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Key Interfaces with Other Processes. The following table shows how Knowledge Management is linked with other
Service Manager processes.

Key switches[ edit ] In the first electronic keyboards in the early s, the key switches were individual switches
inserted into holes in metal frames. The most popular switch types were reed switches contacts enclosed in a
vacuum in a glass capsule, affected by a magnet mounted on the switch plunger. This became more
acceptable, however, for use in computer terminals at the time, which began to see increasingly shorter model
lifespans as they advanced. As the key was depressed, the capacitance between the plunger pad and the
patterns on the PCB below changed, which was detected by integrated circuits IC. These keyboards were
claimed to have the same reliability as the other "solid-state switch" keyboards such as inductive and
Hall-effect, but competitive with direct-contact keyboards. Meanwhile, IBM made their own keyboards, using
their own patented technology: This produces a clicking sound and gives physical feedback for the typist,
indicating that the key has been depressed. Over time, less key travel was accepted in the market, finally
landing on 0. Coincident with this, Key Tronic was the first company to introduce a keyboard that was only
about one inch thick. And now keyboards measure only about a half-inch thick. Keytops are an important
element of keyboards. In the beginning, keyboard keytops had a "dish shape" on top, like typewriters before
them. Keyboard key legends must be extremely durable over tens of millions of depressions, since they are
subjected to extreme mechanical wear from fingers and fingernails, and subject to hand oils and creams, so
engraving and filling key legends with paint, as was done previously for individual switches, was never
acceptable. So, for the first electronic keyboards, the key legends were produced by two-shot or double-shot,
or two-color molding , where either the key shell or the inside of the key with the key legend was molded first,
and then the other color molded second. But, to save cost, other methods were explored, such as sublimation
printing and laser engraving , both methods which could be used to print a whole keyboard at the same time.
Initially, sublimation printing, where a special ink is printed onto the keycap surface and the application of
heat causes the ink molecules to penetrate and commingle with the plastic modules, had a problem because
finger oils caused the molecules to disperse, but then a necessarily very hard clear coating was applied to
prevent this. Coincident with sublimation printing, which was first used in high volume by IBM on their
keyboards, was the introduction by IBM of single-curved-dish keycaps to facilitate quality printing of key
legends by having a consistently curved surface instead of a dish. But one problem with sublimation or laser
printing was that the processes took too long and only dark legends could be printed on light-colored keys. On
another note, IBM was unique in using separate shells, or " keycaps ", on keytop bases. This might have made
their manufacturing of different keyboard layouts more flexible, but the reason for doing this was that the
plastic material that needed to be used for sublimation printing was different from standard ABS keytop
plastic material. This was possible because of molding techniques that could provide very tight tolerances for
the switch-plunger holes and guides across the width of the keyboard so that the key plunger-to-housing
clearances were not too tight or too loose, either of which could cause the keys to bind. The use of
contact-switch membrane sheets under the monoblock. This technology came from flat-panel switch
membranes , where the switch contacts are printed inside of a top and bottom layer, with a spacer layer in
between, so that when pressure is applied to the area above, a direct electrical contact is made. The membrane
layers can be printed by very-high volume, low-cost "reel-to-reel" printing machines, with each keyboard
membrane cut and punched out afterwards. Plastic materials played a very important part in the development
and progress of electronic keyboards. Greasing or oiling switch plungers was undesirable because it would
attract dirt over time which would eventually affect the feel and even bind the key switches although keyboard
manufacturers would sometimes sneak this into their keyboards, especially if they could not control the
tolerances of the key plungers and housings well enough to have a smooth key depression feel or prevent
binding. But Delrin was only available in black and white, and was not suitable for keytops too soft , so
keytops use ABS plastic. However, as plastic molding advanced in maintaining tight tolerances, and as key
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travel length reduced from 0. The key switches are connected via the printed circuit board in an electrical X-Y
matrix where a voltage is provided sequentially to the Y lines and, when a key is depressed, detected
sequentially by scanning the X lines. The first computer keyboards were for mainframe computer data
terminals and used discrete electronic parts. The first keyboard microprocessor was introduced in by General
Instruments, but keyboards have been using the single-chip microcontroller variant since it became available
in One test for whether the computer has crashed is pressing the caps lock key. The keyboard sends the key
code to the keyboard driver running in the main computer; if the main computer is operating, it commands the
light to turn on. All the other indicator lights work in a similar way. The keyboard driver also tracks the Shift,
alt and control state of the keyboard. Some lower-quality keyboards have multiple or false key entries due to
inadequate electrical designs. When pressing a keyboard key, the key contacts may "bounce" against each
other for several milliseconds before they settle into firm contact. When released, they bounce some more
until they revert to the uncontacted state. If the computer were watching for each pulse, it would see many
keystrokes for what the user thought was just one. To resolve this problem, the processor in a keyboard or
computer " debounces " the keystrokes, by aggregating them across time to produce one "confirmed"
keystroke. Some low-quality keyboards also suffer problems with rollover that is, when multiple keys pressed
at the same time, or when keys are pressed so fast that multiple keys are down within the same milliseconds.
Early "solid-state" keyswitch keyboards did not have this problem because the keyswitches are electrically
isolated from each other, and early "direct-contact" keyswitch keyboards avoided this problem by having
isolation diodes for every keyswitch. These early keyboards had "n-key" rollover, which means any number of
keys can be depressed and the keyboard will still recognize the next key depressed. Some types of keyboard
circuitry will register a maximum number of keys at one time. This is undesirable, especially for fast typing
hitting new keys before the fingers can release previous keys , and games designed for multiple key presses.
But lower-quality keyboard designs and unknowledgeable engineers may not know these tricks, and it can still
be a problem in games due to wildly different or configurable layouts in different games. Prior to the iMac line
of systems, Apple used the proprietary Apple Desktop Bus for its keyboard connector. Wireless keyboards
have become popular for their increased user freedom. The wireless aspect is achieved either by radio
frequency RF or by infrared IR signals sent and received from both the keyboard and the unit attached to the
computer. A wireless keyboard may use an industry standard RF, called Bluetooth. With Bluetooth, the
transceiver may be built into the computer. However, a wireless keyboard needs batteries to work and may
pose a security problem due to the risk of data " eavesdropping " by hackers. Wireless solar keyboards charge
their batteries from small solar panels using sunlight or standard artificial lighting. An early example of a
consumer wireless keyboard is that of the Olivetti Envision. Alternative text-entering methods[ edit ]
On-screen keyboard controlled with the mouse can be used by users with limited mobility Optical character
recognition OCR is preferable to rekeying for converting existing text that is already written down but not in
machine-readable format for example, a Linotype -composed book from the s. In other words, to convert the
text from an image to editable text that is, a string of character codes , a person could re-type it, or a computer
could look at the image and deduce what each character is. OCR technology has already reached an
impressive state for example, Google Book Search and promises more for the future. Speech recognition
converts speech into machine-readable text that is, a string of character codes. This technology has also
reached an advanced state and is implemented in various software products. For certain uses e. However, the
lack of privacy when issuing voice commands and dictation makes this kind of input unsuitable for many
environments. Pointing devices can be used to enter text or characters in contexts where using a physical
keyboard would be inappropriate or impossible. These accessories typically present characters on a display, in
a layout that provides fast access to the more frequently used characters or character combinations. Popular
examples of this kind of input are Graffiti , Dasher and on-screen virtual keyboards. Keystroke logging[ edit ]
Unencrypted wireless bluetooth keyboards are known to be vulnerable to signal theft by placing a covert
listening device in the same room as the keyboard to sniff and record bluetooth packets for the purpose of
logging keys typed by the user. Microsoft wireless keyboards and earlier are documented to have this
vulnerability. While it is used legally to measure employee productivity on certain clerical tasks, or by law

Page 2

DOWNLOAD PDF OTHER KEY INTERFACES
enforcement agencies to find out about illegal activities, it is also used by hackers for various illegal or
malicious acts. Hackers use keyloggers as a means to obtain passwords or encryption keys and thus bypass
other security measures. Keystroke logging can be achieved by both hardware and software means. Hardware
key loggers are attached to the keyboard cable or installed inside standard keyboards. Some hackers also use
wireless keylogger sniffers to collect packets of data being transferred from a wireless keyboard and its
receiver, and then they crack the encryption key being used to secure wireless communications between the
two devices. Anti-spyware applications are able to detect many keyloggers and cleanse them. Responsible
vendors of monitoring software support detection by anti-spyware programs, thus preventing abuse of the
software. Enabling a firewall does not stop keyloggers per se, but can possibly prevent transmission of the
logged material over the net if properly configured. Network monitors also known as reverse-firewalls can be
used to alert the user whenever an application attempts to make a network connection. This gives the user the
chance to prevent the keylogger from " phoning home " with his or her typed information. Automatic
form-filling programs can prevent keylogging entirely by not using the keyboard at all. Most keyloggers can
be fooled by alternating between typing the login credentials and typing characters somewhere else in the
focus window.
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The Key interface is the top-level interface for all opaque keys. It defines the functionality shared by all opaque key
objects. An opaque key representation is one in which you have no direct access to the key material that constitutes a
key.

By using interfaces, you can, for example, include behavior from multiple sources in a class. You define an
interface by using the interface keyword. By convention, interface names begin with a capital I. The interface
defines only the signature. In that way, an interface in C is similar to an abstract class in which all the methods
are abstract. However, a class or struct can implement multiple interfaces, but a class can inherit only a single
class, abstract or not. Therefore, by using interfaces, you can include behavior from multiple sources in a
class. Interfaces can contain methods, properties, events, indexers, or any combination of those four member
types. For links to examples, see Related Sections. To implement an interface member, the corresponding
member of the implementing class must be public, non-static, and have the same name and signature as the
interface member. When a class or struct implements an interface, the class or struct must provide an
implementation for all of the members that the interface defines. The interface itself provides no functionality
that a class or struct can inherit in the way that it can inherit base class functionality. The implementing class,
Car, must provide an implementation of the Equals method. For example, an interface might declare a
property that has a get accessor. The class that implements the interface can declare the same property with
both a get and set accessor. However, if the property or indexer uses explicit implementation, the accessors
must match. For more information about explicit implementation, see Explicit Interface Implementation and
Interface Properties. Interfaces can inherit from other interfaces. A class might include an interface multiple
times through base classes that it inherits or through interfaces that other interfaces inherit. However, the class
can provide an implementation of an interface only one time and only if the class declares the interface as part
of the definition of the class class ClassName: If the interface is inherited because you inherited a base class
that implements the interface, the base class provides the implementation of the members of the interface.
However, the derived class can reimplement any virtual interface members instead of using the inherited
implementation. A base class can also implement interface members by using virtual members. In that case, a
derived class can change the interface behavior by overriding the virtual members. For more information
about virtual members, see Polymorphism. Interfaces summary An interface has the following properties: An
interface is like an abstract base class. Any class or struct that implements the interface must implement all its
members. Its members are implemented by any class or struct that implements the interface. Interfaces can
contain events, indexers, methods, and properties. Interfaces contain no implementation of methods. A class or
struct can implement multiple interfaces. A class can inherit a base class and also implement one or more
interfaces.
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The point of interaction or communication between a computer and any other entity, such as a printer or human
operator. The layout of an application's graphic or textual controls in conjunction with the way the application responds
to user activity.

In order for the project to eliminate waste time and capital , interfaces must be managed. The interface
management process consists of planning, identification, approving, auditing and closing-out interfaces. This
procedure addresses the following: Outline the process for successfully coordinating and managing all key
interfaces. Define the responsibilities for each of the teams involved with the interface requests such that the
individuals are accountable to follow up the required actions. Define how key interfaces are identified, logged
into an interface register and tracked until completion. Logging all key interfaces into an accessible register,
and actively keep the interface register up to date. Define the workflow that interface requests will follow
throughout their life cycle. Establish the process to monitor the status of the interface requests contained
within the register, and actively make certain that all requests are closed-out in a timely manner. Implement
the system by which the parties coordinate their interface activities. Facilitate communications between
parties, including conflict resolution. Promote clear and consistent communication among the involved project
team members for transmitting interface information. Identify the appropriate personnel who will be
responsible for each interface request and for resolution of the interface request Provide a system which will
facilitate the identification of interfaces, and address the specific interface request requirements Establish a
procedure that promotes efficient management of interface issues from initiation to close out Define methods
for communication and coordination of interface requests between various parties Facilitate clear and frequent
communications amongst parties Facilitate the agreement of a schedule for interface request resolution and
close-out Define a means for the control, expediting, and reporting of progress on the transfer of interface
requests Define processes of assurance that interface requests are effectively identified and managed 1.
Internal interface issues will be identified, catalogued, assessed for impact, assigned and managed throughout
the duration of the PROJECT; Internal interface issues will be resolved at the appropriate working level within
the Project organization to minimize rework for example, engineers responsible for the design and design
verification ; Regularly advise Company on the status of resolution of internal interface issues; Internal
interface activities will be coordinated with other CONTRACTOR work groups and process such as
Management of Change, HES, QMS, and Risk Management to improve process efficiencies and avoid
duplication of efforts. All internal interfaces, whether with subcontractors or suppliers or consultants, shall be
established through written procedures. These procedures shall ensure: Interface Request - A query from a
requesting party on one team, soliciting a response from another party on a different team that would clarify an
issue on an interface. Requesting Party - The party initiating an interface request. Responsible Party - The
party responsible for responding to an interface request. Interface Coordinator - A team member that approves
outgoing interface requests, and ensures that incoming requests are responded to in a timely manner. Interface
Manager - The individual that works in conjunction with the project manager to ensure the interface process is
adhered to, and that all interface issues are tracked to close-out. The software used to manage interface request
initiation, reporting and closeout. This point can be: Ensures consistency in the project wide application of the
Interface Management Procedure. Oversees and monitors project wide internal and external interface
management activity. Maintains the master Interface Request Register. Regularly reports on status of key
interface activity. Review outgoing interface requests and serve as interface request approver Ensure
resolution of inbound interface requests Actively monitor interface request register to: Serve as PMT liaison
between contractor and operating plant point of contact. Inform Interface Manager of potential impacts due to
unsatisfactory resolution response.
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Key interfaces are interfaces that are managed by the {PROJECT} Interface Management Team, nominated leads
and/or interface coordinator. The {PROJECT} Interface Coordinator will oversee and monitor these interface activities
and will provide proactive support to the nominated focal points for coordinating interfaces within each discipline.

Note that you can also use the Quick-Edit Editor to perform the steps 2 to 5. In Designer Navigator select the
Interfaces node in the folder under the project where you want to create the interface. Right-click and select
New Interface. The Interface Editor is displayed. On the Definition tab fill in the interface Name. Select a
Staging Area and an Optimization Context for your interface. The staging area defaults to the target. It may be
necessary to put it on a different logical schema if the target does not have the required transformation
capabilities for the interface. This is the case for File, JMS, etc. After defining the target datastore for your
interface, you will be able to set a specific location for the Staging Area from the Overview tab by clicking the
Staging Area Different From Target option and selecting a logical schema that will be used as the staging area.
If your interface has a temporary target datastore, then the Staging Area Different From Target option is
grayed out. In this case, the staging area as well as the target are one single schema, into which the temporary
target is created. You must select here this logical schema. Oracle Data Integrator includes a built-in
lightweight database engine that can be used when no database engine is available as a staging area for
example, when performing file to file transformations. This engine is suitable for processing small volumes of
data only. The optimization context defines the physical organization of the datastores used for designing an
optimizing the interface. This physical organization is used to group datastores into sourcesets, define the
possible locations of transformations and ultimately compute the structure of the flow. For example, if in the
optimization context, two datastores on two different logical schema are resolved as located in the same data
server, the interface will allow a join between them to be set on the source. Go to the Mapping tab to proceed.
The steps described in Section This datastore may be permanent defined in a model or temporary created by
the interface in the staging area. In the Designer Navigator, expand the Models tree and expand the model or
sub-model containing the datastore to be inserted as the target. Select this datastore, then drag it into the
Target Datastore panel. The target datastore appears. In the Property Inspector, select the Context for this
datastore if you want to target this datastore in a fixed context. By default, the datastore is targeted on the
context into which the interface is executed. This is an optional step. If you want to target a specific partition
of this target datastore, select in the Property Inspector the partition or sub-partition defined for this datastore
from the list. Once you have defined your target datastore you may wish to view its data. To display the data
of the permanent target datastore of an interface: Right-click the title of the target datastore in the Target
Datastore panel. The Data Editor containing the data of the target datastore appears. Data in a temporary target
datastore cannot be displayed since this datastore is created by the interface. Select the Context for this
datastore if you want to target this datastore in a predefined context. Specify the Temporary Datastore
Location. Select Work Schema or Data Schema if you wish to create the temporary datastore in the work or
data schema of the physical schema that will act as the staging area. See Chapter 4, "Setting-up the Topology"
for more information on schemas. Go to the Overview tab and select the logical schema into which this
temporary target datastore is created. The temporary target datastore is created without columns. They must be
added to define its structure. To add a column to a temporary target datastore: In the Target Datastore panel,
right-click the title bar that shows the name of the target datastore. A new empty column appears in the Target
Datastore panel. Select this new column. You must define the column Name, Datatype, Length and Scale. To
delete a column from a temporary target datastore: Right-click the column to be deleted In the Target
Datastore panel. Add the source datastore as described in Section In the Source Diagram, select the source
datastore columns you wish to add. Right-click and select Add Column to Target Table. The columns are
added to the target datastore. Data types are set automatically. To add all of the columns from a source
datastore to a temporary target datastore: Add the source datastore. In the Source Diagram, select the title of
the entity representing the source datastore. Right-click and select Add to Target. The columns are added to
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the Target Datastore. The update key identifies each record to update or check before insertion into the target.
This key can be a unique key defined for the target datastore in its model, or a group of columns specified as a
key for the interface. To define the update key from a unique key: In the Target Datastore panel, select the title
bar that shows the name of the target datastore to display the Property Inspector. In the Diagram Property tab,
select the Update Key from the list. Only unique keys defined in the model for this datastore appear in this list.
You can also define an update key from the columns if: This is always the case on a temporary target
datastore. You want to specify the key regardless of already defined keys. When you define an update key
from the columns, you select manually individual columns to be part of the update key. To define the update
key from the columns: Unselect the update key, if it is selected. This step applies only for permanent
datastores. In the Target Datastore panel, select one of the columns that is part of the update key to display the
Property Inspector. In the Diagram Property tab, check the Key box. A key symbol appears in front of the
column in the Target Datastore panel. Repeat the operation for each column that is part of the update key.
Several datasets can be merged into the interface target datastore using set-based operators such as Union and
Intersect. You can add, remove, and order the datasets of an interface and define the operators between them
in the DataSets Configuration dialog. Note that the set-based operators are always executed on the staging
area. When designing the integration interface, the mappings for each dataset must be consistent, this means
that each dataset must have the same number of target columns mapped. To create a new dataset: Click Add
New DataSet A new line is added for the new dataset at the bottom of the list. In the DataSet Name field, give
the name of the new dataset. This name will be displayed in the dataset tab. In the Operator field, select the
set-based operator for your dataset. Repeat steps 2 to 4 if you wish to add more datasets. To arrange the order
of the datasets: Select a dataset in the DataSet Configuration dialog. Click the Up and Down arrows to move
the dataset up or down in the list. To delete a dataset: Two types of datastores can be used as an interface
source: When using a temporary datastore that is the target of another interface as a source or as a lookup
table, you can choose: To use a persistent temporary datastore: You will run a first interface creating and
loading the temporary datastore, and then a second interface sourcing from it. In this case, you would typically
sequence the two interfaces in a package. Not to use a persistent datastore: The second interface generates a
sub-select corresponding to the loading of the temporary datastore. This option is not always available as it
requires all datastores of the source interface to belong to the same data server for example, the source
interface must not have any source sets. Note the following when using a temporary interface as derived table:
The generated sub-select syntax can be either a standard sub-select syntax default behavior or the customized
syntax from the IKM used in the first interface.
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One key benefit of using an interface is the flexibility that it gives you to pick "best-of-breed" solutions. Sometimes, these
specialized solutions fit your business process or requirements better than a single-vendor solution.

Next Page An interface is a reference type in Java. It is similar to class. It is a collection of abstract methods.
A class implements an interface, thereby inheriting the abstract methods of the interface. Along with abstract
methods, an interface may also contain constants, default methods, static methods, and nested types. Method
bodies exist only for default methods and static methods. Writing an interface is similar to writing a class. But
a class describes the attributes and behaviors of an object. And an interface contains behaviors that a class
implements. Unless the class that implements the interface is abstract, all the methods of the interface need to
be defined in the class. An interface is written in a file with a. The byte code of an interface appears in a.
Interfaces appear in packages, and their corresponding bytecode file must be in a directory structure that
matches the package name. An interface does not contain any constructors. All of the methods in an interface
are abstract. An interface cannot contain instance fields. The only fields that can appear in an interface must be
declared both static and final. An interface is not extended by a class; it is implemented by a class. An
interface can extend multiple interfaces. Declaring Interfaces The interface keyword is used to declare an
interface. You do not need to use the abstract keyword while declaring an interface. Each method in an
interface is also implicitly abstract, so the abstract keyword is not needed. Methods in an interface are
implicitly public. If a class does not perform all the behaviors of the interface, the class must declare itself as
abstract. A class uses the implements keyword to implement an interface. The implements keyword appears in
the class declaration following the extends portion of the declaration. The signature of the interface method
and the same return type or subtype should be maintained when overriding the methods. An implementation
class itself can be abstract and if so, interface methods need not be implemented. A class can extend only one
class, but implement many interfaces. An interface can extend another interface, in a similar way as a class can
extend another class. Extending Interfaces An interface can extend another interface in the same way that a
class can extend another class. The extends keyword is used to extend an interface, and the child interface
inherits the methods of the parent interface. The following Sports interface is extended by Hockey and
Football interfaces. Similarly, a class that implements Football needs to define the three methods from
Football and the two methods from Sports. Extending Multiple Interfaces A Java class can only extend one
parent class. Multiple inheritance is not allowed. Interfaces are not classes, however, and an interface can
extend more than one parent interface. The extends keyword is used once, and the parent interfaces are
declared in a comma-separated list. For example, the MouseListener interface in the java. For example, when
an interface extends EventListener, the JVM knows that this particular interface is going to be used in an event
delegation scenario. A class that implements a tagging interface does not need to define any methods since the
interface does not have any , but the class becomes an interface type through polymorphism.
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There are big differences between the two and that distinction introduces different risks and benefits for an
implementation project. Which solution is best for your business depends on the complexity of requirements
driving the software purchase, the range of systems that need updating, and the tools provided to share data
between systems. Definition Interface A software interface is a bridge that allows two programs to share
information with each other, even though they may have been developed by different sources or use different
programming languages. For example, the StaffRight Omni scheduling solution has two built-in modules to
interface with other HR software solutions, so it can be used with your existing HRIS and payroll software.
StaffRefresh is the bridge that connects your HR system to StaffRight Omni so that employee demographic,
job and contact information can be passed between the two systems. StaffPay is the bridge between StaffRight
Omni and your payroll solution, which prepares time records for export to payroll. Integration Software
integration means that the products work as one solution. Instead of passing information between the two
systems over a bridge, the systems share the same code and database. If you have a wide range of systems that
need to be updated, or complex real-time reporting requirements, then an integrated system like an ERP may
be the best choice. What are the pros and cons of both? For some companies, this may not be an issue as they
only need time record data to sync with payroll twice a month, right before payroll is due for example. For
others, this may be an issue. In some solutions, you can choose how often information is synchronized
between systems once a week, twice a month, once a month, etc. If not syncing data automatically in real-time
is an issue for your company, you can set the sync to happen close to real-time, such as every 5 minutes.
However, you need to make sure that your system network is strong enough to handle running a data sync
every 5 minutes. With StaffRefresh, you can also manually run a data sync if you need something to sync right
away. With integrated software, there is no synchronization process since the solutions all share the same
database. This feature is one of the biggest benefits of having an integrated software solution. For example in
the interface table, you would write which time code in StaffRight Omni maps onto a specific pay code in
your payroll system so that people are paid correctly. With an interface, if any changes are made in either
system, the mappings table may have to be updated as well. Otherwise, the software might be pulling
information from the wrong places. Using the same example, if you added a new pay code in your payroll
system, you need to make sure that you also change the mappings in your interface if you want this code to be
used by other systems. Since integrated solutions share the same database, there is no process of mapping
codes between systems, which can reduce errors. All of the changes apply automatically in each part of the
system. Sometimes, these specialized solutions fit your business process or requirements better than a
single-vendor solution. It also means one part of the system can be changed without prompting change in other
departments. Which one is best for me? If you are moving to or have a singular solution like an ERP, and you
want information to be centralized in one solution, then an integrated solution may be best for your company.
An interfaced solution is a good choice for organizations that want to keep their existing software while using
different pieces for different tasks such as payroll and HRIS. Looking for an integrated payroll solution for
Microsoft Dynamics AX or an interfaced scheduling solution? We look forward to hearing from you!
Chapter 7 : Key Interfaces with Other Processes
An interface contains definitions for a group of related functionalities that a class or a struct can implement. By using
interfaces, you can, for example, include behavior from multiple sources in a class. That capability is important in C#
because the language doesn't support multiple inheritance.

Chapter 8 : 3 Things You Need to Know About an Integration vs Interface | LOKI Systems
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Hardware interfaces exist in many of the components, such as the various buses, storage devices, other I/O devices,
etc. A hardware interface is described by the mechanical, electrical and logical signals at the interface and the protocol
for sequencing them (sometimes called signaling).

Chapter 9 : Working with Integration Interfaces
[Describe the key interfaces between the Life Cycle Logistician and other IPT members.] All of the answers are correct
Design/Engineeri ng Financial This preview has intentionally blurred sections.
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