Usability Testing

WHAT IS USABILITY TESTING?

From The importance of usability testing to allow e-learning to reach its potential for medical education 
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Usability testing is widely employed in the development of software and information systems but it appears to be rarely used for e-learning, especially in medical education. Usability refers to the ease with which a person can use a product in a particular set of circumstances.2 The focus of usability testing is always the user, and it attempts to systematically identify usability problems at an early stage in the development process so that they can be rectified before the intervention is more widely implemented.

My personal experience as a peer reviewer for several medical education journals is that usability testing at an early stage of the development of e-learning interventions is rarely described and also that usability is often not a component of the final evaluation.

The four main dimensions for usability testing of e-learning

From Zaharias P and Poylymenakou A (2009) Developing a usability evaluation method for e-learning applications: beyond functional usability. International Journal of Human–Computer Interaction 25: 75–98.

a The learner

b Technological aspects

· Navigation Learners should be able to decide on the order and pace of interacting with the learning

content. This requires tools, such as menus, that allow learners to find specific items of content and to

identify where they are in a sequence.

· Learnability The layout should allow learners to easily accomplish basic tasks the first time that they

encounter the intervention.

· Accessibility Any learner, irrespective of their disability, should be able to use the intervention.

· Consistency The terminology of the functions, colours and font sizes should be used consistently.

· Visual design The most important information for the learner should be clear and easily read.

c Instructional design aspects

· Interactivity Long sections of text or audio do not effectively engage learners and some form of

meaningful interaction should be included, such as quizzes.

· Content and resources The breadth and depth of the learning content should be sufficient to enable

the learner to meet the intended learning outcomes.

· Media use Multimedia, either visual or audio, should only be used to assist learners to focus on the

main learning points. Providing simultaneous information in different media can overload and

confuse the learner.

· Learning strategies design. The overall instructional sequence should be based on good principles of

instructional design, including an initial statement on what the learner is expected to learn, a logical

sequence of instruction and some form of assessment, either self reflection or a quiz.
D The Context
