Q1 - Affordances are things that just lend an action to be made on.

Basically this is an allowed action, something that it 'is for.' What

this could be is something like the loop in a hand bag or the holes in

the handle of scissors. (2 Points)
Q2 - Mapping helps link one thing to another, an example of this is the

440 website and the association of a table of contents and clicking the

links on it. Feedback is letting the user know that the action that they

have completed was actually completed. An example of this could be the

tones on a phone when you dial a number. This is important to web design

because you want the user to be able to use mapping to navigate your

site without any prior knowledge of your site and then feedback is also

important because it will give the user knowledge that the actions that

they took were actually completed. (3 Points)
Q3 - It lets the user know that a feature could be coming (e.g. site

under construction), that they are at that portion of the site, or to

just show the user all of the features available to them in a concise

manner. Mainly, this lets the user see all that there is to offer in a

specific place. An example keeping things visible is the iPod. They keep

the least ammout of things visible so that you don't have to thumb

through a long series of vertical menus. Instead, you travel

horizontally through the menus seeing only what you need to see and

nothing else. They keep things visible to the user at all times and

rarely do you have to traver vertically through a menu to complete a

task. This is the by product of keeping all things visiable to the user

at all times. (2 Points)
Q4 - Personas are fictional characters that represent a market segment

or a specific user group. They help give a designer a name, face, and

story to a specific user case. You can then live your design through

this persona and it will allow the deisgners to take a look at their

design though the eyes of their persona as opposed to a list of specific

requirements that were laid out before them. Overall, the main idea is

that they personalize the process of design through the use of character

creation. It takes the emphasis off of what is required and puts it on

what the user wants. (3 Points)
