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LEARNABILITY (32/91)
How easy is it for users to 
accomplish basic tasks the first time 
they encounter the design?

Intuitive design: a nearly effortless 
understanding of the architecture 
and navigation of the site

Ease of learning: how fast a user 
who has never seen the user 
interface before can accomplish 
basic tasks

Effectiveness—It supports users in 
completing actions accurately.

Ease of Learning—New users can 
accomplish goals easily and even 
more easily on future visits.

1 EFFICIENCY (22/91)
Once users have learned the 
design, how quickly can they 
perform tasks?

Efficiency of use: How fast an 
experienced user can accomplish 
tasks

Efficiency—Users can perform 
tasks quickly through the easiest 
process.

2 MEMORABILITY (4/91)
When users return to the design 
after a period of not using it, how 
easily can they reestablish 
proficiency?

Memorability: after visiting the 
site, if a user can remember 
enough to use it effectively in 
future visits.

6ERRORS (8/91)
How many errors do users make, 
how severe are these errors, and 
how easily can they recover from the 
errors?

Error frequency and severity: how 
often users make errors while using 
the system, how serious the errors 
are, and how users recover from the 
errors

Error Tolerance—It supports a range 
of user actions and only shows an 
error in genuine erroneous situations. 
You achieve this by finding out the 
number, type and severity of 
common errors users make, as well 
as how easily users can recover from 
those errors.

4SATISFACTION (19/91)
How pleasant is it to use the 
design?

Subjective satisfaction: If the 
user likes using the system

Engagement—Users find it 
pleasant to use and appropriate 
for its industry/topic.

3 UTILITY (6/91)
Does it do what users need?

Usability and utility are equally 
important and together 
determine whether something is 
useful.

1. Utility: Does it provides the 
    features you need?

2. Usability: Are these features  
    easy and pleasant to use?

3. Useful: Usability + utility.
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Provide utilit
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atching with
 th

e user’s 
values

Surpass th
e user’s expectations

Respect th
e user

Design the product or service to fit 
the intended contexts

Provide several ways to interact, leave choice for the user

Respect the user’s privacy and security

Support the user’s activities - do not force

Go for a perfect visual design

Give a surprise sift

Guidance: Prompting, Grouping, Immediate feedback, Legibility

Workload: Brevity, Information density

Explicit Control: Explicit user action, User control
Adaptability: Flexibility, User experienceError Management: Protection, Messages, Correction

Consistency

Significance of codesCompatibility
Clear goals

Appropriate feedback

Focused concentration

Ergonomical transparency

Technology appropriation

Challenges/skills balance

Potential control

Follow the rhythm

Know
 thy user’s m

otivations

Conservative innovation

Good design is innovative

G
ood design m

akes a product useful

G
ood design is aesthetic

G
ood design m

akes a product understandable

G
ood design is unobtrusive

G
ood design is honest
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ood design is long-lasting
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G
ood design is as little design as possible
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Memory: Limited choices,  A
utomatic calculations, Feedback, 

Chunking and masking, Security
 practices

Effic
iency: Shallow navigation, Responsive layouts, Navigation 

shortcuts, Accelerators, Autosave

Language: Internal language, Technical jargon, Acronyms, 

Plain language, Readability levelVisibility of system status

Match between system and the real world
User control and freedom

Consistency and standards

Error prevention

Recognition rather than recall

Flexibility and efficiency of use

Aesthetic and minimalist design

Help users recognize, diagnose, and recover from errors

Help and documentation

Strive for consistency

Enable frequent users to use shortcuts

Offer informative feedback

Design dialog to yield closure

Offer simple error handling

Permit easy reversal of actions

Support internal locus of control

Reduce short-term memory load

I think that I would like to use this system frequently

I found the system
 unnecessarily com

plex

I thought the system
 was easy to use

I think that I w
ould need the support of a technical person to be 

able to use this system

I found the various functions in this system
 w

ere w
ell integrated

I thought there w
as too m

uch inconsistency in this system

I w
ould im

agine that m
ost people w

ould learn to use this system
 

very quickly
I found the system

 very cum
bersom

e to use
I felt very confident using the system

I needed to learn a lot of things before I could get going w
ith this 
system
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