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Heuristic Evaluation and Changes to the UI 
In discussing our project with our evaluators, we discovered that a number of the 
problems they brought up were due either to misunderstandings of the user’s manual (a 
study in usability of its own) or to bugs in the Flash prototype.  Other than fixing the 
Flash bugs, we added a “walking” animation to help the user understand which parts of 
the simulation represent actual physical walking through the city in question, as 
opposed to just panning around the map to find locations.  We also gave them a better 
contextual understanding of how we thought the device might be used in physical 
reality.  With this information, they agreed that some of their heuristic issues – such as 
wanting directions, or having trouble understanding what annotations referred to 
physically – were no longer as severe.  We also discussed with our evaluators the back-
end of our system (the computer-based and social networking aspect), and that cleared 
up the annotation deletion problem for them. 
 
One problem we did decide to deal with was that of off-screen annotation indication.  In 
our low-fidelity prototype, we had some feedback from users who wanted more 
indication that there were interesting locations nearby but not necessarily on-screen; in 
our first high-fidelity simulation, we chose not to implement this, as we thought the 
dynamic panning and zooming modes would make it easier.  However, the continued 
feedback to this effect during this phase of testing encouraged us to develop some sort 
of indication; we decided on directional arrows that would appear on the sides of the 
screen in annotation mode, showing the user in which direction they might pan to find 
more annotations that are geographically near them.  We shall see, in this upcoming 
phase, how users respond to this feedback and if it solves the problem. 
 
A rewrite of the user’s manual is also in order. 


