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1 Overview 

1.1 Purpose & Contents 
This document is intended to serve as a digest of common usability guidelines to be used for the design and evaluation of 10’  user 
interface applications that are accessed through Windows® Media Center. This document also briefly discusses evaluation 
techniques using the guidelines and also iterative usability testing.  

 

The purpose of the guidelines is to: 

• Raise general awareness of usability and its importance in consumer applications. 

• Present a summary of usability guidelines that can be shared and applied toward the future of applications.   

• To serve as an addendum to APR documents and communicate general and common user interface guidelines to the 
Marketing Professionals and Engineers. The Marketing professional, usability engineer, application engineer should be able 
to read the guideline and make an assessment as to whether or not an application adheres to these guidelines. These 
guidelines will be shared with the client’s fellow travelers. 

 

The Design guidelines fit into three categories 1) General, 2) Installation, Registration, and Initial Use, and 3) Common Interactions. 
Each topic contains the important factors to be aware of and to check for when reviewing an application.   
 
Note: These guidelines and standards for UI design are common across many sources.  References are included at the end of the 
document for further reading. 

 

1.1.1 About The Applications (2’ vs. 10’) 
The applications fall into four categories: 
 

- Audio 
- Video 
- Creativity 
- Gaming  

 
These applications may be encountered via an out-of-box, new purchase or via ‘Online Spotlight’ in MCE. 
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In the past, interaction with such applications on personal computers was accomplished by using the keyboard and the mouse. The 
applications provide another option: interaction with a computer that works like interaction with a television, by using a remote control. 
The user can now be ten feet away from the monitor instead of two feet. 

 

Creating a user interface that works well at a distance of about ten feet requires a complete rethinking of how to present computer-
based information. Compared to a keyboard and mouse, the remote control is smaller and less cumbersome; however, it provides a 
more limited form of user input. And while a greater viewing distance provides a more comfortable experience, it necessitates a new 
visual design style to ensure clarity, coherence, readability, and ease of navigation.  
  

1.1.2 Why Usability Matters 
The user experience is comprised of many factors, some that are common across all user types and some that are user-dependent 
(e.g., elderly users, the early adopter). Regardless of the factor, the primary concern remains the same: the ease with which the 
brand-new user can enter your application, get around, efficiently execute the main tasks, and enjoy their experience enough to stay 
engaged and ultimately return to the application at a later time.   

 

Users will expect The applications to be very simple and intuitive to use—like their televisions, not their computers. As an 
enhancement to home life, The applications are preferable but ultimately optional. If an application is too difficult to learn or use, the 
user may simply quit using it. Usability evaluation is a key activity in designing the user interface so that this does not occur. This 
document will help accomplish this goal but remember that no document can ensure a 100% excellent user experience.  

 

The best way to achieve ease-of-use is to test the application on real users throughout an iterative design process (Discussed in 
Section 3). Another way is to conduct a heuristic evaluating of the application using the guidelines contained this document – both 
early and late in the development process (Also discussed in detail in Section 3). This type of evaluation almost always leads to 
important discoveries about usability and creates opportunities for valuable design improvements.  
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2 Design Guidelines 
Section 2 presents the complete list of guidelines. Guidelines are categorized as follows:  
 

General 
Installation, Registration, and Initial Use 
Common Interaction 

 
 

2.1 General 
The following General guidelines are covered in this section: 
 

• The 10’ UI 
• Readability and Text Appearance 
• Colors and Contrast 
• Overall Navigation 
• Buttons 
• Focus (Highlighting) and Scrolling 
• Images, Animations, and Icons 
• Input Devices 
• Text Entry 
 

 

2.1.1 The 10’ UI 
The 10’ UI technology has several special considerations that impact the user interface. These range from technical differences 
between TV and PC display technology that affect legibility to page layout concerns surrounding the aspect ratio of the 10’ UI. 
 

The 10’ UI Technology Checklist: 
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2.1.1.1 Ensure that the page layout scales proportionally when viewed at various resolutions or when resized.   

2.1.1.2 Ensure that the page layout takes into account the extra screen width visible on a 16:9-aspect ratio (wide-screen) 
display.   

2.1.1.3 Do not allow vertical letterboxing.   

2.1.1.4 Center the page when viewed in widescreen format. Do not left-or right-justify the entire page.   

 

2.1.1.5 Ensure that the application is free of clipping or over-scanning when viewed on a standard CRT television. 

2.1.1.6 Use a "TV safe" color palate based on a standard definition TV (e.g., NTSC or PAL). 

2.1.1.7 Do not include design elements that produce a flicker on some standard definition TVs (e.g. horizontal lines that are 
a single pixel wide). 

2.1.1.8 Use the larger 10’ dialogues and notifications throughout the application rather than those common to the 2’ UI.  

 

2.1.2 Readability and Text Appearance 
Choices regarding use of text are important to readability from the 10’ distance.  Therefore, it is important to pay close attention to 
characteristics of text such as font size, font type, leading, and contrast. 
 

Readability and Text Appearance Checklist: 
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2.1.2.1 Use a readable and easily distinguishable font that can be viewed on a standard definition TV when viewed from 10’. 

2.1.2.2 Size all text, especially for critical content such as buttons and links, to at least 20 points.  

2.1.2.3 Use sans-serif fonts such as Arial and Helvetica.  These are easier to read onscreen than serif fonts. 

2.1.2.4 Allow adequate leading between the lines of text. 

2.1.2.5 Be sure that there is adequate contrast between text and its background, and use light and dark values to create 
contrast.  

 

2.1.3 Colors and Contrast 
Background and foreground colors should be clearly distinguishable.  
 

Colors and Contrast Checklist: 

2.1.3.1 Choose a background color that is of adequate contrast from the foreground content color(s). This includes 
consideration of the background color, foreground non-active text cooler, the highlight color, and the color of the 
progress meter. 

2.1.3.2 Be sure the contrast is sufficient for colorblind users. To do this, view each page of the application with the color off. 

 

2.1.4 Overall Navigation 
The goal of any application design should be to limit the overall the number of clicks required for a user to accomplish what s/he is 
trying to do. Therefore, it is essential to establish and maintain an effective navigation paradigm for any of the applications, always 
considering the predominant use of a remote control. 
 

Overall Navigation Checklist: 
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2.1.4.1 Allow the user to switch seamlessly between mouse, keyboard, and remote control. 

2.1.4.2 Use a simple method of organization that minimizes the number of clicks. 

2.1.4.3 Use a simple menu structure suitable for novice and expert user. 

2.1.4.4 Use a consistent, easy-to-learn menu structure that allows the user to access other parts of the application from any 
page. 

2.1.4.5 Place the Main Menu in a consistent location on pages. 

2.1.4.6 Present Main Menu buttons in logical order of importance. 

2.1.4.7 Attempt in the application design to keep the Main Menu present on all pages of the application; this will assist the 
user in maintaining orientation and allow the user to easily navigate to other areas of the application at any time. 

2.1.4.8 Always inform the user of their location within the application (using effective highlighting and “breadcrumb” trails). 

2.1.4.9 Allow the user to return to the home screen with one click from any page in the application. 

2.1.4.10 Have the Back button always navigate the user back to the previous screen unless the focus is within a text entry 
field. 

2.1.4.11 Notify the user before selecting links that lead to pages not designed for 10’ experience. 

2.1.4.12 Give the user the option to open pages not designed for 10’ experience in a separate browser window. 

2.1.4.13 Make sure any new windows are not hidden behind the Media Center window. 
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2.1.5 Buttons 
Create a single look for buttons (Buttons shall serve for the following elements: Links, Option Buttons, Check Boxes, Sorting Controls, 
and Controls to set the view.) Also, make buttons readable and clearly distinguishable from other elements on the page. 

 

Buttons Checklist: 

2.1.5.1 Make buttons and controls assume some of the work by presenting them logically. 

2.1.5.2 Design buttons that are visually distinguishable from other elements on the screen. 

2.1.5.3 Design buttons to be clearly visible against their surroundings. 

2.1.5.4 Show highlighted buttons in a visually distinct manner so they are clearly distinguishable from non-highlighted 
buttons. 

2.1.5.5 Achieve greater highlighting effects on buttons by changing the background color of the button or by making use of a 
brightly colored border (at least 4 pixels wide). 

2.1.5.6 Use text in buttons sized at least 20 points, using a san-serif font. 

2.1.5.7 Ensure that the label on a button describes its function. 

2.1.5.8 Ensure that the titling of target views match as closely as possible the text in the button from which the page was 
accessed.   

 

2.1.6 Focus (Highlighting) and Scrolling 
Proper implementation of highlighting – both in terms of colors and contrasts as well as defined rules for scrolling – is imperative to 
assuring that the user knows instantly their where s/he is and can locate the screen’s focus.  Effective highlighting assists the user in 
quickly and easily becoming oriented and navigating whether it is with a keyboard and mouse or a remote control. 

 

Focus (Highlighting) and Scrolling Checklist: 
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2.1.6.1 Have the focus appear on the most logical item when each page loads. 

2.1.6.2 Have the highlighted item be obvious to the user. 

2.1.6.3 Use a consistent color for highlighted items throughout the application. 

2.1.6.4 Use a visual design for the highlight that provides a high degree of contrast with other elements on the page. 

 
 

2.1.6.5 Use an exclusive style for highlighted items that differentiates them from non-highlighted items (e.g., a box outline or 
reverse highlighting). 

2.1.6.6 Use the visual treatment for highlighted items consistently across different widget types (e.g., pictures and buttons). 

2.1.6.7 Have the highlight focused on only one item at a time.  

2.1.6.8 Allow a highlighted item to be selected with remote, mouse, and keyboard. 

2.1.6.9 Allow the focus to move on and off of the Shared or Custom Viewport (i.e., the minimized media-playback window) 
using the remote control and keyboard. 

2.1.6.10 Allow the focus to move according to user expectations (intuitively, logically, and consistently) between focusable 
elements (up, down, left, right) according to a grid configuration. 

2.1.6.11 Facilitate wrap around scrolling for lists and pages. That is, when the user reaches the bottom of the list and presses 
down, the focus should wrap-around to the top. Likewise, and of equal importance, this should apply to non-list 
pages as well such that the focus wraps around from left to right and top to bottom.  

 

2.1.7 Images, Animation, and Scrolling 
Images and animations, when used well, can make a user’s experience more pleasant, but, if overused, can become 
distracting and make pages appear overly busy and cluttered.  

 
Icons should also not be overused. The primary purpose of an icon is to add more meaning and recognition of functions.  
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Images, Animations, and Icons Checklist: 

2.1.7.1 Use icons to facilitate learning. Common functionality (e.g. PLAY, LISTEN, or DOWNLOAD) should make use of 
icons as well as text. 

2.1.7.2 Use icons in a standard and consistent way that is easily understood by the user. 

2.1.7.3 Do not create unique and atypical icons to represent critical functionality, unless the icon is extremely straightforward 
and easily understood. 

2.1.7.4 Ensure that icons and images are easily differentiated from each other from the 10’ viewing distance. 

2.1.7.5 Use only image formats that work in the browser, such as .GIF or .JPEG. 

 

2.1.7.6 Avoid using graphics that are built with fine detail. The detail will appear fuzzy when viewed from a distance. 

2.1.7.7 Use borders of at least 2 pixels wide on graphics. 

2.1.7.8 Label clickable images. 

2.1.7.9 Use thumbnail images to preview larger images. 

2.1.7.10 Keep animation to a minimum. 

2.1.7.11 Keep graphics appropriate to page functionality and ensure they convey the intended messages. 

 

2.1.8 Input Devices 
The primary input device for the application is intended to be the remote control. The user’s primary interaction with the remote is as 
follows: 

The thumb rests on the 5-way main navigation controls:  

Up 
Down 
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Left  
Right 
OK (Center Select) 

Because these five buttons are the user’s main means of input, it is important to orient all interaction thereto. It is also important to 
keep in mind that users might not immediately find and use other buttons like the BACK button, Page Up, Page Down, Play, Mute, 
etc.  

 

Input Device Checklist: 

2.1.8.1 Design the UI to show the user as many important actions onscreen as possible, in a consistent and logical way (by 
placing these main actions in the same screen area, on all screens).  These include:  Back, Cancel, Next, Page Up, 
Page Down. 

2.1.8.2 Design your application for distant (remote, 10’) interaction only.  Keyboard and mouse input will be redundant and 
accepted, but the main user interaction will be through the remote control. 

2.1.8.3 Gear navigation and input toward the use of the remote control keeping in mind that the application must be as 
simple as possible in order to minimize the overall number of clicks. 

 
 
 

2.1.9 Text Entry 
Text entry is used for essential tasks such as Registration, Logging in, Searching, and Purchasing, each of which is a critical 
component of effect application usage. Therefore, easy-to-use text entry methods are important to the success of any if the 
applications. 

 

The optimal method for text entry is alphabetic onscreen keyboard with triple-tap also enabled in the text entry field. Triple-tap is the 
text entry method that makes use of the alphanumeric characters associated with keys on a standard numeric keypad such as one 
found on a cellular phone, or in the case of the applications, the numeric keypad on the remote control.  

The onscreen keyboard (OSK) is commonly used in most current applications and is a grid or common alphanumeric characters and 
symbols.  
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There are two reasons for using both solutions simultaneously: 

1. Users uncomfortable with triple tap need a clear-cut, easy-to-understand onscreen keyboard.   

2. Users who are comfortable with triple-tap (i.e., mobile phone character entry) will be encouraged by this familiar functionality.  

 

Text-Entry Checklist: 

2.1.9.1 Have the highlight resting on the first required field in a page (e.g. ‘User ID’ field in the login screen) when the user 
arrives.  

2.1.9.2 Ensure that the highlight of text-entry fields is clearly distinctive from other elements on the page.   

2.1.9.3 Allow the user to CANCEL out or leave any text-entry page and return to previous page.  

2.1.9.4 Populate default or stored values automatically in data entry fields. 

2.1.9.5 Allow the user to enter text using triple-tap and an alphabetic onscreen keyboard (OSK). 

2.1.9.6 Provide the user with instructional text and a diagram showing how to use triple-tap entry.  

2.1.9.7 Provide access to all alphanumeric characters that are common to User ID and passwords (e.g., capitalized letters, 
numbers, and symbols) for both onscreen keyboard and triple tap. 

2.1.9.8 Provide a blinking cursor in the text-entry field. 

2.1.9.9 Allow the user to see the character/data as it is entered. 

 



10’ UI User Interface Guidelines  

   

15 

2.1.9.10 Change characters entered into password fields to asterisks or bullets after a delay of 1 second. 

2.1.9.11 Allow the user to use the BACK button on remote, while in a text-entry field, to delete characters individually. 

2.1.9.12 Allow the user to delete all characters in a field with a long press of the BACK button on the remote control. 

2.1.9.13 Allow the user to use the CLEAR button on the remote control, while in a text-entry field, to delete characters 
individually. 

2.1.9.14 Allow the user to delete all characters in a field with a long press of the CLEAR button on the remote control. 

2.1.9.15 Retain text entered by the user if the page is refreshed. 

2.1.9.16 Provide a ‘Tab’ button on the onscreen keyboard for moving focus from field to field.  

2.1.9.17 Facilitate movement of focus from field to field using the up and down buttons on the remote control.   

2.1.9.18 Provide auto-tabbing function when field character limits are reached (e.g., when entering a phone number). 

 
 

2.2 Installation, Registration and Initial Use 
The Interactions covered in this section are: 
 

Software Installation and Initial Use 
Registration and Other Forms 

 

2.2.1 Software Installation and Initial Use 
Applications are not preinstalled on computers and, therefore, must be downloaded and installed when initially accessed. 

 

Software Installation and Initial Use Checklist: 



10’ UI User Interface Guidelines  

   

16 

2.2.1.1 Inform the user of any special hardware or software requirements prior to starting up any installation process. 

2.2.1.2 Inform the user when installation is complete and provide instructions for what to do next. 
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2.2.1.3 Perform automatic updates without requiring the user to perform new installations.   

2.2.1.4 Clearly indicate using a 10’ dialogue if the installation requires use of keyboard and mouse.  

2.2.1.5 Do not require re-start after a program has been installed. 

2.2.1.6 Configure installation settings such that installation and operation does not interact with common firewall software 
settings. 

2.2.1.7 Show feedback about active installation status with 10’ animated progress dialogues. 

2.2.1.8 Allow the user to cancel out of an installation at any moment without penalty. 

2.2.1.9 If the installation is canceled, confirm that the installation was not complete and instruct the user to return at any time 
s/he wishes to continue with the process.  Also note any features that will not be accessible if installation does not 
take effect. 

2.2.1.10 Allow the installed program to be uninstalled through Add/Remove Programs. 

2.2.1.11 Instruct the user using clear, concise messages on how to use or execute anything that was installed.  If the 
installation was a download manager, then the user should be able to use the download manager immediately 
following successful download. 

2.2.1.12 Provide the user with the option to open the application following installation or to return to the previous location 
within Media Center.  

2.2.1.13 When the application opens, ensure that pages load quickly (page should open within less than 10 seconds). 

2.2.1.14 Have the application run without causing any instability in the Media Center environment (such as hanging, crashing, 
script timeouts, or session aborts). 

2.2.1.15 Allow the application to detect the version of Media Center and make API calls as appropriate. 

2.2.1.16 Display the appropriate error notification(s) when restrictions are in place that limit the application’s ability to function. 

2.2.1.17 Provide a way for the user to add the application to ‘More Programs’ and to other appropriate entry points. 

 



10’ UI User Interface Guidelines  

   

18 

 
 

2.2.2 Registration and Other Forms 
If your application requires the user to register for an account before using the service or purchasing content, make sure that the 
registry process is straightforward. 

Remember to minimize data entry as much as possible. Refrain from automatically asking the user to register if they have never 
visited and/or browsed content. Refer to text entry guidelines to ensure simple and effective methods for entering text. 

 

Registration Checklist: 

2.2.2.1 Label data entry fields clearly. 

2.2.2.2 Place labels close to data entry fields. 

2.2.2.3 Distinguish optional and required fields in the registration form or view (e.g., with an asterisk). 

2.2.2.4 Show privacy and use-of-information policies when gathering personally identifiable information. 

2.2.2.5 Show the user that any personally identifiable information will be handled in a secure manner. 

2.2.2.6 Allow the user to easily delete their registration and signup information. 

2.2.2.7 Allow the user to easily edit their registration information. 

2.2.2.8 Keep any operational control buttons (BACK, NEXT, CANCEL, etc.) in consistent locations.  

2.2.2.9 Show the user the progress of a registration after the registration information has been submitted. 

2.2.2.10 Show the user confirmation that registration was successful and is complete. 

2.2.2.11 Lead the user into the next obvious step after registration (i.e., back to the Home page or other common UI location). 
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2.3 Common Interaction 
Screen types covered in this section are: 
 

Login 
Home Screen 
Lists 
Help/FAQ 
Global Search and Filter 
Selecting Assets for Purchase 
Media Download 
Media Playback 

 

2.3.1 Login 
The login screen should be simple and straightforward containing simply the username and password fields along with elements 
related to entering, saving, retrieving, and submitting login information. 

Remember to refer to the text entry guidelines above to ensure simple and effective methods for entering text. 

 

Login Checklist: 
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2.3.1.1 Show username and password fields in the same screen (as opposed to separate screens). 

2.3.1.2 Provide the ability to save user login information. 

2.3.1.3 Provide the ability to retrieve lost or forgotten login information. 

2.3.1.4 Show the user the progress of the login after login information has been submitted. 

2.3.1.5 Make it clear to the user s/he is logged in.  

2.3.1.6 Allow the user to log out quickly and easily. 

 

2.3.2 Home Screen 
Design your opening page so that a new user, having never before seen the site, can easily gauge the site’s purpose and how to get 
started. 

 

 Home Screen Checklist: 

2.3.2.1 Convey the intent of the application with simple, short phrases. Link the content to marketing or branding assets and 
communicate quickly to the user what s/he can do in the application.  
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2.3.2.2 Clearly label menu items and navigation pathways.   

2.3.2.3 Reserve a consistent location in the homepage – and all pages – in which to show the user’s login and other status 
(logged in, account balance, Shopping Cart contents, etc). 

2.3.2.4 Show the Main Menu and main navigation buttons on the Home Screen. 

2.3.2.5 Attempt to keep the Main Menu present on all pages of the application. This will assist the user in maintaining 
orientation and allow the user to easily navigate to other areas of the application at any time. 

2.3.2.6 Keep Main Menu in a consistent location on all pages.  

2.3.2.7 Present Main Menu buttons in order of logical importance, where the top position is reserved for the most important 
or frequently-accessed function. 

2.3.2.8 Allow the user to return to the Home screen with one click from any page in the application. 

 

2.3.3 Lists 
List views are some of the most important screens in the application because, in most cases, they are used to display the assets you 
are providing to the consumer. Effective organization and display of lists as well as sorting, filtering, and searching lists will be 
essential to the user accessing your content. 
 

List View Checklist: 



10’ UI User Interface Guidelines  

   

22 

2.3.3.1 Use visual cues to indicate scrollable items (up/down arrows or preferably a scroll bar). 

2.3.3.2 Provide visual cues showing how many pages are in the list (e.g., “Page 1 of 1” or "Page 4 of 12"). 

2.3.3.3 Facilitate page scrolling using the Channel Up/Down buttons on the remote control and Page Up/Down buttons on 
the keyboard. 

2.3.3.4 Facilitate rapid scrolling via press-and-hold of navigational keys. 

2.3.3.5 Facilitate functionality for jumping to items in an alphabetical list using triple-tap number pad on the remote control or 
letters on a keyboard.  

2.3.3.6 Allow the user to sort content in a list (e.g., sort alphabetically). 

2.3.3.7 Allow the user to ‘find’ content in a list using a text-entry search field. 

 

 

2.3.4 Help/FAQ 
When well placed and well designed, various forms of Help or FAQ are invaluable to a user’s understanding of an application’s more 
complex elements.  

If your application requires Help pages, be sure to convey the information clearly and concisely. 

 

Help/FAQ and Status Feedback Checklist: 

2.3.4.1 Global help – that applies to the site as a whole – should be available at all times. 

2.3.4.2 Place contextual help only in screens to which it applies (e.g. help with lost password retrieval would only appear in 
the login screen). 

2.3.4.3 Communicate all written instructions simply and clearly, utilizing bulleted or numbered lists to enhance readability. 

2.3.4.4 Use illustrations and diagrams when appropriate (e.g. a diagram depicting triple-tap text entry). 
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2.3.5 Global Search and Filter 
In many cases,  the applications will contain thousands of assets. Therefore, a well designed Search and Filter capability is essential 
to getting the end user to the content they want in a quick and efficient manner.  

 

Global Search and Filter Checklist: 

2.3.5.1 Allow the user the ability to search large amounts of content. 

2.3.5.2 Provide the Search option on each page. 

2.3.5.3 Make it obvious to the user that multiple search parameters exist (e.g. Title, Actor, Director, etc.). 

2.3.5.4 Make upper- and lower-case search terms equivalent.  

2.3.5.5 Show Search results in an organized list with highest percentage matches appear at the top of the results list.   

2.3.5.6 Allow the user the ability to alphabetically filter all content within an application category. 

 
 
 
 
 

2.3.6 Selecting Assets for Purchase 
Since the purpose of your application is to provide media assets to the consumer, intuitive asset selection and purchase processes 
must be implemented in order to ensure success. 

 
Selecting Assets and Purchasing Checklist:: 
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2.3.6.1 Show the option to ‘Play/Preview’, ‘Add to Cart/Buy’, and/or ‘Download’ together in a conspicuous location. 

2.3.6.2 Clearly show the number of items added to the shopping cart on each page within the application (if cart is used in 
your application). 

2.3.6.3 Clearly show the account balance to the user on each page within the application. 

2.3.6.4 Allow the user to ‘Checkout’ from any page within the application. 
 

2.3.7 Media Download 
The initiation, progress, and completion of downloads must be clearly presented to the user. In addition, after completion of the 
download, quick access to downloaded files must be facilitated to ensure a positive user experience. 
 

Media Download Checklist: 

2.3.7.1 Provide progress feedback for lengthy download processes. 

2.3.7.2 Allow the user to cancel or suspend download processes. 

2.3.7.3 Allow the user to navigate away from the application without interrupting download processes. 

2.3.7.4 Inform the user of the location of the file once downloading is complete. 

2.3.7.5 Provide the user with immediate access to the downloaded file(s). 

 

2.3.8 Media Playback 
All of the applications make use of the Media Center’s native media playback applications to play and view content. Consistent use 
and placement of Windows media player/viewer widgets must be implemented across all applications so that the user will enjoy the 
same media playback experience consistently.  
 

Media Playback Checklist: 
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2.3.8.1 When viewed in full-screen mode, ensure that video media content is of acceptable quality. 

 

2.3.8.2 Allow media to continue to play when the user minimizes the full-screen mode. 

2.3.8.3 Ensure that there are no errors when the user minimizes the full-screen mode. 

2.3.8.4 In all screen layouts, allow room at the lower left for the Shared Viewport. 

2.3.8.5 Provide onscreen playback controls (Play, Stop, Fast Forward, Rewind, Pause, Replay, and Skip) at all times while 
the application is active in the Shared Viewport. 

2.3.8.6 Provide onscreen playback information when the application is active in the Shared Viewport (e.g., title and playback 
time). 

2.3.8.7 Allow all media files to play without error. 

2.3.8.8 If taken outside of the application to play media (e.g. My Music player), allow the user an easy path to return to the 
application. 

2.3.8.9 Allow the user to easily highlight and close the viewport.  

2.3.8.10 Obtain user's permission before interrupting media playback.  
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3 Usability Testing and Heuristic Analysis 
It is recommended that prior to launch, all applications undergo structured usability testing and an expert usability review as part of 
the design and certification process. Testing an application to discover whether it is usable is quite beneficial during the entire 
development cycle in order to help properly tailor the design to the target audience. Expert usability reviews – using the guidelines 
presented in this document – can also provide valuable feedback throughout the development process. 

3.1 Usability Tests 
User testing will help the developer to understand difficult design considerations such as the user’s intuition and general 
knowledge.  For example, when first faced with a UI, does the user’s eyes fall on the desired, most important target? Does the user 
quickly understand the purpose of a page or page element and quickly move toward the intended goal? 
 
The most common technique for conducting user testing is to recruit end-users and assess the performance of the application in 
(typically) 1-on-1 sessions. During the sessions, users perform or carry-out the main tasks that the application or product allows them 
to do. Watching users perform these tasks uncovers potentially costly usability problems that can be corrected or prevented early in 
the design process and certainly prior to launching the final version of the application. Knowing where the users will stumble and 
correcting those problems with a more effective design or with a less buggy version of software will help improve the consumer’s 
overall perception and satisfaction with the application.  
 

3.2 Heuristic Evaluation 
The heuristic checklist provided in this document has been appended in a form intended to help the usability engineer or marketing 
professional efficiently assess The application(s). An effective Usability review can be accomplished using these two steps: 
 
Step 1:   Read the list of guidelines and get a feel for their general purpose.  Keep in mind that these are just a sampling of common 
guidelines, and there are many more you might come across, however, they are all geared toward the same end making sure your 
target user finds the application usable and enjoyable.  You want your user to return (and hopefully many times) so their first 
experience will be the most important.   
 
Step 2:   Walk through your application using your knowledge of the usability guidelines.  Choose a few of the most common tasks a 
user can accomplish with your application and attempt these tasks yourself  - from start to finish, and see how things go.  Using the 
remote – control only, sit back from the monitor at approximately 10’ and launch the application.  Try to find things and purchase 
things, as a user would.  How is the content organized?  Is it easy to find something?  Is it easy to login, purchase, download, and 
play something?  Turn yourself into your user as much as possible and be tough in your evaluation.  
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Appendix  

UI Guidelines Heuristic Checklist 
Instructions 
 

1.  Fill in Name, Date, and name of application being reviewed 

 

2.  Are the criteria preserved throughout the site?  If Yes, mark 'Y' and move on to next criteria.  If No, mark 'N' and score the following aspects:  

 

Determine Frequency of Violation 

Low = Less than 10% 

Med = 10% - 25% 

High = More than 25% 

 

Determine Negative Impact of Violation 

Low = Annoying 

Med = Effects Performance in mild ways 

High = Effects performance or impedes progress 

 

Mark a number in the table corresponding to frequency of violation and negative impact.  Tally the counts for each topic to determine the total 
number of High Medium and Low-impact issues. 
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 Heuristic Evaluation Tool 

 Expert: _____________ Date: ___________ 

 Application under review: _________________________ 
 

 

  Frequency of 
Violation Lo Lo Lo Med Med Med Hi Hi Hi Design 

  

 Negative 
Impact Lo Med Hi Lo Med Hi Lo Med Hi Impact 

  

 
Yes / No or 
n/a 1 2 3 2 3 4 3 4 5   

              

1 The 10' UI 

Does the page layout scale 
proportionally when viewed 
at various resolutions or 
when resized?                       

2 The 10' UI 

Does the page layout take 
into account the extra screen 
width visible on a 16:9-
aspect ratio (wide-screen) 
display?                       

3 The 10' UI 
Is vertical letterboxing 
allowed (vertical letterboxing 
should not be allowed)?                       

4 The 10' UI 
Is the page centered when 
viewed in widescreen format 
(not left-or right-justified)?                       

5 The 10' UI 

Is the application free of 
clipping or over-scanning 
when viewed on a standard 
CRT television?                       
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  Frequency of 
Violation Lo Lo Lo Med Med Med Hi Hi Hi Design 

  

 Negative 
Impact Lo Med Hi Lo Med Hi Lo Med Hi Impact 

  

 
Yes / No or 
n/a 1 2 3 2 3 4 3 4 5   

6 The 10' UI 

Is a "TV safe" color palate 
being used based on a 
standard definition TV (e.g., 
NTSC or PAL)?                       

7 The 10' UI 

Do the design elements used 
produce a flicker on some 
standard definition TVs (e.g. 
lines that are a single pixel)?                       

8 The 10' UI 

Are larger 10’ dialogues and 
notifications used throughout 
the application rather than 
those common to a 2’?                       

9 
Readability 
and Text 
Appearance 

Is the font readable and 
easily distinguishable and 
viewable on a standard 
definition TV from 10’?                       

10 
Readability 
and Text 
Appearance 

Is all text, especially for 
critical content such as 
buttons and links, sized to at 
least 20 points?                       

11 
Readability 
and Text 
Appearance 

Is all the text in sans-serif 
fonts such as Arial and 
Helvetica?                        

12 
Readability 
and Text 
Appearance 

Is adequate leading used 
between the lines of text? 

                      

13 
Readability 
and Text 
Appearance 

Is there an adequate 
contrast between text and its 
background?                       
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  Frequency of 
Violation Lo Lo Lo Med Med Med Hi Hi Hi Design 

  

 Negative 
Impact Lo Med Hi Lo Med Hi Lo Med Hi Impact 

  

 
Yes / No or 
n/a 1 2 3 2 3 4 3 4 5   

14 
Colors and 
Contrasts 

Is there an adequate 
contrast between the 
background color and the 
foreground content (this 
includes consideration of the 
following:  
Background color, 
foreground non-active text 
color, the highlight color, and 
the color of progress meter)?                       

15 
Colors and 
Contrasts 

Is the contrast sufficient for 
colorblind users (to check 
this, view each page of the 
application with the color 
off)?                       

16 
Overall 
Navigation 

Can the user switch 
seamlessly between mouse, 
keyboard, and remote 
control?                       

17 
Overall 
Navigation 

Is there a simple method of 
organization that minimizes 
the number of clicks?                       

18 
Overall 
Navigation 

Is the menu structure simple 
enough to be suitable for 
both novice and expert 
users?                       

19 
Overall 
Navigation 

Is the menu structure 
consistent and easy-to-learn, 
allowing the user to access 
other parts of the application 
from any page?                       
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  Frequency of 
Violation Lo Lo Lo Med Med Med Hi Hi Hi Design 

  

 Negative 
Impact Lo Med Hi Lo Med Hi Lo Med Hi Impact 

  

 
Yes / No or 
n/a 1 2 3 2 3 4 3 4 5   

20 
Overall 
Navigation 

Is the Main Menu in a 
consistent location across all 
pages?                       

21 
Overall 
Navigation 

Are the Main Menu buttons 
in logical order of 
importance?                       

22 
Overall 
Navigation 

Does the application design 
keep the Main Menu present 
on all pages of the 
application (this will assist 
the user in maintaining 
orientation and allow the 
user to easily navigate to 
other areas of the application 
at any time)?                       

23 
Overall 
Navigation 

Is the user always informed 
of their location within the 
application (using effective 
highlighting and 
'breadcrumb' trails)?                       

24 Overall 
Navigation 

Can the user to return to the 
home screen with one click 
from any page in the 
application?                       

25 
Overall 
Navigation 

Does the Back button always 
navigate the user back to the 
previous screen (unless the 
focus is within a text entry 
field)?                       
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  Frequency of 
Violation Lo Lo Lo Med Med Med Hi Hi Hi Design 

  

 Negative 
Impact Lo Med Hi Lo Med Hi Lo Med Hi Impact 

  

 
Yes / No or 
n/a 1 2 3 2 3 4 3 4 5   

26 
Overall 
Navigation 

Is the user notified before 
selecting links that lead to 
pages not designed for the 
10' UI?                       

27 Overall 
Navigation 

Does the user have the 
option to open pages not 
designed for the 10' UI in a 
separate browser window?                       

28 
Overall 
Navigation 

Are any new windows hidden 
behind MCE? 

                      

29 Buttons 

Are buttons and controls 
organized logically, thus 
allowing them to assume 
some of the 'work'?                       

30 Buttons 

Does the design of the 
buttons make them visually 
distinguishable from other 
elements on the page?                       

31 Buttons 

Does the design of the 
buttons make them clearly 
visible against their 
surroundings?                       

32 Buttons 

Are highlighted buttons 
shown in a visually distinct 
manner so they are clearly 
distinguishable from non-
highlighted buttons?                       
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  Frequency of 
Violation Lo Lo Lo Med Med Med Hi Hi Hi Design 

  

 Negative 
Impact Lo Med Hi Lo Med Hi Lo Med Hi Impact 

  

 
Yes / No or 
n/a 1 2 3 2 3 4 3 4 5   

33 Buttons 

Are greater highlighting 
effects on buttons utilized by 
changing the background 
color of the button or by 
making use of a brightly 
colored border (at least 4 
pixels wide)?                       

34 Buttons 
Is  text in buttons sized at 
least 20 points and using a 
san-serif font?                       

35 Buttons 
Do the labels on the buttons 
accurately describe their 
function?                       

36 Buttons 

Does the titling of target 
views match as closely as 
possible the text  in the 
button from which the page 
was accessed?                       

37 
Focus 
(Highlighting) 
and Scrolling 

When the page loads, does 
the focus appear on the most 
logical item?                       

38 
Focus 
(Highlighting) 
and Scrolling 

Is the highlighted item 
obvious to the user? 

                      

39 
Focus 
(Highlighting) 
and Scrolling 

Is the color of highlighted 
items the same throughout 
the application?                       
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  Frequency of 
Violation Lo Lo Lo Med Med Med Hi Hi Hi Design 

  

 Negative 
Impact Lo Med Hi Lo Med Hi Lo Med Hi Impact 

  

 
Yes / No or 
n/a 1 2 3 2 3 4 3 4 5   

40 
Focus 
(Highlighting) 
and Scrolling 

Does the visual design for 
the highlight provide a high 
degree of contrast with other 
elements on the page?                       

41 
Focus 
(Highlighting) 
and Scrolling 

Is an exclusive style for 
highlighted items used in 
order to differentiate 
highlighted items them from 
non-highlighted items (e.g., a 
box outline or reverse 
highlighting).                       

42 
Focus 
(Highlighting) 
and Scrolling 

Is the visual treatment for 
highlighted items used 
consistently across different 
widget types (e.g., pictures 
and buttons)?                       

43 
Focus 
(Highlighting) 
and Scrolling 

Does the highlight focus on 
only one item at a time? 

                      

44 
Focus 
(Highlighting) 
and Scrolling 

Can a highlighted item be 
selected with remote, 
mouse, and keyboard?                       

45 
Focus 
(Highlighting) 
and Scrolling 

Does the focus move on and 
off of the Shared or Custom 
Viewport (i.e., the minimized 
media-playback window) 
using the remote control and 
keyboard?                       
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  Frequency of 
Violation Lo Lo Lo Med Med Med Hi Hi Hi Design 

  

 Negative 
Impact Lo Med Hi Lo Med Hi Lo Med Hi Impact 

  

 
Yes / No or 
n/a 1 2 3 2 3 4 3 4 5   

46 
Focus 
(Highlighting) 
and Scrolling 

Does the focus move 
according to user 
expectations (intuitively, 
logically, and consistently) 
between focusable elements 
(up, down, left, right) 
according to a grid 
configuration?                       

47 
Focus 
(Highlighting) 
and Scrolling 

Does the scroll 'wrap around' 
scrolling on lists and pages 
(That is, when the user 
reaches the bottom of the list 
and presses down, the focus 
should wrap-around to the 
top. Likewise, and of equal 
importance, this should apply 
to non-list pages as well 
such that the focus wraps 
around from left to right and 
top to bottom)?                       

48 
Images, 
Animations, 
and Icons 

Are icons used facilitate 
learning (does common 
functionality (e.g. PLAY, 
LISTEN, or DOWNLOAD) 
make use of icons as well as 
text)?                       

49 
Images, 
Animations, 
and Icons 

Are icons used in a standard 
and consistent way that is 
easily understood by the 
user?                       
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  Frequency of 
Violation Lo Lo Lo Med Med Med Hi Hi Hi Design 

  

 Negative 
Impact Lo Med Hi Lo Med Hi Lo Med Hi Impact 

  

 
Yes / No or 
n/a 1 2 3 2 3 4 3 4 5   

50 
Images, 
Animations, 
and Icons 

Are the icons represent used 
to represent critical 
functionality unique and 
atypical (Note: Do use icons 
unless the icon is extremely 
straightforward and easily 
understood)?                       

51 
Images, 
Animations, 
and Icons 

Are icons and images easily 
differentiated from each 
other from the 10’ viewing 
distance?                       

52 
Images, 
Animations, 
and Icons 

Are images in formats that 
work well in the browser 
(such as .GIF or .JPEG)?                       

53 
Images, 
Animations, 
and Icons 

Do graphics contain fine 
detail that will appear fuzzy 
when viewed from a 
distance?                       

54 
Images, 
Animations, 
and Icons 

Do the graphics contain a 
border of at least 2 pixels 
wide?                       

55 
Images, 
Animations, 
and Icons 

Are clickable images 
labeled? 

                      

56 
Images, 
Animations, 
and Icons 

Are thumbnail images used 
to preview larger images? 

                      

57 
Images, 
Animations, 
and Icons 

Has animation been kept to 
a minimum? 
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  Frequency of 
Violation Lo Lo Lo Med Med Med Hi Hi Hi Design 

  

 Negative 
Impact Lo Med Hi Lo Med Hi Lo Med Hi Impact 

  

 
Yes / No or 
n/a 1 2 3 2 3 4 3 4 5   

58 
Images, 
Animations, 
and Icons 

Are the graphics appropriate 
to page functionality and 
convey the intended 
messages?                       

59 Input Devices 

Is the user shown onscreen 
as many important actions 
as possible, in a consistent 
and logical way (by placing 
these main actions in the 
same screen area, on all 
screens. These include:  
Back, Cancel, Next, Page 
Up, Page Down)?                       

60 Input Devices 

Is the application designed 
for distant (remote, 10’) 
interaction only (Keyboard 
and mouse input will be 
redundant and accepted, but 
the main user interaction will 
be through the remote 
control)?                       

61 Input Devices 

Is navigation and input 
geared toward the use of the 
remote control, keeping in 
mind that the application 
must be as simple as 
possible in order to minimize 
the overall number of clicks?                       
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  Frequency of 
Violation Lo Lo Lo Med Med Med Hi Hi Hi Design 

  

 Negative 
Impact Lo Med Hi Lo Med Hi Lo Med Hi Impact 

  

 
Yes / No or 
n/a 1 2 3 2 3 4 3 4 5   

62 Text Entry 

Does the highlight resting on 
the first required field in a 
page (e.g. ‘User ID’ field in 
the login screen) when the 
user arrives?                       

63 Text Entry 

Is the highlighting of text-
entry fields clearly distinctive 
from other elements on the 
page?                       

64 Text Entry 

Can the user CANCEL out or 
leave any text-entry page 
and return to the previous 
page?                       

65 Text Entry 

Are default or stored values 
automatically populated in 
the appropriate data entry 
fields?                       

66 Text Entry 
Can the user enter text using 
onscreen keyboard and 
triple-tap? 

                      

67 Text Entry 

Is the user provided with 
instructional text and a 
diagram showing how to use 
triple-tap entry?                       
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  Frequency of 
Violation Lo Lo Lo Med Med Med Hi Hi Hi Design 

  

 Negative 
Impact Lo Med Hi Lo Med Hi Lo Med Hi Impact 

  

 
Yes / No or 
n/a 1 2 3 2 3 4 3 4 5   

68 Text Entry 

Does the user have access 
to all alphanumeric 
characters that are common 
to User ID and passwords 
(e.g., capitalized letters, 
numbers, and symbols) for 
both onscreen keyboard and 
triple tap?                       

69 Text Entry 
Is a blinking cursor provided 
in the text-entry fields? 

                      

70 Text Entry 
Can the user see the 
character/data as it is 
entered?                       

71 Text Entry 

Do characters entered into 
password fields change to 
asterisks or bullets after a 
delay of 1 second?                       

72 Text Entry 

Can the user use the BACK 
button on remote, while in a 
text-entry field, to delete 
characters individually?                       

73 Text Entry 

Can the user delete all 
characters in a field with a 
long press of the BACK 
button on the remote 
control?                       

74 Text Entry 

Can the user use the CLEAR 
button on the remote control, 
while in a text-entry field, to 
delete characters 
individually?                       
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  Frequency of 
Violation Lo Lo Lo Med Med Med Hi Hi Hi Design 

  

 Negative 
Impact Lo Med Hi Lo Med Hi Lo Med Hi Impact 

  

 
Yes / No or 
n/a 1 2 3 2 3 4 3 4 5   

75 Text Entry 

Can the user delete all 
characters in a field with a 
long press of the CLEAR 
button on the remote 
control?                       

76 Text Entry 
Is the text entered by the 
user retained if the page is 
refreshed?                       

77 Text Entry 

Is a ‘Tab’ button provided on 
the onscreen keyboard for 
moving focus from field to 
field?                       

78 Text Entry 

Does focus move from field 
to field using the up and 
down buttons on the remote 
control?                       

79 Text Entry 
Is an auto-tabbing function 
provided when field 
character limits are reached?                       

80 
Software 
Installation and 
Initial Use 

Is the user informed of any 
special hardware or software 
requirements prior to starting 
up any installation process?                       

81 
Software 
Installation and 
Initial Use 

Is the user informed when 
installation is complete and 
provided with instructions for 
what to do next?                       
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  Frequency of 
Violation Lo Lo Lo Med Med Med Hi Hi Hi Design 

  

 Negative 
Impact Lo Med Hi Lo Med Hi Lo Med Hi Impact 

  

 
Yes / No or 
n/a 1 2 3 2 3 4 3 4 5   

82 
Software 
Installation and 
Initial Use 

Are automatic updates 
performed without requiring 
the user to perform new 
installations?                       

83 
Software 
Installation and 
Initial Use 

Are 10’ dialogs clearly 
displayed if the installation 
requires use of keyboard and 
mouse?                       

84 
Software 
Installation and 
Initial Use 

Is a re-start required after a 
program has been installed 
(Restart should not be 
required)?                       

85 
Software 
Installation and 
Initial Use 

Are installation settings 
configured so that installation 
does not interact with 
common firewall software 
settings?                       

86 
Software 
Installation and 
Initial Use 

Is feedback about active 
installation status shown with 
10’ animated progress 
dialogs?                       

87 
Software 
Installation and 
Initial Use 

Can the user cancel out of 
an installation at any 
moment without penalty? 
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  Frequency of 
Violation Lo Lo Lo Med Med Med Hi Hi Hi Design 

  

 Negative 
Impact Lo Med Hi Lo Med Hi Lo Med Hi Impact 

  

 
Yes / No or 
n/a 1 2 3 2 3 4 3 4 5   

88 
Software 
Installation and 
Initial Use 

If installation is canceled, is a 
confirmation dialog shown 
informing the user that the 
installation was not complete 
and instructing the user to 
return at any time s/he 
wishes to continue with the 
process? Is the user shown 
any features that will not be 
accessible if installation does 
not take effect?                       

89 
Software 
Installation and 
Initial Use 

Can the installed program be 
uninstalled through 
Add/Remove Programs? 

                      

90 
Software 
Installation and 
Initial Use 

Is the user instructed  with 
clear, concise messages as 
to how to use or execute 
anything that was installed (If 
the installation was a 
download manager, then the 
user should be able to use 
the DM immediately after 
successful download)?                       

91 
Software 
Installation and 
Initial Use 

Is the user provided with the 
option to open the 
application following 
installation or to return to the 
previous location within 
Media Center?                       
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  Frequency of 
Violation Lo Lo Lo Med Med Med Hi Hi Hi Design 

  

 Negative 
Impact Lo Med Hi Lo Med Hi Lo Med Hi Impact 

  

 
Yes / No or 
n/a 1 2 3 2 3 4 3 4 5   

92 
Software 
Installation and 
Initial Use 

When the application opens, 
do the pages load quickly 
(within at most ten 
seconds)?                       

93 
Software 
Installation and 
Initial Use 

Will the application run 
without causing any 
instability in the Media 
Center environment (such as 
hanging, crashing, script 
timeouts, or session aborts)?                       

94 
Software 
Installation and 
Initial Use 

Can the application detect 
the version of Media Center 
and make API calls as 
appropriate?                       

95 
Software 
Installation and 
Initial Use 

Are the appropriate error 
notification(s) displayed 
when restrictions are in place 
that limit the application’s 
ability to function?                       

96 
Software 
Installation and 
Initial Use 

Can the user add the 
application to ‘More 
Programs’ and to other 
appropriate entry points?                       

97 
Registration 
and Other 
Forms 

Are data entry fields clearly 
labeled? 

                      

98 
Registration 
and Other 
Forms 

Are labels placed closely to 
data entry fields? 
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  Frequency of 
Violation Lo Lo Lo Med Med Med Hi Hi Hi Design 

  

 Negative 
Impact Lo Med Hi Lo Med Hi Lo Med Hi Impact 

  

 
Yes / No or 
n/a 1 2 3 2 3 4 3 4 5   

99 
Registration 
and Other 
Forms 

Are optional and required 
fields distinguished in the 
registration form or view 
(e.g., with an asterisk)?                       

100 
Registration 
and Other 
Forms 

Are privacy and use-of-
information policies shown 
when gathering personally 
identifiable information from 
the user?                       

101 
Registration 
and Other 
Forms 

Is the user shown that any 
personally identifiable 
information will be handled in 
a secure manner?                       

102 
Registration 
and Other 
Forms 

Can the user easily delete 
their registration and signup 
information?                       

103 
Registration 
and Other 
Forms 

Can the user easily edit their 
registration information? 

                      

104 
Registration 
and Other 
Forms 

Are all onscreen operational 
control buttons (BACK, 
NEXT, CANCEL, etc.) kept 
in consistent locations 
across screen types?                       

105 
Registration 
and Other 
Forms 

Is the user shown the 
progress of a registration 
after the registration 
information has been 
submitted?                       
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  Frequency of 
Violation Lo Lo Lo Med Med Med Hi Hi Hi Design 

  

 Negative 
Impact Lo Med Hi Lo Med Hi Lo Med Hi Impact 

  

 
Yes / No or 
n/a 1 2 3 2 3 4 3 4 5   

106 
Registration 
and Other 
Forms 

Is the user shown 
confirmation that registration 
was successful and is 
complete?                       

107 
Registration 
and Other 
Forms 

Is the user led to the next 
obvious step after 
registration (i.e., back to the 
Home page or other 
common UI location)?                       

108 Login 

Are the username and 
password fields in the same 
screen (as opposed to 
separate screens)?                       

109 Login 
Can the user save login 
information? 

                      

110 Login 
Is the ability to retrieve lost 
or forgotten login information 
available to the user?                       

111 Login 

Is the user shown the 
progress of the login after 
login information has been 
submitted?                       

112 Login 
Is it clear to the user that 
s/he is logged in? 

                      

113 Login Can the user log out quickly 
and easily? 

                      

114 Login Is the homepage simple and 
short? 
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  Frequency of 
Violation Lo Lo Lo Med Med Med Hi Hi Hi Design 

  

 Negative 
Impact Lo Med Hi Lo Med Hi Lo Med Hi Impact 

  

 
Yes / No or 
n/a 1 2 3 2 3 4 3 4 5   

115 Home Screen 
Is the intent of the site 
conveyed with simple and 
short sentences? 

                      

116 Home Screen 

Is the user’s login and other 
status (logged in, account 
balance, Shopping Cart 
contents, etc) shown in a 
consistent location in the 
homepage – and all pages?                       

117 Home Screen 

Are the main menu and 
major necessary buttons and 
navigation locations on the 
Home Screen? 

                      

118 Home Screen 

Is the location of the Main 
Menu in the home screen the 
same as the location of the 
menu in other pages?                       

119 Home Screen Are Main Menu buttons 
presented in a logical order? 

                      

120 Home Screen 
Can the user return to the 
Home Screen with one click 
from any screen?                       
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  Frequency of 
Violation Lo Lo Lo Med Med Med Hi Hi Hi Design 

  

 Negative 
Impact Lo Med Hi Lo Med Hi Lo Med Hi Impact 

  

 
Yes / No or 
n/a 1 2 3 2 3 4 3 4 5   

121 Lists 

Are visual cues used to 
indicate scrollable items 
(up/down arrows or 
preferably a scroll bar)?                       

122 Lists 

Are visual cues used to show 
how many pages are in the 
list (e.g., “Page 1 of 1” or 
"Page 4 of 12")?                       

123 Lists 

Is page scrolling facilitated 
using the Channel Up/Down 
buttons on the remote 
control and Page Up/Down 
buttons on the keyboard?                       

124 Lists 
Is rapid scrolling facilitated 
via press-and-hold of 
navigational keys?                       

125 Lists 

Can the user 'jump' to items 
in an alphabetical list using 
triple-tap number pad on the 
remote control or letters on a 
keyboard?                       

126 Lists 
Can the user sort content in 
a list (e.g., sort 
alphabetically)?                       

127 Lists 
Can the user ‘find’ content in 
a list using text-entry search 
field?                       

128 Help/FAQ 
Is global help - that applies 
to the entire application - 
available at all times?                       
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  Frequency of 
Violation Lo Lo Lo Med Med Med Hi Hi Hi Design 

  

 Negative 
Impact Lo Med Hi Lo Med Hi Lo Med Hi Impact 

  

 
Yes / No or 
n/a 1 2 3 2 3 4 3 4 5   

129 Help/FAQ 

Does contextual help appear 
only in screens to which it 
applies (e.g. help with lost 
password retrieval would 
only appear in the login 
screen)?                       

130 Help/FAQ 

Are all written instructions 
communicated simply and 
clearly, utilizing bulleted or 
numbered list to enhance 
readability?                       

131 Help/FAQ 

Are illustrations and 
diagrams used (when 
appropriate - e.g. the 
diagram depicting triple-tap 
text entry)? 

                      

132 Global Search 
and Filter 

Is search enabled when a 
large amount of content is 
present? 

                      

133 Global Search 
and Filter 

Is the global search option 
available on all pages?                       

134 
Global Search 
and Filter 

Is it obvious to the user that 
multiple search parameters 
exist (e.g. Title, Actor, 
Director, etc)? 

                      

135 
Global Search 
and Filter 

Are upper- and lower-case 
search term equivalent? 

                      



10’ UI User Interface Guidelines  

   

51 

 

  Frequency of 
Violation Lo Lo Lo Med Med Med Hi Hi Hi Design 

  

 Negative 
Impact Lo Med Hi Lo Med Hi Lo Med Hi Impact 

  

 
Yes / No or 
n/a 1 2 3 2 3 4 3 4 5   

136 
Global Search 
and Filter 

Are Search results shown 
clearly so that they can 
quickly be consumed and 
used by the user? 

                      

137 Global Search 
and Filter 

Can the user alphabetically 
filter all content within an 
application category? 

                      

138 
Selecting 
Assets and 
Purchasing 

Are the options to 
‘Play/Preview’, ‘Add to 
Cart/Buy’, and/or ‘Download’ 
displayed together in a 
conspicuous location? 

                      

139 
Selecting 
Assets and 
Purchasing 

Are the number of items 
added to shopping cart 
shown clearly on each page 
within the application (if cart 
is used in your application)? 

                      

140 
Selecting 
Assets and 
Purchasing 

Is the account balance 
shown clearly to the user on 
each page within the 
application? 

                      

141 
Selecting 
Assets and 
Purchasing 

Can the user to ‘Checkout’ 
from any page within the 
application? 

                      

142 
Media 
Download 

Is the user provide progress 
feedback for lengthy 
download processes? 

                      

143 
Media 
Download 

Can the user cancel or 
suspend download 
processes? 
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  Frequency of 
Violation Lo Lo Lo Med Med Med Hi Hi Hi Design 

  

 Negative 
Impact Lo Med Hi Lo Med Hi Lo Med Hi Impact 

  

 
Yes / No or 
n/a 1 2 3 2 3 4 3 4 5   

144 
Media 
Download 

Can the user navigate away 
from the application without 
interrupting download 
processes? 

                      

145 Media 
Download 

Is the user informed of the 
location of the file once 
download is complete? 

                      

146 
Media 
Download 

Is the user provided with a 
path to the downloaded 
file(s)? 

                      

147 
Media 
Playback 

When viewed in full-screen 
mode, is the media content 
of acceptable quality? 

                      

148 
Media 
Playback 

Does media to continue to 
play when the user 
minimizes the full-screen 
mode? 

                      

149 
Media 
Playback 

Are there any errors when 
the user minimizes the full-
screen mode? 

                      

150 
Media 
Playback 

Is there room at the lower left 
for the Shared Viewport so 
that nothing is concealed? 

                      

151 Media 
Playback 

Are onscreen playback 
controls  provided (Play, 
Stop, Fast Forward, Rewind, 
Pause, Replay, Skip) at all 
times while the application is 
active in the Shared 
Viewport? 
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  Frequency of 
Violation Lo Lo Lo Med Med Med Hi Hi Hi Design 

  

 Negative 
Impact Lo Med Hi Lo Med Hi Lo Med Hi Impact 

  

 
Yes / No or 
n/a 1 2 3 2 3 4 3 4 5   

152 Media 
Playback 

Is onscreen playback 
information provided when 
the application is active in 
the Shared Viewport (e.g., 
title, playback time)? 

                      

153 
Media 
Playback 

Do all media files to play 
without error?                       

154 Media 
Playback 

If taken outside of the 
application to play media 
(e.g. My Music player), is the 
user allowed an easy path to 
return to the application? 

                      

155 
Media 
Playback 

Can the user easily highlight 
and close the viewport?                       

156 
Media 
Playback 

Is the user's permission 
obtained before interrupting 
media playback? 
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Worksheet Tally                       

    Frequency of Violation Lo Lo Lo Med Med Med Hi Hi Hi   

Application being reviewed:  ________________________ Negative Impact Lo Med Hi Lo Med Hi Lo Med Hi   

    # 1 2 3 2 3 4 3 4 5 totals 

Directions: Total the counts from each sub-section in Heuristic                     

The 10' UI 
 
Tallies from entire section are reflected 
here --> 

                      

Readability 
and Text 
Appearance 

                        

Colors and 
Contrast 

                        

Overall 
Navigation 

                        

Buttons                         

Focus 
(Highlighting) 
and Scrolling 

                        

Images, 
Animations, 
and Icons 

                        

Input Devices                         

Text Entry                         
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Installation, 
Registration, 
and Use 

                        

Registration 
and Other 
Forms 

                        

Login                         

Home Screen                         

Lists                         

Help/FAQ                         

Global Search 
and Filter 

                        

Media 
Download 

                        

Media 
Playback 

                        

                          

 


