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• Usability Heuristics Continued
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• Mid-Course Feedback
• Internet and Dark Patterns
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After this today's lecture, you should be able to: 

• Understand and describe the last five usability heuristics proposed by 
Jakob Nielsen.

• Explain why each heuristic is important in designing usable systems.

• Illustrate how each heuristic appears (or is violated) in real-world interfaces 
using provided examples.

• Compare and contrast different heuristics using concrete UI examples to 
determine which are adhered to or violated.

Learning Goals
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Q: Which heuristic does this interface 
violate?
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iClicker 

A. Visibility of System Status

B. Match between System 
    & Real World
C. User Control and Freedom

D. Consistency and Standards

E. Error Prevention
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10 Usability Heuristics (Nielsen, 1993)

Reference: Nielson Norman Group: Usability 101- 10 Usability Heuristics [Link]; (image) uxdesign.cc -[Link]

Recall

https://www.nngroup.com/articles/ten-usability-heuristics/
https://www.nngroup.com/articles/usability-101-introduction-to-usability/#:~:text=Usability%20is%20a%20quality%20attribute,use%20during%20the%20design%20process.
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1. Visibility of system status
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2. Match System + Real world
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2. Match System + Real world



1515

3. User control + Freedom
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3. User control + Freedom
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3. User control + Freedom
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4. Consistency + Standards

Word

Excel

PP
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5. Error Prevention
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10 Usability Heuristics (Nielsen, 1993)

Reference: Nielson Norman Group: Usability 101- 10 Usability Heuristics [Link]; (image) uxdesign.cc -[Link]

https://www.nngroup.com/articles/ten-usability-heuristics/
https://www.nngroup.com/articles/usability-101-introduction-to-usability/#:~:text=Usability%20is%20a%20quality%20attribute,use%20during%20the%20design%20process.
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10 Usability Heuristics (Nielsen, 1993)

Reference: Nielson Norman Group: Usability 101- 10 Usability Heuristics [Link]; (image) uxdesign.cc -[Link]

https://www.nngroup.com/articles/ten-usability-heuristics/
https://www.nngroup.com/articles/usability-101-introduction-to-usability/#:~:text=Usability%20is%20a%20quality%20attribute,use%20during%20the%20design%20process.


● Make objects, actions, options visible 
○ Reduce reliance memory
○ Door handle activity 

● Short-term memory= 7 ± 2 items
○ 30 sec to 2 min unless interrupted

● Menus rather than type-in 
○ But short enough

6. Recognition > Recall
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Reference: Nielson Norman Group: Usability 101- 10 Usability Heuristics [Link];

https://www.nngroup.com/articles/ten-usability-heuristics/
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MS Word Control Bar



● Provide shortcuts
○ Expert/power users love it!

● Jump directly to desired location
○ CMD/Control + Tab

● Reuse previously entered information
○ Avoid introducing typos 

● Good default values
○ Are your users usually from Canada? Pre-select it.

7. Flexibility + Efficiency 
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Reference: Nielson Norman Group: Usability 101- 10 Usability Heuristics [Link];

https://www.nngroup.com/articles/ten-usability-heuristics/
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Flexibility to Choose Options



● Good graphic design + colour choice 
○ Appropriately direct attention

● Is your design too complex to explain or document?
○ → Redesign it

● Group related objects 
○ Alignment, decorations, etc.

● Balance and blank space
○ Use all the space you have, but wisely

8. Aesthetic + Minimalism
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Reference: Nielson Norman Group: Usability 101- 10 Usability Heuristics [Link];

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


● Few fonts and colors (5 to 7 colors)
● Appropriate contrast

○ Check your contrast ratio
● "Less is more"
● Colour blindness (Red / Green / Blue / Yellow)

○ Don't rely on colours for improving readability

8. Aesthetic + Minimalism
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Reference: Nielson Norman Group: Usability 101- 10 Usability Heuristics [Link];

https://webaim.org/resources/contrastchecker/
https://www.nngroup.com/articles/ten-usability-heuristics/
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● Recognize, diagnose, and recover from errors
● Help users when they are in trouble
● Opportunities for users to learn about the system
● Clear language; no codes
● Unclear: 

○ ❌ Error 404… good luck!
● Clear: 

○ ✅ Oops! The page you're looking for doesn't exist, because the link has changed. To recover, you 
can contact the system admin via (system@help.ca)

9. Help Users with Errors
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Reference: Nielson Norman Group: Usability 101- 10 Usability Heuristics [Link];

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


● Be precise
○ ❌ “Syntax error”

● Constructively help the user solve the problem 
○ Say why the error happened 
○ Provide info on how to fix it

● Be polite and not accusing; positive wording:
○ ❌ "Fatal error."
○ ✅ "Something went wrong; let's get you back…"

9. Help Users with Errors
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Reference: Nielson Norman Group: Usability 101- 10 Usability Heuristics [Link];

https://www.nngroup.com/articles/ten-usability-heuristics/
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❌ Bad Warning Messages
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✅ Good Warning Message



● Most people will not read documentation
● If do, then

○ First time product is used, or else
○ In a panic, need information right away

● Iterative design of documentation needed
● Peer review, pilot instructions

○ Does it make sense?

10. Help + Documentation
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Reference: Nielson Norman Group: Usability 101- 10 Usability Heuristics [Link];

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


● Help system is an extra feature to learn
○ If need to add help, maybe fix the feature?

● Use documentation writers to help refine system
○ How to improve flow / increase productivity 

● Simple & clear quality writing 
○ What if users do not speak English? 
○ Leave no room for assumptions
○ Screenshots, GIFs, videos are great!

10. Help + Documentation
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Reference: Nielson Norman Group: Usability 101- 10 Usability Heuristics [Link];

https://www.nngroup.com/articles/ten-usability-heuristics/
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Example: Help + Documentation 
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10 Usability Heuristics (Nielsen, 1993)

Reference: Nielson Norman Group: Usability 101- 10 Usability Heuristics [Link]; (image) uxdesign.cc -[Link]

https://www.nngroup.com/articles/ten-usability-heuristics/
https://www.nngroup.com/articles/usability-101-introduction-to-usability/#:~:text=Usability%20is%20a%20quality%20attribute,use%20during%20the%20design%20process.
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10 Usability Heuristics (Nielsen, 1993)

Reference: Nielson Norman Group: Usability 101- 10 Usability Heuristics [Link]; (image) uxdesign.cc -[Link]

https://www.nngroup.com/articles/ten-usability-heuristics/
https://www.nngroup.com/articles/usability-101-introduction-to-usability/#:~:text=Usability%20is%20a%20quality%20attribute,use%20during%20the%20design%20process.
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Q: Which heuristic does this interface 
violate?
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iClicker 

A. Recognition Rather Than Recall

B. Flexibility and Efficiency of Use
C. Aesthetic And Minimalist Design

D. Help User with Errors

E. Help and Documentation
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iClicker 
Q: Which heuristic does this interface 
adhere to?

A. Recognition Rather Than Recall

B. Flexibility and Efficiency of Use
C. Aesthetic And Minimalist Design

D. Help User with Errors

E. Help and Documentation



Course 
Admin
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• If you don’t yet have a full group of 3 or 4, come to the front! I 
will help you find some groups

• Once you have a group, start the PrairieLearn group 
assignment for Milestone 1!

Project Milestone 1: Group Formation
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• I’d like to get some ANONYMOUS feedback from you on 
how things are going!

• I plan to spend some time next week to try and improve 
things that you think are broken in the course… be 
honest!

Link: bit.ly/cpsc100_2025W1 

Mid Course Feedback
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http://bit.ly/cpsc100_2025W1


Internet
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Dark Patterns
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https://thedecisionlab.com/reference-guide/design/dark-patterns
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Wrap up
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