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a) By Coverage : There are 5 types
.ffe(re)n = Ypes of coverage where the term process model has been defined
i :

Activi ri ! Related to set iviti
~sfirifion: of activities conducted for the specific purpose of product

4.

(i) Product Oriented : It includes a series of activities that cause sensiti i
. ve pr
to reach the desired product. il

jii) Decision Or?erl. : 1t includes a set of related decisions conducted for the specific purpose of
product definition.

(iv) Context Oriented : Itincludes sequence of contexts causing successive product transformations
underthe influence of a decision taken in a context.

(v) Stra i < It allows building models representing multi-approach processes and plan
different possible ways to elaborate the product based on the notion of intentions and strategy.

(b) By Alignment ; rocess can be of different kinds. These definitions corresponds to the various
ays in which a process can be modelled. '
(i) Strategic Processes :—

?—,_.—-w i E ; k . rT%
m Investigate alternative ways of doing a thing and eventually produce a plan for domg it.

" Are often creative and require human cooperation.
(ii) Tactical Processes : , ,
_®__helps in the achievement of a plan.

" are more concerned with the tactics t
development of a plan of achievement.

o be adopted for actual plan achievement than with the
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(iii) Implementation Processes :

N
B are the lowest level processes . .
m  are directly concerned with the details of ‘what’ and ‘how’ of plan _Bm_m_ﬂwmmmw“”ma e
(c) By Granularity : Granularity refers to the level of detail of a na.nmmm _.E.u nm it ity _MB:MM
guidance, explanation and trace that can be provided. Coarse m_‘m:c_m_..;.< restricts
level of detail where as fine granularity provides more detailed capability.

v User Interface Design

User interface design or user interface engineering is the design of websites, computers, mﬂv__m:nmw.
machines, mobile communication devices and software applications with H:w .ﬁon:m o.: the mmmﬂm
experience and interaction. The goal of user interface design is to make the user’s interaction as simple

and efficient as possible, in terms of accomplishing user goals — which is often known as user centered
design. ‘,..

Good user interface design facilities finishing the task in hand without drawing unnecessary attention
to itself. Graphic design may be utilized to support its usability. The design process must balance technical

functionality and visual elements to create a system that is not only operational but also usable and
adaptable to changing user needs.

User interface design is involved in wide range of projects from computer systems, to cars, to
commercial planes. All of these projects involve much of the some basic human interactions yet also
require some unique skills and knowledge. As a result, designers tend to specialize in certain type of
projects and have skill centered around their expertise, whether that will be s

oftware design, user
research, web design and industrial design.

v Fundamentals of User Interface Design

The various fundamentals of user interfaces design are as follows :

1. Know your user : Your user’s goal are your goals, so learn them, restate them, repeat them. Then,

- Do not carried away trying to keep up wi : iti
mimicking trendy design styles or adding new features By focusi

. . . INg on your user first, you will be able to
create an interface that lets them to achieve their goals. ek

2. Pay attention to Patterns : Users spend a majority of their time on msﬁmqm#mm other than your own.
re is no need to reinvent the wheel Those interfaces may solve so 1€ same Bro
. . . ! me of the same problems: rs
perceive within the one you are creating. | i _mBm ﬁ:mncmm
R 3, m3< Consistent : Users need consistency. They need to know that once they learn to do something |
noﬂw%_: be Mc_m.ﬁo do it again. Language, layout and design are just a few interface elements.that need
éncy. A consistent interface enables your users toh . . _ _
. , av di i i
ik v ‘ € a better understanding of how things will
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> Visual Hierarchy ; B0 VAl § _
U \?,ﬁfiim colory a:\)gs'%n Your interface in a way that allows the user to focus on what is most
2 L“’“"nt'i ne lysur’intet’face Ap Tceme\‘“ of each element work together, creating a clear path to
imdcﬁ“"_'t‘;' : + A clear hierarchy will go great lengths in reducing the appearance of
- fexity-
5 compP . .

e Feedback : Your - X

5. provid Your interface should at all times speak to your user, when his/her actions are
h right and wrong or misunderstoogd. Alwa

rs thatooeur ys inform your users of actions, change in state and errors,
ons < . .

o

§ both 1"
:-"'orexcl?pn
. g. Be Forgiving : No matter how clear your des;
L old allow for an.d tolerate user error. Design w
:_;’Sﬁed inputs. Also, if the user does cause an error, u
- chat action was wrong and ensure that he/she kn
7. Empower Your User : Once 3 yser has be
i;snd take off the training wheels. The breakd
‘»Tgcumb’-”s"me and distracting. Providing more
 cesin to get out of the way.

AT

8n is, people will make mistakes. Your user interface
ays for users to undo actions, and be forgiving with
S@ your messaging as a teachable situation by showing
ows how to prevent the error from occuring again.

come experienced with your interface, reward him/her
own of complex tasks into simple steps will become
abstract ways to accomplish tasks, that will allow your

§. Speak their Language : All interfaces

b X require some level of copy writing. Keep things
- conversational, not sensational. p

rovide clear and concise labels for actions keep your messaging simple.
. 9.Keep It Simple : The best interface design are invisible. They do not contain unnecessary elements.
| Instead, the necessary elements are succinct and make sense. Whenever you are thinking about adding a

new feature or element to your interface, ask the question, “Does the user really need this?” Are you
; f adding things because you like or want them? Never let your user interfaces ego steal the show.

§  10.Keep Moving Forward : When creating a user interface, you will make mistakes. Just keep moving
] v‘" forward, and remember to keep your user interface out of the way.

| v Process of User Interface Design

] The process of user interface design includes following steps.
£ Step 1. Functionality Requirements Gathering

§  tassembles a list of the functionality required by the system to accomplish the goals of the project
§ ndpotential needs of the users.

" Step 2. User Analysis _ A -
£ Analysis of the potential users of the system can be determined either through discussion with the
£ "orlewho work with the user and/or the potential users themselves. Typical questions involves.

) What would be user want the system to do?

b) How would the system fit in with the user’s normal workflow or daily activity?

© How technically sawy is the user and what similar systems does the user already use?
l4) what interface look-and feel styles appeal to the user?

Ste
p3, Information Architecture

: . ; V tenis, this
‘%ﬁ:t Mcludes development of the process and/or flow of the system (i.e., for phone tree sys

! ’:’"Gca ® an option tree flow chart and for websites, this would be site flow that Sh?WS' the ﬁ.‘er?‘»";chv of
3 " b ggs)' : 2 3 ] _ o s : §
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]
Step 4. Prototyping ' . ‘2
tincludes development of wire frames, either in the form of paper prototypes or ;cmple' Mteractivy
screens. These prototypes are stripped of all look and feel elements and most content in order g

A ]
concentrate on the interface.

Step 5. Usability Inspection '

tincludes letting an evaluator to inspect a user interface. This is generally considered t.o be-cheape,
to implement than usability testing and can be used early on in the development process since it can be
used to evaluate prototypes or specifications for the system, which usually cannot _be tested on users.
Some common usability inspection methods include cognitive walk through, ‘tﬁhldj'l fomfses on the
simplicity to accomplish tasks with the system for new users, heuristic evaluation, in which a set of
heuristics are used to identify usability problems in the user interface design.

Step 6. Usability Testing

it is the testing of the prototypes on an actual user-often using a tachnique called think aloyd
protocol, where you ask the user to talk about their thoughts during the experience.
Step 7. Graphic Interface Design

It may be based on the findings developed during the usability testing if usability is unpredictable, o
based on communication objetives and styles that would appear to the user.

v’ Prototyping

Prototyping is the technique of constructing a partial implementation of a system so that customers,
users, or developers can learn more about a problem or a situation to that problem. It is a partial
implementation because if it is full implementation, it would be the system, not a prototype of it.
Prototype allows the users to explore and criticize proposed system before undergoing the cost of a full

scale deveiopment. The field of prototyping software systems has emerged around two prototyping
technologies i.e., throw-away and evolutionary. ‘

In throw-away approach, the proto-type software is constructed in order to learn about the problem
or its solution and is usually discarded after the desired knowledge is gained.

(a) Misunderstanding betwen software d
functions are demonstrated.

{b) Missing user requirements may be detected.

{c) Difficult to use or confusing user requirements may be identified and refined.

(d) A working system is available qui i ‘
o Quickly to demonstrate the feasibil the
 application to the b ) sibility and usefulness of

(e)

The prototype serves as 5 basis for writing the specification of the system.

Scanned with CamScanner



