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Heuristic Evaluation for Stilton Blue 
 

Overview Evaluation 
Our general feeling about the system is that it is very similar to music players commonly 
found on computers and lacked any noticeable specific car features. We also found the 
separation of controls to be confusing and difficult to operate. We think that most of the 
features required for operation are implemented but that an increased focus on 
consistency would benefit the system greatly.  
 

Combined Heuristic Evaluation 
 
Heuristic 1: Simple and Natural Design 
 
� Lack of button identification and cognitive grouping (Severity 4)  

it is not clear which buttons are mode buttons and which ones are not.  
 

� Extraneous Equalizer (Severity 4)  
Do you really need an equalizer? None of your personas seem to require one.  
 

� Fast-Forward and Rewind Extraneous? (Severity 3) 
Good idea to be consistent with symbol for fast forward and rewind buttons. However, 
I question whether they need to be so large or even there at all as your personas don't 
seem to ever use that functionality.  
 

� Lack of cognitive grouping (Severity 3)  
In the CD mode, it is unclear which control is fast forward, which control is rewind, 
which one is change track, and which one is change CD. One suggestion would be 
grouping the progress bar with the fast-forward/rewind buttons.  This way, the user 
can figure out which control is what by inspection. 
 

� Mode button alignment (Severity: 3)  
the mode buttons are not all on the same horizontal. Also, grouping could be used to 
separate them from the other controls. 
 

� Overly complex icons (Severity 1) [Noted by 2 evaluators]  
the icons used on the modes are too information rich. It would be better if they were 
simpler and used less color as that level of detail is not necessary. 

 
Heuristic 2: Speak the User's Language  
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� Fade and Balance have no context (Severity 3) [Noted by 2 evaluators]  
The Fade and balance controls could use a little more context. There are no labels or 
other identifying symbols. They are also placed under the equalizer which is not an 
obvious place to put them. You might have gone a little too far on the minimalism. 
 

� Mapping of CD switchers confusing (Severity 3)  
I am not sure how the mapping works for switching CDs. I think it should probably 
be linear instead of two groups of three as there is no inherent grouping within the six 
disks. 
 

� Red Means Stop, Not Play (Severity 3)  
Red does not seem like the right color to use for the play button. Red usually means 
stop. Using it for both the play and stop symbol can confuse some users. 

 
Heuristic 3: Minimize User Memory Load 
 
� Too many buttons not labeled (Severity 4)  

there are a number of slider/buttons that have no indication of what they are. Going 
from the list of tasks, the user would not use most of these buttons very frequently 
anyhow. Too much information is distracting, not enough information is probably 
frustrating. 

 
� Similar buttons for similar controls (Severity 3) [Also in Heuristic 4]  

to reduce the number of errors/assumption the user can make, similar controls in 
different modes should have similar buttons. For example, the change track and 
change station controls should use similar buttons. Right now the user has to learn 
many different interfaces. This is hard.  

 
Heuristic 4: Consistency and Standards 
 
� Play button is unexpectedly modal (Severity 4)  

I tried to see what would happen when I pressed the play button after it was playing 
and it stopped. Then I tried the stop button and it started. Then I realized it was 
supposed to be a single multi-mode button and not two buttons. 

 
� Switching modes is confusing (Severity 3)  

Clicked on the CD button and everything changed, I wasn't expecting that. 
 
� Similar buttons for similar controls (Severity 3) [Also in Heuristic 3]  

to reduce the number of errors/assumption the user can make, similar controls in 
different modes should have similar buttons. For example, the change track and 
change station controls should use similar buttons. Right now the user has to learn 
many different interfaces. This is hard.  

 
 



  Mike Wu, Matt Colyer, and Mel Chua 
  11/3/2005 

-3- 

� Redundant display of CD track info (Severity 2)  
the interface displays the information of the CD track in two different locations.  
 

� Different graphical styles for mode buttons (Severity 1)  
having the equalizer button labeled "equalizer" where the other mode buttons are 
graphical is awfully confusing. 

 
Heuristic 5: Feedback 
 
� No feedback on mode or preset selection (Severity 4) [Noted by 2 users]  

No feedback as to which button is selected other than the sudden appearance of 
different controls. 

 
� No tactile feedback (Severity 4) [Noted by 2 users]  

as mentioned in your design notes your real interface should use tactile feedback but 
visual feedback can be used to simulate it. 

 
� No feedback on dynamic screen selection (Severity 4)  

for the dynamic screens, it is often unclear which button is being selected.  This is 
especially an issue in this system, since the user can not pay attention to the display 
while driving and they can not use the feel of the buttons to guide their selection. 

 
� Vague feedback on CD selection (Severity 2)  

When the user is in the CD mode, it is very hard for the user to figure out which CD 
he/she is listening to.  The number toward the top of the display can be thought as the 
track number or the CD number.   

 
� What is the volume? (Severity 2) [Noted by 2 evaluators] 

I'm assuming the blue thing is a volume control knob. (Can it be labeled?) There's no 
way for me to see what the volume is like before I turn on the music, so my ears still 
get blasted if my brother was last in the car. 

 
Heuristic 6: Prevent Errors 
 
� Cell phone buttons tiny (Severity 3)  

the cell phone yes and no buttons are small and close together. When driving and not 
really looking at the display, I might hit the wrong one accidentally, thus patching my 
ex-boyfriend who works for the IRS through or something terrible like that. 

 
� Buttons in different locations (Severity 3)  

everything is really visual. I'm going to be driving a car. I'm not going to be looking 
at this interface. If my hand needs to memorize three different positions, one for the 
buttons of each screen, all hope is lost. (Think of touch typing - the keys are 
underneath your fingers, you don't move your wrist.) 
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� No undo for presets (Severity 2)  
If I accidentally overwrote a preset, I see no way to go back. 

 
Heuristic 7: Match between System and World 
 
� No indication for preset mappings (Severity 2)  

how do I tell which preset maps to which CD / radio station? How do I tell when I've 
set a preset to something? 

 
� Red play button functionality not complete (Severity 2)  

I thought that the red play button should do something when it first loaded. I clicked 
on it and nothing happened. Maybe it should turn the unit on? (For some reason the 
first click doesn't register, which was very confusing. I now realize it is an artifact of 
the prototype.) 

 

Recommendations 
 
Of particular note is the lack of feedback for the system's current status. It's probably a 
good idea to be able to glance down at the system and know its status at any given point 
in time - this means what mode it's in and what things within that mode have been 
selected, and at what level.  
 
Too much information clutters the interface, but not enough information confuses the 
user. Please label or give a representative icon to your buttons/features. 
 
More features don’t necessarily mean more goodness. Go through your features and take 
out what your personas won't ever touch. Also, try test-driving your program while being 
preoccupied watching something else, so you can see what it's like not to be able to take 
your eyes off the road for too long. 
 
We would like to have had a walkthrough or some sort of documentation for this 
prototype. Where is it mounted? How big is it? Is it tactile? For future iterations, it would 
make it a lot easier to evaluate if you give us caveats like "Yeah, these are temporary 
buttons, ignore the noise."  



  Mike Wu, Matt Colyer, and Mel Chua 
  11/3/2005 

-5- 

Appendix: Individual Report 
 

Matt’s View   
 
First Pass 
 
For the first pass of this assignment I attempted each step of the scenario. Below is a list 
of issues I found. 
 
1st Scenario 

1. I brought up the site and turned on the radio to simulate loud music playing. 
2. Not implemented. 
3. Clicked a button and switched to a station. 
4. Not implemented. 
5. Clicked the CD button. Began playing. 
6. Closed the page. 

 
2nd Scenario 

1. Not implemented and no place holders present. I have no idea what I would do if I 
had an ipod. 
2. I picked the radio mode. 
3. Not implemented nor is there a placeholder for switching to AM. 
4. Used the arrows to flip between stations. Good placement and mapping. Works as 
expected and I don't hear static. 
5. Not implemented. 

 
3rd Scenario 

1. Simulated by going to the site. 
2. Not implemented. 
3. Clicked on CD player. It played. Clicked on the Radio and it came back. 
4. Clicked on a preset button and it took me to that station. 
5. Used forward and backward station buttons which works fine. 
6. These controls are hidden under the equalizer mode, which people will have a 
difficult time figuring out. Once they figure that out its not necessary intuitive as to 
which levels they are adjusting. The mapping is correct but there is little context as to 
what they are supposed to do. 

 
Second Pass 
 
I listed the problems that I found with prototype below. I also added an additional group 
referred to as prototype errors - you may already be aware of the issues but I figured it 
couldn't hurt to mention them. 
 

1. [H12 Prototype Error] 2  
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I thought that the red play button should do something when it first loaded. I clicked 
on it and nothing happened. Maybe it should turn the unit on? (For some reason the 
first click doesn't register, very confusing but I now realize it is an artifact of the 
prototype) 
 
2. [H4 Consistency] 4  
I tried to see what would happen when I pressed the play button after it was playing 
and it stopped. Then I tried the stop button and it started. Then I realized it was 
supposed to be a single multi-mode button and not two buttons. 
 
 
3. [H4 Consistency] 3 
Clicked on the CD button and everything changed, I wasn't expecting that. I am not 
sure if that is a prototype artifact or an intentional point of the design. 
 
4. [H1: Simple and Natural Dialog] 3 
It is not clear which buttons are mode buttons and which ones are not. The buttons are 
not even all on the same horizontal. You also do not take advantage of possible 
cognitive grouping effects to separate them from the other controls. 
 
5. [H1: Simple and Natural Dialog] 3 
The icons used on the modes are too information rich. It would be better if they were 
simpler, used less color as that level of detail is not necessary. 
 
6. [H5: Feedback] 4 
No feedback as to which mode is selected other than the sudden appearance of 
different controls.  As mentioned in your design notes your real interface should use 
tactile feedback but visual feedback can be used to simulate it. 
 
7. [H5: Feedback] 2 
Presets function as expected but lack feedback. 
 
8. [H1: Simple and Natural Dialog] 4 
Do you really need an equalizer? None of your personas seem to require one.  
 
9. [H2: Speak the User's Language] 3 
The Fade and balance controls could use a little more context. There are no labels or 
other identifying symbols. Also they are placed under the equalizer which is not an 
obvious place to put them. 
 
10. [H1: Simple and Natural Dialog] 3 
Good idea to keep be consistent with symbol for fast forward and rewind buttons. 
However I question whether they need to be so large or even there at all as your 
personas don't seem to ever use that functionality. 
 
11. [H2: Speak the User's Language] 3 
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Not sure about the mapping of switching CDs. I think it should probably be linear 
instead of two groups of three as there is no inherit grouping within the six disks. 

 
Good 
 

� Change station works as expected. 
� The scan button is good. It gives feedback (i.e. appears to be depressed when 

selected) 
 

Mel’s Observations  
 
1. [1 - visibility of system status] (2) I'm assuming the blue thing is a volume control 
knob. (Can it be labeled?) There's no way for me to see what the volume is like before I 
turn on the music, so my ears still get blasted if my brother was last in the car. 
 
2. [2 - match between system and real world] (1) How do I tell which preset maps to 
which CD / radio station? How do I tell when I've set a preset to something? 
 
Note: I don't know how I would plug in an external device to this. Also, if I were to plug 
in more than one, I don't know how I would control multiple (like my iPod + cell phone 
at the same time, can I do this?) 
 
3. [5 - error prevention] (3) the cell phone yes and no buttons are sort of small and close 
together. When driving and not really looking at the display, I might hit the wrong one 
accidentally, thus patching my ex-boyfriend who works for the IRS through or something 
terrible like that. 
 
4. [8 - aesthetic and minimalist design] (1) the colors are pretty clashy. I'm assuming 
these are temporary buttons and the final version will look sleeker. 
 
5. [4 - consistency and standards] (1) having the equalizer button labeled "equalizer" 
where the other mode buttons are graphical is awfully confusing. 
 
6. [9 - help user diagnose and recover from errors] (2) If I accidentally overwrote a preset, 
I see no way to go back. 
 
7. [9 - help user diagnose and recover from errors] (3) If I accidentally blocked an 
important call or let a bad one through, I see no way I could call the person back or... well, 
I guess I would have to politely hang up in the second case. 
 
8. [5 - error prevention] (3) everything is really visual. I'm going to be driving a car. I'm 
not going to be looking at this interface. If you can make it map to something nice and 
tactile, or make it so I can keep my hand in one position when using it (think of touch 
typing - the keys are underneath your fingers, you don't move your wrist), that would be 
cool. On the other hand, I appreciate the differentiation between the different buttons; it's 
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easier to aim at the red blob as opposed to hitting monochrome keys. 
 
9. [8 - aesthetic and minimalist design] (1) you might have gone a little too far on this. On 
the equalizer, the right-side levers are a complete mystery to me. I think they are for 
sound balance for front/rear/left/right of car, but I do not know for sure. A picture of a car 
overlaid on them would clear that up for me. 
 

Michael’s Take 
 
After going through the scenarios with this interface, I think these functions currently are 
not implemented. 
 

1) Saving a preset 
2) CD Bookmark 
3) Complete interactions with different devices, such as cell phone, and Ipod. 

 
And an overall concern is that this system is very visually intensive, and the user can not 
always look at it to operate it. 
 
Since this is a physical device, it would be nice to show where the different parts of this 
device are located in the car. Like what you observed, “non-visual feedback” is important 
to your user because your user have to focus their eyes on the road. Hence, the location of 
these devices is a key part of design. I am going to assume that the top screen is on the 
steering wheel to provide the user with common controls. And the other screen is in the 
front of the car somewhere to provide the user with some less frequently used controls. 
 
 
Below is a list of issues I found: 
 

1. [H1 Simple and Natural Dialogue] / [H5 Minimize User Memory Load] (Severity 
3): 
In the CD mode, it is unclear which control is fast forward, which control is 
rewind, which one is change track, and which one is change CD. One suggestion 
would be grouping the progress bar with the fast-forward/rewind buttons.  This 
way, the user can figure out which control is what by inspection. 

 
2. [H4 Consistency & Standards] / [H5 Minimize User Memory Load] / [H2 

Speaking the User’s Language] /(Severity 3): 
The radio mode starts the radio. However, the CD mode does not start the CD. 
Similar commands should have similar effects. Furthermore, from the user 
concept model, the device should activate when the mode is invoked. This 
appears to be a one time glitch, the interface works as expected. 
 

3. [H4 Consistency & Standards] / [H5 Feedback] /(Severity 3):   
The music should be on when the player is in the equalizer mode. This way, the 
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user can adjust the sliders, and hear how the equalizer affects the quality of the 
sound. This appears to be a one time glitch, the interface works as expected. 
 

4. [H4 Consistency & Standards] (Severity 3) 
Since we have similar controls in different modes. To reduce the number of 
errors/assumptions the user can made. Two similar controls should have similar 
look and feel. For example, the change track, and change station should have 
similar looking controls.  
 

5. [Minimize User Memory Load]: (Severity 4)  
there are a number of slider/buttons that have no indication of what they are. 
Going from the list of tasks, the user would not use most of these buttons very 
frequently anyhow. Too much information is distracting, not enough information 
is probably frustrating. For example, this probably would confuse the user. 

 

 
 

6. [H4 Consistency & Standards /(Severity 3) 
For the radio station, it is unclear which preset is currently selected.  
 

7. [H5 Feedback] / (Severity 4) 
The interface relies on a dynamic screen. It is unclear to me which button is 
currently selected, especially since the user can not pay attention to the display 
while driving and they can not use the feel of the buttons to guide their selection. 
 

8. [H4 Consistency & Standards /(Severity 2) The interface displays the information 
of the CD track in two different locations.  
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9. [Speak the User’s Language] / (Severity 3)  
Red does not seem like the right color to use here. Red usually means stop.  
Having it together with play and stop symbol can confuse some users. 
 

10. [Vague feedback on CD selection]/ (Severity 2)  
When the user is in the CD mode, it is very hard for the user to figure out which 
CD he/she is listening to.  The number toward the top of the display can be 
thought as the track number or the CD number.   
 

11. [Feedback]/ (Severity 2) 
What is this? I can’t figure out what this number means. 

 

\ 
 


