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INSTRUCTIONS TO CANDIDATES:

INSTRUCTIONS TO CANDIDATES:

Answer any THREE of the four questions contained in this paper. All questions carry equal marks.

The questions relate to the Swansea Waterfront Museum case study issued previously.  A clean copy of the case study is provided.

This is an OPEN-BOOK examination; you may bring into the examination room notes prepared on SIX sides of A4 paper only.

 

QUESTION ONE

a) Present your comparison of two interactive displays you selected from the Swansea Waterfront Museum. Compare the application of Human Factors to the two designs, including Human vision, hearing and touch, Metaphor and Affordance in your analysis.
 


(30 marks)

b) Give your recommendations for improving the user experience in the less effective of the two interactive displays. Include analysis of the relevance of the application of Human Factors research from the area of computer system design to the design of interactive museum displays
 (20 marks)


QUESTION TWO

a) Give your recommended interface evaluation strategy for examples of interactive exhibits at the Waterfront Museum. Include reference to example of evaluation studies from the research literature and assess their relevance to the evaluation of the museum exhibits. 

(30marks)

b) Give your recommendations for an interface evaluation strategy for an augmented reality application running on visitors’ phones to enable users to interact with museum exhibits. How does this differ from your recommendations for the evaluation of static exhibits and why?
(20 marks)




QUESTION THREE

a) Provide an analysis of the application of general usability guidelines, such as those of Alan Dix, to your selection of Swansea Waterfront Museum exhibits. You should provide examples of cases where the guidelines provide clear advice to follow and others where you have difficulty or uncertainty in applying guidelines. You may refer to any exhibits you wish in your analysis of this topic.
  
(25 marks)

b) Give your recommendations for accessibility for interactive museum exhibits such as those at the Waterfront Museum. To what extent does accessibility advice aimed at Web designers (such as the W3C Web Accessibility Initiative) apply to designers of interactive museum exhibits? 


(25 marks)




QUESTION FOUR

a) Propose one Virtual Reality (VR) and one Augmented Reality (AR) exhibit for the Waterfront museum helping in the presentation and understanding of an aspect of Welsh Industrial heritage. Give an outline of the hardware and software design, including rough sketches and explain your application of Usability theory in the development of the designs as well as any research and industry systems you applied to this task. Assess the effectiveness of your two designs in aiding appreciation of the aspects of Welsh Industrial history it is designed to communicate.

(30 marks)

b) Analyse the extent to which VR and AR systems VR systems today, such as your suggested designs, are able to fulfil the vision of researchers such as Sutherland and Brooks. Include your analysis of the difference VR and AR in your exhibit designs.  

(20 marks)


Case Study for Usability Engineering Examination: May 2012

Background

The National Waterfront Museum in Swansea opened in 2005. The museum uses ”interactive technology married with traditional displays” [1] to showcase Welsh industrial history.    

Usability Review of two Interactive Displays

Select one interactive display from the museum you consider to be an effective design and another display you consider to be less effective. 
Give an overview of the displays, including a rough sketch. Outline the information and concepts they are communicating.
Prepare a comparison of the two including the following topics as well as other us any other usability topics you consider relevent:
· Human vision, hearing and touch
· Metaphor
· Affordance
How helpful is it to apply usability applied to the design of general computer systems to these interactive museum exhibits?  
 
Interface Evaluation 

Produce a recommended interface evaluation strategy for examples of interactive exhibits at the Waterfront Museum. 
Produce an evaluation strategy for an augmented reality application running on visitors’ phones to enable users to interact with museum exhibits. 
Include reference to interface evaluation studies form the literature to justify the two evaluation strategies.  

Guidelines and Accessibility

Analyse the application of usability and accessibility guidelines examples from the Waterfront Museum systems.
Apply a set of general usability guidelines, such as Dix’s. Which guidelines are applicable to the museum exhibits and which are not?
Draw up a set of recommendations for accessibility for interactive museum exhibits such as those at the Waterfront Museum. To what extent does accessibility advice aimed at Web designers (such as the W3C Web Accessibility Initiative) apply to designers of interactive museum exhibits?

Virtual and Augmented Reality

Analyse the background of Virtual Reality (VR) systems, including Sutherland’s vision for the development of VR systems and.associated hardware. To what extent to Augmented Reality (AR) systems share the same desired characteristics, such as user immersion?
Propose one VR and one AR exhibit for the Waterfront museum helping in the presentation and understanding of an aspect of Welsh Industrial heritage. Give an outline of the hardware and software design, including rough sketches. Use examples of existing VR and AR designs to develop your ideas.   
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