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Usability measures the quality of a user's
experience when interacting with a
product or system—whether a Web site,
a software application, mobile
technology, or any user-operated
device.

http://www.usability.gov
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Usability is a quality attribute  that
assesses how easy user interfaces are
to use. The word "usability" also refers
to methods for improving ease-of-use
during the design process.

http://www.useit.com
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Five USABILITY attributes
• Easy to learn  (learnability)

– How easy is it for users to accomplish
basic tasks the first time they encounter
the design?

• Easy to use  (efficiency)
– Once users have learned the design, how

quickly can they perform tasks?
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• Easy to remember  (memorability)
– When users return to the design after a

period of not using it, how easily can they
reestablish proficiency?

• Easy to recover from errors
(error frequency and severity)
– How many errors do users make? How

severe are these errors? How easily can
they recover from the errors?
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• Fun to use (satisfaction)
– How pleasant is it to use the design?
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Plus ONE KEY QUALITY attribute:
• Utility

– refers to the design's functionality
– does it do what users need?

Usability  and utility  are equally important:
it matters little that something is easy to
use, if it's not what users want.
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• Not just for geniuses and artists, nor
some magical trait.

• Not limited to design, fancy graphics,
flash-y Flash animation.

• Not one great eureka moment that
produces a brilliant idea.

• Not the result of inspiration.
• Not a thing.
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• A process.
• Generating new ideas or concepts, or

new associating existing ideas or
concepts.

• Seeing the same thing as everybody
else, but thinking of something different.

• About solving problems.
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The average adult
thinks of 3-6 alternatives for

any given situation.

The average child thinks of 60.
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Add a vertical line to
the Roman numeral for seven:

&''
To create an eight.

Easy!

&'''
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Now, add only a single line to this,
to turn it into a six:

IX

Answer:

SIX or Ix6
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• www.eyp.ph  was launched in 2000
• It is the online version of DPC’s print

yellow pages.
• Launched with Metro Manila business

listings. Now, nationwide.
• With more than 200,000 unique listings.
• Targets businesses and consumers.
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Version 1: 2000
• Search by

business category
or name, like the
print yellow pages

• But users always
made the mistake
of not selecting a
radio button
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Version 2: 2003
• Search box modified. Radio

buttons removed.
• Friendlier instructions.
• Link to Search tips nearby.
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Current site: 2006
• Retained the design

of the search box +
new features.
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EYP search on SMS
• Search by business name:

EYP S <business name>

• Search by category:
EYP C <business category>
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Re-launched as LUK4
• Friendlier syntax: one

keyword for all types of
search; closer to users’
natural language

• Text lingo, shortcuts,
aliases

• Allow users to refine
search (ie. Location)

• Result: phone number
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Old Yahoo! New Yahoo!
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Usability & creativity can not only
co-exist, they work together.

Usability makes real-world
problems explicit.

Creativity is the means by which
these problems are solved.
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• Not getting stuck with the rules.
• Being informed with how users interact

with a web site, system or product.
• Understanding the goals of the web site,

system or product.
• At the same time, understanding the

user’s goals, and limitations.
• Asking the right questions.
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