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Evaluation

* Heuristic evaluation
Expert reviewer(s) critique a system to determine
conformance with a short list of design heuristics
« Consistency inspection
Expert(s) verify consistency, checking e.g.,
terminology, colour, layout
« Cognitive walkthrough
Expert(s) simulate users walking through the
system, performing typical tasks
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Nielsen’s heuristics 1

1. Visibility of system status

— The system should always keep users informed about
what is going on, through appropriate feedbackiwith
reasonable time.

2. Match between system and the real world
— The system should speak the users’ language, with
words, phrases and concepts familiar to the user,
rather than system-oriented terms. Follow real-éorl
conventions, making information appear in a natural
and logical order.
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Nielsen’s heuristics 2

3. User control and freedom
— Users often choose system functions by mistake and
will need a clearly marked “emergency exit” to leave
the unwanted state without having to go through an
extended dialogue. Support undo and redo.
4. Consistency and standards
— Users should not have to wonder whether different
words, situations, or actions mean the same thing.
Follow platform conventions.
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Nielsen’s heuristics 3

5. Error prevention

— Even better than good error messages is a careful
design which prevents a problem from occurring in
the first place.

6. Recognition rather than recall

— Make objects, actions, and options visible. Ther us
should not have to remember information from one
part of the dialogue to another. Instructions fee of
the system should be visible or easily retrievable
whenever appropriate.

© 2008 Nis-Erk Gustafsson




Nielsen'’s heuristics 4

7. Flexibility and efficiency of use

— Accelerators — unseen by the novice user — may often
speed up the interaction for the expert user sheth t
the system can cater to both inexperienced and
experienced users. Allow users to tailor frequent
actions.

8. Aesthetic and minimalist design

— Dialogues should not contain information which is
irrelevant or rarely needed. Every extra unit of
information in a dialogue competes with the relévan
units of information and diminishes their relative
visibility.
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Nielsen'’s heuristics 5

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

— Error messages should be expressed in plain lgegua
(no codes), precisely indicate the problem, and
constructively suggest a solution.

10. Help and documentation

— Eventhough it is better if the system can be used
without documentation, it may be necessary to
provide help and documentation. Any such
information should be easy to search, focused en th
user's task, list concrete steps to be carriecamat,
not be too large.
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Gustafsson’s heuristics 1

Are terms and symbols used consistently?
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1 Consistency

(7 - User intervention Required - Work Offiine 10 x|
Document  Miew Hel
= = =t B windows Help
"ause Frinting 5 z
Purge Print Jobs Help Topics Back Options
v Wark Offine Check the network path
v Setés Default
1 Click herg 2' to open the Printers folder.

2 Click thedagn for the printer you are using

Close RO n the File menu, click Properties. and then
— clicRtke-Defails tab
4 Inthe Prirt Ta The: Frllowinn Part list s make

[Ojobs in queue
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1 Consistency

Save As il
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Gustafsson’s heuristics 2

Is the required information readily available?
The required functions?
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2 Required info/functions

2 Required info/functions

#MMicrosoft Word 8.0 =

@ There is not encugh memary or disk space ta run Word.

Gustafsson’s heuristics 3
Where am 1?
* What is the name of the application,

the object (if any), and the operation?

* What is happening?

3 Where am 1?

Error =l

Cannot Expand Compressed Movie

3 Name of operation?

E%DPTDOI - message E

Save changes in Contact Info before leaving?

I Yes Il No ||Cancel|

Eal]PTuol - question E

E Sawve changes in Contact Info before leaving?

I Sawve I | Discard | | Cancel |
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Gustafsson’s heuristics 1

What can | do?
*  Which operations are possible to perform?




4 \What can | do?

i@ Performance Monitor [_[olx]
Edit View Options Help

New Chart

Open... Cul+F12

Save Chart Settings Shift+F12

Save Workspace... Cul+W

Export Chart...

Exit Alt+F4

i
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Gustafsson’s heuristics 5

Is all the required informatiowhere | need it?
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5 Informationwhere | need it?

|l3huuse Directory =

D:Merzweil
Thiz filename has too maty letters.
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Gustafsson’s heuristics 6

Can | go back one step in the interaction and undo
the previous operation?
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Gustafsson’s heuristics 7

Can | interrupt and quit the application without
losing information?
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7 Interrupt & quit without los8

Gustafsson’s heuristics 8

; 5 i i i ?
T TR = I3 M e Is the information sensibly grouped*
(Menus, windows, etc.)
Save changes hefore exiting?
File Hame: FI15130_PAI.FM
| Yes | Ho Cancel
)
. , "
8 Info sensibly grouped Gustafsson’s heuristics 9
O:pDESkh:T"jTE — (o] Tools Slide Show  Window
liragan % speling... F7 Are graphical elements such as colour and lined use
s Language. .. in a subtle and consistent manner?
AutoCorrect...
[0 Bututblackpationema
Bl Bhae Online Collaboration »
| Bndha skrivarinstsliingar
| Skiv ut p3 manga olika papperstyper, storlekar och kuvert Meeting Minder...
o
ol Macro 3
Add-Ins...
Customize, ..
Options...
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9 Subtle & consistent

Select a directory...

(£ Aciobat3
(£ BACKUP
£ Beduin
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Gustafsson’s heuristics 10

Are response times reasonable (from the user’s poinf
of view)?
Do | get the right type of feedback?
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10 Response time/feedback

Syncing to 'sync.avantgo.com’

¢ Saving updated \Weh pages to your device...

15 0f 74

Gustafsson’s heuristics 11

Don't be funny

11 Don'’t be funny!

x¢ confirm

Can’t open file ‘—=Fnimages’

4

Mo such file or directory.

11 Don’t be funny!

i=| New Game

Select level
| T:FIRSTENCOUNTER El

Select play skill mode

C Easy @ Medium C Hard
I [ san | [ Cancel | [ hHep |
o Usability testing
Usability
g » Users
Freview * Tasks
» Scenarios
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Usability requirements




Before
*Always start with expert review(s)

*Always run pilot test(s) (rehearsal)

Know thy users!

eldentify & describe user categories
*Find representative users
*Quality vs. quantity

Perfect vs. “Good enough”

“Perfection”

Time/Effort

Perfect vs. “Good enough”

“Perfection”

“Good
enough”

Time/Effort

Identify usability requirements

*Completion rate

eSuccess rate

*Task time

sLearnability (task time improvement)
*Retention

«Satisfaction

What to aim for

*Optimal level (benchmark)
*Present level (manual/old system)
*Desired level

*Worst acceptable level




Consider

*Go to users/Let users come to you
*User’s own workplace/Laboratory

*Pen & paper/Video equipment

LoFi vs. HiFi prototype

*Price

elteration speed
*Dynamics (response time)
sDemocracy
*Expectations
*Fun & creativity

Is-Erk Gustafsson

LoFi vs. HiFi logging

*Price

*Ease of use
*Portability
*Malfunction
*Influence
*Symbolic value

Nils Erk Gustafsson

Who does what?

*Test leader

*Secretary (paper/logging software)
*Video technician

*Concerned parties (designers, etc.)

Intro

Introduce everyone & break the ice

*Explain purpose & procedure

*Get written agreement to record
audio/video

*Get relevant background info.

Introduce system, if suitable

“Association test” (Gustafsson)

*Show systenwithout any prior info.
*Ask user to explore & describe

*“Think aloud” vs. collaboration




Perform tasks

*OK to interrupt, give up, ask for help
*Keep track of time

*Document everything/Annotate copies
*Paper/Screen

*Face

*Printed matter (User’s guide, etc.)

Outro

*Review notes/Annotations/Video(?)
*Questions & comments

*Subjective rating (away from system!)

*Reward?

Afterwards

*Review: Notes/Annotations/Video
*Stop & iterate design or continue?

*Prepare “highlights”
*Analysis
*Report?

Afterwards

* Quick review of
Notes/Annotations/Video
 Stop & iterate design or continue?

* Prepare “highlights”
* Analysis
* Report?

Reactions

Denial: “This feature is important. Without
it, users won't find what they need.”

» Anger: “The users are stupid!”

 Bargaining: “Can’t we provide more
training? Then they would understand it.”

» Depression: (Silence...)
 Acceptance: “Let’s fix this!”
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Test Room

AV Remote
Control Observation
Station Area

Joan Aepp-aug
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Control &
Observation
Room




SunSoft Usability Labs

Offers usability evaluations and design services to Sun customers
and invites volunteers to evaluate future Sun products.
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Pros & cons

» Evaluation
+ Quick, cheap
— Expertise

» Testing
+ Persuasive, terminology
— Slow, expensive, expertise
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1. Visibility of system status

— The system should always keep users informed about
what is going on, through appropriate feedbackiwith
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words, phrases and concepts familiar to the user,
rather than system-oriented terms. Follow real-éorl
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Nielsen’s heuristics 2

3. User control and freedom
— Users often choose system functions by mistake and
will need a clearly marked “emergency exit” to leave
the unwanted state without having to go through an
extended dialogue. Support undo and redo.
4. Consistency and standards
— Users should not have to wonder whether different
words, situations, or actions mean the same thing.
Follow platform conventions.
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Nielsen’s heuristics 3

5. Error prevention

— Even better than good error messages is a careful
design which prevents a problem from occurring in
the first place.

6. Recognition rather than recall

— Make objects, actions, and options visible. Ther us
should not have to remember information from one
part of the dialogue to another. Instructions fee of
the system should be visible or easily retrievable
whenever appropriate.
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Nielsen'’s heuristics 4

7. Flexibility and efficiency of use

— Accelerators — unseen by the novice user — may often
speed up the interaction for the expert user sheth t
the system can cater to both inexperienced and
experienced users. Allow users to tailor frequent
actions.

8. Aesthetic and minimalist design

— Dialogues should not contain information which is
irrelevant or rarely needed. Every extra unit of
information in a dialogue competes with the relévan
units of information and diminishes their relative
visibility.
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Nielsen'’s heuristics 5

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

— Error messages should be expressed in plain lgegua
(no codes), precisely indicate the problem, and
constructively suggest a solution.

10. Help and documentation

— Eventhough it is better if the system can be used
without documentation, it may be necessary to
provide help and documentation. Any such
information should be easy to search, focused en th
user's task, list concrete steps to be carriecamat,
not be too large.
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Gustafsson’s heuristics 1

Are terms and symbols used consistently?
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1 Consistency

(7 - User intervention Required - Work Offiine 10 x|
Document  Miew Hel
= = =t B windows Help
"ause Frinting 5 z
Purge Print Jobs Help Topics Back Options
v Wark Offine Check the network path
v Setés Default
1 Click herg 2' to open the Printers folder.
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1 Consistency

Save As il

© 2008 Nis-Erk Gustafsson

Gustafsson’s heuristics 2

Is the required information readily available?
The required functions?
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2 Required info/functions

2 Required info/functions

#MMicrosoft Word 8.0 =

@ There is not encugh memary or disk space ta run Word.

Gustafsson’s heuristics 3
Where am 1?
* What is the name of the application,

the object (if any), and the operation?

* What is happening?

3 Where am 1?

Error =l

Cannot Expand Compressed Movie

3 Name of operation?

E%DPTDOI - message E

Save changes in Contact Info before leaving?

I Yes Il No ||Cancel|

Eal]PTuol - question E

E Sawve changes in Contact Info before leaving?

I Sawve I | Discard | | Cancel |
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Gustafsson’s heuristics 1

What can | do?
*  Which operations are possible to perform?




4 \What can | do?

i@ Performance Monitor [_[olx]
Edit View Options Help
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Open... Cul+F12

Save Chart Settings Shift+F12
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Gustafsson’s heuristics 5

Is all the required informatiowhere | need it?
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5 Informationwhere | need it?

|l3huuse Directory =

D:Merzweil
Thiz filename has too maty letters.
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Gustafsson’s heuristics 6

Can | go back one step in the interaction and undo
the previous operation?
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Gustafsson’s heuristics 7

Can | interrupt and quit the application without
losing information?
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7 Interrupt & quit without los8
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9 Subtle & consistent

Select a directory...
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Gustafsson’s heuristics 10

Are response times reasonable (from the user’s poinf
of view)?
Do | get the right type of feedback?
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10 Response time/feedback

Syncing to 'sync.avantgo.com’

¢ Saving updated \Weh pages to your device...
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Gustafsson’s heuristics 11
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4
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Usability requirements




Before
*Always start with expert review(s)

*Always run pilot test(s) (rehearsal)

Know thy users!

eldentify & describe user categories
*Find representative users
*Quality vs. quantity

Perfect vs. “Good enough”

“Perfection”

Time/Effort

Perfect vs. “Good enough”

“Perfection”

“Good
enough”

Time/Effort

Identify usability requirements

*Completion rate

eSuccess rate

*Task time

sLearnability (task time improvement)
*Retention

«Satisfaction

What to aim for

*Optimal level (benchmark)
*Present level (manual/old system)
*Desired level

*Worst acceptable level




Consider

*Go to users/Let users come to you
*User’s own workplace/Laboratory

*Pen & paper/Video equipment

LoFi vs. HiFi prototype

*Price

elteration speed
*Dynamics (response time)
sDemocracy
*Expectations
*Fun & creativity
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LoFi vs. HiFi logging

*Price

*Ease of use
*Portability
*Malfunction
*Influence
*Symbolic value

Nils Erk Gustafsson

Who does what?

*Test leader

*Secretary (paper/logging software)
*Video technician

*Concerned parties (designers, etc.)

Intro

Introduce everyone & break the ice

*Explain purpose & procedure

*Get written agreement to record
audio/video

*Get relevant background info.

Introduce system, if suitable

“Association test” (Gustafsson)

*Show systenwithout any prior info.
*Ask user to explore & describe

*“Think aloud” vs. collaboration




Perform tasks

*OK to interrupt, give up, ask for help
*Keep track of time

*Document everything/Annotate copies
*Paper/Screen

*Face

*Printed matter (User’s guide, etc.)

Outro

*Review notes/Annotations/Video(?)
*Questions & comments

*Subjective rating (away from system!)

*Reward?

Afterwards

*Review: Notes/Annotations/Video
*Stop & iterate design or continue?

*Prepare “highlights”
*Analysis
*Report?

Afterwards

* Quick review of
Notes/Annotations/Video
 Stop & iterate design or continue?

* Prepare “highlights”
* Analysis
* Report?

Reactions

Denial: “This feature is important. Without
it, users won't find what they need.”

» Anger: “The users are stupid!”

 Bargaining: “Can’t we provide more
training? Then they would understand it.”

» Depression: (Silence...)
 Acceptance: “Let’s fix this!”
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SunSoft Usability Labs

Offers usability evaluations and design services to Sun customers
and invites volunteers to evaluate future Sun products.
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Pros & cons

» Evaluation
+ Quick, cheap
— Expertise

» Testing
+ Persuasive, terminology
— Slow, expensive, expertise
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Nielsen’s heuristics 1

1. Visibility of system status

— The system should always keep users informed about
what is going on, through appropriate feedbackiwith
reasonable time.

2. Match between system and the real world
— The system should speak the users’ language, with
words, phrases and concepts familiar to the user,
rather than system-oriented terms. Follow real-éorl
conventions, making information appear in a natural
and logical order.
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Nielsen’s heuristics 2

3. User control and freedom
— Users often choose system functions by mistake and
will need a clearly marked “emergency exit” to leave
the unwanted state without having to go through an
extended dialogue. Support undo and redo.
4. Consistency and standards
— Users should not have to wonder whether different
words, situations, or actions mean the same thing.
Follow platform conventions.
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Nielsen’s heuristics 3

5. Error prevention

— Even better than good error messages is a careful
design which prevents a problem from occurring in
the first place.

6. Recognition rather than recall

— Make objects, actions, and options visible. Ther us
should not have to remember information from one
part of the dialogue to another. Instructions fee of
the system should be visible or easily retrievable
whenever appropriate.
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Nielsen'’s heuristics 4

7. Flexibility and efficiency of use

— Accelerators — unseen by the novice user — may often
speed up the interaction for the expert user sheth t
the system can cater to both inexperienced and
experienced users. Allow users to tailor frequent
actions.

8. Aesthetic and minimalist design

— Dialogues should not contain information which is
irrelevant or rarely needed. Every extra unit of
information in a dialogue competes with the relévan
units of information and diminishes their relative
visibility.
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Nielsen'’s heuristics 5

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

— Error messages should be expressed in plain lgegua
(no codes), precisely indicate the problem, and
constructively suggest a solution.

10. Help and documentation

— Eventhough it is better if the system can be used
without documentation, it may be necessary to
provide help and documentation. Any such
information should be easy to search, focused en th
user's task, list concrete steps to be carriecamat,
not be too large.
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Gustafsson’s heuristics 1
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Gustafsson’s heuristics 2

Is the required information readily available?
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Gustafsson’s heuristics 1
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Gustafsson’s heuristics 5
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Gustafsson’s heuristics 6

Can | go back one step in the interaction and undo
the previous operation?
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Gustafsson’s heuristics 7

Can | interrupt and quit the application without
losing information?
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(£ BACKUP
£ Beduin
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Gustafsson’s heuristics 10

Are response times reasonable (from the user’s poinf
of view)?
Do | get the right type of feedback?

© 2008 Nis-Erk Gustafsson




10 Response time/feedback

Syncing to 'sync.avantgo.com’

¢ Saving updated \Weh pages to your device...

15 0f 74

Gustafsson’s heuristics 11

Don't be funny

11 Don'’t be funny!

x¢ confirm

Can’t open file ‘—=Fnimages’

4

Mo such file or directory.

11 Don’t be funny!

i=| New Game

Select level
| T:FIRSTENCOUNTER El

Select play skill mode

C Easy @ Medium C Hard
I [ san | [ Cancel | [ hHep |
o Usability testing
Usability
g » Users
Freview * Tasks
» Scenarios

Nils-Erik Gustafsson

nils-erik@it-arkitekterna.se
gui@cmpmail.com
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Usability requirements




Before
*Always start with expert review(s)

*Always run pilot test(s) (rehearsal)

Know thy users!

eldentify & describe user categories
*Find representative users
*Quality vs. quantity

Perfect vs. “Good enough”

“Perfection”

Time/Effort

Perfect vs. “Good enough”

“Perfection”

“Good
enough”

Time/Effort

Identify usability requirements

*Completion rate

eSuccess rate

*Task time

sLearnability (task time improvement)
*Retention

«Satisfaction

What to aim for

*Optimal level (benchmark)
*Present level (manual/old system)
*Desired level

*Worst acceptable level




Consider

*Go to users/Let users come to you
*User’s own workplace/Laboratory

*Pen & paper/Video equipment

LoFi vs. HiFi prototype

*Price

elteration speed
*Dynamics (response time)
sDemocracy
*Expectations
*Fun & creativity

Is-Erk Gustafsson

LoFi vs. HiFi logging

*Price

*Ease of use
*Portability
*Malfunction
*Influence
*Symbolic value

Nils Erk Gustafsson

Who does what?

*Test leader

*Secretary (paper/logging software)
*Video technician

*Concerned parties (designers, etc.)

Intro

Introduce everyone & break the ice

*Explain purpose & procedure

*Get written agreement to record
audio/video

*Get relevant background info.

Introduce system, if suitable

“Association test” (Gustafsson)

*Show systenwithout any prior info.
*Ask user to explore & describe

*“Think aloud” vs. collaboration




Perform tasks

*OK to interrupt, give up, ask for help
*Keep track of time

*Document everything/Annotate copies
*Paper/Screen

*Face

*Printed matter (User’s guide, etc.)

Outro

*Review notes/Annotations/Video(?)
*Questions & comments

*Subjective rating (away from system!)

*Reward?

Afterwards

*Review: Notes/Annotations/Video
*Stop & iterate design or continue?

*Prepare “highlights”
*Analysis
*Report?

Afterwards

* Quick review of
Notes/Annotations/Video
 Stop & iterate design or continue?

* Prepare “highlights”
* Analysis
* Report?

Reactions

Denial: “This feature is important. Without
it, users won't find what they need.”

» Anger: “The users are stupid!”

 Bargaining: “Can’t we provide more
training? Then they would understand it.”

» Depression: (Silence...)
 Acceptance: “Let’s fix this!”

© 2008 Nis-Erk Gustafsson

Test Room

AV Remote
Control Observation
Station Area

Joan Aepp-aug

o
g
o
3
2
g
g

Control &
Observation
Room




SunSoft Usability Labs

Offers usability evaluations and design services to Sun customers
and invites volunteers to evaluate future Sun products.
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Pros & cons

» Evaluation
+ Quick, cheap
— Expertise

» Testing
+ Persuasive, terminology
— Slow, expensive, expertise

© 2008 Nis-Erk Gustafsson
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Usability
evaluation & testing

Nils-Erik Gustafsson

nils-erik@it-arkitekterna.se
gui@cmpmail.com
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Methods

 Evaluation

» Tegting

 Observation

* Survey

» Focus group discussion
» Logging

User feedback
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Evaluation

* Heuristic evaluation
Expert reviewer(s) critique a system to determine
conformance with a short list of design heuristics
« Consistency inspection
Expert(s) verify consistency, checking e.g.,
terminology, colour, layout
« Cognitive walkthrough
Expert(s) simulate users walking through the
system, performing typical tasks

© 2008 Nis-Erk Gustafsson

Nielsen’s heuristics 1

1. Visibility of system status

— The system should always keep users informed about
what is going on, through appropriate feedbackiwith
reasonable time.

2. Match between system and the real world
— The system should speak the users’ language, with
words, phrases and concepts familiar to the user,
rather than system-oriented terms. Follow real-éorl
conventions, making information appear in a natural
and logical order.

© 2008 Nis-Erk Gustafsson

Nielsen’s heuristics 2

3. User control and freedom
— Users often choose system functions by mistake and
will need a clearly marked “emergency exit” to leave
the unwanted state without having to go through an
extended dialogue. Support undo and redo.
4. Consistency and standards
— Users should not have to wonder whether different
words, situations, or actions mean the same thing.
Follow platform conventions.
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Nielsen’s heuristics 3

5. Error prevention

— Even better than good error messages is a careful
design which prevents a problem from occurring in
the first place.

6. Recognition rather than recall

— Make objects, actions, and options visible. Ther us
should not have to remember information from one
part of the dialogue to another. Instructions fee of
the system should be visible or easily retrievable
whenever appropriate.
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Nielsen'’s heuristics 4

7. Flexibility and efficiency of use

— Accelerators — unseen by the novice user — may often
speed up the interaction for the expert user sheth t
the system can cater to both inexperienced and
experienced users. Allow users to tailor frequent
actions.

8. Aesthetic and minimalist design

— Dialogues should not contain information which is
irrelevant or rarely needed. Every extra unit of
information in a dialogue competes with the relévan
units of information and diminishes their relative
visibility.
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Nielsen'’s heuristics 5

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

— Error messages should be expressed in plain lgegua
(no codes), precisely indicate the problem, and
constructively suggest a solution.

10. Help and documentation

— Eventhough it is better if the system can be used
without documentation, it may be necessary to
provide help and documentation. Any such
information should be easy to search, focused en th
user's task, list concrete steps to be carriecamat,
not be too large.
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Gustafsson’s heuristics 1

Are terms and symbols used consistently?

© 2008 Nis-Erk Gustafsson

1 Consistency

(7 - User intervention Required - Work Offiine 10 x|
Document  Miew Hel
= = =t B windows Help
"ause Frinting 5 z
Purge Print Jobs Help Topics Back Options
v Wark Offine Check the network path
v Setés Default
1 Click herg 2' to open the Printers folder.

2 Click thedagn for the printer you are using

Close RO n the File menu, click Properties. and then
— clicRtke-Defails tab
4 Inthe Prirt Ta The: Frllowinn Part list s make

[Ojobs in queue
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1 Consistency

Save As il
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Gustafsson’s heuristics 2

Is the required information readily available?
The required functions?
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2 Required info/functions

2 Required info/functions

#MMicrosoft Word 8.0 =

@ There is not encugh memary or disk space ta run Word.

Gustafsson’s heuristics 3
Where am 1?
* What is the name of the application,

the object (if any), and the operation?

* What is happening?

3 Where am 1?

Error =l

Cannot Expand Compressed Movie

3 Name of operation?

E%DPTDOI - message E

Save changes in Contact Info before leaving?

I Yes Il No ||Cancel|

Eal]PTuol - question E

E Sawve changes in Contact Info before leaving?

I Sawve I | Discard | | Cancel |
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Gustafsson’s heuristics 1

What can | do?
*  Which operations are possible to perform?




4 \What can | do?

i@ Performance Monitor [_[olx]
Edit View Options Help

New Chart

Open... Cul+F12

Save Chart Settings Shift+F12

Save Workspace... Cul+W

Export Chart...

Exit Alt+F4

i

20

10

0
Lest| 0,000 Average | 0,370 Min| 0,000 Max| 4,006 Graph Time| 100,000

Instance Parent
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Gustafsson’s heuristics 5

Is all the required informatiowhere | need it?
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5 Informationwhere | need it?

|l3huuse Directory =

D:Merzweil
Thiz filename has too maty letters.
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Gustafsson’s heuristics 6

Can | go back one step in the interaction and undo
the previous operation?
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SEOOEECEEEOEEE0000L0  REER
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Gustafsson’s heuristics 7

Can | interrupt and quit the application without
losing information?

© 2008 Nis-Erk Gustafsson




7 Interrupt & quit without los8

Gustafsson’s heuristics 8

; 5 i i i ?
T TR = I3 M e Is the information sensibly grouped*
(Menus, windows, etc.)
Save changes hefore exiting?
File Hame: FI15130_PAI.FM
| Yes | Ho Cancel
)
. , "
8 Info sensibly grouped Gustafsson’s heuristics 9
O:pDESkh:T"jTE — (o] Tools Slide Show  Window
liragan % speling... F7 Are graphical elements such as colour and lined use
s Language. .. in a subtle and consistent manner?
AutoCorrect...
[0 Bututblackpationema
Bl Bhae Online Collaboration »
| Bndha skrivarinstsliingar
| Skiv ut p3 manga olika papperstyper, storlekar och kuvert Meeting Minder...
o
ol Macro 3
Add-Ins...
Customize, ..
Options...
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9 Subtle & consistent

Select a directory...

(£ Aciobat3
(£ BACKUP
£ Beduin
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Gustafsson’s heuristics 10

Are response times reasonable (from the user’s poinf
of view)?
Do | get the right type of feedback?
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10 Response time/feedback

Syncing to 'sync.avantgo.com’

¢ Saving updated \Weh pages to your device...

15 0f 74

Gustafsson’s heuristics 11

Don't be funny

11 Don'’t be funny!

x¢ confirm

Can’t open file ‘—=Fnimages’

4

Mo such file or directory.

11 Don’t be funny!

i=| New Game

Select level
| T:FIRSTENCOUNTER El

Select play skill mode

C Easy @ Medium C Hard
I [ san | [ Cancel | [ hHep |
o Usability testing
Usability
g » Users
Freview * Tasks
» Scenarios

Nils-Erik Gustafsson

nils-erik@it-arkitekterna.se
gui@cmpmail.com

© 2008 Nis-Erk Gustafsson

Usability requirements




Before
*Always start with expert review(s)

*Always run pilot test(s) (rehearsal)

Know thy users!

eldentify & describe user categories
*Find representative users
*Quality vs. quantity

Perfect vs. “Good enough”

“Perfection”

Time/Effort

Perfect vs. “Good enough”

“Perfection”

“Good
enough”

Time/Effort

Identify usability requirements

*Completion rate

eSuccess rate

*Task time

sLearnability (task time improvement)
*Retention

«Satisfaction

What to aim for

*Optimal level (benchmark)
*Present level (manual/old system)
*Desired level

*Worst acceptable level




Consider

*Go to users/Let users come to you
*User’s own workplace/Laboratory

*Pen & paper/Video equipment

LoFi vs. HiFi prototype

*Price

elteration speed
*Dynamics (response time)
sDemocracy
*Expectations
*Fun & creativity

Is-Erk Gustafsson

LoFi vs. HiFi logging

*Price

*Ease of use
*Portability
*Malfunction
*Influence
*Symbolic value

Nils Erk Gustafsson

Who does what?

*Test leader

*Secretary (paper/logging software)
*Video technician

*Concerned parties (designers, etc.)

Intro

Introduce everyone & break the ice

*Explain purpose & procedure

*Get written agreement to record
audio/video

*Get relevant background info.

Introduce system, if suitable

“Association test” (Gustafsson)

*Show systenwithout any prior info.
*Ask user to explore & describe

*“Think aloud” vs. collaboration




Perform tasks

*OK to interrupt, give up, ask for help
*Keep track of time

*Document everything/Annotate copies
*Paper/Screen

*Face

*Printed matter (User’s guide, etc.)

Outro

*Review notes/Annotations/Video(?)
*Questions & comments

*Subjective rating (away from system!)

*Reward?

Afterwards

*Review: Notes/Annotations/Video
*Stop & iterate design or continue?

*Prepare “highlights”
*Analysis
*Report?

Afterwards

* Quick review of
Notes/Annotations/Video
 Stop & iterate design or continue?

* Prepare “highlights”
* Analysis
* Report?

Reactions

Denial: “This feature is important. Without
it, users won't find what they need.”

» Anger: “The users are stupid!”

 Bargaining: “Can’t we provide more
training? Then they would understand it.”

» Depression: (Silence...)
 Acceptance: “Let’s fix this!”
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Test Room

AV Remote
Control Observation
Station Area

Joan Aepp-aug

o
g
o
3
2
g
g

Control &
Observation
Room




SunSoft Usability Labs

Offers usability evaluations and design services to Sun customers
and invites volunteers to evaluate future Sun products.
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Pros & cons

» Evaluation
+ Quick, cheap
— Expertise

» Testing
+ Persuasive, terminology
— Slow, expensive, expertise
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