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▪ ✔ 66 submissions in the Hall of Fame

▪ ❌66 submissions in the Hall of Shame

About your submissions
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▪ easily find the different 

categories 

▪ have a clear idea

▪ have a clear vision of what you 
can do 

▪ Everything is in the right place 

▪ Quick Learning curve

▪ very clear 

▪ easy to navigate 

▪ categories well organized

▪ timeline very intuitive 

▪ minimalistic

▪ simple to find what you are 
looking for

▪ has a notification bell

▪ few commands

▪ immediately clear what the user 

have to do 

▪ filter for the search specific and 

clear

▪ Intuitive

▪ Various options

▪ All can be seen in the proper page

sections

▪ different tabs for different 

functions

▪ Many available functionalities

▪ Animations tell you what’s

happening

▪ simplicity

▪ well organized

▪ Clean interface

▪ can go back if made a mistake

▪ directly offers a view of the map

▪ the user is step by step guided 

▪ Orderly

▪ Easy to understand categories

▪ Easy descriptions/recap

▪ Main page corresponds to main

goals

▪ well organized and minimal

▪ can find everything in a short 

time 

▪ gives you all the information

▪ well organized

▪ easy to understand

▪ Simple, effective, and enjoyable; 

intuitive

▪ The user, without thinking, knows 
exactly what he has to do 

▪ Low density of information, 

intuitive buttons and filters.

✔Reasons for inclusion

Human Computer Interaction
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▪ no explicit button

▪ Field names are not clear

▪ too many elements in a single page 

▪ difficult to find things

▪ Button colors are unconventional

▪ Unexpected action when clicking on a 

button

▪ hard to find how to …

▪ not very intuitive 

▪ lot of tools to use

▪ difficult to find the utility buttons 

▪ Different buttons open the same menu

▪ Some sections cannot be found from 

the menu

▪ too many elements on the screen 

▪ not clear where to look 

▪ services for the user are hard to find 

▪ Multi-group login model is confusing

▪ Can’t see all the information

▪ too many items on screen 

▪ number of clicks  too high

▪ Channels not automatically added

▪ layout is messy & random

▪ Too much is shown

▪ Inconsistent behavior of buttons

▪ overloaded information in the same 

window

▪ difficult to understand that actions are

mutually exclusive

▪ Navigation is just a list of elements 

▪ Lots of useless info

▪ different sections are organized with 

different UI

▪ Crowded – no spacing

▪ No categories for finding products

▪ top image is too big 

▪ too many elements in the page 

▪ When you click it doesn't give the 

impression something has changed

▪ limited to a skinny column 

▪ text is hard to read

▪ Apparent links are not clickable

▪ too messy / too many different things

▪ too outdated

▪ can't really understand immediately 

where to go 

▪ I feel like I'm getting scammed

▪ not organized

▪ easy to click on the wrong category

▪ user can't understand where to go to 

for login (wrong name)

▪ Incomplete translation

▪ too much information, confusing

▪ useful and commonly used materials 

are mixed with less relevant elements

▪ high density of information and text 

❌Reasons for inclusion

Human Computer Interaction
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▪ High creativity and wide spectrum of applications

▪ Many usability problems found at first glance

▪ Some “easy targets” to shame (universities, public services, …)

▪ Some easy targets to fame (multi-billion enterprises)

▪ Some websites are listed in both categories

▪ You found hard to synthesize the application goal in one sentence

▪ Some screenshots were not significant (home page, registration screen, marketing 

screenshot, …)

▪ Some repetitions (friends who submitted the same material)

About your submissions

Human Computer Interaction
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10 Nielsen’s Usability 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

Human Computer Interaction

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

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

Health 1

Shop/eCommerce 7 12

Public/University/School 25 4

Chat/Mail/Office 7 8

Travel/Maps/AirBnb 4 12

Smart Home / System 2 1

Gaming 4 1

Money 3

Learning/Documentation 2 4

Eating/Food 1 2

Social Network 1 3

Sports 2 2

Streaming TV / Music / Video 3 7

Library/Resources/News 6 4

Overview

Human Computer Interaction

Type ❌ ✔

Mobile App 5 19

Website 44 45

Desktop app 3
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▪ Public vs. Private institutions

▪ For-profit vs. Non-profit

▪ Startups vs. Corporations

▪ Incumbent vs. Emerging

▪ Work vs. Entertainment

▪ On-line vs. Off-line business

▪ …

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

Human Computer Interaction
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Examples
Let’s apply Nielsen Heuristics and Visual Design principles

Human Computer Interaction

#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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Hick’s Law

▪ RT = a + b log2 (n) 

▪ Where “RT” is the reaction time, “(n)” is 

the number of stimuli present, and “a” and 

“b” are arbitrary measurable constants that 

depend on the task and the conditions 

under which it will be carried out.

▪ The 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 
them work they don’t want.

Human Computer Interaction
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#6: Recognition rather than recall

#7: Flexibility and efficiency of use
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Fitts’ Law

▪ Index of Difficulty

▪ Time to complete the movement is

proportional to ID

o Large target, near to pointer ✔

o Small target, far to reach❌

Human Computer Interaction
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✔

❌
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▪ These slides are not distributed under an open license, because they contain 

material contributed by students (for which the teachers have no 

redistribution rights) and screenshots (that may be copyrighted by the 

respective authors)

▪ The provided content falls under the “fair use” clauses for education

▪ All rights are reserved to the original authors. No redistribution of this 

material is permitted.

License

Human Computer Interaction


