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1 INTRODUCTION 

Dear student 

 

This tutorial letter contains information about the answers to assignment 1 semester 2. 

 

By now you should have received the following tutorial letters: 

 

TUTORIAL LETTERS PRESCRIBED MATERIAL 

INF1520/101/3/2017 

INF1520/201/2/2017 

 

INF1520  Study Guide – MO01 

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 1 INF1520 

 

Semester 1 Assignment 1 

 

Due Date:                                                           13 March 2017 

 

Unique assignment number:                              702529 

 

Study material:                                                   Study Guide Units 1 and 2 

 

Contribution of mark:                        20% of semester mark, i.e. 2% of final mark 

 

 

 

 

http://www.osprey.unisa.ac.za/
https://my.unisa.ac.za/
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Assignment 1  [20] 

Question 1 

Which of the following statements about the early history of computing are not true? 

A. Charles Babbage (1791-1871) was a British mathematician who designed a Difference 

Engine. T 

B. Herman Hollerith (1860-1929) developed a computational device to calculate general 

statistics for immigrant population. T 

C. Colossus (1943) developed the first truly interactive computer. (Alan discussion forum 

fixed the problem) T 

D. In 1999 IBM launched FORTRAN. F 

Options: 

1. A and B 

2. B and C 

3. A, B and C  

4. A, B and D 

5. D.   P 1 unit 1 

 

Question 2 

Choose the correct statements about human-computer interaction. 

A. Computers and computer software should be designed in a way that allow the intended 

user to use them successfully for the intended purpose with the least amount of effort 

B. Designers must know how to support the tasks that the user will perform with the 

computer and computer software 

C. The term human-computer interaction was adopted in the mid-1950s to denote a new 

field of study concerned with studying and improving the effectiveness and efficiency of 

computer use 

D. When HCI became one of the domains of cognitive science research in the 1970s, the 

idea was to apply cognitive science methods to software development. 

Options: 

1. A, B, C and D 

2. A, B and C 

3. A, B and D  p.2 

4. A and B 

5. A and D. 
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Question 3 

Which of the following is a driver of mobile computing? 

A. no need of wireless access services 

B. internet access made an integral part through laptops, iPhone and cell phones 

C. widespread availability of satellite telephone links 

D. vendor marketing  

Options: 

1. A and B 

2. A, B, C and D 

3. A and C 

4. B, C, and D 

5. A, B and D. 

 

Question 4 

How many machines were connected to the Internet in 1990? 

1. 100  

2. 100 000  p13 

3. 1 000 000 

4. 1 000 

5. 10 000 000 

Question 5 

In the 1980s electronic mail was mostly used by:  

1. the military  

2. large businesses  

3. academic communities  

4. IBM, Apple and Microsoft  

5. the elderly. 

Question 6 

The WWW grew from: 

1. NSFNET Internet backbone 

2. NCSA National Centre for Super Computer Applications p10 and 3 correct nr 

suggested as the correct answer 

3. CERN 

4. European Research School 

5. Mosaic web 
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Question 7 

Which of the following definitions of HCI are correct? 

A. HCI is a ‘set of processes, dialogues, and actions through which a human user employs 

and interacts with a computer’. 

B. HCI is a ‘discipline concerned with the design, evaluation, and implementation of 

interactive computing systems for human use and with the study of major phenomena 

surrounding them’.  

C. HCI is ‘the study of people, computer technology, and the ways these influence each 

other’. 

D. HCI is concerned with studying and improving the many factors that influence the 

effectiveness and efficiency of computer use. 

Options: 

1. A, B, C and D   p14 

2. A, B and D 

3. B, C and D 

4. A and B 

5. A, B and C. 

 

Question 8 

Professionals in HCI are typically  

A. user experience designers 

B. interactive designers 

C. user interface designers 

D. network operators 

E. application designers 

Options: 

1. A, B, C and E  p16 

2. B Only 

3. A, B and C  

4. A and B 

5. B and C. 
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Question 9 

Identifying needs and establishing user requirements is one of the activities of 

______________. 

1. user experience 

2. usability 

3. interaction design     

4. accessibility 

5. availability. 

 

Question 10 

Choose the correct statements about social networks. 

A. Connections on social media are based on concepts such as friendship  and common 

interest 

B. Associations and companies cannot have profiles and friends on Facebook 

C. Facebook has been banned in several countries due to its use to spread political 

propaganda 

D. Twitter is a social networking and micro blogging service that enables its users to 

communicate through tweets. 

Options: 

1. A, B, C and D 

2. A, B and C 

3. A, B and D 

4. A, C and D  P.10 

5. B, C and D 

 

Question 11 

A usability principle that refers to the resources expanded in relation to the accuracy and 

completeness of goals achieved is called_______. 

1. effectiveness 

2. efficiency  p19 

3. satisfaction 

4. perception 

5. cognition. 
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Question 12 

Designing products so that people with disabilities can use them is referred to as: 

1. user experience 

2. availability 

3. accessibility  p19 

4. usability 

5. interaction design. 

 

Question 13 

Which of the following categories are characteristics of human (user) resources? 

A. novice 

B. perception 

C. interaction 

D. cognition 

E. physiology 

Options 

1. A and B 

2. B and C 

3. B, D and E p17 unit 2 

4. D and E 

5. D 

 

Question 14 

Which one of the following statements are good examples to resolve stress caused by keyboard 

and mouse movements? 

1. replace keyboard 

2. use laptop mouse 

3. use of a wrist support p26 

4. use a secretary 

5. none of the above 
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Question 15 

Choose the correct descriptions with regard to cognition 

A. A vital foundation for designers of interactive systems is an understanding of the cognitive 

and perceptual abilities of the user. P25 

B. Designers must make sure that people can see or hear displays if they are to use them. 

P25 

C. People with colour deficits generally see less contrast between colours than someone with 

normal vision. P25 

D. Lightening light colours and darkening dark colours will increase the visual accessibility of 

a design. P25 

Options: Some regard perception as part of cognition (Preece et al., 2007)  

1. A and C 

2. A, B and C 

3. A, B and D 

4. B, C and D 

5. A, B, C and D.    

 

Question 16 

Knowledge in the head and world can be categorised under the following properties: 

A. retrievability 

B. learning 

C. efficiency of use 

D. ease of use at first encounter 

E. aesthetics 

Options:  

1. A, B and C  

2. A, C and D  

3. A and B  

4. A and C  

5. A, B, C, D and E.   p 25 
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Question 17 

When designing interfaces, the trade-off between knowledge in the world and that in the head 

must be kept in mind. Which one of the following guidelines is NOT a good principle? 

1. Do not rely too much on the user’s memory. 

2. Don’t clutter the interface with memory cues. 

3. Don’t clutter the interface with information that is not really necessary. 

4. Use icons that has no meaning at all. P25 

5. Use meaningful icons to relieve strain on memory. 

 

Question 18 

Which statements are TRUE about Attention? 

A. It involves concentrating on something at a specific point in time. 

B. People do not differ in terms of their attention span. 

C. Some people’s attention can be distracted easily while others can concentrate on a task 

irrespective of external disturbances. 

D. It is not influenced by the way information is presented or by people’s goals. 

Options: 

1. A and B 

2. A and C      

3. B and C 

4. A, B and C 

5. A, B, C and D. 

 

Question 19 

User experience refers to: 

A. How people feel about a product 

B. One cannot design a user experience but can design for user experience 

C. Designing products so that people with disabilities can use them 

D. Designing products to support the way people communicate. 

Options: 

1. A and C 

2. A, B and C 

3. A, B and D 

4. B, C and D 

5. A, B, C and D.  



module code/101/1/2017 
 

11 

 

Question 20 

The characteristics of Short-Term Memory (STM) are: 

A. STM stores information or events from immediate past. 

B. The retrieval is measured in seconds or minutes. 

C. It can store information over longer periods. 

D. It is limited to the amount of information it can store. 

Options: 

1. A and B 

2. A and C 

3. A and D 

4. A, B and C 

5. A, B and D.   p26  
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