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Question 1: (10)
Consider the chair given below. Your Employees want to use it as a computer chair. Your task is
to write any As HCI Specialist, your job is point out any Five issues in the design of this chair.

Answer):

1) Armrests: There are no support for head rest, armrest, or neck support.

2) The seat is not adjustable, meaning you cannot increase the height or inches of chair.

3) It is made from wood. It should be made from materials like fabric, leather etc. So that a person can be relaxed and work for long period of time.

4) Effects of sitting on hard surface for long time could cause backpain, or hurt lower part of your body.

5) There are no Tilt and tension control features.

Question 2: (06)
What is Paradigm, and what do you mean by paradigm shift?

Paradigm:
In science and philosophy, a paradigm (/ˈpærədaɪm/) is a distinct set of concepts or thought patterns, including theories, research methods, postulates, and standards for what constitutes legitimate contributions to a field.

Paradigm Shift:
In The Structure of Scientific Revolutions, Kuhn wrote that "the successive transition from one paradigm to another via revolution is the usual developmental pattern of mature science.
A paradigm shift is a major change in the concepts and practices of how something works or is accomplished. A paradigm shift can happen within a wide variety of contexts. They very often happen when new technology is introduced that radically alters the production process of a good or service. For example, the assembly line created a substantial paradigm shift, not only in the auto industry but in all other areas of manufacturing as well.




Example of a Paradigm Shift:

For example, the Internet created a paradigm shift in the way business is conducted. Email and scan replaced the fax machine and courier services. Orders for securities can now be placed directly by the client via the Internet and are sometimes executed in seconds.


Question3: (06)
Explain Design Rationale. Write and explain the types of design rationale.
What is Design rationale? • 
Rationale has to do with logical explanations and reasons 
•Discussions, debates, negotiations 
• Reasons for features
 • Reasons against features 
• Weighing of tradeoffs

A design rationale is an explicit documentation of the reasons behind decisions made when designing a system or artifact. As initially developed by W.R. Kunz and Horst Rittel, design rationale seeks to provide argumentation-based structure to the political, collaborative process of addressing wicked problems.[1]
Its primary goal is to support designers by providing a means to record and communicate the argumentation and reasoning behind the design process.[3] It should therefore include:[4]

the reasons behind a design decision,
the justification for it,
the other alternatives considered,
the trade offs evaluated, and
the argumentation that led to the decision.




Types Of Rationale:
Rationale can be classified into several types. These types are not mutually exclusive and some systems may support multiple types of rationales.  The following types of rationale are discussed in this document:

·Argumentation based - the design rationale is primarily used to represent the arguments that define a design [Garcia, 1993].  These arguments consist of issues raised, alternative responses to these issues, and arguments for and against each alternative.

·History-based – the rationale consists of the design history – the sequence of events that occurred while performing the design [Garcia, 1993].  This information can be stored in many forms.  It could be in the form of entries in a design notebook, an archive of e-mail messages, or other types of documents that capture actions taken over time.

·Device-based – a model of the device itself is used to both obtain and present rationale [Gruber, 1990].  The explanations of the design would be produced by using the model to simulate the behavior of the device. It would be possible for the user to view the model and ask questions about its design and behavior.

·Process-based – the DR capture is integrated into the design process itself which guides the format of the rationale.  In Ganeshan, et. al. [1994], the design description is modified only by changes to and refinements of the design objectives, thus capturing the rationale as part of the design process.

·Active document-based – the DR is per-generated and stored in the system.  In these systems, the designer creates the design and the DR system generates the rationale for it based on the system's stored knowledge.  For each decision made, the system compares the decision made by the user with the decision that it would have made based in its knowledge.  If the actions of the user conflict with the system recommendations, they are given the option of changing their decision or modifying some of the criteria.


Question 4: (10)
Find the web pages that illustrate the principle of consistency. You must provide one good and
one bad example of consistency. You must provide the screen shot of web pages along with URL
and the written explanation justifying your good and bad example in your answer. To provide the
relevant examples browse the internet.

Answer):


Apple Website Link:
https://www.apple.com/

Screen Shot Of Apple Website:
[image: ]


Explanation:
Apple does a great job of keeping the interface consistent. All of the product pages feature very similar aesthetics and are structured in the same way. The whole site looks and feels the same throughout and the global navigation bar at the top is always there, on every page. This means that the entire experience is very unified and coherent — you know you’re on the same website wherever you go.

if your site has a consistent interface throughout, your visitors will quickly learn how it works and will be able to use this knowledge in any of the new pages that they visit, since they’ll all be using the same, or very similar, interface.

Bad Consistency:
http://arngren.net/

ScreenShot:
[image: ]

Question 5: (08)
Write the Shneiderman’s 8 Golden Rules.

1. Strive for consistency: 
By utilizing familiar icons, colors, menu hierarchy, call-to-actions, and user flows when designing similar situations and sequence of actions. Standardizing the way information is conveyed ensures users are able to apply knowledge from one click to another; without the need to learn new representations for the same actions. Consistency plays an important role by helping users become familiar with the digital landscape of your product so they can achieve their goals more easily.



2. Enable frequent users to use shortcuts: 
With increased use comes the demand for quicker methods of completing tasks. For example, both Windows and Mac provide users with keyboard shortcuts for copying and pasting, so as the user becomes more experienced, they can navigate and operate the user interface more quickly and effortlessly.
3. Offer informative feedback: 
The user should know where they are at and what is going on at all times. For every action there should be appropriate, human-readable feedback within a reasonable amount of time. A good example of applying this would be to indicate to the user where they are at in the process when working through a multi-page questionnaire. A bad example we often see is when an error message shows an error-code instead of a human-readable and meaningful message.

4. Design dialogue to yield closure:
Don’t keep your users guessing. Tell them what their action has led them to. For example, users would appreciate a “Thank You” message and a proof of purchase receipt when they’ve completed an online purchase.
5. Offer simple error handling:
No one likes to be told they’re wrong, especially your users. Systems should be designed to be as fool-proof as possible, but when unavoidable errors occur, ensure users are provided with simple, intuitive step-by-step instructions to solve the problem as quickly and painlessly as possible. For example, flag the text fields where the users forgot to provide input in an online form.
6. Permit easy reversal of actions:
Designers should aim to offer users obvious ways to reverse their actions. These reversals should be permitted at various points whether it occurs after a single action, a data entry or a whole sequence of actions. As Shneiderman states in his book:

a. This feature relieves anxiety, since the user knows that errors can be undone; it thus encourages exploration of unfamiliar options.
7. Support internal locus of control:
Allow your users to be the initiators of actions. Give users the sense that they are in full control of events occurring in the digital space. Earn their trust as you design the system to behave as they expect.
8. Reduce short-term memory load:
Human attention is limited and we are only capable of maintaining around five items in our short-term memory at one time. Therefore, interfaces should be as simple as possible with proper information hierarchy, and choosing recognition over recall. Recognizing something is always easier than recall because recognition involves perceiving cues that help us reach into our vast memory and allowing relevant information to surface. For example, we often find the format of multiple choice questions easier than short answer questions on a test because it only requires us to recognize the answer rather than recall it from our memory. Jakob Nielsen, a user advocate who’s been called one of the “world’s most influential designers” by Bloomberg Businessweek has invented several usability methods including heuristic evaluation. Recognition over recall is one of Nielsen’s ten usability heuristics for interface design.



Question 6: (10)
You are familiar with internet explorer. Explain any five usability goals in terms of internet explorer. Justify each goal with example

1) Server Up Time: We do not get an error while loading the website.
i) Example: When we visit the website and try to search for something, we do not get errors or failed loading page.

2) Consistency: Internet Explorer is consistent across the browser which helps visitors mind at ease.
i) Example: the design is same across the website which makes user  is comfortable to search for things

3) Readable: Users interact with lots of online text. Which is easy to read and digest.

Example: The text is clear and anyone it maybe young or old can easily read.

4) Clear Navigation: The content is split between multiple pages, and enables users to navigate between them using menus. Navigating across the website is easy.

5) Effectiveness: It supports users in completing actions accurately.


6) Efficiency: Users can perform tasks quickly through the easiest process.

7) Engagement: Users find it pleasant to use and appropriate for its industry/topic.


8) Error Tolerance: It supports a range of user actions and only shows an error in genuine erroneous situations. You achieve this by finding out the number, type and severity of common errors users make, as well as how easily users can recover from those errors.
9) Ease of Learning: New users can accomplish goals easily and even more easily on future visits.

=========================THE END========================
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