
1 
 

Micro Link Information Technology and Business College 

Department of Software Engineering 

Software Engineering Approach to Human Computer Interaction 

 

 

Course Code: SENG-3092                          Program: Undergraduate 

Academic Year: 2019/2020                         Batch: 3rd year 

Exam Date: 12/12/12                                   Semester: II  

 Time Allowed: 2:00 hr                               Maximum Score: 35 

  

 

 

 

Name: _____________________________________________ ID.No: ____________________ 

Dept. ___________________________________________ Section: ___________Year:_______ 

Program: __________________ Admission: Regular               Semester: ______      

 

 

General Instructions 

 Write your Name, ID, Department and Section both on the cover page and the answer sheet. 

 Please make sure the exam has 3  parts and 5 pages including the cover page and answer sheet 

 Read carefully the instructions and attempt all questions. 

 Provide your answer only on the separate answer sheet.  

 Any material shall not be taken in to the exam room unless permitted by course instructor. 

 Cheating is strictly forbidden and it will lead you academic dismissal.  

 Please switch off your mobile until the end of the exam. 

 

 

 

Please Do Not Turn This Page Until You Are Told To Do So!! 

 



2 
 

 

Part I: True or False Items. (5pts) 

Instruction: Write TRUE if the statement is correct and FALSE if the statement is incorrect 

on the space provided. (1 point each) 

1. The more a user has to remember, the more error prone interaction with the system will be.  

2. Basic pillar of UI states that “Buttons with equal visual weight will get more attention than 

buttons with the strongest/different visual weight”.  

3. Trust, privacy, and responsibility issues are very important factors in sociotechnical 

systems 

4. In entertainment apps, retention should be supported by use of “easy-to-remember” 

procedures and online-help  

5. Industrial and commercial app’s reliability and operational efficiency are important but not 

as crucial as it is with life-critical systems  

Part II: Multiple Choice Items (30pts) 
Instruction: Choose the correct answer among the given alternatives and write the letter of 

your choice on the space provided on the separate answer sheet (1 point each) 

6. Which one of the following methods is part of the aspects for usability measurement?  

a. Personal difference 

b. Clear exit marks 

c. Subjective satisfaction 

d. Promoting appropriate portability 

e. None of the above 

7. Which of the following issues are crucial to enhance the speed of learning for the given 

user interface? 

a. Using component-based interfaces 

b. Using metaphors and intuitive command names 

c. Develop interfaces with standard user interface components. 

d. All of the above  

e. A and B are the right answers 

8. One of the following is not a necessary step for designing user interface  

a. Define user interface objects and actions 

b. Define events that cause the state of user interface to change 

c. Bringing a prototype that enable usage scenarios to be evaluated  

d. Indicate how the user interprets the state of the system from information provided 

through the interface 

9. From the three interface paradigms, ________ are based on intuiting how things work in 

which they are a risky method. 

a. Implementation centric interfaces  d. B and C  

b. Metaphoric interfaces    e. None of the above 

c. Idiomatic interfaces 

10. One of the following characteristics is not necessary considered as a golden usability rule 

a. Using languages that fits the user group 
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b. Giving feedback to the user’s action 

c. Minimize the load on short term memory 

d. Avoid error situations  

e. Giving a clear and understandable documentation 

11. What type of process does user interface development mainly follow? 

a. Waterfall   c. Evolutionary 

b. Incremental   d. Spiral 

12. In user profile model,   have reasonable semantic knowledge of the system and low 

recall of syntactic information to use the interface.  

a. Novices users    d. Expert 

b. Intermittent users   e. All users 

c. Frequent users 

13. Which of the following is true for guideline in Error messages while designing a user 

interface? 

a. The message can provide a non-constructive advice 

b. The message should be Non judgmental 

c. The message should describe the problem in plain language 

d. B and C 

e. All of the above 

14. In design and prototype evaluation of an interface, a prototype is evaluated for  

a. Satisfaction of user requirements 

b. Conformance of the 3 golden rule of user interface design 

c. Reconciliation of the four models of user interface 

d. All the above 

15. Which one of the following characteristics is considered as true between life critical and 

industrial system in interactive system? 

a. Subjective satisfaction is of less concern in both cases 

b. Time to learn should be low in both cases 

c. High speed of performance and low error rates are crucial in both cases 

d. Retention is obtained by a very frequent use 

e. All are true except choice B 

f. All of the above 

16. While developing user interfaces, which of the following category are not accepted as 

usability Goal/Requirement? 

a. Retention over time 

b. Ensure proper reliability 

c. Complete project on schedule and within budget 

d. Promote appropriate standardization, consistency and portability 

e. Ascertain users’ need  

17. Natural language user interface can accept input in the form of  

a. String command  c. image 

b. Speech    d. none of these 

18. In which type of interface users provide commands selecting from a menu?  
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a. Command language interface  c. voice recognition user interface 

b. Graphical user interface  d. None of these 

19. What is user interface? 

a. Helps users to communicate using windows, icons with the computer system 

b. It converts program to machine language form 

c. Transmit data to a remote location as packets 

d. None of these above 

20. What is a prototype? 

a. Mini model of existing system 

b. Mini model of proposed system 

c. Working model of the existing system 

d. None of the above 

21. Which of the following is golden rule for interface design? 

a. Place the user in control 

b. Reduce the user’s memory load  

c. Make the interface consistent 

d. All of the mentioned 

22. What establishes the profile of end-users of the system? 

a. Design model   c. Mental Image 

b. User’s model   d. System Image 

23. Which of the following is not a user interface design process? 

a. User, task, and environment analysis and modeling 

b. Interface design 

c. Knowledgeable, frequent users 

d. Interface validation 

e. None of the above 

24. Which of the following is not a design principle that allow the user to maintain control?  

a. Provide for flexible interaction 

b. Allow user interaction to be interrupt-able and undo-able 

c. Show technical internals from the casual user 

d. Design for direct interaction with objects that appear on the screen 

25. Which of the following option is not considered by the Interface design? 

a. the design of interfaces between software components 

b. the design of interfaces between the software and human producers and consumers 

of information 

c. the design of the interface between two computers 

d. all of the mentioned 

26. The process to build usability into products is called ______ 

a. Usability framework  c. Application centric Interface 

b. Usability engineering  d. Usability measurement 

27. A dominant interface paradigm which is based on learning how to accomplish things is 

called _________ 

a. Implementation centric interface  c. Idiomatic interface 
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b. Metaphoric interface    d. A and C  

28. Pinpoint a wrong sentence about limitation of metaphors:  

a. Metaphors offer a small boost in learning ability to first time users  

b. If user doesn’t have the same cultural background, it’s easy for metaphor to fail  

c. In using metaphors, there can be a significant misunderstanding  

d. None of the above  

29. Which of the following is a disadvantage of using graphical interfaces? 

a. They are more attractive and less anxiety concerning use  

b. They have easier remembering and faster learning 

c. Few tested icons exist and may consume more screen spaces 

d. Immediate feedback with easily reversible actions  

30. The first step in guideline for interface design process is: 

a. Develop system menus   c. Know your clients  

b. Select proper interactive device  d. Create meaning graphics  
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Answer Sheet 

Software Engineering Approach to Human Computer Interaction 

Final Exam (home-take) 

 

Name_____________________ Department __________   ID.No __________Sec.________ 

Enrollment_______________ Semester ________ADD______,  

 

Part I. True 

False (1pt. each)    

Part II. Multiple Choice Questions (1pt each) 

1. ________ 

2. ________ 

3. ________ 

4. ________ 

5. ________ 

1. ________ 

2. ________ 

3. ________ 

4. ________ 

5. ________ 

6. ________ 

7. ________ 

8. ________ 

9. ________ 

10. _______ 

11. ________ 

12. ________ 

13. ________ 

14. ________ 

15. _______ 

16. ________ 

17. ________ 

18. ________ 

19. ________ 

20. ________ 

21. ________ 

22. ________ 

23. ________ 

24. ________ 

25. ________ 

26. ________ 

27. ________ 

28. ________ 

29. ________ 

30. ________ 

 

  

 

 

 

 


