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USER INTERFACE - Part 1

· This is the manner in which a program makes its resources available to users.  

· The three most commonly used user interfaces are 

1. Command Driven

2. Shortcut Keystroke

3. Graphical User Interface (GUI)

· The backbone of most software packages is their command set.  It is issuing commands that you get a software package to perform any desired action.  

· Commands are often invoked by typing in statements that conform to command syntax, by using shortcut keystrokes, or by making selections from a graphical user interface with a mouse or keyboard.

COMMAND DRIVEN INTERFACE

· Early user interfaces required users to type precise instructions indicating exactly what the computer should do.

· Until the 1980s the command driven interface was the only way to work with computers.

· At some type of prompt
, the user typed a command that conforms to strict command syntax
.

· By using the MS DOS operating system it accepts typed commands at the operating-system prompt.  If you wanted to delete a file in the A: drive named Fred, then at the prompt:

C:\DOS>

You must type:

ERASE A:FRED

If you were to type:

ERASE FRED FROM A

An error message would be displayed on the screen, indicating that the command does not conform to the official syntax of the MS-DOS language.

· Unfortunately, using command syntax effectively is often beyond the patience and capabilities of most users.

· As the user of a command driven interface you are expected to be very careful in making sure each of the characters in the statement is correct – including blank spaces appearing where they should be – and also you need to remember the syntax or look it up.

· To make software available to the wildest audience possible, software publishers have added features such as shortcut keystrokes and GUIs to simplify the work of entertaining commands.

SHORTCUT KEYSTROKES

· These enable you to invoke commands with a minimal number of keystrokes.  For instance, when you want to indent a text with many versions of Word Perfect, you strike the F4 function key.

· Shortcut Keystrokes save a great deal of time when compared to conventional command driven interface.

· However, they can tax the user’s memory.  Someone who can’t remember the shortcut keystrokes for seldom-used commands will have to spent time looking them up in a printed manual.

GRAPHICAL USER INTERFACE

· GUI is a term that refers to the graphics screens that makes it easier for users to interact with the software.

· GUIs employ such devices as pull-down menus, windows and icons, and toolbars to make it easier than ever for users to navigate successfully through their favourite software packages.  

· Instead of having to remember complicated command syntax or shortcut keystroke sequence, all the user has to do is look for the command on a menu, point to it using a mouse or keyboard, and select it.

ELEMENTS OF A GRAPHICAL USER INTERFACE

1. Menus

2. Windows

3. Dialog Boxes

4. Online Help

Menus
· A menu is a set of options, which the user can choose to take a desired action in a program.

· Several types of Menus used are:

1. Menu Bars
At the top of many GUI screens or windows is a menu bar showing the governing command set.  The menu bar is a horizontal list of choices that appears on a highlighted line, usually below the window title.  Generally commands can be selected by means of a mouse or the keyboard.

2. Pull-down menus
They are also called drop down menus, and they are subcommands that drops down vertically from a horizontal menu bar or appears along side another pull down menu.  It appears on the screen when the user makes a choice on the menu bar.

3. Pop-up Menu
This is a menu of sub-commands that pops up on the screen when you click on the right mouse button.

4. Icon Menu
Often, menus are in the form of a set of icons.  An icon is a graphical image on a display screen that invokes some action when selected.  Virtually anything that can go into a computer file or collection of files can be represented onscreen as an icon.

5. Hypertext Menus
These are icons or specially marked text that represents a link to a new file or application.  It is short for textual hyperlink.  When you move the mouse pointer over the hypertext, the pointer shape often changes into a pointing finger.  Clicking then selects the link, generally retrieving a new web page to you screen.

6. Palettes
A palette is a menu that enables you to choose among colours, textures and other art oriented items.  Generally, the palette is arranged in an array and you can choose a selection either by clicking with the mouse or by tapping the arrow keys to highlight it and striking the enter key.

7. Tab Menus
Tab menus organize a screen into natural looking file-folder tabs.  By clicking on any of the tabs, the information inside can be accessed.

Windows

The window is a box of information that is overlaid on the display screen.  A window can obtain facts about the software use, menu items and a variety of other types of data.  A title bar at the top of a window normally names the document or program on the display screen.  Windows can be customized on screen to meet application needs in a variety of ways.  The mouse pointer is context sensitive and changes in respect to the operation the user is performing on screen.  When the information available to a window cannot fit on the screen at one time, scroll bars can be used to get to other parts of it.

Dialog Boxes

These are special windows that prompt the user for further information.  They employ a variety of tools, including radio buttons, check boxes, text boxes, list boxes, message boxes and others.

On-Line Help

Many GUIs have an online help feature to make it easy for users to get help when they are sitting at their display screens.  Some examples of online help are:

· A table-of-contents feature

· An indexing feature

· Wizards
· A Natural language help feature

· Tutorials

Virtual Reality

· This is a hardware and software package that refers to using the computer system to create illusions.  

· This is how it works:  A VR user with special goggles for viewing an artificial, comic book world makes movements with a special glove.  As the movement is made, the display in the goggles changes instantly to reflect new information that is presented from the users point of view.

· VR are used today in some industries for example:

1. Architecture

2. Entertainment

3. Investments

· Architecture
Through VR, it is possible to take “tours” of buildings whose foundations are not yet poured.  A computer model of the building is first made in three-dimensions.  Later, a client taking a computer “tour” on a desktop can move from room to room in the order in which he/she chooses, inspecting the premises close both up or far away and from different views.  Routines are also available that can show how natural light falls in the building on a sunny or rainy day and how artificial light changes a room. If the client is not pleased with a particular section, with the remodelling software package, it can be reshaped, repainted, re-lighted, refurbished, and ready for re-inspection in seconds.

· Entertainment
VR applications have arrived at full force in the entertainment industry, where illusion is the principal product.  In many cities in America, amusement arcades feature virtual reality games.  In many cases, the VR participant must put on special goggles, which project computer-generated images directly towards the eye, and wear goggles with built in sensors, which changes the goggle images when the hands are moved.  Feature-length movies and computer-game software are also increasingly employing virtual-reality technology.

· Investments
Investment analysts apply VR techniques to the study of securities.  One of the problems inherent in conventional analysis is the complexity of tracking a group of securities relative to changes in the market as well as a whole.  A virtual reality can colour-code stocks belonging to a certain group.







� A prompt is a displayed text or symbol indicating that the computer is ready to receive user input.


� A syntax is the grammatical rules that governs a language.





























