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Coursework reminder



Where you should be in Week 5

You have all submitted CW1!

(Most) of you have completed Quiz 1

This week for you:
• Your groups will be allocated CW1 designs for CW2: Evaluation
• Check that your allocated designs are complete (i.e., usable for assignment)

What we are doing…
• CW1 was incorrectly set-up as “individual” – but we still treat it as group
• We will provide collective feedback on CW1 / Quiz 1 in Week 7
• CW2 is now visible to you all!
• We will release the CW1 allocations to groups for CW2: Evaluation this week



Heuristics and Evaluation



What is wanted 
or needed?

Analysis Design

Prototype

Implement
and deploy

Reminder: The Design Process!
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Activity 1… a question to start …

Is Heuristic Evaluation:

A.  an expert led evaluation,
B.  a user led evaluation,
C.  or both?

https://miro.com/app/board/uXjVNZnzn0U=/?share_link_id=389475350783
https://tinyurl.com/yc3dy3kw 

https://miro.com/app/board/uXjVNZnzn0U=/?share_link_id=389475350783
https://tinyurl.com/yc3dy3kw


Nielsen’s 10 Heuristics

• #1: Visibility of system status
• #2: Match between system and the 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: Help users recognize, diagnose, and recover from errors
• #10: Help and documentation
https://www.nngroup.com/articles/ten-usability-heuristics/ 

https://www.nngroup.com/articles/ten-usability-heuristics/


Shneiderman’s “Eight Golden Rules”

• 1. Strive for consistency
• 2. Seek universal usability
• 3. Offer informative feedback
• 4. Design dialogs to yield closure 
• 5. Prevent errors
• 6. Permit easy reversal of actions 
• 7. Keep users in control
• 8. Reduce short-term memory load

Wong. 2020. https://www.interaction-design.org/literature/article/shneiderman-s-eight-golden-rules-
will-help-you-design-better-interfaces  

Shneiderman. 2016. https://www.cs.umd.edu/users/ben/goldenrules.html 

https://www.interaction-design.org/literature/article/shneiderman-s-eight-golden-rules-will-help-you-design-better-interfaces
https://www.interaction-design.org/literature/article/shneiderman-s-eight-golden-rules-will-help-you-design-better-interfaces
https://www.cs.umd.edu/users/ben/goldenrules.html


“Hedonic Heuristics”

1. Users can add new service components offered to them through the service. In some 
cases, users can even create their own service components or applications.

2. Users can access the relevant service elements they need on their PCs and mobile 
terminals.

3. Users can interact with their relevant user communities, and utilize other users’ 
navigation histories in their interaction with the service.

4. Users can perceive the changes in the service contents or user interface (UI).
5. The service adapts to the user’s context of use and offers meaningful contextual 

information associated with the media contents.
6. The service user interface should be usable and aesthetically pleasing, support 

users’ trust and privacy, and other experiential aspects.

Väänänen-Vainio-Mattila and Wäljas. 2009. Development of evaluation heuristics for web service 
user experience. https://doi.org/10.1145/1520340.1520554  

https://doi.org/10.1145/1520340.1520554


Granollers (2018) – from heuristics, to questions

1.- Visibility and system state
- Does the application include a 
visible title page, section or site?
- Does the user always know where 
it is located?
- Does the user always know what 
the system or application is doing?
- Are the links clearly defined?
- Can all actions be visualized 
directly? (No other actions are 
required)

Granollers. 2018. Usability Evaluation 
with Heuristics, Beyond Nielsen’s List. 
http://www.thinkmind.org/download.ph
p?articleid=achi_2018_4_10_20055 

http://www.thinkmind.org/download.php?articleid=achi_2018_4_10_20055
http://www.thinkmind.org/download.php?articleid=achi_2018_4_10_20055


https://www.userfocus.co.uk/resources/guidelines.html 

https://www.userfocus.co.uk/resources/guidelines.html


Activity 2: Comparing heuristics

Go to the Miro board and onto activity 2….

In your group, look at Nielsen’s 10 Heuristics and Shneiderman’s 8 
Golden Rules – compare these, and note:

- What is similar / the same?
- What is different / unique?
- Which would you consider most important?



Activity 3: Having a “poke around”

Go to the Miro board and onto activity 3….

In your group, run through the activity:

1. 5 minutes: Discuss in your group a recent experience of a frustrating 
website or application you have used (online, mobile, computer). Choose 
one and post a link – 5 minutes
2. 10 minutes: ”Poke around” the website or application – select two of 
Nielsen’s heuristics that it contravenes. Try to also select one it does well. 



Limitations of Heuristics…

• It is hard to adhere all the heuristics at the same time
• They are very (very!) general - some will be more / less relevant 

depending on type of application or user
• Heuristic evaluation is focused on designing interfaces that can be 

used, not finding out what people want to use
• Heuristic evaluation tends to focus on relatively “minor” issues 

compared to major flaws
• Requires a small group of “experts” to evaluate and catch issues
• Not a replacement for testing and evaluation with representative users
• Not a replacement for following established accessibility guidance



Week 3 Q&A

- Questions about Week 5 videos?
- Question on CW1/2?



For next week (Week 6)

• Week 6 videos – Lab Studies
• Checking your assigned designs, checking these are usable, allocating roles for CW2


