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Topic Break Down

Topic No. of Questions
Topic 1, Basic terms and concepts 21
Topic 2, The human-centred design process 8

Topic 3, Understanding and specifying the context of use | 29

Topic 4, Specifying the user requirements 12
Topic 5, Creating design solutions 17
Topic 6, Usability evaluation 31
Topic 7, Mix Questions 1
Total 119
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QUESTION NO: 1
What is a contextual interview?

A. A contextual interview takes place at any other location than the location where the user's interaction with the interactive
system usually takes place, for example in a neutral environment, not their home or in a shop.

B. An contextual interview takes place in a neutral environment, for example in a meeting room.

C. A contextual interview takes place at the location where the user's interaction with the interactive system usually takes
place, for example the user's workplace, their home or in a shop

D. Establishes focus groups

ANSWER: C

Explanation:

A contextual interview takes place at the location where the user's interaction with the interactive system usually takes place,
for example the user's workplace, their home or in a shop. This setting lets the interviewer learn about use in its real context:
the physical environment, the tasks being performed, nearby tools and artefacts, interruptions, people involved, and
organizational or practical constraints. Observing and asking questions while the participant can refer to actual work
materials and demonstrate familiar activities produces richer, more reliable insight into user needs and the conditions that
shape usability. In the CPUX-F user-research context, interviews are therefore not merely conversations; the context of use
is an important source of evidence for understanding users, goals, tasks, and environments. The UXQB CPUX-F syllabus
includes contextual inquiry/interview techniques among methods used to understand the context of use and derive user
requirements. See the iSQI CPUX-F certification page and the Nielsen Norman Group’s contextual inquiry overview for
further guidance on conducting field-based interviews and observation.

QUESTION NO: 2

Which one of the following statements demonstrates the importance of user interface guidelines?

A. User interface guidelines enforce the human-centred design process by allowing primary users to participate directly in
the design process

B. The non-specific nature of user interface guidelines gives designers the freedom to implement user interface elements
however they like

C. The specific nature of user interface guidelines ensures that any number of designers are able to implement the same
user interface elements in a similar way

D. User interface guidelines allow designers to come up with differences in the appearance and behaviour of user interfaces
across an organisation

E. User interface guidelines are primarily intended to devolve responsibility for the design of user interfaces across the whole
design team, rather than it being the sole responsibility of the user interface designer

F. User interface guidelines are used in heuristic evaluations to determine whether or not a design meets the organisational
requirements

ANSWER: C

Explanation:

The specific nature of user interface guidelines ensures that any number of designers are able to implement the same user
interface elements in a similar way. This captures a central purpose of guidelines: they translate general usability and
interaction-design principles into sufficiently concrete rules or recommendations that can be applied consistently during
design and implementation. When several people work on related products, screens, or components, this shared guidance
reduces arbitrary design variation and helps users encounter predictable appearance, terminology, controls, and interaction
behaviour. Consistency lowers the learning effort required of users because knowledge gained in one part of a product can
be transferred to another part. It also makes design decisions easier to communicate, review, maintain, and scale across
teams. In practice, guidelines are often collected in a style guide or design system so that the same agreed conventions can
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be reused across an organisation’s interactive systems. This aligns with the usability principle of consistency and standards
described by Nielsen Norman Group and with the usability emphasis on consistency in ISO’s human-centred design
guidance. See Nielsen Norman Group’s usability heuristics and ISO 9241-210: Human-centred design for interactive

systems.

QUESTION NO: 3 - (SIMULATION)

A context of use description describes:

a. in the form of user group profiles and personas;

b. in the form of as-is scenarios;

C. in the form of task models, as-is scenarios or user journey maps;
d. in the form of lists or as-is scenarios;

e. in the form of as-is scenarios.

ANSWER: See the explanation for the answer

Explanation:
Correct completion:

1. Users in the form of user group profiles and personas;

2. Goals in the form of as-is scenarios;

3. Tasks in the form of task models, as-is scenarios or user journey maps;
4. Resources in the form of lists or as-is scenarios;

5. Environments in the form of as-is scenarios.

A context-of-use description identifies who uses the system, what they want to achieve, the activities they perform, the
resources available to them, and the physical, social, and technical environment in which use occurs.

QUESTION NO: 4

Select the three types of usability evaluation:
A. usability test

B. usability inspection

C. user interview

D. user survey
persona matching
E, GUI testing

ANSWER: ABD

Explanation:

Usability evaluation is the systematic collection of information about how well an interactive system supports users in
achieving their goals. The three selected types represent complementary ways to obtain that information. usability test
involves representative users completing realistic tasks while evaluators observe outcomes such as task success, errors,
time, and experienced difficulties. It provides direct evidence of use in a task context. usability inspection is an expert-
based evaluation in which trained evaluators examine the interface against recognised usability principles, guidelines, or
criteria. It is particularly useful for identifying likely usability problems efficiently, including before user sessions are available.
user survey gathers users’ reported views, experiences, attitudes, and perceived usability through a structured set of
questions. It can provide data from a larger group of users and can be used formatively to guide improvement or
summatively to assess perceived usability. Together, these approaches use observed user behaviour, expert judgement,
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and users’ self-reported experience, giving a broader evidence base for usability decisions. The CPUX-F syllabus covers
usability evaluation and the use of evaluation methods within human-centred design; see the UXQB CPUX-F certification
information and ISO’s overview of ISO 9241-11 usability guidance.

QUESTION NO: 5

Sandra and her team have created a web-based office suite. Tanya and her team have usability tested the office suite.
Which two of Tanya's usability findings below relate to the dialogue principle, "Error tolerance"?

A. Test participants liked the fact that "undo" is available

B. Help is written in a small font that is difficult to read for people whose eyesight is not perfect

C. Test participants had problems locating the search function because the icon is unobtrusive and hidden

D. Certain characteristics of the user interface can be adjusted by the user, for example, colour, text size, and contrast
E. Most error messages are not constructive

F. The icons used in the office suite are easily understood by users

ANSWER: AE

Explanation:

Error tolerance means that a dialogue supports users in achieving their intended result despite evident erroneous actions or
inputs. In practice, this includes enabling users to reverse an unintended action and providing information that helps them
understand and recover from an error with little effort. “Test participants liked the fact that ‘undo’ is available” directly
demonstrates error tolerance: Undo provides a practical recovery mechanism, allowing an accidental or unwanted action to
be reversed without requiring the user to recreate work or use a complex workaround. “Most error messages are not
constructive” also concerns error tolerance because constructive messages should clearly identify the problem and guide the
user toward an effective correction or recovery path. Improving those messages helps users recover after errors and
continue their task successfully. This interpretation aligns with the ISO 9241-110 dialogue-principles standard, which defines
error tolerance in terms of supporting intended outcomes despite erroneous input, and with the CPUX-F curriculum’s
treatment of dialogue principles in usability evaluation. See ISO 9241-110:2020 and the UXQB CPUX-F certification
information.

QUESTION NO: 6

Which one of the following statements best describes the term, "mental model"?

A. A description of a fictitious but realistic user and what they intend to do when using an interactive system
B. A description of the subtasks within a task that have to be carried out in order to reach the user's goals
C. A person's thought process about how an interactive system works

D. A low-cost, simple model of a design or concept used to gather feedback from users and other stakeholders during the
early stages of design

E. Information to help a user to interact with an interactive system

F. A data model of how usability test participants felt about an interactive system following a usability test session

ANSWER: C

Explanation:

A person's thought process about how an interactive system works is the best description of a mental model. In UX, a mental
model is the understanding a person has built from prior experience, knowledge, expectations, and cues in the interface
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about what a system is, how its parts relate to each other, and what will happen when they take an action. This
understanding may not match the system’s actual technical implementation; it is the user’s internal representation of how the
system behaves. Designers need to identify and accommodate users’ mental models because an interface is easier to learn
and use when its labels, structure, feedback, and interaction behavior align with what users expect. For example, a user may
expect a trash-can control to remove an item and a magnifying-glass control to initiate search because those conventions fit
an established understanding of common digital interactions. The Nielsen Norman Group describes mental models as what
users believe about a system and how it works, emphasizing their importance for creating intuitive designs. The Interaction
Design Foundation likewise explains that mental models influence users’ expectations and actions when interacting with
products. See Nielsen Norman Group: Mental Models and Interaction Design Foundation: Mental Models.

QUESTION NO: 7

Which two of the following statements are characteristics of a good qualitative user requirement?
A. It describes support that users need in order to achieve a goal

B. It avoids prescribing a particular technical solution where this is not necessary

C. Itis based only on the preferences of the project manager

D. It must specify the exact colour of each user-interface element

E. It is a general statement that the system must be user friendly

F. It replaces the need to understand the context of use

ANSWER: AB

Explanation:

A qualitative user requirement should state what users must be able to do, locate, recognise, understand, select or input in
order to meet an identified user need in a specified context of use. It should be expressed from the perspective of use rather
than prescribing a particular user-interface solution. For example, stating that users must be able to compare available
service plans gives the design team a clear goal while allowing alternative design solutions. A statement such as "use a blue
comparison button" prematurely specifies an implementation rather than a user requirement. See the 1ISO 9241-210
standard page and the UXQB CPUX-F information page.

QUESTION NO: 8

During a usability test, a participant becomes silent while trying to find a previously saved invoice. Which one of the following
is the most appropriate instruction for the moderator to give before the test tasks begin?

A. Please tell me what you are thinking as you work through the tasks
B. Please ask me whenever you are uncertain which control to use
C. Please complete every task as quickly as possible without speaking
D. Please explain why you dislike each screen before you continue

E. Please follow the steps that | describe if you cannot find the next function

ANSWER: A

Explanation:

Asking participants to say what they are thinking, looking at, and expecting while they work is the think-aloud technique. It
helps the moderator understand the participant’s reasoning, expectations, uncertainty, and interpretations of interface
elements. The moderator should introduce this technique before the task starts and should avoid coaching the participant or
explaining how to complete the task. Think-aloud comments supplement observations of task success, errors, and time; they
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do not replace them. This approach supports the user-based usability evaluation described in the UXQB CPUX-F
programme.

QUESTION NO: 9

Which three of the following are good examples of survey questions?

A. Please indicate below which chronic condition(s) you have: o Diabetes o High cholesterol 3 High blood pressure o Heart
Problems 3 | have none of the conditions listed

B. Have you had a particularly good or bad experience with the National Health Service in the UK? Yes No
C. Do you think that the National Health Service in the UK is very good (circle the most appropriate answer)? Yes No

D. Would you disagree that our website is hard to use (circle one answer)? 12345 Strongly Disagree Neither agree Agree
Strongly disagree nor disagree agree

E. felt confident while using the website (circle one answer) 12 3 4 5 Strongly Disagree Neither agree Agree Strongly
disagree nor disagree agree

F. How could we improve the National Health Service's website? Fill in:

ANSWER: AEF

Explanation:

Good survey questions collect information in a form that respondents can understand and answer consistently, while
matching the type of data needed. “Please indicate below which chronic condition(s) you have: o Diabetes o High
cholesterol 3 High blood pressure o Heart Problems 3 | have none of the conditions listed” is appropriate because it clearly
asks respondents to identify applicable conditions and includes a response for having none of those listed. This supports
structured collection of multiple applicable responses.

“felt confident while using the website (circle one answer) 12 3 4 5 Strongly Disagree Neither agree Agree Strongly disagree
nor disagree agree” is a suitable rating-scale question because confidence is a relevant subjective usability measure that
can be captured through an ordered agreement scale. In a production questionnaire, the statement and scale labels should
be presented clearly and consistently.

“How could we improve the National Health Service's website? Fill in:” is also a good survey question because its open
response format lets participants describe improvements in their own words. Open-ended questions are especially valuable
for discovering issues, needs, and suggestions that predefined response alternatives may not anticipate. These approaches
align with UXQB'’s coverage of user research methods and ISO’s emphasis on gathering usability evidence in the context of
use. See UXQB CPUX-F certification information and ISO 9241-11:2018.

QUESTION NO: 10

Which two of the following are part of the information architecture?
A. Style guide

B. User interface guidelines

C. Specification of graphic design

D. The words used in the user interface, for navigation and content
E. Wireframe

F. Content hierarchy
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ANSWER: D F

Explanation:

The words used in the user interface, for navigation and content and Content hierarchy are part of information
architecture. In CPUX-F terms, information architecture concerns naming and structuring the information made available to
users. Names, labels, and terminology affect whether people can recognise content and understand where a navigation
choice will lead. This includes the wording used for navigation categories, menu items, links, headings, and content labels.

Content hierarchy provides the structure that makes information understandable and findable. It establishes relationships
such as broad categories and more specific subcategories, and helps users identify what is most important and where to
look next. A well-designed hierarchy supports users’ mental models and enables them to scan, navigate, and locate
information efficiently. Together, meaningful wording and a logical hierarchy define how information is organised and
communicated, independently of its eventual visual styling or graphical presentation. This aligns with the CPUX-F focus on
designing an understandable, human-centred structure for information and navigation. See the UXQB CPUX-F certification
overview and Nielsen Norman Group’s guidance on information architecture.

QUESTION NO: 11

Which one of the following best describes a conceptual model of an interactive system?

A. A description of how users are expected to understand the interactive system and its behaviour
B. A list of technical components needed to implement the interactive system

C. A detailed specification of fonts, colours and icons

D. A report containing the results of a usability evaluation

E. A list of all organisational requirements for the project

ANSWER: A

Explanation:

A conceptual model is the user-facing explanation of how an interactive system is organised and how it works. It helps
users understand what objects, actions, relationships and outcomes exist in the system, so that they can predict the
consequences of their actions. For example, a conceptual model for an online shopping service may explain that products
are placed in a basket before an order is submitted. A clear conceptual model supports users in developing an accurate
mental model and contributes to conformity with user expectations. See the 1ISO 9241-110 standard page and the UXQB
CPUX-F information page.
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