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the system perception, and the implementers of the system create an unp

model.

3 ‘s iterative and it
The Process: The analysis and design process for user interfaces is 1t
follows the steps:

(1) Interface analysis and modeling,
(2) Interface design,

(3) Interface constriction, and

(4) Interface validation.

—_— T .c{s and Modeling
Inlerface Validation Interface Analysis !

Interface Construction Interface Design
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Interface analysis focuses on the profile of the users who will interact w:th_the
system. The goal of interface design is to define a set of interface objects and actions
Interface construction normally begins with the creation of a prototype that enables
usage scenarios to be evaluated. Interface validation focuses on (1) the ablllt}i o.f the
interface to implement cvery user task correcily, to accommodate all task varlatlon.s,
and to achieve all general user requirements; (2) the degree to which the interface is
casy to use-and casy’fo.learn;and.(3) the.users’ acceptance of the interface as. a.useful-

tool in their work. >
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3. Explain Task analysis and Modeling?
A. The goal of task analysis is to answer the following questions:

* What work will the user perform in specific circumstances?

+ What tasks and subtasks will be performed as the user does the work?

* What specific problem domain objects will the user manipulate as work is
performed?

« What is the sequence of work tasks—the workflow?

* What is the hierarchy of tasks?
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To answer these questions, t
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ras\ 1dentified for the user.
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3. I-lel;l;iin Interface Design Steps?

i
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\. Once interface analysis has been completed, all tasks (or objects and actions) ; w
required by the end user have been identified in detail and the interface design activity '-
commences. A

Ithough many diffttént user intertace design models have been
proposed, all suggest some combination of the following steps:
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Using information developed during interface analysis; define interface objects and
actions (operations).

2 Define events (user actions) that will cause the state of the user interface to change.
* Depict each interface state as it will actually look to the end user.

Indicate how the user interprets the state of the system from information provided
through the interface.
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Applying interface desipn steps: Once the objects and actions have been dcﬁn.cd ;fnd
claborated iteratively, they are categorized by type. Targel, source, and application
objeets are identificd, A source object (c.g., a report icon) is dragged and dropped
onto a target object,

User interface desipn patter
that a wide v

ns: Graphical user interfaces have become so common
ariety of user interface design patterns has emerged. =

Design' Issues: As the design of a user interface evolves, four common design issucs

almos{ always surfuce: system response time, user help facilities, crror information
handling, and common labeling,

Response Time:

System response time is the primary complaint for many interactive
applications, In general, system responsc time is medsurcd from the point at which the

user performs some control action (c.g., hits the return key or clicks a mouse) until the
softwarc responds with desired output or action.

Help Facilities: Almost cvery user of an interactive, computer-based system requires
help now and then.

Error Handling:

Error messages and warnings are “bad news” delivered to users of
interactive

systems when something has gone awry.

Menu and Command labeling: A

number of design issucs arises .when typed
commands or menu labels arc provided

as a mode of interaction:
4+ Will every menu option have a corresponding command?

A  Arc menu labels sclf-explanatory within the context of the interface?
A Are submenus consistent with the function implied by

Application Accessibility: A variety of accessibility guidelines—man
Web applications but often applicable to

suggestions for designing interfaces that achi

y designed for
all types of software—provide detailed
cve varying levels of accessibility.
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S. Explain software User Interface Design?
A. User interface is the front-end application view to which user
use the software. User can manipul
means of uscr interface. Today,
digital technology exists,
airplanes, ships ctc.

interacts in order to
ate and control the sofiware as well as hardware by
user interface is found at almost every place where
right from computers, mobile phones, cars, music players,

a master menu ite_m?. o |
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or interface is part of
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. Aftractive

. Simple to use

« Responsive in short time

« Clear to understand .

. Consistent on all interfacing screcns
Ul is broadly divided into two categories:

« Command Line Interface

« Graphical User Interface

Command Line Interface (CLD

CLI .has been a great {.ool of interaction with computers until the video display
monitors came nto existence. CLI is first chojce of many technical users and
programmers. CLI is minimum interface software can provide to its users.

CL1 provides a command prompt, the place where the user types the command and
[ceds to the system. The user needs to remember the syntax of command and its usc.
tarlier CLT were not programmed to handle the user errors effectively.

A text-based command line interface can have the following elements:

« Command Prompt - It is text-based notifies that is mostly shows the context
in which the user is working. It is generated by the software system.

« Cursor - It is a small horizontal line or a vertical bar of the height of line, to
represent position of character while typing. Cursor is mostly found in blinking
state. It moves as the user writes or deletes something.

+  Command - A command is an executable instruction. It may_haye one or more

parameters. Output on command execution is shown inline on thé.screen,
WIliéh Suitpuf i§ produced; cominand prompt s displayed on the riéxt line.

deo based, depending upon the underlying
an be hardware or sofiware or a combination

popular if its user interface is:

Graphical User Interface:

Graphical User Interface provides the user graphical means to interact with the
system. GUI can be combination of both hardware and software. Using GUI, user
mterprets the software.

Typically, GUI is more resource consuming than that of CLI. With advancing
technology, the programmers and designers create complex GUI designs that work
with more efficiency, accuracy and specd.

GUI Elements

GUI provides a set of components to interact with software or hardware.

Lvery graphical component provides a way to work with the system. A GUI system
has following clements such as:
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An icon is small picture representing an associated application, When
these icons are clicked or double clicked, the application window is opened

Icon displays application and programs installed on g system.in 'the form of
small pictures, -
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of an application contains one or more of the listed GUI elements:

Application Window - Most application windows uses the cons

by operating systems but many use their own customer creat

contain the contents of application.
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« Text-Box - Provides an area for user to type and enter text-based data.
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> Show AM/PM .
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« Radio-button - ‘DiSplays avg;i'l'am- PN,
e )
selected among all offaved. options for selection. Only one can be

« Check-box - Furctions similar to list-b ion i <
is TRdked ik Shecked, VL1 oX. When an option is selected, the box

le optio 2 .
selected. p piions represented by check boxes can be

» List-box - Provides list of available -items

for selection. More than one item
can be selected.
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Other impressive GUI components are:
« Sliders ‘. .
« Combo-box S il 2 -
. ea v eI =¥ g D e L Sall .
« Data-grid ) 23 .
+ Drop-down list
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