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ΣΡ .ÉÅÌÓÅÎȭÓ 5ÓÁÂÉÌÉÔÙ (ÅÕÒÉÓÔÉÃÓ

Á#1: Visibility of system status

Á#2: Match between system and the 

real world

Á#3: User control and freedom

Á#4: Consistency and standards

Á#5: Error prevention

Á#6: Recognition rather than recall

Á#7: Flexibility and efficiency of use

Á#8: Aesthetic and minimalist design

Á#9: Help users recognize, diagnose, 

and recover from errors

Á#10: Help and documentation
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https://www.nngroup.com/articles/
ten-usability-heuristics/

https://www.nngroup.com/articles/ten-usability-heuristics/
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ÁHigh creativity and wide spectrum of applications

ÁMany usability problems found at first glance

Á3ÏÍÅ ȰÅÁÓÙ ÔÁÒÇÅÔÓȱ ÔÏ ÓÈÁÍÅ ɉÕÎÉÖÅÒÓÉÔÉÅÓȟ ÐÕÂÌÉÃ ÓÅÒÖÉÃÅÓȟ ȣɊ

ÁSome easy targets to fame (multi-billion enterprises)

ÁYou found hard to synthesize the application goal in one sentence

ÁMotivations range from 1 line to Σ ÐÁÇÅȣ

ÁSome screenshots were not significant (home page, registration screen, marketing 

ÓÃÒÅÅÎÓÈÏÔȟ ȣɊ

ÁMany repetitions (friends who submitted the same material)

About your submissions
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Category Ṙ ấ

News/Docs 13 3

Shop 7 9

Public/University 12 2

Chat 3 10

Travel/Maps
AirBnb

8
0

4
4

Office 6 7

System Tools 8 3

Health/Personality 0 6

Learning 1 4

Eating/Food 1 3

Social Network 2 3

Betting 3 0

Streaming TV 3 0

Music 0 3

Overview
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Type Ṙ ấ

Mobile App 16 21

Website 43 36

Desktop app 7 8



5

ÁPublic vs. Private institutions

ÁFor-profit vs. Non-profit

ÁStartups vs. Corporations

ÁIncumbent vs. Emerging

ÁWork vs. Entertainment

Is there a pattern?
(Who values usability the most?)

Human Computer Interaction
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Examples
,ÅÔȭÓ ÁÐÐÌÙ .ÉÅÌÓÅÎ (ÅÕÒÉÓÔÉÃÓ ÁÎÄ 6ÉÓÕÁÌ $ÅÓÉÇÎ ÐÒÉÎÃÉÐÌÅÓ
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#1: Visibility of system status

#2: Match system-real world

#3: User control and freedom

#4: Consistency and standards

#5: Error prevention

#6: Recognition rather than recall

#7: Flexibility and efficiency of use

#8: Aesthetic and minimalist design

#9: Recognize, recover from errors

#10: Help and documentation
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#1: Visibility of system status

#2: Match system-real world

#3: User control and freedom

#4: Consistency and standards

#5: Error prevention

#6: Recognition rather than recall

#7: Flexibility and efficiency of use

#8: Aesthetic and minimalist design

#9: Recognize, recover from errors

#10: Help and documentation
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(ÉÃËȭÓLaw

ÁRT = a + b log2 (n) 

Á7ÈÅÒÅ Ȱ24ȱ ÉÓ ÔÈÅ ÒÅÁÃÔÉÏÎ ÔÉÍÅȟ ȰɉÎɊȱ ÉÓ 

ÔÈÅ ÎÕÍÂÅÒ ÏÆ ÓÔÉÍÕÌÉ ÐÒÅÓÅÎÔȟ ÁÎÄ ȰÁȱ ÁÎÄ 

ȰÂȱ ÁÒÅ ÁÒÂÉÔÒÁÒÙ ÍÅÁÓÕÒÁÂÌÅ ÃÏÎÓÔÁÎÔÓ ÔÈÁÔ 

depend on the task and the conditions 

under which it will be carried out.

ÁThe more stimuli to choose from, the longer 

it takes the user to make a decision on 

which one to interact with.

o Users bombarded with choices have to 
take time to interpret and decide, giving 
ÔÈÅÍ ×ÏÒË ÔÈÅÙ ÄÏÎȭÔ ×ÁÎÔȢ
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#1: Visibility of system status

#2: Match system-real world

#3: User control and freedom

#4: Consistency and standards

#5: Error prevention

#6: Recognition rather than recall

#7: Flexibility and efficiency of use

#8: Aesthetic and minimalist design

#9: Recognize, recover from errors

#10: Help and documentation
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