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1. Three forces that work against evolutionary design: 
 
• The demands of time: New versions of an object are already in the process of being 
designed before the old one has been released. 
 
• Pressure to be distinctive: Each design must have features that distinguish it from 
previous models so that consumers can be lured with statements like ‘a new improved 
version’. Often the new model doesn’t even incorporate the good qualities of its 
predecessor. 
 
• The curse of individuality and market differentiation: Every company that manufactures 
the same type of product has to come up with a unique design which carries their signature. 
This means that if one company perfects a product, all the others that produce it will create 
an inferior product in the name of individuality. 
 
 

2. It is necessary to avoid cluster interfaces because:  
 

• It can be difficult for users to take in and understand the many different objects that are 
       presented on the screen. Some may be missed entirely. 
•   The more objects you present on the screen at once, the more meanings users will have to 
       unravel 
•    The more objects you present, the harder it is for users to find the ones that they really need 
•   The more objects there are on the screen, the smaller the average size of each object will be. 

• This makes it harder to select and manipulate individual screen components. 
 
 

3.1   I recommend Affordance should be used to convey the message as it guides user into taking 

the correct action, but should also be careful to use controls for some purpose if they clearly afford 
another. 

 
3.2 A Physical Constraint: is a type of a constraint that relies on properties of the physical 

world for its use. For example, an ATM will only accept your card if you insert it into the slot the right 
way  round. 
 

 
 



3.3 The other types of constraints are: 
 

• Semantic constraint: Constraints that rely on the meaning of the situation 

• Cultural constraint: Constraints can also rely on accepted cultural conventions  

• Logical constraint: refer to constraints that rely on the logical relationships between functional 
and spatial aspects of the situation. 
 

4.1   NO   as icons make it difficult for children to interpret them. 

 

4.2 The page backward and page forward icons provide a natural mapping with their 

functions. 
 

4.3 This means they clearly depict a page and the arrows indicate the direction of paging 

through the document. Their spatial orientation further strengthens the mapping -the left 
hand one for backwards and the right hand one for forwards. 
 

4.4   The traffic light icon, which is for exiting the page, does not. There is no logical, spatial 

or semantic connection between a traffic light and the exit operation 
 
5.1   Low-level Principles - are instructions that are application-specific and do not 
need much interpretation. 
High-level Principles - High-level principles are relatively abstract and applicable to different 
systems. 
 
5.2 Design principles are prescriptive suggestions to help designers to explain or improve 
their designs. Instead of telling the designer exactly ow to design an interface, they inspire 
careful design, telling the designer what will work and what not. 
For example: 

• Visibility, feedback and Constraints  
 
User Experience Goals is more concerned on how the user feels about a product 
irrespective of efficiency, effectiveness, learnability and so on, plays a role in it being 
accepted or not. 
For example: 

• Satisfying Enjoyable, Engaging 
 

6.   Two Principles that affect learnability : 
 
Predictability:  Support for the user to determine the effect of future action based on past 
interaction history. 
 
Familiarity:  The extent to which a user’s knowledge and experience in other real-world or 
computer based domains can be applied when interacting with a new system. 



 
 

7.1 Four suitable interfaces for the elderly people to use: 
 

• Advanced Graphical Interfaces  

• Web-based Interfaces  

• Sharable Interfaces 

• Robotic Interfaces 

7.2 Advanced Graphical Interfaces 
• The term graphical user interface (GUI) refers to any interactive system that uses pictures or 
images to communicate information. 
• The term graphical user interface (GUI) refers to any interactive system that uses pictures or 
images to communicate information. 
• Multimedia includes graphics, text, video, sound and animations that the user can interact 
with. 
Advantages: 
• Visibility 
• Cross-cultural communication 
• Impact and animation 

Web-Based Interfaces 
• Graphical interfaces that are located on servers connected to the Internet and are accessed 
by users through web browsers. 
• Web design is restricted by the available bandwidth and the associated download time. 
Advantages: 
• Provides users with access to large volumes of information at the click of a button 
• Sophisticated search engines such as Google makes it easy to search for information on 
specific topics. 
• Another important advantage of web-based interaction is the social aspect. It allows people 
to connect very easily with anybody, anywhere in the world. 

Sharable Interfaces 
• Allow more than one user to interact with the system. 
• Providing multiple (sometimes simultaneous) inputs. 
Advantages: 
• Shareable interfaces provide large interactional space 
• supports flexible group work and sharing of information 

Robotic Interfaces 
• Enable users to move and steer a remote robot. 



• Robots are computational devices that have the physical appearance and behaviours of 
humans or animals. 
• They contain embedded sensors that detect user behaviours and respond to them. 
Advantages: 
• They can be built to go into places too small or dangerous for humans, manual repetitive 
tasks. 
• Domestic robots can be manipulated to help in the house and they can be especially useful 
for the disabled. 
• Pet-like robots have been developed to host events or act as companion 
 
 
 

8. The iterative interaction design process involves,  
 

1. Firstly, to identify the users’ needs and requirements;  
2. Secondly, to develop alternative designs according to those requirements and then 

building interactive versions (prototypes) of those designs, and, 
3. Finally, to evaluate the users’ experience with the product 

 
9    Evaluation approaches: 
 
1. Usability testing  
2. Field studies  
3. Analytical evaluation  
4. Cooperative Evaluation techniques  
5. Scenario-Based Evaluation  

 
 
10. Five ways which business can save costs if they convert to online  are : 
 
1. No physical store needs to be set up and maintained 
2. Simplification of order placement and execution 
3. Providing 24-hour customer support 
4. Staffing requirements are reduced 
5. A retail business does not need to carry the inventory of a physical store 

 
 

 
 
  


