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Lab Manual: Lab 1 : GUI - Overview
By Mohd Taib bin Wahid




Objectives

*» Understanding of the importance, benefits, and usage of the
o Memory
o Physical control and displays
o WIMP

Activity Outcomes
+» The students will know what are memory, physical control and WIMP from the
case study




+ Understanding of the importance, benefits, and usage of the

o Memory
o Physical control and displays
o WIMP

EXERCISE -A

Is it important that system designer takes account of individual differences when creating an
interactive system? Justify your answer. (Group Work)

SOLUTION - A




EXERCISE -B

From what you have learned about cognitive psychology, devise appropriate guidelines for use by
interface designers. You may find it helpful to group these under key headings: for example,
Functionality, Visual perception, Memory, etc, although some may overlap such groupings.

SOLUTION -B

Functionality:

1. Limit the number of things to be remembered to 7, and preferably to 5. In addition, group
things according to function.




EXERCISE -C

Identify input and output devices that could benefit users with special needs. (Group Work)

SOLUTION -C

Device

Type
(Input/Output)

Explanation

EXERCISE -D

Find as many different examples as you can of physical controls and displays.

(a) List them

(b) Try to group them, or classify them

SOLUTION -D

a. List of All Items:

1 Monitor 11
2 Projector 12
3 Mobile Phone Screen 13
4 Projector Controller 14
5 Joystick in Mobile Phone 15
6 16
7 17
8 18
9 19
10 20




b. Group or classify them:

Physical Controls Displays

EXERCISE -E

(a) Group the following functions under appropriate headings, assuming that they are to form the
basis for a menu-driven word-processing system - the headings you choose will become the
menu titles, with the functions appearing under the appropriate one. You can choose as many or as
few menu headings as you wish. You may also alter the wordings of the functions slightly if you
wish.

save, save as, new, delete, open mail, send mail, quit, undo, table, glossary, preferences, character
style, format paragraph, lay out document, position on page, plain text, bold text, italic text,
underline, open file, close file, open copy of file, increase point size, decrease point size, change
font, add footnote, cut, copy, paste, clear, repaginate, add page break, insert graphic, insert index
entry, print, print preview, page setup, view page, find word, change word, go to, go back, check
spelling, view index, see table of contents, count words, renumber pages, repeat edit, show
alternative document, help.

SOLUTION-E
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Lab Manual: Lab 2 - Interface Interaction and
Data Gathering
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Objectives

+» Understanding of the interaction of different interfaces style along with
data gathering.

Activity Outcomes
+» The students will know that in Human computer interaction course,
each device has different types of interaction
¢ Students will be aware of the advantages and disadvantages of
using different interaction styles
+» The students will know how ton improve the customer satisfaction
by using questionnaire




+ Understanding of the interaction of different interfaces style along with data

gathering

EXERCISE -A

Pick a couple of computer input devices that you are aware of (joystick, light pen, touch screen,
trackball, eyegaze etc.) and note down how each has different attributes that support certain forms of
interaction. You ought to know a little about all of these devices - if you do not, research them.

Input
Devices

Attributes

Interaction




EXERCISE -B

Describe briefly (e.g. advantages, disadvantages, problems, and solutions) four different interaction
styles used to accommodate the dialog between user and computer.

Interaction styles: Command line interface, Menus, Natural language, Question/answer, query dialogue,
Form-fills and spreadsheets, WIMP interface, Point-and-click interfaces, and Three-dimensional
interfaces.

Interaction styles Description




Exercise C

In data gathering, sometime you need to ask some question regarding the working project from the
client, or people related to any profession. For this purpose, in this lab you will design questionnaires.
There are two types of questionnaires you will design:

(i) Questionnaire for Course Evaluation
(i1) Questionnaire for Customer Satisfaction

(i) Questionnaire for Course Evaluation

There are some points for your consideration in this type of questionnaire:

a. You should include both close type of questions (YES/NO or RATING type) , and open questions
(WRITE YOUR COMMENT TYPE) in the questionnaire.
b. The questions can be cover the following topics and you can add other questions if you want.

a. Interestingness of the course
b. Contents of the course

c. Usefulness of the course

d. Pace of the course

e. Material used in the course
f. Purpose of the course

g. Best thing about the course
h. Worst thing about the course
i. Comments about the course

For example
The first point can be converted into the following question:

Do you find the course interesting?
The response could be in the form of multiple choices of yes, no, somewhat. Alternatively the
question can be asked the following way:

How interesting was the course?

In this case the response format can be a scale from 1 to 10.

Similarly convert other points into questions too.
The LAST THREE POINTS can be used as an example of OPEN ENDED QUESTIONS: For
example: “Describe the thing that you like the best about this course”.

At the top of the page you have to create areas for specifying course name, number etc.




(i1) Questionnaire for Customer Satisfaction
Similarly another questionnaire will be designed for customer satisfaction. The points to include are:

() Price of the Product

[ Market Availability

(1 Usability

(] Product Awareness

) Offering New Version after sometimes

(1 Who can buy?

) Physical Structure

[] Taste

(] Other Product having same taste or color
0 Providing Feedback Materials

Follow above these points and prepare the questionnaire as discussed in point (i).
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Objectives

+» Understand of the establishing requirements for different systems.

+» Understand the importance, benefits, and usage of establish a specific,
unambiguous, and clear different type of requirements (functional,
data, Environmental, user characteristics, and usability goals).

Activity Outcomes
+» The students will know how to establish requirements.
** The students will learn to change textual representation of an HTA
description to a diagrammatic form on the hierarchal tasks analysis
(HTA).




< Understand of the establishing requirements for different systems

*» Understand the importance, benefits, and usage of establish a specific,
unambiguous, and clear different type of requirements (functional,
data, Environmental, user characteristics, and usability goals).

EXERCISE -A

Suggest some key requirements in each category (functional, data, Environmental, user
characteristics, and usability goals) for each of the following systems. In addition, what factors
(environmental, user, usability) would affect the following systems most? (Where 1=Most important
and 3= Least important)

e Sclf-service cafeteria in a university’s - paying using credit system

Functional Calculate total cost of purchases
Data Access to price of products in cafeteria
Environmental Noisy and busy environment, users maybe talking while using the system

User characteristics Majority of users under 25, comfortable dealing with technology

The system should be easy to learn so that new users can use it immediately,
and memorable for frequent users. Users would not want to wait around for

Usability goals the system to finish processing, so system needs to be efficient

1. Environmental 2. Usability 3. User characteristics
Factors




e Automated Teller Machine (ATM) - Getting cash

Functional

Data

Environmental

User
characteristics

Usability goals

Factors 1. 2.




e Fashion clothes website — Search for clothes and add items to basket

Functional

Data

Environmental

User
characteristics

Usability goals

Factors 1. 2.




EXERCISE -B

Figure 1 shows a textual representation of an HTA description of sending email message to your teacher.
Present the same information in a diagrammatic form

Textual HTA

Hierarchy description

0. Send assignment 1 to your teacher via your email
1. Access your email website
2. Login to your email

2.1 Click"Sign in" buttan ar link

2.2 Type inyour user name and password
2.3 Press "Sign in® button

3. Click on the "MNew" link
4 Write wour email message and attach file

4 1 Specify the emall address of the recipient in " To"

4.2 Write the email subject in the "Subject”

4.3 Type the main email message in the "Message content” box
4 4 Attaching files with your email

4 4.1 Click the "Attach” link
4 4.2 Upload the "Assignment 1" from wour computer

5. Send it to the recipient by clicking on the "Send" link
B. Logout Account

B.1 Click "Logout” button
7. Close Web Browser

il

Plans

Flan 0: do 1-2-3-4-5 optional B-7

FPlan 2: do 2.1 - 2.2 -2 3if username and password is incorrect do 2.2
-23

FPlan4 do4.1-42-43-44

Flan44 dod441-447%

Figure 1: An HTA for sending “Assignment 1” to your teacher via your email




Diagrammatic HTA
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Objectives

*» Understanding of the user interface development using Visual Basic

Activity Outcomes
¢ The students will know how to develop dynamic interface by using
visual basic




B My First Project - Microsoft Visual Basic 2005 Express Edition

File  Edit View Project  Build
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+ Understanding of the user interface development using Visual Basic

Visual Basic .NET Forms

The Default Form

To run the form, try this:

« From the menu bar, click Debug

« From the drop down menu, click Start

« Alternatively, press the F5 key on your keyboard
e Your programme is launched

Congratulations! You have now created your very first programme. It should look like this:

& Form1

Click the Red X on the form to stop it from running. You will then be returned to the software
environment.

Well, Visual Basic has two distinct environments, a Design environment and a Debug
environment. Design Time is where you get to play about with the form, spruce it up, add
textboxes, and buttons, and labels (and code, of course ); Debug is where you can test your
programme and see how well it performs.

But don't worry about the terminology. Just be aware that there's a two step process to VB
programming: designing and debugging.




Adding a Control to a Form

Buttons, textboxes, and labels are all things that you can add to your Forms. They are known as

Controls, and are kept in the Toolbox for ease of use.

The Toolbox can be found on the left of the screen. In the picture below, you can see the toolbox

icon next to Form1 (VB Net 2008):

Stark Page

Form1

VB Net 2010:

Form1.vb [Design]

'ﬂjl'Fll‘Sl Project - Microsoft Visual Basic 2010 Express
File Edit VYiew Project Debug Data Format Tools Wind

] q | o I:I_L - 'h.

BQ K

To display all the tools, move your mouse over the toolbox icon. You'll see the following

automatically appear:

Toolbox

All Windows Forms

Common Controls

Containers

Menus & Toolbars

Data

Components

Printing

Dialogs |
General

XOg[oo | Q{

Ul B e

There are no usable controls in this
group, Drag an item onko this text ko
add it ko the toolbo:,

There are seven categories of tools available. The toolbox you'll be working with first is the
Common Controls toolbox. To see the tools, click on the plus symbol next to Common Controls.

You'll see a long list of tools:

S0N0S KR w o0 ]

PGS - s 2R =290

Forml .vb Forml.wh [Design] <

I+ All Windows Forms
i Comman Controls
t+ Containers

i Menus & Togolbars
- Data

I Components

& Printing

i Mhalogs

[+ WPF Interoperability
& Visual Basic PowerPacks
& General

There are no usable controls in this group. Drag an
tem onto this text to add it to the toolbox,




To keep the toolbox displayed, click the Pin icon next to the X. To close the toolbox, simply move

mouse away.

As you can see, there are an awful lot of tools to choose from! For this first section, we'll only be

| = Common Controls

\ Painker
Button
CheckBox
CheckedListBox
'@ ComboBiox

E DateTimePicker
A Label

A LinkLabel

=2 ListBox
Liskhigm
MaskedTextBox
ﬁ MonthCalendar
= MokifyIcon

Eﬂ MurnericUpCown
ﬁ PickureBox

W] ProgressBar
{#) RadioButton
‘_i—i RichTextBox
TexkBox

E ToolTip

3T TreeMiew

. WebBrowser

using the Button, the TextBox and the Label.




How to Add a Control to VB .NET Forms

Let's start by adding a textbox to our form. With the tools displayed, do the following:
eLocate the TextBox tool
«Double click the icon
« A textbox is added to your form

The textbox gets added to the top left position of your form.

Formi

Notice the small squares around the textbox. These are sizing handles. Move your mouse over
one of them. You can't make the size any higher, but you can make it wider, because the default
action of a textbox is to have it contain only a single line of text. A textbox can only be made higher
if it's set to contain multiple lines of text.

« Create two more textboxes by double clicking on the textbox icon in the toolbar (Or
Right-click on the selected textbox and choose Copy. Then Right-click on the Form and
choose Paste.)

e Resize them to the same size as your first one

e Line them up one below the other with space in between

e Try to create something that looks like the one below




Adding a Label to your Form

Let's add some labels near the textboxes so that your users will know what they are for.

Locate the label control in the toolbox
Double click the label icon

A new label is added to your form

It should look like the one below

Form1

Click on the label to select it. Now hold your left mouse button down on the label. Keep it held
down and drag it to the left of the textbox.

Create two more labels, and position them to the left of the textboxes like this one:

Formi

Labell | |

Label2 | |

To see what your Form looks like as a programme, click Debug > Start from the menu bar. Or
press F5 on your keyboard:




Debug
Windows r
|P Start Debugging Fs
5E  sStepInto Fa
(Z step Over shift+Fa
Exceptions. .. Ckrl+Al+-E
2

To stop the programme from running, you can do one of the following:

1. Click the Red X at the top right of your Form

2. Click Debug > Stop Debugging from the menu bar
3. Press Shift + F5 on your keyboard

Debug

Windows 3
B
Il Break al Ckrl+Break.
Stop Debugging Chrl+alk+Break,
=
=
S

Exceptions. .. Ckrl+Al+-E
o

You can also click the Stop button on the VB toolbars at the top, as in the image below:

b u [@]5= (=

We now have a form with textboxes and labels, something that looks like a form people can fill in.




An Introduction to VB .NET Properties

Click anywhere on the form that is not a label or a textbox, somewhere on the form's grey areas.
The form should have the little sizing handles now, indicating that the form is selected.

On the right of the design environment there should be the following Properties box:

Properties

Formil Syskem.'windows,Forms, Form -
P EIrA=

B Accessibility el
ArcessibleDescription
AccessibleMarne =
AccessibleRole Ciefaulk

B Appearance B
BackCaolor [ ] Contral
BackgroundImage |:| (none)
BackgroundImageLay: Tile
Cursor Defaulk

Fonk Microsoft Sans Serif, 8,2
ForeCalor Il cCortrolTest
FormBorderStyle Sizable
RightToLeft Fo
RightToLeftLayout  False

Formil

IseWaitCursar False &

If Properties box says "Textbox1 Textbox" or "Labell Label" then you haven't yet selected the
Form. Click away from the textbox or label until the Properties box reads "Form1 Form"

What you are looking at is a list of the properties. The rights of these properties are the default
values, and can be changed.

To display the list of Properties in an alphabetically. Click the Alphabetic icon at the top of the
Properties box, as in the image below:




Properties

Forml System,Windows,Forms,Form -
= () EIR A=
{ ApplicationSettings) ~
(DataBindings)
(Mame) Formi =
ArccepkButton (none) 3
ArcessibleDescription =
AccessibleMamne
AccessibleRole Defaulk
AllowDrop False
AutoScaleMode Font
Autoscroll False
Autoscraolltargin o, 0
AutoscrolMingize o, 0
AutoSize False
AutoSizeMode GroCnly
Aukovalidake EnablePreventFocusChal
BackiColor [ ] Control b

This will make the properties easier to find.

Before change any in the Properties box, let's clear up what we mean by "Property".

What is a Property?

Those controls you added to the form (textboxes and labels), and the form itself, are called control
objects. You can think of controls as things, something solid that you can pick up and move about.
Controls (things) have properties. If your television were a control, it too would have properties: an
On/Off button property, a colour property, a volume property, and a ... well, what other properties
would your television have? Think about it.

The properties of your television will have values. The On/Off button would have just two values -
On or Off. The volume property could have a range of values, from zero to ten, for example. If the
value of the volume property was set to ten, the loudest value, then you'd probably have some
very angry neighbours!

In VB.NET, you can change a property of a control from the Properties Box. (You can also change
a property using code, which you'll do quite a lot.) If we go back to our Form object, and the
properties and values it has, we can see how to change them using the Properties Box. We'll
change only one of these values for now - the value of the Text property . So, do this:

«Locate the word "Text" in the Property box, as in the image below




Forml System,Windows,Forms,Form -
3 A=

Opacity 100%: S|
Padding 0,0,0,0

RightToLeft Mo

RightTolLeftLayvout  False

ShowIcon True

ShowInTaskbar True
Size 316, 301

SizetaripStyvle Auko

SkartPosition WindowsDefaultLocation

Tag

Formil

TopMaost False

Transparencykey |:|

Izt aitCursor False

Windowstate Marmal =

w

"Text" is a Property of Form1. The default value of the Text property is set to the word "Form1". To
change this to something of your own, do this:

«Click inside the area next to "Text", and delete the word "Form1" by hitting the backspace
key on your keyboard
«When "Forml1" has been deleted, type the words "My First Form"

Sizedariptyle Auko
SkartPosition windowsDef aultLocation
Tag
My First Form|
TopMost False
Transparencykey |:|
UseWaitCursor False
WWindowStake Maormal

« Click back on the form itself (the one with the labels and textboxes), or hit the return key on
your keyboard

«The words "My First Form" will appear as white text on a blue background at the top of the
form

When you've correctly changed the Text property, your Form will then look like this one:




&% My First Form

Labell

Label2

Label3

As you can see, your new text has gone at the top of the form, in white on the blue background.

So the Text Property of a form is for setting the caption you want to display in the title bar at the
top.




The Text Property of a Control

Changing the values of some properties is fairly easy. We'll now change the Text properties of our
labels, and the Text properties of our Textboxes.

Click on Labell so that it has the sizing handles, and is therefore selected. Examine the Property
box for the Label:

Properties
Labell System.Windows,Forms,Label -
e =
Locked False Ead
Margin 30,30
Maximum3ize 0,0
MinirmurnSize 0,0
Modifiers Friend
Padding 0,0,0,0
RightTaLeft M
Size 39,13
TablInde:x 3 =
Tag 7
Labell o
Textalign Topleft .

The Text property of a Label does what you'd expect it to do: adds text to your label.

«With labell selected, click inside the area next to "Text", and delete the word "Labell" by
hitting the backspace key on your keyboard

e Type in the words "First Name"

« Click back onto the grey form, or hit the return key on your keyboard

«Labell has now changed its text caption to read "First Name"

«If you've made a typing error, go back to the first step above and try again

« Your form should now look like this:

¥ My First Form

ez ]
abels ]




Now, change the Text property of the other two labels. Change them to these values:

Label2: Last Name
Label3: Telephone Number

The form should look like as below:

| 551 My First Form

Firzt Mame

Laszt Mame

T elephone Murmber |

The Form can be resized just like the Label and the textboxes. Click anywhere on the form that is
not a textbox or a label to reposition and resize the textboxes and labels. Your form might look like
this one:

&% My First Form

First M arne | |

Last Mame | |

Telephone Mumber | |

Click on Debug > Start to have a look at your programme. Or Press F5 on your keyboard. Click
Debug > Stop Debugging to get back to the design environment. (Or press Shift + F5, or just
click the red X at the top right of the form.)




Liven up your VB .NET Forms

Changing the colour of the Form means we have to change the BackColor property.

Click anywhere on the form that is not a textbox or a label. The Property Box on the right will read
"Form1".

To change the colour of the Form, click the word "BackColor" in the Property Box. Next, click the
black down-pointing arrow to the right. A drop-down box will appear.

Properties » 0 X

Form1 |Cust|:|m || weh | Swstem | =

nglﬂ [ ActiveBorder ”

w2\ ActiveCaption =1
Acced [ ActiveCaptionText -
acced |EEE AppiWorkspace =
Al [ ButtonFace

[ ButtonHighlight
AUEo | ] ButtonShadaw
Autod [ aslgleasl

Autod [ ControlDark.

= 4 | ControlDarkDark,

.ﬁ.uta; [ ControlLight
AUER 1] - ontrolLightLight

Autod | I ControlText

Autoy [ Deskion b/

EEEERN ] contral [
BackgroundImage |:| (none)
BackgroundImageLayo Tile

CancelButkon (none)
Causesyalidation True

I

[

ContextMenuStrip (none)

ConkrolBox True
ke oE MaF =k ¥
BackColor

The background color of the component.

The default colour is the one selected - Control. This is on the System Tab. The System colours
are to set whatever colour scheme the user has opted for when setting up their computers.

You can choose the colour of the Active Caption. The Active Caption is the one you set earlier
when you changed the text to "My First Form".

If you want to choose a colour that is not a System colour, click the Custom Tab. You'll then see
this:




Propetties -« 1 X
Forml | Cuskam |'-.-'-.-'e|:| || 5ystem| 2
s NI I ™
ey [ R WS
atow] 1 [T O NN I (N
wof [ EE N
el LT LT TR
autc I I I N O (O (O /|
p 1L 0 I O I O
Auko I_I_I_I_I_I_I_I_
N ] 55,192,255 v
BackgroundImage |:| (none)
BackgroundImageLayo Tile
CancelButkan (rone)
Causesyalidation True
ContextMenuStrip (none)
ConkrolBox True
CLFCaE CiaF =aalk v

Click on any of the Colours in the colour palette and the background colour of your form will
change.

You can also select the Web Tab. When you do, you'll see a list of Web-Safe colours to choose
from if you're designing a project for the internet. But you can choose one even if you're not.

To change the colour of the labels, click on a label to select it. Look in the Property box to see if it
reads Label. If so, you can now go ahead and change the BackColor property of the Label in
exactly the same way that we changed the BackColor property for our Form.

To change the Font size of the Labels and Textboxes, select a control. Let's start with Labell.

«So click on Label 1

« Scroll down the Property Box until you see Font
« Click on the word "Font" to highlight it

«MS Sans Serif is the default Font

Notice that the Font property has a cross next to it. This indicates that the property is expandable.
Click the cross to see the following:




Properties

Labell System.Windows,Forms,Label -
3 A=
ConkextMenustrip {none) el
Cursor Default
Diock, Mone
Enabled True
FlatSkyle Standard
Farik Microsoft Sans Serif [,
ForeCalor Bl ontrolText
GenerateMember True
Image |:| {none)
Imagedlign MiddleCenter
Imagelnde:x |:| {none)
Imagekey [ ] tnone)
ImaneLisk {none)
Location 12, 53
Locked False
Maragin 3,0,3,0 w
Font
The font used ko display kext in the control,

Notice that the Font property has a cross next to it. This indicates that the property is expandable.
Click the cross to see the following:

Propetties

Labell Svstem.Windows,Forms,Label

A EIE A=

= Fonk Microsoft Sans Serif [
Marme Microsoft Sans Set
Size 5.25
Linit Paink
Bold False
GdiChar et 1]
GdiverticalFont False
Italic False
Strikeout False
Underline False
ForeCalor Il controText

You can change a lot of Font properties: the Name of the font, its Size, whether is should be Bold
or not, etc. You can also click the square box with the three dots in it to change the font properties
in the same place.

Make the following changes to the three labels:
Font: Arial

Font Style: Bold

Font Size: 10

Change the Font of the three Textboxes so that they are the same as the Labels.




How to Save your VB .NET Projects

If you have a look in the top right of the Design Environment, you'll see the Solution Explorer. (If
you can't see it, click View > Solution Explorer in version 2008 and View > Other Windows >
Solution Explorer in version 2010.)

Solution Explarer

& [2]

(2| My First Project
i =l My Praject

- O

C Solution Explarer I@Data Sources

The Solution Explorer shows you all the files you have in your project (Notice that the name of
your project is at the top of the tree - "My First Project”).

At first glance, it looks as though there are not many files in the project. But click the Show Al
Files icon, circled below:

BB
@ My First Project
..... [=d] My Project

i

3 Solution Explarer I@Data Sources

When you click Show All Files, the Solution Explorer will look something like this:

- [=d My Project
- [-g] References
L bin

W

: Formi,vb

£l Solution Explarer I@Data Sources

When you save your project, you are saving all these files.

To save your work, click File > Save All and you'll see the following dialogue box (we've chopped
ours down a bit):




Save Project

Mame: | WindowsApplicationl |
Location: | Visual Studio 2010\Projects v | | Browse... |
Solution Name: | My First Project | Create directory For solution

[ Save ][ Cancel J

The files are usually saved in the My Document folder in XP (Document folder in Vista and
Windows 7), under Visual Studio. If you want to save your projects elsewhere, click the Browse
button.

To actually save your work as you go along, just click File > Save All from the menu bar. Or press
Ctrl + Shift + S on your keyboard. Or click the icon in the Toolbar (the stack of floppy disks).
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Objectives

*» Understanding of the user interface development using Visual Basic

Activity Outcomes
¢ The students will know how to develop dynamic interface by using
visual basic




Understanding of the user interface development using Visual Basic

Adding Menus to a Visual Basic .NET Form

In this section we’ll see how to add menus to a Visual Basic .NET form. These types of menus are
very common to Windows programme. Visual Basic itself has many of these drops down menus -
File, Edit, View, Project, Format, etc. And they’re very easy to add.

Start a new project. To your new form, use the toolbox to add a MenuStrip control:

Toolbox

All Windows Forms
Common Conkrols
Containers

| = Menus & Toolbars |
b Painter

E ContextMenuSkrip

r% Menustrip |
L StatusStrip

iaw ToolSkrip

I:[ TaolStrpCankainer

Data

Components

Printing

Dialogs

=l General

Double click the control to add one to your form. When you do, you'll notice two things. At the top
of your form, you'll see this:

8 Form1
Tvpe Here

We'll see how to construct our menu soon. But notice the other things that gets added to your
project. Examine the bottom of your screen, on the left. You'll see this:

[.E Errar List]@ Outputl




This is the control itself. If you click on this (it's highlighted above), you'll see that the Properties
box on the right changes. There are many properties for the control. But there are lots of
properties for the Menultem object. The Menultem object is the one at the top of the form

To start building your menu, click inside the area that says "Type Here". Type the word File:

E& Form1
|Fi|e| ||| Type Here |

I Twpe Here

E® Form1

File: || Type Here |

I Twpe Here

To create items on your File menu, click inside the Type Here box. Enter the word New, and press
the enter key on your keyboard again. Your menu will then look like this:

&8 Form1
Fiewl TpeHere |

MNew

Type Here

Add an "Open" and a "Save" item to your menu in the same way. It should look like this:

E® Form1

File Twpe Here

Mew

Open

Save

Twpe Here

The final item we'll add to our menu is an "Exit" item. But you can add a separator between the
"Save" and "Exit".

To add a separator, click inside the blue "Type Here" box. Instead of typing a letter, type the minus
character "-" (in between the "0" key and the "+/=" key on your keyboard). When you hit your
return key, you'll see the separator appear:




% Form1

E'E | Tvpe Here

Mew

Open

Save

Twpe Here

Click inside the "Type Here" area, and add an Exit (or Quit) item. Click back on your form, away
from the menu, to finish off. You should now have a File menu like this one:

= Form1

Open

Save

Quit

To see what your menu look like, Run your programme. Click the File menu.




Adding code to a VB.NET menu

Stop your programme and return to the design environment. Click File in Design Time to see your
drop down menu.

Another way to get to the code for an object is this:

«Press F7 on your keyboard to go to the code window
«Click the black arrow at the top, where it says General:

%{Eeneral} b
(General)

Form1

< (Forml Events)

Q ExitToolStripienultem
Qﬂ?FiIeTnuIStripMenultem
Q‘?Menuﬁtripl
Q‘;NEWTDDEtripMEHUItEFﬂ
Q‘?OpenTDDIStripMenuItem
(}i?SaveTnDIStripMenuItem
Q‘?TDDIStripMenuIteml

The Exit menu here is "ExitToolStripMenultem®. If you were to click that item, a code stub would
open, ready for you to type your code.

However, "ExitToolStripMenultem” is very difficult to remember. We can rename our menu items
so that they are more descriptive. So do this:

«Get back to your form by pressing Shift + F7 on your keyboard
«Click the File menu to select it
e Select your Exit (or your Quit) item (Careful not to click in the middle as this may open the

code window.Click near the left edge somewhere.)
«When you have the Exit item selected, look at the properties box on the right:




Propetties

ExitToolstripMenultem Svstem,Windows,Forms, ToolStripMenultem -

R EIEAl=

(ApplicationSettings) |
Mame) ExitToolStripMenultem
AccessibleDescription E
AccessibleMame E
AccessibleRole Def aulk L
Aligniment Left
AukasSize True
AutoToolTip False
BackColor [ ] cControl
BackgroundImage |:| (none)

BackgroundImagel ayouk Tile

Checked False

CheckonClick, False

Checkstate Unchecked |
{Mame)

Indicates the name used in code to identify the object.

«Click inside the Name property
«Change it to mnuExit (or mnuQuit)
e Press your return key on your keyboard to confirm the change

Now press F7 again to bring the code window up. Click the drop down arrow of the General box,
and you should see the new name appear (Notice that Menultem6 has vanished):

[Zl{General)
<:t§ Form1

# (Farml Events)
#FileToclStripMenultem
GﬁMenuStripl
Pong ririuE it
¢¢NeanulStripMenu1tem
{}ﬁ'OpenTDDIStripMenuItem
¢¢SaveTDDIStripMenuItem
¢¢TDDI5tripMenuItem1

To jump straight to the code, you need to look at the drop down box opposite. It will probably say
"Declarations”. Click the arrow and you'll see a new list:




iZl{Declarations)

iﬂ{ﬂedaraﬁuns}

+ AwailableChanged

+ BackColorChanged

+# CheckedChanged

+# CheckstateChanged
-
+F DisplayStyleChanged
+ Disposed

< DoublaClick,

& DragDrop

< DragEnter

< Dragleave

< Dragwer

< DropDownClosed

< DropDownItemnClicked

The items in the Declarations box are called Events. The Event you want is the Click event. When
you select Click from the list, you are taken straight into the code for that event. It should be like
this one:

Private Sub mnuExit Click(ByVal sender As Object, _
ByVal e As System.Eventlrgs)
Handles mnuExit.Click

End 3Sub

The code above has been tidied up to fit on this page; yours will all be on one line. But notice that
it says mnuExit_Click.

What we want to do is add some of our own code, so that out Exit menu item actually does
something.

There's only one line of code to add. It's this:

Me.Close()

The word "Me" refers to the form. When your type the word Me, you'll see a list if items appear.
Double click the word Close, then press your return key. Your code window should look like this:

Private Sub mnuExit Click(ByVal sender As Object, _
ByVal e As System.Eventdrgs) _
Handles mnuExit.Click

Me.Close ()

End 5ub

To test out the new code, run your programme. Click your File menu, and then click the Exit item.
Your form should close down, and you'll be returned to the design environment.




Add a Sub Menu to your VB.NET Form

A sub menu is one that branches of a menu item. They usually have an arrow to indicate that
there's an extra menu available.

You can create our own sub menus quite easily. Try this:
«Return to the Form view (Shift + F7 is a shortcut)

« Click on your File menu so that you can see it all
«Select the New item (Careful where you click. Click once on the left edge). You should see

this:
8 Form1
File J| Tvpe Here |
| Mew 4 | l Type Here |
Open
Save
ik

«Click on the "Type Here" just to the right of New
«You'll see yet more "Type Here" areas:

& Form1
File || Twpe Here |
| Mew b | | I Type Here |
Open Type Here
Sawve
Exit
Twpe Here

«Type New Project, and then hit the return key on your keyboard
«Type in New File and then click away from the menu, somewhere on the form
«You will then have a menu like this one:

& Form1
File || Twpe Here |
| Mew 4 | MNew Project
Open Mew Filg I |
Save Type Here
Exit

« Save your work, and then run your programme. Click your new menu to see the following:




B Form1

Mew Project |
e File

One more thing we can do. If you look closely at a lot of menu items, you see that they have
shortcuts attached. There's two types of shortcuts: An underline shortcut, and a key combination
shortcut.




Add Shorcuts to your Menu Items

Underline Shortcut

To add an underline, do this:

Click on your New menu item once. This will select it
Pasition your cursor before the "N" of New
Type an ampersand symbol (&)

W| Type Here |

Qpen

Save

Exik

Tvpe Here

Hit the return key on your keyboard
You should see this:

W| Type Here

e 3

Open

Save

Exxit

Twpe Here

Notice that "N" of New is now underlined. If you want an underline shortcut, the ampersand
character should be typed before the letter you want underlined.

Add underlines for the "F" of you File menu, the "O" of Open, the "S" of Save, and the "X" of Exit.
When you're done, your menu should look like this one:

ED)

e F
Qipen

Save

Exit




To see your shortcut works. Run your programme. To use the underline shortcuts on menus, you
first hold down the Alt key on your keyboard. Then type the underline character.

o Hold down the Alt key while your programme is running (You might not be able to see the

underlines until you press the Alt key.)
e Press the letter "F" on your keyboard
e Then press the letter "X" (for the Exit menu)
e Your programme should close down

Key combination shortcuts

A key combination shortcut is one that appears at the end of a menu item (Ctrl + X, for example).

You can easily add this option to your own programmes. So try this:

e In Design time, select the Exit item on your menu

e Look at the properties box on the right
e Locate the ShortcutKeys item:

Properties

szl [=]7 2

minuExit System.wWindows,Forms, ToolStripMenultem -

Mergelnde:x
Modifiers
Cryerflow
Padding
RightToLeft
Right ToLeftAutoMirrorIms
ShortcutkeyDisplayString

-1 F.Y
Friend

Mewer

o,1,0,1

M

False

Shortcutkeys Mane w
ShowShaortcutkeys True
Size 152,22
Tag
Texk E&:xik
Textalign MiddleCenter
TextDirection Horizonkal =
TextImageRelation ImageBeforaText
ToolTipText
Wisible True —
W
Shortcutkeys
The shortcut key associated with the menu ikem,
e Click the down arrow to reveal the following:
Shortcutkeys Mone [w]

Modifiers:

(4=

[]ctrl []shife [ ak

Vl [Reset ]




The Modifier is the key you press with your shortcut. For example, the CTRL key then the "X" key
on your keyboard. Place a check inside the Ctrl box. Then select the letter "X" from the Key
dropdown list, as in the next image:

Shortcutkeys Mone A
Madifiers:
Ckl [] shife [] Al
ke
A b [Reset J
——Tah ~
U |
Up
W
W
x|
Y |
7 W
Click back on your menu to see what it looks like:
ey ]
Cpen
Save
Exit  Cirbbx |

Run your programme and test out the shortcut. Don't click the File menu. Just hold down the Ctrl
key on your keyboard. Then press the letter X. Again, the programme will close down.




The View Images menu ltem

T g B

UT.T.T.T.EF.T.T.T.T

Propetties

pictureBox1 System . Windows,Farms,PickureBox

EE??’ =]

It's easy to add an image to your form with VB.Net. To insert an image, locate the Picture control
in the toolbox. Either double click the control, or hold down your mouse on the form and draw one
out. You should see something like this:

Change the Height and Width properties of the Picture Box to 100, 100. You'll have a small
square. To make it stand out more, locate the BorderStyle property. Change the value to
Fixed3D. Your Picture Box will then look like this:

To add a picture at design time, locate the Image property in the properties box:

-

ContextMenuStrip (none) ]
Cursor Diefaulk
Dok, Mone
Enabled True

ErrarImage El Swsbem, Drawing. Bit
GenerateMember True
CE ] o)
Imagelocation

Initiallmage Syskem, Drawing, Bit

Location 120, 186 =
Locked False

raragin 3,3,3, 3

Maximum3ize 0,0

MinirumSize 0,0 e
Modifiers Private

Padding 0,0,0,0

Size 100, 50 bl

Image

The image displaved in the PictureBox,




Download and unzip the image at the top of the page. Then click the button with the three dots on
it. A dialogue box appears. Locate an image. Select it, and then click Open in the dialogue box.

The image will appear in your Picture Box:

If you select an image that is too big for the picture box, only part if it will be visible. The Picture
Box control does not resize your image.

You can, however, set another property of the picture box - the SizeMode property. Set this to
AutoSize and your picture box will resize to the size of your image.




Check Boxes in VB .NET

So start a new project. Locate the Checkbox control in the toolbox. Double click the control and a
Checkbox appears on your new Form

You'll see that the Checkbox has the Text property of CheckBox1 by default, and a Name of
CheckBox1. If you were to double click again on the Checkbox icon in the toolbox, the new control
would be called CheckBox2.

The problem with this approach is that by double clicking each Checkbox, you have several
individual Checkboxes. And if you wanted to move them around you'd have to move each
Checkbox separately. There is a way to group all your Check Boxes together, and move them
around as one - by using a Group Box.

Click on your Checkbox with the right mouse button. From the menu that pops up, select delete to
get rid of it.

Now locate the Group Box control in the toolbox:

= Containers
k Painker

|m GroupBox
{71 Panel

1] splicContainer
[T TabContral

ﬁ. TableLayoutPanel

It's better to draw this one on the form, rather than dragging and dropping. When you've added
one, the only thing you should have on your Form is a Group Box.

We're not going to be using many of the Properties in the Group Box Property box. But click on
your Group Box to select it, and change to the Text Property to "Soaps". Change the Font
Property to anything you like. You should now have a Form like this one

E® Form1

Soaps




The Group Box we just added will hold our Checkboxes. It acts as a container for the controls. To
move the Checkboxes about, we can just click on the Group Box to select it, and drag and drop
the Group Box somewhere else. The Checkboxes will all move with the Group Box. Let's add
some Checkboxes to it.

The only way to add a control to a Group Box is to draw one on the Group Box.

1.
2.

3.

Click once with your left mouse button on the Checkbox icon in the VB toolbox

Move your mouse pointer over to the inside of the Group Box. The mouse pointer will change to a
Cross

Hold down you left mouse button inside the Group Box. Keep the button held down, and drag
outwards. Release the left button when you're happy with the size. You can always resize it later.
Add 5 Checkboxes to your Group Box

Change the Text property of each of your Checkboxes to any five Soap Operas. Your Form should
now look something like the one below:

Form1

Soaps

Hollvoaks

[ ] Coronation Street
[ ] Eastenders

[] The Bill

[] Meighbours

Run your programme to test it out. Click inside a Checkbox to select an item. Click again to
deselect it. When you've finished, return to the Design Environment and click on the Group Box
itself to select it. Make sure the Group Box IS selected, and not one of your Checkboxes. You can
now drag the Group Box around your Form and all the Checkboxes will move with it.

The point about having Checkboxes is to offer your users multiple choices.




 ,

| Lab 4: User Interface Development :Visual Basic - Part Il

<>

Add Option Buttons to a VB .NET form

Radio Buttons, sometimes called Option Buttons, are used when you want to restrict a user's
choice to one, Male/Female, for example. A Checkbox would be no good here, because a user
could tick both boxes. You want to force your users to pick only one from your list of options.

Adding Radio Buttons to a Form is exactly the same process as adding a Checkbox. Again, we'll
add some Radio Buttons to a Group Box, and write code to extract what the user has chosen.

1. Add a Group Box to your Form.

2. Set the Text Property of the Group Box to "Best Sit Com of all time"

3. Set the Font options to anything you like

4. Place five Radio Buttons into your Group Box (By default, they'll be called "Optionl1",
"Option2", "Option3", etc

5. Set the Text Property of the Five Radio Buttons to Only Fools and Horses, Dad's Army,

Blackadder, Fawlty Towers, Vicar of Dibley
6. Your Form should now look something like this:

8 CheckBoxes and RadioButtons

Soaps

[] Hollyoaks

[ ] Coronation Street
[ ] Eastenders

[] The Bill

[ ] Meighbours

Best Sit Com of all time
(*) Only Fools and Horses
O Dad's Army
) Blackadder
) Fawlty Towers
) Vicar of Dibley

Chogen Soaps

Run your programme and test to see if you can indeed only select one item from the list.

The reason you can only select one is that all the radio buttons are placed in the same group box.
You can place another set of radio buttons in a second group box, and these would work
independently of the set of radio buttons in the first group box.
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using Microsoft Publisher

By Mohd Taib bin Wahid




Objectives

*» Understanding of the user interface development using Microsoft
Publisher

Activity Outcomes
¢ The students will know how to develop web site interface by using
Microsoft Publisher




+ Understanding of the user interface development using Mivrosoft
Publisher

Creating a Web Site with Microsoft Publisher 2007

If you want a way to create a simple web site with text and pictures, Microsoft Publisher is your answer.
Publisher allows you to create web pages without having to know HTML coding. When you are ready to
publish your site, Publisher assembles all of the related files into a single folder. You can then upload
your web site to NetDrive which will be used as your hosting service.

To Create a New Web Site
1) Open Publisher
2) Click Web Sites

©e Search for [[antenpistes 2

| Getting Started with Microsoft Office Publisher 2007

Publication Types |
Bark Page Stes Popular Publication Types
Advertsements
Award Certificates 2
Banners - = i ] Y|
Brochures i = = ey | =E [ A
Business Cards f f y / I / ! F
?f;:i:ums Blank Page Saes Brochures Business Cards Calendars E-mai Flyers
Catalogs
E-mal
Envelopes =
Fiyers = = r Q-
Gift Certificates 45 - o i =i = = L =
Greatng Cards £ 2 [ 2 A [Web Skes| |
Import Word Dacuments y a d ! " 4 =" g
Invitation Cards Import Ward Labels Newsletters Postcards Web Sites
Labeks Documents

Letterhead
Marus

3) Click on a design template
4) Click Create

5) In the Easy Web Site Builder select the type of web pages you want added to your web site
6) Click OK




Easy Web Site Builder

Your Site Goals {

What do wou want ko do with vour \Web site?

[ 7ell customers about my business Home |

[ 7ell customers how ko contact us
[ 5ell products

[Describe services

[Crisplay a calendar or schedule

[ isplay a lisk of projects or ackivities
[pisplay emplaves information

[CIProvide links to other Web pages

L K ] [ Cancel

A navigation bar is included on all of the pages within the web site and automatically updates when new
pages are added. The first page to appear is the Home page. This is the first page that will be seen when
your web site is viewed.

To Change the Title or the Logo on all Pages

1) Click on Edit

2) Click Business Information

3) Type the Organization Name, which is used as the title on all of the web pages
4) Change the logo if you wish to include one on all the pages

Modifying Web Pages
Your publication is made up of text frames and picture frames. You replace the text and pictures with
your own text and pictures, or with other objects.

To Replace Text:
1) Click within the text frame
2) Type your text

To Replace Picture Frames:

1) Click on the picture to select it
2) Click on Insert

3) Click Picture

4) Click on Clip Art or From File

To Insert a New Text Box:

1) On the Objects toolbar, click Text Box

2) In your publication, click and drag to draw a new text frame
3) Type your text




To Insert a Picture:

1) Click on Insert

2) Click Picture

3) Click on Clip Art or From File

4) Once the picture is inserted you can resize it and/or move it

To Save the Publication
1) Click on File
2) Click on Save

This is being saved as a publication file. This is the file you will open when changes need to be made to
the web site.

To Publish your Web Site
1) Click on View

2) Click on Toolbars

3) Click on Web Tools

4) Click on Publish to Web

.t&ﬂ N B{@ﬁ = ¢ 37 2

5) Click OK for the Publish to Web message

6) Choose a location to save and leave the file name as (index.htm). Index.htm determines that this is the
first page of the web site.

7) Click Save

Save in: ‘@Desktop v‘ @3 | XE

I@ My Recent \D My Documents

Documents i My Computer
(& Deskiop gMy Network Places
(] Connect
aw (Z)pam files

D it =
Bt (Dwork photos
SMV Network Places

My
3 Computer

o) My Network
g ces

File name: I .,[
[

Save astype: |\eh page, Filtered (*,htm;* bl

Tools v Save Cancel

8) Click OK for the below message:

Microsoft Office Publisher

Publisher has created a filkered HTML version of this publication.

\l) Filtered HTML files are smaller than regular HTML files, and can be published to and downloaded from the Internet more quickly. You cannot edit the filtered HTML version
of this publication in Publisher. To make any changes to this Web site, first edit the original .pub file in Publisher, and then publish it again using the Publish to the Web
command on the File menu,

[]Don't show this message again
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Objectives

/
*

D)

» Understanding of the importance and working on prototypes in project
» Understand why we use prototype for explaining your project more and
just go through all the events and windows we can have at the time of
implantation phase

*

D)

L)

Activity Outcomes
*» The students will know the concept of prototype and how to
generate them
¢ They will know what are the types of prototypes we can have and
how we can deal with different types of prototypes




 ,
Lab 6: Prototypes

<>
*» Understanding of the importance and working on prototypes in project
*» Understand why we use prototype for explaining your project more and

just go through all the events and windows we can have at the time of
implantation phase

What is Prototype?

Why Prototype use?

Different kind of prototyping discussing in the lab.
A series of screen sketches

TRANEL INFORMATION

Visovaquive meuls

Vorei nadion Recomuendations

Wihat Topeck betoveyoug o

VISA REQUIREMENTS
Destination Countvy | V]
Trowvellers Nohiowality | 1vi
Flad
(Regquivewenis)
\J

VISA REQUIREME NTS FOR (COUNTRY)

T N
( vink )

Page |3



A storyboard (A Cartoon Like Series of Scenes)

Drive cay Fo Téke noxile ... and puk, it
gas pumMp from pump--.-  [ulo the cavs
gag kaunk

@ © G
72K ]
Q -
SGueeze fFriggev ' Replace wozzl

onthenorzle tnhl  hontank i< Ray cashier
tank 12 full full




Practice Questions:

Follow the list of different scenario, draw Series of Sketches and A story
Board prototypes for each scenario on the paper by using pen or pencil:

1. Steps of using ATM Machine for withdraw or deposit money.(Apply Series of
Sketches)

2. Steps of Purchasing some items from a shopping center. (A story Board)

3. Steps of Installing any software on computer machine. (Both)
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Objectives

*» Understanding of the beneficial of designing rules (principles,
standards, and guidelines) on the interface designing

Activity Outcomes
s The students will know what is the difference between principles,
standards, and guidelines
** They will learn how to apply the principles, standards, and
guidelines into the graphical user interface




Q1. Distinguish between principles, guidelines and standards, using examples of each to illustrate?

Answer 1:

Q2. Can principles be used to prove the usability of a system? Justify your answer.

Answer 2:




Q3. On the basis of your own experience of using a typical bank cash machine (ATM), and after
learning the Jakob Nielsen’s 10 Heuristics Principles, describe what designer should and should not do.

Jakob Nielsen’s 10 Heuristics Principles

1. Visibility of system status

2. Match between system and the real world

3. User control and freedom

4. Consistency and standards

5. Error prevention

6. Recognition rather than recall

7. Flexibility and efficiency of use

8. Aesthetic and minimalist design

9. Help users recognize, diagnose, and recover from errors
10.Help and documentation

Answer 3:

1. Visibility of system status: ATM should give an immediate feedback once users entered valid or invalid

password. (If password is valid, ATM provide welcome message, if password is invalid display error
message with solution).

2. Match between system and the real world

3. User control and freedom

4. Consistency and standards

5. Error prevention




6. Recognition rather than recall

7. Flexibility and efficiency of use

8. Aesthetic and minimalist design

9. Help users recognize, diagnose, and recover from errors

10.Help and documentation
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Objectives

+» Understanding of the Evaluation Method on the interface designing

Activity Outcomes
+* The students will know that what are the evaluation methods and
how to apply




Exercise 1:

Choose an appropriate Evaluation Method for each of the following situations. In each case suggest
the answers in the given spaces below:

(a) You are at an early stage in the design of a spreadsheet package and you wish to test what
type of icons will be easiest to learn.

(i) Participants

(ii) The technique used

(iii) Representative tasks to be examined

(iv) Measurements that would be appropriate

(v) An outline plan for carrying out the evaluation

(b) You have designed and implemented a new game system and want to evaluate it before
release

(i) Participants

(ii) The technique used

(iii) Representative tasks to be examined

(iv) Measurements that would be appropriate

(v) An outline plan for carrying out the evaluation




(c) You have been asked to develop a system to store and manage student exam results and
would like to test two different designs prior to implementation or prototyping.

(i) Participants

(if) The technique used

(iii) Representative tasks to be examined

(iv) Measurements that would be appropriate

(v) An outline plan for carrying out the evaluation




