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INSTRUCTIONS TO THE CANDIDATES

1. Answer all the fifty questions, each question carries one mark.

2. Use only Black baII point pen for writing / darkening the circles.

3. For each question, after selecting your answer, darken the appropriate circle

corresponding to the same question number on the OMR sheet.

4. Darkening two circles for the same question makes the answer invalid.

5. Damaging/overwriting, using whiteners on the OMR sheets are strictly

prohibited. :

1. Usability is an established, as a part of the
a) Technology World
c) Designer's World

b) Cormputation World
d) None of these

2. Example of extracting a requirement statement for
a) Ticket Kiosk system
c) Website design system

b) Software system
d) All of these

a) Extracting statement
c) Requirement structure

4. What UX encompasses of_
a) Only visual elements

3. The term translate each user need into one or more introduction design that is _
b) Requirement statement
d) Termino logy statement

b) Only functional element
c) Both visual and functional element d) Either visual nor functional element

5. A business - a - case a user experience typically includes
a) Technical specification of the product
b) Analysis of competitor pricing strategies
c) Justification of investment based on quotation of ROI
d) Historical data on employee turn over rate.

6. The primary goal of UI design is to
a) To maximize user satisfaction and usability
b) To optimize loading times
c) To minimize user engagement
d) All ofthese 
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7. Which of the following is not a usability princip{ 
.

a; iearn abilitY b) EffrciencY 
.

cj Memorability d) Cost-effectiveness

ln concern to design UI stands for

a) User involvement
c) User interaction

a) Critiqutng b) Designing

14. Interaction PersPecttve rs

a) How the sYstem work
c) How the sYstem communicate

15. The long term design documentation is
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b) User interface
d) User insPection

c) Both (a) and (b) d) None of these

problems solving that emphasizes empathy'

c) User perspectives d) User collaboration

c) Idea creation d) Sketching

b) How the user oPerate the sYstem

d) How a sYstem interface

c) Drawing

b) Joy and enjoYment
d) Theme or ideas

b) Sketching
d) Intellectual drawing

b) Visual frames
d) Graphics frames

d) ideation

9. The difference between UI and UX is/are: ,. 1:r-- ^-r
a) UI focus., or rotuuiele*.tts, while UX fo.u"s on functionality and user satisfaction

b) UI and UX are interchangeable terms

.jUi f"."tes on functionality, whii-e-]]{ focuses on elemerrts

i) ui ro.u. or, furrciionality, while uX focuses on user satisfaction

Emotional impact is user experience design refers to:

a) The psychological effects.of color choices on users 
.--:

Uj ffo*.rset f.el*hen they interact with a product or servrce

rj fn. technical performanc" 9.f llt website or app

d-) The number of features available to users'

Design concePt includes

a) UsabilitY b) AccessibilitY

is a human centered aPProach to

ilut iuity a nd co ll abo r at io n-

a) Design b) Design thinking

Generation of new idea is

10.

11.

12.

13.

16.

t7.

a) Sketching b) Design

Critiquing is about
a) Review and judgment

c) Idea creation

Rapid creation of freehand drawing is _-
a) Drawing
c) Designing

18. Story board is a sequence of
a) Frame cliPs
c) Sketches

19. Ideation is an

a) Active b) Fast moving c) Coliaboration
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20. Use mental model is a description of
a) How the system work b) Explanation of someone's thought
c) Something works in the real world d) None of these

21. The purpose of wire framing in UIAJX design is to 

-
a) to create a final polished design b) to communicate layout and functionality
c) to select color schemes d) to add animations

22. UX measure is _
a) Usage of your interaction design b) Usage of conceptual design

c) Usage of design thinking d) Usage of ideations

23. Measuring instrument is a description of
a) Providing values for the particular UX measure

b) Providing values for the UX targets
c) Providing values for the UX metrics
d) Providing values for UX goals.

24. Detailed design includes
a) Visual frames b) Visual cliPs
c) Visual comps d) Visual wire frames

25. Bread and butter tool of interaction design is 

-
a) Sketching Ul Wlteframes
c) Detaiied design d) None of these '

26. In which software tool is used in wireliame
a) Adobe XD b) Keil c) Xlinx d) None of these

27. Subjective of the UX design is _
a) UX metrics b) UX goals

c) UX measure d) UX target

28. Quantitative statement is _
a) UX metrics b) UX goals c) UX measure d) UX target

29. Wire frames are _ frames

a) Low fidelity wire frames b) High fidelity wireframes
c) Median fidelity wireframes d) None of these

30. The drawing aspects of wireframes are user of 

- 

boxes
a) Square boxes b) Paralleogramboxes
c) Rectangular boxes d) None of these

31. A sense is a design representation is

a) Interaction design b) Wire frame
c) Prototype d) Design thinking

32. The ideas of prototyping is _
a) Timeless and universal b) Build and real thing
c) Choice and approach d) all of these
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33.

34.

39.

40.

41.

42.

43.

44.
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Which prototype is demonstrating the product concept and for conveying an eatly

product overview? 
e ttypea; vertical prototype !) !-pptt pi:to -^

ci Horizontal proiotype d) None of these

In which prototype combines the advantages of both horizontal and vertical, offering a

36. prototype that are not faithful;ropresentations of the details of look, feel and behavior is

b) Local prototYPe

d) Low fidelity PrototYPe

representation of designs

b) Local prototYPe

d) Low fidelitY PrototYPe

good compress for system evaluation?

a) 'R'PrototYPe
c) 'T'PrototYPe

35. A vertical prototype is associated with

a) User actions, in dePth

c) Stake holder actions in dePth

a) Vertical PrototYPe
c) Horizontal PrototYPe

37. In which prototype are more detailed

a) High fidelitY PrototYPe
c) Horizontal PrototYPe

Paper prototyPe can act as

a) Coding blocker
c) Prototype blocker

A'T' prototype cornbines

38. Which one of the fidelity is not independent

a) IntPractivitY of PrototYPe
c) HoiiZ'bntal PrototYPe

b) 'Y'prototYPe
d) 'D'prototYPe

b) Customer actions,
d) Al1of these

in depth

b) Local prototYPe

d) Low fidelitY PrototYPe

b) View blocker
d) All of these

b) Both horizontal and locai prototype

d) None of these
a) Both paper andrlocal PrototYPe
c) Both low fidElity and high fidelity

Some of t'he guidelines and mgch,of practical yelperformance depend on

u; ffru,,iofCe[ts of over satisfabfion b) The concepts of UX guidelines

c; fneto"cepts of human'worting memory d) All of these

Se.,psory memory is qf --.---
uj S-rit brief dur,lion- b) Large brief duration

.j V..y brief duratioir d) None of these

The selected,lux,design guidelines are generally organized by the

a) UAF structure b) API structure

c) GUI structure d) All of these

Design examples of UX guidelines from everyday things such as

a) Hair dryers b) Automobiles

c) Public doorways d) All of these
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45. Planning guidelines are the support
a) Users b) Servants c) Public d) None of these

46. User actions to determine _
a) When tasks or steps to do b) What tasks or steps to do

c) How tasks or step to do d) WhV tasks or steps to do

47. Translation guidelines are to support
a) Users b) Customers c) Peoples d) None of these

48. Including human memory support in the task structure 

-
a) Design simplicity b) Flexibility
c) Efficiency d) Concuruency

49. Physical actions guidelines support users is doing physical actions including
a) Typing
b) Clicking
c) Dragging in a GUI, scrolling on a web page

d) All of these

50. The outcomes part of the interaction cycle is about supporting
a) Users through complete and correct "backend" functionality
b) User's interaction cycle functionality
c) Dragging in a GUI, scrolling on a web page functionality
d) All of these

,k:*{<{<*
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