Interface Design – A quick quiz
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Last week we discussed some of the issues we need to consider when designing a multimedia interface. We critically examined a number of web sites to see what strategies other designers had used and whether we thought they were successful or not. We then looked at some specific interface design principles that we should consider when designing a multimedia interface ourselves.

Here’s a few questions to jog your memory:

1. When designing the quit-sequence for a CD-Rom, what strategy can we employ to ensure that the user does not accidentally quit the program?
2. On last week’s handout, look at Talin’s principles; which particular principle best describes your answer to question 1?
3. Describe what the term ‘metaphor’ means? Give two examples of metaphors that you know.
4. When making a button in Director, we often make the button in 3 different states. What are these 3 states and why do we need them?
5. What is wrong with designing a web site so that on each different page within the site, the main navigation buttons are in a different position?
6. On last week’s handout, look at Nielsen’s principles; which particular principle best describes your answer to question 5?
7. If I don’t want to put some text on every button in an interface, what alternative can I use?
8. All of the following items provide the audience with something important when looking at an interface? What is it?
a. A tooltip description that flies-out when you rollover a certain button in Photoshop.
b. A button that has a question-mark on it, in the bottom corner of a game-screen.
c. The F1 key on the keyboard (in some programs).
9. What technique could you use, if you were asked to design a multimedia interface for sight-impaired people?
10. On last week’s handout, look at Tognazzini’s principles; what do you think he means by ‘visible navigation’?
11. We looked at the Official Spiderman movie web site last week. What clever strategy did the designers use to fit a lot of content on some screens without ‘cluttering’ up the interface?
12. Many programs use the combination ‘Control-Z’ to undo the last step. From the interface design point of view, what do we call this? Can you think of other examples of this strategy?
13. Imagine you were designing a CD-Rom that demonstrates a new range of vertical blinds being sold by a Geelong firm. 
a. If customers want to place an order for blinds and their computer is connected to the internet, what would you include in your interface design for the CD to facilitate this?
b. If they aren’t connected to the web, what alternative would you provide?
c. Who would you get to ‘test-drive’ the finished product before you arranged the production of the final CD-Roms? Why?
