy learning and use of the system

C. It provides easy navigation to the user to switch quickly from one task to another.

D. GUI, provides Fast, full-screen interaction to the user

13. GOMS is an abbreviation of: 

A. Goals, Operators, Methods, and Selection 

B. Goals, Objectives, Methods and Software

C. Goals, Operators, Methods and Software

D. Goals, Objectives, Methods and Selection.

14. Improved User Interfaces has several benefits to an organization, except. 

A. Increased cost to the organization 

B. Productivity to individuals and organizations 

C. Provides satisfaction to human responses

D. For better quality and initiative to the institution 

15. Which of the following is an example of Interaction Style 

A. Menu systems 
B. Text system style 
C. Fill in command-text system
D. Indirect Manipulation interaction style  
16. Which of the following best explains what Conceptual Design is:

A. It describes what the product should do, behave, and look like. 

B. It involves producing the physical model for the product.

C. It considers the detail of the product including the colors, sounds, images, menu design, and icon design

D. It involves producing the DFD model for the system performance.
17. The following are “Golden Rule Interface of Design” except. 

A. Permits un-reversal of actions 
B. It strives for Consistency 
C. It caters to universal Usability 
D. Offers informative feedback 
18. In windowing, Operating system is one the examples. Which of the following is an explanation of an operating system:
A. It keeps track of your files and folders on storage devices, such as disk drives and flash drives. 

B. It controls the activities of the computer user only.

C. It accepts the inputs and directs output to the motherboard.  

D. It provides security to the computer user.  

19. Which of the following is not an Elements of WIMP

A. Method 
B. Windows

C. Icons
D. Pointers
20. Window common components shared include all of the following, except. 

A. Special space 

B. Title Bar

C.  Minimize Window 

D.  Close the Window

21. What is the main function of Windows firewall 

A. It controls the flow of incoming and outgoing traffic.  

B. Provides System Security

C. It acts as a door way to your computer. 

D. Acts as a doorman to the system.  

22. Evaluation is measured in terms of a variety of criteria including all of the following except. 

A. Numbers of errors users make use of a system

B. How appealing the system is

C. How errors are minimized during system maintenance. 

D. How well the system matches the requirements

23. What is exploratory Evaluation?  
A. Done after interface development.

B. It helps improve an interface during design.

C. It explores current usage and the potential design space for new designs. 

D. Uses qualitative data during evaluation

24. Which of the following is not an example evaluation type used in evaluating usability.

A. Formative 

B. Exploratory

C. Quantitative

D. Summative 

25. Why is it important to consider human in automated tasks? 

A. For expected situations

B. For performance 

C. To preserve safety  

D. To reduce product quality

26. The purpose of user guide is to allow a user to install, use and troubleshoot a piece of software in a given system. Which of the following guide questions are not among the user guide?  

A. Are there different groups of users? 

B. What level of technical expertise do the users have? 

C. How much time will the users invest in reading the UG? 

D. Who is the owner of system? 

27. Why is prototyping important in interaction design?                               
A. For evaluation and no-feedback responses 
B. Communication is non-effective to users.
C. You cannot test out ideas for yourself 
D. Stakeholders can see, hold, interact with a prototype more easily than a document or a drawing 
28. Which of the following is an example of Prototype? 

A. Lower-upper (lo-fi)  fidelity Paper Prototypes

B. Higher fidelity (hg-fi) prototypes.
C. First hand- sketch (fh-fi) prototype 
D. High-Fidelity (hi-fi) Paper Prototype 

29. Which of the following is not among spiral model phases

A. Analysis of risks

B. Objective phase

C. Development 

D. Initial stage  

30. The following are advantages of Waterfall Life Cycle Models, except.

A. It is easy to explain to the user

B. Stages and activities are well defined as per the cycle.

C. It helps to plan and schedule the project

D. Verification at each stage ensures early detection of strength than errors 

SECTION B (20 MARKS)

(a) Define the following terms as used in Human computer interaction (HCI)?

i. Usability                                                                                           (2 marks)
ii. System User                                                                                      (2 marks)
iii. HCI                                                                                                   (2 marks)
iv. Interface                                                                                            (2 marks)
v. Taskbar                                                                                             (2 marks)
a) Describe any three things to bear in mind when designing a menu system.
(3 Marks)
b) Highlight any THREE things to be done when Designing forms for data entry to make it easy for the person who is keying in data.




(3 Marks)
c) Explain any two theories behind this course.                                                 (4 Marks)

SECTION C 

ANSWER  ONLY ONE QUESTION (20 MARKS)

QUESTION ONE (20 MARKS)

a) Discuss any five Psychological factors affecting human-computer interaction.









                                         (10 marks)

b) There are a number of factors that make software easy to learn. Explain any five of such factors.






                                                    (10 marks)

QUESTION TWO (20 MARKS)

a) Explain the meaning of the ‘flexibility principle’ as one of the usability principles and discuss four features that make up the flexibility principle.

                                (10 marks)

b) What is the meaning of ‘User-Centered Design’? Explain any four characteristics of User-Centered Design.





                                (10 marks)

QUESTION THREE (20 MARKS)

a) Well-designed direct manipulation interfaces may engender enthusiasm and elicit enjoyment from the users. Give any five facts to support this statement.
                      (10 marks)

b) Define the term ‘information spaces’ and explain any four characteristics of information spaces.







                                                (10 marks)

QUESTION FOUR (20 MARKS)

a) System users often judge a system by its interface rather than its functionality. State whether you support the statement or not and explain the reason of your choice?                            (3 marks)
b) Using a diagram below, answer the following questions? 

[image: image2.png]Grab File Edit Window Help
| Selection OBA
gs
| + Screen ®Z
w = o§
Show All ~ Displays Sound™ NetWork™ Starup DIEK X





i) Name this type of interaction style?                                                                                   (1 mark)

ii) List two advantages and two disadvantages of this interaction style?                               (4 marks) 

iii) List three other types of interaction styles you know?                                                       (3 marks)

c) Give the difference between conceptual design and physical design?                               (3 marks)

d) Define the term Evaluation as use in HCI design and highlight how it is measured         (6 marks)

