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1 INTRODUCTION 

Dear student 

 

This tutorial letter contains information about the answers to assignment 3 semester 2. 

 

By now you should have received the following tutorial letters: 

 

TUTORIAL LETTERS PRESCRIBED MATERIAL 

INF1520/101/3/2018 

INF1520/102/1/2018 

INF1520/201/1/2018 

INF1520/202/1/2018 

 

INF1520  Study Guide – TUT102 

Units 1 to 5 

 

Tutorial letters can also be downloaded from myUnisa or www.osprey.unisa.ac.za, which is the official 

web site of the School of Computing. https://my.unisa.ac.za also offers services to students but the 

lecturers do not have direct control over the information provided there. 

 

INF1520 Team 

 

2 ANSWERS TO ASSIGNMENT 3 INF1520 

 

Semester 1 Assignment 3 

 

Please note the following: 

 

 This is a self-evaluation assignment, which means you should not submit your answers. 

It will also not count towards the semester mark for INF1520. 

 

 

 

 

 

 

http://www.osprey.unisa.ac.za/
https://my.unisa.ac.za/
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Assignment 3   

Question 1 

A process whereby a product is gradually improved over time is referred to as: 

1. Affordance design 

2. Evolutionary design     p42 Unit 3 

3. Improved design 

4. Consistent design 

5. Changing design. 

Question 2 

Which of the following are the reasons why designers go astray? 

A. They do not pay enough attention to the aesthetics of their designs. 

B. They are not typical users. 

C. They have to please their clients, who may not be end-users. 

Options: 

1. A, B and C 

2. A and B 

3. A and C 

4. B and C       p 42-44 

5. B only.  

 

Question 3 

Which of the following aspects work against evolutionary design? 

A. New versions of a product are already under design before the old ones are in use. 

B. Adequate mechanisms for collecting and feeding back experiences of customers do not 

exist. 

C. New ‘improved’ versions of a product come out that do not evolve gradually from the good 

properties of previous one. 

D. Designers have to make something different and individual – even if another company has 

already produced the perfect version of the product. 

Options: 

1. A, B, C and D        p 42-43 

2. B, C and D 

3. C and D 

4. B and D 

5. B only. 
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Question 4 

The disadvantages of cluttering the computer interface are: 

A. The more objects you present on the screen at once, the more meanings users will have 

to unravel. 

B. The more objects you present, the easier it is for users to find the ones they need. 

C. It is difficult for users to take in and understand the many different objects that represented 

on the screen. 

D. The more objects there are on the screen, the bigger the average size of each object will 

be. 

Options: 

1. A and C     p44-45 Unit 3 

2. A, B and D 

3. A, C and D 

4. A, B and C 

5. A, B, C and D. 

 

Question 5 

A chair is for sitting on, a button is for pushing, a lever is for pulling or pushing. These are 

examples of: 

 

1. Visibility 

2. Mappings      p 46 

3. Affordances 

4. Functions 

5. Constraints. 

 

Question 6 

What are the four different classes of constraints? 

 

1. Physical, semantic, cultural and logical.   P 45, 46 

2. Physical, semantic, cultural and linguistic. 

3. Physical, semantic, cultural and refining. 

4. Physical, refining, cultural and logic. 

5. None of the above. 
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Question 7 

One of the most important principles of design is visibility, the property by which the visible 

structure of well-designed objects gives clues to their operation. These clues are given by: 

 

1. Stereotypes, mappings and affordances 

2. Affordances, constraints and mappings  p 47 

3. Conceptual models 

4. Mental models 

5. Causality and stereotypes.  

 

Question 8 

The term_________________________ is used to refer to the information a user receives 

about what action has been taken and what results has been accomplished. 

 

1. Visibility 

2. System image 

3. Mapping 

4. Feedback       p 48 

5. None of the above. 

 

Question 9 

Two kinds of design rules are standards and guidelines. Which of the following statements are 

correct in respect of these?  

 

1. Standards are high in authority and limited in application, while guidelines are lower in 

authority and more general in application.     p49 Unit 3 

2. Standards are high in application and limited in authority, while guidelines are lower in 

application and higher in authority.  

3. Standards are high in authority and application, while guidelines are lower in authority and 

more general in application.  

4. Standards are limited in authority and application, while guidelines are high in authority 

and application. 

5. Standards and rules are high in authority and limited in application. 
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Question 10 

Consider the following definitions / descriptions on principles: 

A. Generalizability relates to support for the user to extend specific knowledge within and 

across other similar applications. 

B. Predictability entails support for the user to assess the effect of past operations on the 

current state. 

C. Consistency involves likeness in input-output behaviour arising from similar situations or 

task objectives.  

D. Design rules can be classified according to their authority and generality. 

E. The best user interface guidelines are high-level, widely applicable directing principles, 

rather than explicit instructions. 

Which are accurate definitions / descriptions? 

1. All of the above 

2. None of the above 

3. A, B, C and D 

4. A, B, C and E 

5. A, C, D and E.      p 49-50 

 

Question 11 

Maps use a set of generally accepted markings and notations. This demonstrates the principle 

of: 

1.  consistency     p 50 

2.  familiarity 

3.  generalisability 

4.  predictability 

5. None of the above. 

 

Question 12 

Dix et al suggest principles to support usability. These principles are: 

 

1. prevent errors, robustness, generalizability 

2. learnability, flexibility, recognize diversity 

3. learnability, flexibility, robustness    p 49-52 

4. simplicity, flexibility, robustness 

5. learnability, flexibility, generalizability. 
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Question 13 

System-initiated modification to customize a user interface is termed: 

1. adaptability 

2. adaptivity     p 52 

3. customizability 

4. system pre-emptivity 

5. substitutivity. 

 

Question 14 

Design principles: 

A. help designers to explain or improve their design. 

B. inspires careful design. 

C. help with the details of the interface development 

D. tell the designer what will work and what will not. 

Options: 

1. A, B, C and D 

2. A and D 

3. A and B 

4. B and D 

5. A, B and D     p 54 

 

Question 15 

Which of the following are, according to Shneiderman, aspects which must be characterised in 

order to recognise the diversity of users? 

A. Usage profiles. 

B. Task profiles. 

C. Interaction styles. 

D. Typical errors. 

E. Language use. 

Options: 

1. All of the above. 

2. C, D and E 

3. A, C and E 

4. A, B and C     p 55 

5. B, C and E. 
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Question 16 

Shneiderman suggests ‘complete sequences’ as a technique which can reduce errors by 

ensuring complete and correct actions. An example of a complete sequence is: p 56 

1. When a user types a left parenthesis, the system displays a message somewhere on the 

screen that the right parenthesis is outstanding. The message disappears when the user 

types the right parenthesis. 

2. Logging onto a network requires that the user perform a sequence of actions. When the 

user does this for the first time, the system can store the information and henceforth allow 

the user to trigger the sequence with a single action. The user is then not required to 

memorise the complete sequence. 

3. Command completion, which will display complete alternatives as soon as the user has 

typed the first few letters of a command. 

4. When a user correctly matches a menu item and a button that performs the same function. 

5. None of the above. 

 

Question 17 

The following are advantages of graphical user interfaces: 

A. Visibility 

B. Cross cultural communication 

C. Screen clutter 

D. Impact and animation. 

Options: 

1. A and C 

2. A, B and C 

3. A, B and D    p60 Unit 4 

4. B, C and D 

5. A, B, C and D. 

 

Question 18 

The disadvantages of speech interfaces are: 

A. They are easy to develop. 

B. They may misinterpret what the user is saying. 

C. Voice responses may appear unnatural. 

D. They may be adaptable to different accents. 
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Options: 

1. A and B 

2. A and C 

3. B and C    p62 Unit 4 

4. B and D 

5. C and D. 

 

Question 19 

The shopping cart used in many e-commerce web sites is an example of: 

1. An interface metaphor    p71 Unit 4 

2. A conceptual model  

3. A good mapping  

4. Internationalisation  

5. All of the above.  

 

Question 20 

Which of the following statement(s) about evaluation of interactive systems is/are altogether 

true? 

A. Evaluation is an important process, which follows after the design and development cycle. 

It is not actually part of the user-centred design process, but is an essential separate 

stage.  

B. Field studies are conducted in a natural setting as opposed to laboratory studies. They are 

used to investigate real-life working practices and customs. 

C. During a heuristic evaluation, novice users evaluate the user interface according to 

usability principles known as ‘heuristics’. 

D. Formative evaluation should make use of sophisticated techniques only. 

 

Options: 

1. All of the above. 

2. A, B and C  

3. B and C  

4. A and B  

5. B only.     p72-76 Unit 4 
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Question 21 

What is the most appropriate stage in which to do summative evaluation? 

1. During the development of an interactive system to guide the decisions that are made. 

2. During the design phase to prevent usability problems on delivery. 

3. At the end of the design cycle to make judgements on the finished system. P 73 

4. After acceptance testing to show that it can be used in a work setting. 

5. Both 1 and 4. 

 

Question 22 

During later design stages, evaluation focuses on: 

A. identifying user difficulties 

B. improving an upgrade of the product 

C. predicting the usability of the product 

Options: 

1. Only A 

2. Only B 

3. A and B       p 73 

4. A, B and C 

5. B and C. 

 

Question 23 

Which of the following does NOT apply to scenario-based evaluation? 

1. It derives measurable observations that can be analysed.  P75 

2. It forces designers to identify key tasks with statistical techniques in the requirements’ 

elicitation stage. 

3. Different design options can be evaluated against a common test suite. 

4. It helps to identify and test hypotheses early in the development cycle. 

5. Direct comparisons can be made between alternative designs. 

 

Question 24 

Which of the following are NOT advantages of questionnaires? 

A. A large number of users can be included in the evaluation. 

B. It is time-consuming. 

C. It is labour-intensive. 

D. Results can be analysed rigorously. 
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Options: 

1. A and D 

2. A, C and D 

3. B, C and D 

4. B and C        p 76 

5. None of the above. 

 

Question 25 

The most frequently used technique of requirements elicitation for user interfaces involves: 

1. interviews      p 76 

2. surveys 

3. experiments 

4. canvasses 

4. reviews. 

 

Question 26 

The following statement(s) about groupware are true EXCEPT? 

A. It is intended to help different people to work together on a common product. 

B. It refers to systems through which CSCW manifests. 

C. It enables large numbers of users to be contacted at the same address. 

D. These applications are difficult to design and build. 

 

Options: 

1. A Only 

2. B Only  

3. C Only     p81-82 

4. A, B and C 

5. A, B and D. 

 

Question 27 

Which of the following are problems of CSCW which distinguish it from single user applications? 

A. It may be difficult for users to know who else is also using the system. 

B. Two or more users wanting to use the same resource simultaneously. 

C. A user frustrating another by preventing him/her from performing an action. 

D. Having different views of a system. 

Options: 
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1. A, B and D 

2. A, B and C 

3. A and B 

4. A, C and D 

5. A, B, C and D.       p 82 

Question 28 

Software that is developed for the purpose of doing harm or gaining unlawful access to 

information is referred to as: 

1. Malware    p86 Unit 5 

2. Shareware 

3. Freeware 

4. Courseware 

5. Middleware. 

Question 29 

‘Cracker’ is a name proposed for someone who: 

1. Attacks a computer system.       P 87 

2. Finds obscure problems in program code. 

3. Spreads computer viruses. 

4. Creates computer viruses. 

5. All of the above. 

Question 30 

The contributing factors to the digital divide are: 

A. Financial constraints 

B. Lack of skills 

C. Well-designed systems 

D. Availability of basic infrastructure. 

Options: 

1. A and B     p91 Unit 91 

2. A and C 

3. A and D 

4. B and C 

5. B and D. 

End of Assignment 3
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