
International Journal of Advanced Scientific and Technical Research              Issue 5 volume 7, Nov. –Dec. 2015 

 Available online on   http://www.rspublication.com/ijst/index.html                                              ISSN 2249-9954 

©2015 RS Publication, rspublicationhouse@gmail.com Page 382 
 

 

Usability: Users' Perspective on the Product 
 

Prof. Dr. Fekry Gamal Ibrahim 

 Industrial Design Department, Faculty of Applied Arts, Helwan University, Cairo, Egypt. 

Prof. Dr. AbdElnaby Abo Elmagd, 

Industrial Design Department, Faculty of Applied Arts, Helwan University, Cairo, Egypt. 

Eng. Tamer Yousif 

 Industrial Engineering Department, Canadian International College for Engineering, 

Cairo, Egypt. 
 

 

   ABSTRACT 

    Users face many problems when using some products and to get the job, forcing them to 

waste a lot of time or effort to know how to operate or use. This may lead to the reluctance 

of users to buy or use the product, which means a loss of potential profits. So, users' 

satisfaction is a main target of the companies and organizations. Usability concept and user 

interface design principles help the designers to design usable products by taking in 

consideration the users' perspective on the products during the design processes. Designers 

also must design usable products according to considerations based on the user interface 

design principles. This paper presents an analytical study to indicate the users' perspective 

on the products through questionnaire.  
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INTRODUCTION 

    Usability represents the relationship between products and users. The product must 

allow the users to complete the task optimally. Usability is also considered one of the most 

important needs of the users when interacting with the system / product. Usability aims to 

achieve a satisfactory relationship between the system / product and the users. Therefore, 

usability becomes one of the most important considerations in the design of products. 

Through usability concept, designers can make the product usable without any 

complications which make the user in case of confusion or bewilderment during use of the 

product. Designers try to take advantage of usability concept after they knew the following 

facts; if the people do not understand something, they will not buy and use this thing. If 

something makes their lives difficult, they will be depressed.       

                                                                                                                            

1- USABILITY CONCEPT 

    Usability is an important research area, especially in the field of human / product 

interaction. Usability concept grew up after the Second World War and has become known 

widely in the recent years, as a result of seeing companies the benefits of its researches to 

develop the designs of user interface, especially in high-tech products which have many 

mental problems. The mental problems are happened because of the designs' complexity 
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which affecting the users, and the need for long steps to get the benefit and the function 

from the product. 

    Now industrial companies focus heavily on usability researches, and how it is applied to 

ensure the greatest possible success of the product. Usability is the difference between the 

success or the failure of the product, not applied leads to loss of the costs and the efforts. 

(Figure 1): 

 

 

Fig 1:  Usability ensures success for business and user 

1-1 USABILITY DIMENSIONS 

    Usability has many dimensions and components, these dimensions define usability and 

can be used to measure the ease of use for the product. The following dimensions are the 

most important dimensions which called the 5Es. (Figure 2): 

 

Fig 2:  Usability dimensions (5Es) 

 

1-1-1 EFFECTIVENESS                                                                                                     
    Complete the task fully and accurately through which users achieve specific goals and 

get a proper result. It takes into account the quality of the work performance. 

1-1-2 EFFICIENCY                                                                             
    Complete the task quickly and accurately through the use of the product and without a 

great cognitive effort. 

1-1-3 ENGAGING                                                            
    How the user interface is enjoyable, delightful and there's a conviction to the users when 

performing the task. 
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1-1-4 ERROR TOLERANCE                                                
    The product can reduce the chances of errors and restore the work properly again in the 

case of falling into error, taking into account the lack of any catastrophic errors. 

1-1-5  EASY to LEARN:   
    The product supports learning processes and the performance of the task weather it is 

easy or difficult.                                         

   

2- USABILITY ENGINEERING 

    Usability engineering is a set of design processes, a methodical steps and a practical 

approach to design a product that works for users. These design processes aim to ensure a 

product with a high usability and to produce a good user interface. Usability engineering 

involves several methods each of them are applied at proper times, including gathering 

information, analyzing problems, evaluating design alternatives, developing and testing 

prototypes, proposing solutions and testing interface with users.                                                                                                                       

2- 1 USABILITY ENGINEERING LIFECYCLE 

    Usability engineering Lifecycle means the different steps and processes [ 6 ] which are 

used to gain products with a high usability. (Figure 3): 

 

Fig 3:  Usability engineering processes 

3- USER INTERFACE DESIGN  

    User interface design is the part of the product that it is possible for the user to see, hear, 

touch and talk to it [ 7 ]. User interface design is a subset of a field of study called human / 

product interaction which concerns with study, plan and design how users work together 

with the appliances. User interface design is considered one of the most important usability 
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engineering processes, because the guarantee to achieve the ease of use is to design a 

suitable interface for the users. Therefore, the products with a proper interface design are 

easy to use and attract the users by its form and aesthetic.  

3-1 USER INTERFACE DESIGN PRINCIPLES  

    User interface design must be done through systematic principles and rules [ 2 ], so it 

can achieve good designs which help the user in performing tasks. (Figure 4): 

 

Fig 4:  User interface design principles 

      3-1-1 FOCUS ON THE USERS AND THEIR TASKS, NOT ON THE TECHNOLOGY  

    Determine the users who will use the product, understand how users interact with the 

product and determine the users' characteristics. 

3-1-2 CONSIDER FUNCTION FIRST, PRESENTATION LATER 

    Identify the data and the information that will be viewed by the users and identify the 

requirements of product functions. 

3-1-3 CONFORM TO THE USERS’ VIEW OF THE TASK 

    Determine which users' goals to achieve and support the users to confirm that the 

product is sufficient and effective. 
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3-1-4 DESIGN FOR THE COMMON CASE 

    There is a difference between the interface which contains heavily used features and 

another interface which contains rarely used features. 

3-1-5 DON’T DISTRACT USERS FROM THEIR GOALS 

    Respect the mental and cognitive abilities of the users, so they can perform the job and 

get the benefits easily. 

3-1-6 FACILITATE LEARNING 

    Focus on the interface design first and the mechanism secondly and design an interface 

that ensures a communication between the users and the product. 

3-1-7 DELIVER INFORMATION, NOT JUST DATA 

    The users have to focus on the basic information. The information content is enough to 

perform the task with the quality and the accuracy of the presented information to facilitate 

decision-making. 

3-1-8 DESIGN FOR RESPONSIVENESS 

    The users are able to understand the reaction of the product and respond to it. 

3-1-9 TRY IT OUT ON USERS, THEN FIX IT 

    There are no errors in the design and no problems in using the product. 

4- A PROPOSAL CHECKLIST TO DESIGN HIGH USABLE PRODUCTS 

    A Proposal checklist is designed to confirm the requirements and considerations of ease 

of use of products. The checklist based on the user interface design principles. Therefore, 

the checklist is considered a good model which provides the designer with appropriate 

guidelines when designing an usable products. (See The Appendix). 

5- CASE STUDY: WASHING MACHINE 

    This washing machine (Figure 5) is considered one of the most washing machines used 

in Egypt. This case study was conducted on many users from different educational levels 

to measure how the washing machine is usable and to what extent the usability dimensions 

(effectiveness, efficiency, engaging, error tolerance, ease of learning) are applied. There 

are seventeen questions about usability dimensions are mentioned in the checklist given to 

the users to answer it. 

 

 Fig 5:  The washing machine 
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The following diagram shows the result of the study. (Figure 6): 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

    The result shows the following:  

- The washing machine is effective because users get their goals and complete tasks with a 

high accuracy. 

- The washing machine has some problems in other usability dimensions ( efficiency- 

engaging - error tolerant - easy to learn ), many questions answered by (sometimes / no). 

Users have some problems with this interface like the colors aren't bright. The display of 

programs menu isn't good and the product hasn't the ability to restore function properly in 

the case of falling into the wrong 

- The designer has to redesign the interface according to the proposal considerations list in 

order to achieve the usability dimensions. 

CONCLUSION 

    The research discusses the importance of the usability concept in solving the problems 

of the use of various products, and how it has become a favorite approach for designing 

products and achieving the ease of use. This is through setting considerations to assist 

designer to find appropriate usability solutions in designing products.                                
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Appendix 

A Proposal checklist is designed to assure achieving ease of use.  

FOCUS ON THE USERS AND THEIR TASKS,  NOT ON THE TECHNOLOGY 

1. Have you determined the users who will use the product? 

2. Have you understood how users interact with the product? 

3. Have you determined the knowledge and experience of the users and their various skills 

level (work experience, computer expertise, and the use of high tech products ...)? 

4. Have you identified the psychological characteristics of the users (visual and auditory       

perception, processing associated with the information encoding, attention, memory ...)? 

5. Have you determined the physical characteristics of the users? 

6. Have you identified the anthropometric characteristics of the users (human body 

measurements in stability of the body, the human body measurements in motion and 

conditions at work, etc ...)? 

7. Have you identified the users' personal characteristics (age, sex, the cultural level, 

education level, language abilities, financial income, motivation, the ability to take risks 

...)? 

8. Have you identified the purpose of the product, and the benefit accruing to the users to 

use it? 

9. Have you identified the most appropriate working methods favored by the users, and 

steps to accomplish their goals? 

CONSIDER FUNCTION FIRST, PRESENTATION LATER 

10. Have you avoided how will the interface look like without understanding the job? 

11. Have you identified the data that will be viewed by the users? 

12. Have you identified which information will be displayed to the users, and the emphasis 

on being aware of it? 

13. Have you identified the requirements of product functions? 

14. Have you identified the basic functions performed by the users? 

15. Have you organized the information display to be remembered easily? 

16. Have you taken into account the users' understanding of the product function, and the 

goal for which the product was designed? 

CONFORM TO THE USERS’ VIEW OF THE TASK 

17. Have you determined which users' goals have to achieve? 

18. Have you identified what the users do to achieve their goals? 

19. Have you supported the users to confirm that the product is sufficient and effective? 
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20. Have you taken into account the compatibility of the product to capabilities and 

experiences of the users to create support for the product? 

21. Have you taken into account the behavioral habits of the users during the performance 

of tasks? 

22. Have you emphasized that the users get the job? 

DESIGN FOR THE COMMON CASE 

24. Have you taken into account the number of people in need of certain features? 

25. Have you taken into account the number of times for the use of certain features? 

26. Have you taken into account the ease of access to the product features if they are 

heavily used? 

27. Have you taken into account the clarity of the product features if they are heavily used? 

DON’T DISTRACT USERS FROM THEIR GOALS 

28. Have you taken into account the mental and cognitive abilities of users, so that they can 

perform the required work easily?                                                                                                       

29. Is the product easy to be operated? 

30. Does it happen that a lot of users think how to get the benefits of the product? 

31. Is it easy to perform the job and get the benefits, even there is a complexity in the 

performance? 

32. Is it easy to transfer between the different functions of the product? 

33. Is it easy to understand displays? 

34. Have you put the information where it is expected to be valid? 

35. Is there a clear signal appears in case of a change in the product? 

FACILITATE LEARNING 

36. Have you focused on the interface design first and the mechanism secondly? 

37. Have you dealt with the users from the point of physical and mechanical view? 

38. Have you focused on the job performance only without paying attention to the usability 

needs? 

39. Have you designed an interface based on the task and take into account the abilities of 

the users rather than designing an interface reflects the internal mechanism and details? 

40. Have you designed an interface that ensures a communication between the users and 

the product and helps the users to learn, rather than relying on the operating manuals? 

41. Have you taken into account the usage habits of the users? 

DELIVER INFORMATION, NOT JUST DATA 

42. Does the interface design make the users focus on the basic information  

43. Is the information content enough to perform the task? 

44. Is there accuracy in the presented information to facilitate the decision-making? 

45. Is the display of the information in a usable form? 

46. Is the information display in a clear form? 

47. Are the visual and the audio displays clear and audible? 
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DESIGN FOR RESPONSIVENESS 

48. Are the users able to issue their judgments about the time the product takes to process?  

49. Are the users able to understand the reaction of the product and respond to it? 

TRY IT OUT ON USERS, THEN FIX IT 

50. Have you detected errors in the design? 

51. Have you ensured that there are no problems in using the product and verify that the 

product do its duties? 

52. Have you ensured the dimensions and components of usability in product design? 

Usability Dimensions 

Have You Taken Into Account the Effectiveness? 

53. Have the users completed the job to the fullest? 

54. Have the users completed the task with a high accuracy? 

55. Have the users gotten their goals? 

56. Have the users ever failed to get the job? 

Have You Taken Into Account the Efficiency? 

57. Have the users completed the task without a great cognitive effort? 

58. Have the users completed the task in a short time? 

Have You Achieved the Engaging and Pleasure Factors? 

59. Is the interface engaging? 

60. Does the interface generate convince for the users while performing the task? 

61. Is there a good distribution of the use elements and appropriate use of the interface 

surface? 

62. Have you used attractive and beautiful colors in the interface? 

Have You Checked Error Tolerance? 

63. What is the product's ability to reduce the chances of errors? 

64. Is the product has the ability to restore function properly in the case of errors 

occurrence? 

65. Is there a need for a long time to solve any problem?  

Have You Emphasized the Ease of Learning? 

66. Does the product support learning processes? 

67. Does the product help the users to perform the task, whether it is easy or difficult? 

68. Does the product help the users to develop their thinking style? 

69. Have you taken into account the behavioral habits of the users? 

                                                                                                


