Computer Applications I (029511-1) Fall 2012 Final Exam (12/5/2013)
Dankook University, College of Engineering, Multimedia Engineering
The final exam will be a take-home exam, handed out on Thursday December 5th in class, and due by Thursday December 12th by 6:00 PM. Please, turn-in via electronic mail by emailing MS Word doc or Adobe Acrobat pdf file to the instructor, kpark@dankook.ac.kr. Please put your name and student ID on the exam you turn in.
This is an individual exam, to be completed without the aid of other students in the classroom. All of your answers should be in your own words using complete sentences, NOT just spitting back quotes from publications, books, lecture notes, or web pages. Answers that are direct copies of sentences from the book will NOT receive full credit. In answering the exam questions, it is crucial that you use citations of readings and outside publications that are relevant to your arguments (except the lecture notes from this class).

The question 1-7 will require short written responses (approximately 1 page per question). The question 8-9 will require little longer (approximately 2 pages per question) written responses. The question 10 will require much longer (approximately 3~5 pages per question) written responses. The questions will ask you to go into detail on a particular topic, and also to make some argument or new application of your knowledge.

1. Describe 5 design principles in interaction design: visibility, feedback, constraints, consistency, affordance.

2. Describe the interface metaphor and discuss the benefits and problems with interface metaphor.

3. Describe the most popular principle about the human memory in UI design, 7+/- 2 rules.
4. Describe Human Processor Model and discuss Human Factors in user interface design.

5. Explain Norman’s Theory of Action (1986) with your selected example and discuss Gulf of Execution and Gulf of Evaluation in interaction design.

6. Explain the Process of Interaction Design: Requirement, Analysis, Design, Iteration and Prototyping, Implementation and Deployment.
7. Compare and Contrast these analytic evaluation methods: Cognitive Walkthrough, Heuristic Evaluation, GOMS (including KVM).

8. Read this article “How Usability Testing Drastically Improved My Client’s App” from “http://uxdesign.smashingmagazine.com/2013/11/19/how-usability-testing-drastically-improved-my-clients-app/” and summarize its technological principle and your lessons learned from this article.

9. Describe the benefits of large high-resolution tiled display and the large-display usability issues (and some research efforts to resolve these usability issues). Then, compare and contrast all the presentations (including large display UIs survey and term projects) in the classroom. Please attach all the references (in pdf) you used. 
10. Watch this article, “Multi-Touch Interactive Wayfinding and Digital Signage”  from http://www.youtube.com/watch?v=Enr4uqvX-hc&list=PL691447D6971B9E34&index=1 and critique the UI design of this installation and then re-design its UIs by putting them into a more effective design based on the principles discussed in class. For example, add the Kinect gesture-based UIs for users to interact with the display when they are 1 feet far from the display. Note which principles you are using and how they affect your redesign.

