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1 INTRODUCTION 

Dear student 

 

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

 

By now you should have received the following tutorial letters: 

 

TUTORIAL LETTERS PRESCRIBED MATERIAL 

INF1520/101/3/2017 

INF1520/102/1/2017 

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 2 INF1520 

 

Semester 2 Assignment 2 

 

Due Date:                                                           18 September 2017 

 

Unique assignment number:                              659940 

 

Study material:                                                   Study Guide Units 3 - 5 

 

Contribution of mark:                                         80% of semester mark, i.e. 8% of final mark 

 

 

 

 

 

http://www.osprey.unisa.ac.za/
https://my.unisa.ac.za/
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Assignment 2 [50] 

Question 1 [6] 

Discuss the three common mistakes that designers make when looking at the problem of 

cluttering interfaces.  

P47 

 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.  

 

Question 2 [3] 

Below are some examples of constraints. For each indicate whether it is a physical, 

semantic, cultural or logical constraint: 

2.1 The way a key fits into a lock 

Physical – forcing function p 48 

2.2 The way the outside handle of a mini taxi is designed  

Semantic – rely on the meaning of the situation 

2.3 Natural mapping of a water tap using one handle, where the left one controls 

the hot water and if you turn it right it controls the cold water. 

P48 logical 

Question 3 [6] 
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3.1 Define the term mapping. (1) 

P 48 

Mapping refers to relationship between two things, for example, the relationship between a 

device’s controls and their movements, and the results of the actual use of these controls. A 

good mapping is a mapping that enables users to determine the relationships between possible 

actions and their respective results.  

3.2 Explain in more detail what is meant by the icons highlighted in the above 

figure, in terms of mapping, a typical example of icons used in children games. 

 (4) 

P 48  

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

 

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.  

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.  

3.3 In your opinion is the above example an example of appropriate mapping? Yes 

or no (1)  

P48 no  

Question 4 [6] 

The parts of a system that is essential for its use must be visible.  

4.1 Define the term visibility. (1) 

P49 

The parts of a system that is essential for its use must be visible. The visible structure of well-

designed objects gives the user clues about how to operate them. Visible signs (like letters or 

the colour) on salt and pepper shakers tell us which is which.  
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4.2 What form can clues take on make a system more visible? (3) 

P49 

These clues take the form of affordances, constraints and mappings.  

4.3 What solution do you recommend can be used for visually impaired users to 

make a system more visible? (2) 

P49 sound or audio cues  

Question 5 [10] 

5.1 Dix et al. (2004) classified rules as standards and guidelines. Differentiate 

between standards and guidelines. (2) 

Standards are usually set by national or international bodies, are high in authority and 

limited in application,  

while guidelines are more general in application.  

5.2 Discuss four principles that affect flexibility in terms of interaction of users 

with systems.  (8) 

Any 4 principles 1 mark each * 4and discussion 1 mark each * 4 

Principle Definition Related principles 

Dialogue 
initiative 

Allowing the user freedom from artificial 
constraints on the input dialogue imposed by the 
system. 

System/user  

pre-emptiveness 

Multi-threading Ability of the system to support user interaction 
pertaining to more than one task at a time. 

Concurrent vs. 
interleaving, 
modality 

Task 
migratability 

The ability to pass control for the execution of a 
given task so that it becomes either internalised 
by user or system or shared between them. For 
example, a spell checker does some of the work 
but should ultimately let the user decide which 
words to replace. 

 

Substitutivity Allowing equivalent values of input and output to 
be arbitrarily substituted for each other. 

Representation 
multiplicity, equal 
opportunity 
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Customisability Modifiability of the user interface by the user or 
the system. 

Adaptivity, 
adaptability 

 

Question 6 [3] 

Provide one word for the following definitions: 

6.1 A mechanism that restricts the allowed behaviour of a user when interacting with a 

computer system.  

Constraint p47  

6.2 A type of a physical constraint that requires one action before the next can take 

place. 

Forcing function p48  

6.3 Information that is sent back to the user about what action has been performed and 

the results of the action.  

Feedback p 50  

Question 7 [10] 

7.1 Name 5 different types of interfaces.  (5) 

Any 5 valid interfaces 1 mark each 

Advanced Graphic Interface 

Web based interfaces 

Speech interfaces 

Pen gesture and touch screen interfaces 

Mobile interfaces 

Multimodal interfaces 

Sharable interfaces 

Tangible interfaces 

Augmented and mixed reality interfaces 

Wearable interfaces 

Robotic interfaces 
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7.2 Indicate what disadvantages are associated with the different types of interface.

 (5)  

Any 5 disadvantage that are associated with the type of interface 1 mark each 

Advanced Graphic Interface: A problem with multimedia is that users tend to favour animations 

and video clips and easily ignore accompanying text and static diagrams. 

Web based interfaces: The main advantage of web-based interaction is that it 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. 

Unfortunately there are also large amounts of irrelevant information to search through and, 

since practically anybody can load information onto the web, a lot of what is there is not 

trustworthy. . 

Speech interfaces: They are relatively difficult to develop. They may not be adaptable to 

different accents, voice pitch and speech defects (e.g. lisping). They may misinterpret what 

the user is saying. Voice response may appear unnatural. 

Pen gesture and touch screen interfaces: Disadvantages are that the flow of 

interaction may be interrupted, incorrect options may accidentally be chosen and 

movement and handwriting may be misinterpreted.  

Mobile interfaces: Unfortunately many older users do not buy their own phones but receive 

them as gifts from children and grandchildren whose own contracts allow for an upgrade of 

the phone model. 

Multimodal interfaces: There are several disadvantages: input needs to be calibrated for 

accurate interpretation; they are complex and difficult to implement; and they are still very 

expensive.  

Sharable interfaces: Disadvantages are that separating personal and shared workspaces 

requires specialised hardware and software and correct positioning at the interface. These 

interfaces are also expensive to develop. 

Tangible interfaces: Some of the problems with tangible interfaces are development cost, 

accurate mapping between actions and their effects, incorrect placement of digital 

feedback 

Augmented and mixed reality interfaces: These interfaces may enhance perception of the real-

world, and can thereby support training and education (for example, in flight simulators). 

However, the added information could become distracting, and users may have difficulty to 

distinguish between real and virtual worlds. These systems are also very 

expensiveWearable interfaces: Some problems are still experienced with these interfaces 
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including that they are uncomfortable because of size and weight factors, and they are 

restricted by battry life. 

Robotic interfaces: Humans are afraid that robots will take over their lives and replace them in 

workplace. 

 

Question 8 [4] 

You are expected to go out to your community, for example, school, church or old age 

home. Give four advantages of social networking sites for the community you selected, 

indicate in your answer which community you choose. 

School/Church/Old age home 

 

Low cost of creating a web presence.  Schools or churches can use the web presence to 

attract new scholars and or church members while old age homes can advertise what they offer 

and what it will cost at a fairly low cost. 

 

Making personal connections – for example, by searching for people who share your interests 

or becoming friends with ‘friends of friends’. You can also reconnect with long lost friends.  In 

a school environment people leaving the school can still stay in contact with friends that were 

with them in the same year or keep in touch with school happenings to maybe donate or attend 

school events etc. In church environment church members can connect to one another the 

church can advertise events etc. Old age homes can use social network to assist elderly people 

to stay connected with family that are far away because elderly people are not that mobile 

anymore social networking can be used as a tool to connect to family and friends who they 

cannot get to physically.  

 

Making connections for career purposes – it is quite easy to identify people who work in your 

field by searching through their profiles.  Schools can use their social network site to advertise 

internships for example for school leavers to get school leavers connected into a career. 

Churches can use their social network site to also advertise and put church members in need of 

work in contact with work opportunities. Old age homes can use to position available. 

 

For businesses it has the advantage that they can get additional information on someone 

before employing them. It is a way to find out if people have lied in their applications or CVs. 

Schools can do a social network search to check the profiles of current or new scholars. 

Churches can also use social network sites to verify a new employees credentials before 

appointing them in a position in church. Old age homes can also use social network sites to 

verify employee credentials before appointment etc. 

 

Question 9 [2] 
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What problems are associated with the “Information Age” that can be linked to the 

almost immeasurable availability of information? 

P84 any 2 valid problems 

We are not threatened today by a malign supercomputer seeking to destroy humanity.  

However, our everyday safety is almost entirely dependent upon information technology.  

There is a very real sense in which we are all cyborgs.  

We are all dependent on machines to survive. 
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