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P Proposed Guidelines | Actions | BHe* Baseline's Guidelines | Al I Additional Guidelines Remark
Heuristic : Visibility of system status
1 Give quick, salient feedback (text, icon, or | Enhance 1 Glve quick, salient feedback whenever the user - - Bl wugtvin erraelnadiaundy (Feedoack) nnné‘wﬁwﬂmuﬁw
sounds) when the user changes the state changes the state of system. [7)] Anmennanhlan uevu Piduldfudounhandusedivlude
2 When the wrong answer is chosen, Enhance 2 Glve specific feedback when users choose - - B#2 uuzm.'l‘liﬁn‘natﬂuﬂﬁaunr\’ufﬂmmumsm\ﬂaé‘lﬁumhnﬁwauﬁ
explain why an action was invalid by the wrong answer. [T] fin B#3 uurlilu ﬁ’an‘nunun:mﬁmwmm (error message) aald
provide short error message and use 3 . . HommitldutmiFamadamnsudiuludeWildamammadilald

terms that non-technical users

understand.

In error messages, use terms that non-technical

users understand. [7]

Use feedback to validate and
explain why an action was

imvalid. [14]

Provide short error messages. [13]

dm A#l wupiviwesiinadounduvonbidléarummuiinnemalaa
Bunanseihilia A22 wusdvindomuseymslanareeondiu
Hormudug Tofidodunmuntbdetfunetoundufifinann

nspifanaradosuunionmlondmouiifinmioufu
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PH** Proposed Guidelines Actions BH#** Baseline's Guidelines A Additional Guidelines Remark
3 Pravide explicit and concise instruction Merge 4 Provide explicit instructions. Tell the user exactly - - B4 wurtirhArsaedid 'I'J'T'v":fﬂl:'I..LLFb‘U:ﬂ::ﬂ'ﬁ’:m‘:hﬂ':ﬂsﬁﬂasl?Bt.S
that are abways accessible. what to do. [7] wunthirsaedinsaiadndslung :ﬁﬁa‘lw"ﬁwmm%’u’.’.’j”uﬁa‘huat
5 Bulld instructions into the game. [7] R R wardudmindnii Tagliomsisseridedunusthade B2s
wunhivndieasaensedy 827 s dessndfildie Sa
s |Keep the nstructions concise. 7 N N andadursuunifieofuidamiouty
7 Provide instructions that are always accessible. - -
Place easy-to-find links to brief text explanations
wherever the user might need or want instructions.
7
) State the goal and how to achieve it. - g State the goal and how to achieve it. [7] - - -
5 Show users the status of multimedia - 9 Show users the status of multimedia downlcads - - -
downloads and playtimes. Use progress and playtimes. Use progress bars or percentages to
bars or percentages to indicate how much indicate how much time or file size remains for
time or file size remains for downloads, dowmloads, and how long it takes to play the
and how long it takes to play the actual actual multimedia clip. [7]
multimedia clip.
6 Make it clear to the users that they are - 10 Make it clear to the users that they are watching a - - -
watching a non-interactive demo. nor-interactive demo. [7]
7 Give a pasitive feedback whenever Enhance 11 Give a positive feedback whenever children have - Positive Words Research. [17] B#11 :i-.ln'l°£ﬁ'W’J':ﬁ‘J'l:.l'7.“.:.iLﬁL‘){'adﬁ"Jlﬁ'n‘;TE_l 6-12 Taonl Thun

children have completed a game or an
activity as follows: Goed, Good job, Great,
Proud, Thumbs Up, Very well, Well done,
You have done a marvelous job, Excited,
ou could do it, Impressed, Hero, Thank
you so much, Brilliant, Creative, Success,
Fantastic , Amazing, Brave, Capable,
Warthy, Powerful, Valuable, Grateful,

Helpful

completed a game or an activity. For young
children (3-5) the feedback can be given during the

activity as well. [7]

dam1m “For young children (3-5) the feedback can be given
during the activity as well” ussifinsesmsreamadoundufifululu

Bauandmedudn Tredaiann [17]
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Py=- Proposed Guidelines Actions E#=" Baseline’s Guidelines A Additional Guidelines Remark
B oid members-only features. Make it 12 Awvoid members-only features. Make it clear if 2 -
able to faature iz only zvailable to members. [T]

o Set expactations if an intaraction reguires 13 Set expactations if an interaction reguires a lot of -
z lot of reading. reading. [7]

10 Provide contextual instructions to help 14 Provide contextual instructions to help kids when -
kids when they get stuck. they get stuck. [7]

11 User next action should be visible right on Add = 2 User next action should ba v
the screen. right on tha screen. [14]

Hewristic : Match batween the system and the real werld

12 Use picturas, language, gasturs, icon, and Enhzncs 15 Use picturas in familiar ways. Match them to thair - E#15 I..'Jt'J'“.i'-F-'.l'ﬁ%'};L n"l'LfI.'tﬁF‘F"l.ﬁLlJ"l’L"l‘m{ﬁ-ﬂu‘[ﬁﬂmunﬂh
conecept in familiar ways. Match them to meaning in the physical world, [7] [Physical world) Az4 wurdrvitrasldnren vimag ﬁf‘J"a'L WaE LUTRR
their meaning in the physical world. o ndidafutmatdlanninnm Enfmesdiofuduuridofundid

- Use language, gestures, and
) FngrnaluneundiadulfindFeatuinostslulannam
comcepts that are zpproprizte
and familiar to children. [14]
Hewristic : Heuristic : User control and freedom

13 Make sure actions are reversible © support 16 Wake sure actions are reversible : support back and -
back and undo. undo.

14 nelude navigstion buttons on a pags. 17 nclude navigation buttons on game pages. Include - B#17 uupdnvitluinung wuﬁ'J_:.l'?q‘v'*fu?:ﬁ'F:"Jﬁﬁms:"mm:r:cf'qw GH]
nclude button such as “Cuit” or “Done” to button such as "Quit” or "Dione” to ensure that users 1% Eaduuueifsan e ldlifuueundirdudnduandl 52
&nEuie that usars can find thelr way ot can find their way out of the game. [7] Wz “game” 1l “scraen” unu
of the screen.

15 Use progress indicators for reading-intenze - 18 Use progress indicators for reading-intenze -
interfaces. ntarfaces. [T]

18 Allovs the user to control multimadia Enhance 18 Allow the user to control multimedia clips, Provide - - E#19 I..'Jt'J'“.i'-F-'.l'.*I.T.lﬁch"a’Ll“.r-Fi—ﬂu‘ﬂ"lu"l'sfP'mﬁ_uf‘“31'5'-1‘11.?:1]%5:.

clips, (such as a skip button and icon) for

zll videos and show the user the status of

rultimedia playtimes.

an explicit skip feature (such as a skip button and

con) for all videos.

tn

When interacting with a
multimediz clip, show the users
the status of multimedia
playtimes. Prezent prograss to
completion and how long it takes
to play the entire multimadiz

clip. [14]

(Multimedia) #iaq iy Amenadim Gufu A2 weds Al
= = e v osw o d b 5
lemsufamzeistlunsiu fiuiusfufolsaus e ade il

: it § A w
AILUBUIAEIAUABUESNEUAY
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Page Proposed Guidelines Actions B Baseline's Guidelines Age. Additional Guidelines Remark
17 The interface should allow users to Marga 20 The interface should allow users to tum on/off - B520 wurlvitmuuAa TN 1ﬂ1ﬁv;qd1u.%imtaﬂgﬂ~‘.:§
central audio and make it visible. velume [7] B221 wuriviesri irunlssrnglusefiouts Snhassiady
2 Make the audio visible. [7] ~ rruurtfraturvudsandoutu
18 ‘When an error occurs, tell users clearly - 22 ‘When an error occurs, tell users clearly what they - -
what they have to do. Link to the have to do. Link to the previous page or allow
previous page or allow them to retry.
1% Do not offer to change the user's settings - 23 Do not offer to change the user's settings - -
permanently with dialog boxes, pop-ups, permanently with dialog baxes, pop-ups, or alerts.
or alerts. [71
0 Let the children be in control of the add - - & Let the children be in control of -
application by allowing them to use it at the application by allowing them
their own convenient pace. to use it at their own convenient
21 HWake the application interactve. Allow Enhance 24 Have characters address the user directly. Allow - B224 wurniviwailiiaeatineg (Characters) aarsadhl s
user to control charactars to speak to character: to spezk to users and create an l:.':l'{'-'ﬂfu B=15 .Lu.n.'l'l‘.i'lﬁ'.'ﬂlzw:i"'_’a 'ILE!“I..I‘I!:P‘.'..F_‘..P?EIE'..EE"'UITHE‘
users and create an appaertunity for opportunity for conversation. [7] Fufse Fl]!‘lf'l“.'-‘!rus‘JhFlF'T'.ﬂ*‘l':‘:'Jfﬁuﬁhéf’u.ﬁﬂ
convarsation. 25  |Allow users to control or Interact with characters. [7] _ .sufﬂ'ﬁ:‘:-'l'l'sél‘s:a'l':l.ﬁ:‘glﬁﬁ_;r"ui'msﬁ': Erfendofun g
mflufdurufufessmndautu
- - T Make the application intaract
Children love an application that
they can interact with by talking
to it and it talking back to them.
[14]
Hewuristic : Consistency and standards
22 Use standard interaction schemes and Madify 26 Use standard interaction schemes and follow - - 1hdvin “Web® asnsn ss26 Welhiludauushdmiuaunindy
follows existent app conventions. existent Web or app conventionsz. [7] drrfudin
3 Wake sure zll pages on an application Marga T Wake sure zll pages on a site have 2 consistent - - B227T wniviwrmeauulimndenusadusen Tnoufledi
have a consistent look and feel with look and feel. [7] ste U “application” B8 suedriesriatulundn e eenuuyd
adherence to the basic principles of good 7 fafvdavuriderenuuuedouty
design.
28 Adhere to the basic prindples of sood desian. [7] - -
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PH** Proposed Guidelines Actions B Baseline's Guidelines AR Additional Guidelines Remark
26 Use consistent cues for gesture, button or - 31 Use consistent cues for gesture, button or actions. -
actions. [7
27 Cleary organize and label homepage - 32 Cleary organize and label homepage content (7). -
content.
28 Avold write text in upper-case only. Madify 33 Do not write text in upper-case only. [T] - B#33 uwhlvdrin "Do not write text in upper-case only.” ¥ "Avoid
write text in upper-case only." |Ciumn:}’u::Lﬁuuuzﬂwinmﬂﬁuu
Hafufivgpfommsl St wusaemindsanfidluiummn
29 Text should be left-aligned for English. - 34 Text should be left-aligned for English. Use right- -
Use right-alignment for languages in which alignment for languages in which text is read from
text is read from right to left. right to Left. [7]
30 Maintain a consistent readability level. - 35 Maintain a consistent readability level. -
Heuristic : Error prevention
31 Avoid misleading language. - 36 Avoid misleading language. [7] -
32 For International audiences, ensure - a7 For International audiences, ensure translations are -
translations are accurate and complete. accurate and completa. [7]
33 Minimize the patential for technical - 38 Minimiza the potential for technical errors. -

arrars. Decraase the number of errors and

Brrars messages.

Decrease the number of errors and errors meassages.

(7
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Pg=* Proposed Guidelines Actions

Baseline's Guidelines

Additional Guidelines

24 Strive to ensure that the need to type in Add
the mekile zpp i as minimum as possible

to avoid being ermor prone.

o

Strive to ensure that the nesd to
type in the mobile =pp is as
minimum a5 possible to svoid

emor prone. [14]

Heuwristic : Recognition rather than recall

35 Deesign for scrolling, uss strong visusl cues [Vierge
to encourages scrolling. Use inline

sorolling only when necessary.

vzuzl cues to encourage scrolling, even

on touchsoreens. [T]

For kids older than %, do not split articles in many

small pages. Design for scrolling. [T]

Avoid inbine scrolling

Action : Modify to ™

necessary.”

4 =
L

B35 uwupthinenzaedinnstihfdnauiiol:

.

sonuruliEinmsfoufusauny B241 wuwly

) 5 v T
SRR TR 1 mline scrolling] wee

2 4 & 2w =
1!1‘."314';' AEEEuTURMTEUT '.JFHL!L'J".J’ L

wanteu STz 8341 91n “Avoid inline soro

vhen necess:

inline scrolling on

ag Uss progressive disclosure in the game to -

tell users what they are supposed to do.

ra

P

Use progressie disclosure in the game to tell users

what they are supposed to do. [7]

Heuwristic : Flesability and efficiency of uss

A

37 Ls= orientstion that is sppropriate for Add,
applications. For thoze that require space Rewrite

aor interaction, use landscape orientstion.

o

hzke it possible to use the
application in either portrait or

landscape crientstion. [14]

s v = P & =

3 = 2w
ULRLAELUILEY Impuet nas e T AN TR N T

5 e =

dnfumsihlfifnfuiSmrannmalfoul At

Vigs AZ9 mdnnunimeafiUsedi

38 Dlesign interactions match children's [ierge
motor skill precision and developrment

lewel, also flexble to support motor skills.

L

I

Ensure that interactions match children’s motor skill

precision and development level

B243 wuhin mssrsenuuumsin flntusfutegseiaonndes

| -
manndwiide (Motor skil

=
U=

& sy e fw ow s 8 w w P §
sanuumsiufifnfutiuinging bidfhimeneimnnduiie

Make designs mare flesdble to support young users

mictor skills.

(Meotor skills) veaifin 1w messenwuubilinTsann

T oa ¥ = e
R Rty L iR R R R

= = A 5w =
VD UREVOMII LR TR 5;'..‘3'|ﬂ.|:'r'-'

= r wow . P | =
TEENLUULHADARS SINUMIEENTT L INS R LsseAn (Motor

3 If wour users are farmiliar with other

of logging in, make those options

zvailsble.

f your users are familiar with other ways of logging

in, make those options available. [7
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P##= Proposed Guidelines Actions By=* Baseline's Guidelines A Additional Guidelines Rernark

40 With carcussl or filmstrip navigation, uss - 45 With carcusel or filmstrip navigation, use strong - - -
strong cues fo signal more content. cues to signal more contant. [T]

41 OFfer erade-based navieation for Modify a7 Offer grade-bazed navigation for educztional sites - - ufile "educationzl. sites and zpps” 1Bhy “educationsl spps’
educationzl apps that zppesl to 3 range and zpps that appeal to & range of age groups. [7]
of age groups.

4z For kids older than &, provide persistent Ierge 48 For kids older than 8, provide persistent access to - B#4E wupririmmisiserunisfum BRA9 uusthitseuunisfuningy
access to the ssarch feature, make it the s=arch feature, [7T] FarmlAdre (uilofin site (T application) B#50 wueranlimast]

w3 : voa v @ B v 3 o od
salient in application and do not include 49 IMske sure that site search is sslient. [7] - sosdmivfumasaaluinfestu Satseadediunimeeniifes
multiple search boxes on a page. 50 _ seuunsfus e
Do net include rmultiple search bowxes on & page. [7]

43 IMake sure your search bex iz big enough, - 51 Iake sure your search bex is big enough, both in -
both in terms of (1) number of characters terms of (1) nurber of characters displayed, and (2)
displayed, and (2) numiber of characters nurnber of characters allowed for the search queny.
allowed for the search query.

44 Imglement & good partial-matching Enhance 52 Avoid delivering zero results. [7] - BREZ J.'Inlcﬁﬁ".i"llb\iﬂ’:‘i"l.ﬁhﬁé‘“ﬁl"wdm‘iﬁ’m"l.ﬁﬁﬁuﬂkf B#53 wustlin
search mechanism ta make the search 53 Irplement 3 good partial-matching search - ma1.1"'mF'wéua:m*:n"ummanmﬁg'ﬂ'ﬁ":"uF".Jmmn{'f'iqn B#54 swuu
result essy to comprehend. Use typo- mechanism. [T] Frgfumned typo-comection WAk Butc-suggest Fetleafunadng
correction and auto-suggest to reduce the 54 . weaneiuniiduaud A210 wedrinaed s dviuesnieium

=2 > Use typo-correction and auto-suggest to reduce the - o
R P - T | v ¥ 3, s
chance of zero search results and to . Wiladne BaisRdetuiomadwivomedumniouiu
chance of zero ssarch results and to make it easier
make it sasier for kids to . ; -
Rl for kids to type. [T]
- - 10 Create sxcternent sbout
searching and make the ssarch
results easy to comprehend. [14]
45 If your audience includes varicus age Merge 55 If your audience includes vanous age groups and - B#55 wapdvinmnnguithmnsvesnisdwulivainvanstiseny wae
. - & y . , '
groups and genders, the homepage genders, the homepage should signal the type of wirt luvrewsnassdnrsuandiith Bademfunnsiratuluwiaeag
. . . py : & -
should signal the type of content content svailsble for difference groups. [7] o7y 8756 L.‘Jm.'n”."m'.'L?Jququ..m"|.ﬁ\im:mnu1.n.'hnd\’.ulw'ﬁa
.
. a
svailable for difference groups and kaep uslwirndulidutiogtuaue Balmeadofhudowuniilutomes
N &
it updated, e - Wewimieufiu

Keep the content current, Users expect websites
snd 3pps to be updated frequently in terms of

beth contert and design. [7]
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Pt Proposed Guidelines Actions Ba*® Baseline's Guidelines AnEF Additional Guidelines Rernark

46 For reading apps, use interactive - 57 For reading apps, use interactive elements to - - -
elerments to encourage kids to play and encourage kids to play and read st the same time,
read at the same time, ul

L White text appropriate for your audience's - ] 'Write text appropniate for your sudience's reading - - -
resding levels, levels, [T]

43 - 5% For young kids (under 7 ) use shart words; include - - -

For young kids (under 7 ) usa shert weords; words such as 'Play’, "Ge", Help', "Games’, "Stop”.
include werds such as 'Play’, "Ge", "Help", These are likely to be easily recognized even by
"Games’, "Stop”. These ars likely to be yeung children. [7]

easily recognized even by young children.

49 Awoid technical terms such Flash or Java. - &0 HAoveoid technical terms such Flash or Java. [T] - - -

50 \Jse sudio pictures, and animations to IMerge 61 Use audio pictures, and animations to supplement = - B#41 wapdhiimisaeiii §d1ua1JuL1.|'hE:I Hua, e
supplement instructional text, especially instructional text, especially for young lids. (Animation) I.d!!‘t:'isl“.ﬁF.‘ ?a'[uaduuu:ai’amﬂué’nmuﬁ:%ﬂ B#62
for young kids. Make sure that visual u1.|Hﬁﬁﬂ‘lﬁnz‘.ﬁ'ﬁ\"ﬂupl.uuuamﬂﬂaafjmﬁu".n':sm:i‘.mz‘.fﬁﬂé"a'lh
instruction audic work if the audio is &2 Don't only rely on audic instructions, Maks sure ~ R U uuwmzllmeuvuI'.Jmﬁ'iﬁﬁsl:'.n'mu'mlé'ﬂulﬁ fufamnrtedy
blocked, st visual instruction sudi werk i the sudia is msuusshdeafurdluplausienodieutu

blocked. [7)

51 Write instructions to accommodate 3 - 63 Write instructions to accommodate 3 vanety of - - -
variety of devices. devices. [T]

52 Make sure that the content wall looks like - -3 Make sure that the content wall locks like it's for - - -
it's for adults. adults.

53 Address users' intellectual curiosity with - 65 Address users' intellectusl curiosity with stimulating - - -
stimulating content. content. [T]

E4 Design multimedia for your sudience's - Gé Design multimedia for your sudience's computing - - -
computing power, Don't make kids wait, power, Don't make kids wait. [7]

55 Do nat use interim interactive content - &7 Do not use interim interactive content while - - -

while downlosding large game files.

downlosding large game files. [7]
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P#** Propased Guidelines Actions B#=* Baseline's Guidelines A== Additional Guidelines
13 Once the game is loaded, do not relosd - 68 Cnee the game iz loadeg, do not reload the entire - -
the entire soresn ;@ just add the new page : just add the new contert. [7]
content.
5T Use rnusic that is popular 2nd familiar to - 69 Usa music that iz popular and familizr to yeour - - -
your target sudience. targst sudisncs. [7]
53 Conzider the expenence for uzars whe - o Consider the experience for users who cannot - - -
cannct sccess audic content. access audio content. [7]
53 Design interactive dislog boxes so they - Tl Deesign interactive dizlog boxes so they - = -
will not be dismissed automatically. dismissed automatically. [7]
&0 Reduce cognitive load by making usa of - - - 11 Reduce cognitive load by making -
more graphics and less texdt.
a1 Make input-output behavior essy and Add - - 12 Mzks input-output beh | wrivimensfudusede
understandable. and understandsble. k should be |ustaunsadlald A213 wuririn mohbEmsfudhie
consistent within 2218 wupiviieosiinesmnan
and across cthe: dhufuuehdndumsfudusedsendaysadeuy
appliczbions.
- - 15 Ease to input.
- - 14 E3z= to unad
Heuristic : Aesthetic and minimalist design
62 Avoid repested clicking or tspping on an - TZ Ayoid repested clicking or tspping on an object to - - -
object to loop though different states. loop though different states. [7]
85 Use buttans, links, and icons with good - 3 Use buttons, links, and icons with good - - -
information scent. information scent [7]
&4 wigation to lock ke tabs: - T4 Design tab-navigation ta lock like t2bs: underlining - - -
iz not encugh. [T]
45 ish from content IVerpe 5 - -
» aveid click for mare afiar shaving = fan Ao sh Just = few navigation options at once
navigation options st ance. and asking users to click for more. [ you must split
a long list scross multiple pages, make it dear to
the user that there zre more cpbions svailable. [7]
Té Distinguish na. - -




Heuristic-based usability guidelines for Android applications for kids ages .12

Miss Natthika Seikiattivong
Copyright of Chulalongkarn Unbvarsity

Pl Proposed Guidelines Actions Bl Baseline's Guidelines Al Additional Guidelines Remark

-] Den't depand on audio to explain 7 Don't depend on audio to explain navigation; use -
navigation; use visual cues as well visual cues as well, [T)

&7 \Use pracise, unambiguous category name Ierga T8 Use pracite, unambiguous category namas, [7] - B#7E uukﬁﬂiﬂnaﬁaﬂnwtm:ﬁﬁqnﬁmMﬂu'ﬁﬁwm BHT9 wukdvin
and listed it alphabetically. 79 [lams within & catagory should be Listed . andmndeumrmiSuaudiufaing afunmuurinfleady

alphabetically or according to an order that makes ”“ﬁ‘ﬂﬁm'“ﬁ’#‘"“ﬁn
samse = kids, [7]

&8 Preavida claar and consistant main menu | Enhance 80 |For kids over 7, use simple dropdowns or mega - 8280 wupvivaliyuuniians (dropdowns menu) wio anguuu
for navigation. For kids cver 7, use simple manues when appropriate. (7] A (mega meny) dmduidiney 7 tduly wlyuuuni Lth.lll.l'léﬂ‘:l
dropdawns when appropriate. _ R 15 |Provide a clear and congistant |11 iU leAlumdndaliniunnufudiewurn az1s wuniviven

rrain manu, Don't hide manus on |SAF18YRAN (main menu) Wlmmadmouseliromnadurm
indeidual pages because it might [4¥16 wuetinassenuuuaminbiirsdon-mdwms Hamndoiu
corfuse or discrient young uar. A fuafunweonuuaymiioudu
[14]

- . 16 Frovide eary main manu for
ravigation. [13]

o \Use simple, relativaly \arge fonts, Split &1 Use simple, relatively large fonts, comparable in - VRN frudiona Provide §ood cantrast between the text
cornparable in size to at least 12-point size to at least 12-paint print type. Provide good and the background” s fudouuris paes osenn pPrae fiu
prirt type. contrast batwasn the text and the background, (7] Auehifntunid tundesona

70 Do net use anirmated text. a2 Do not use animated text. (7] -

kp! Usa aasily understandable and succingt 83 Usa saslly understandable and suscinat text only. -
tat only. Minimize the amount of text on Mirimize the amount of text on screans. [7]
sereans,

72 Chunk tect into 3-8 sentences in 1 Chunk text into short paragraphs for sasier reading ‘Word Counter.net. How Mary Bxgd uuwmmmwainmmbuunmhifuq Wleliinurenisgm
paragraph for easier raading and seanning. and scanning. (7] Sartarces in a paragragh 7 [19] anidvean [19] wm‘htwﬂ»adnhﬁﬁmﬁmﬂun 5.8 UneTumdlols

swrsnmiusendn fuwrmniy ered Wlenvwenduaindu

Ta Combine taxt with Images to encourage &5 Combina text with images to ancourage reading. (7] -
raading.

74 Aneid arovading tet irte & srnall testhes a6 Aveid rovding tet inte B srmall taxtibos with a -
with a seroll bar. scroll bar, [7]

TS Usa simple icons. Avold using old-styled &7 Use simple icons. Avald using old-styled or -

or elaborate, custom icons for young kids

alaborate, custom icans for young kids, [7]
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P#m= Proposed Guidelines Actions B Baseline's Guidelines Adpen Additional Guidelines Remark

6 Distinguish iterns kids can interact with - 88 Distinguish items kids can interact with from those - -
from those they can't. Avoid intricate non- they cant. Avoid intricate non-interactive graphics.
interactive graphics. M

77 Do et abuse animation. Too much Merge 89 |Do not abuse animation. Teo much animation can - 8489 wanhileodlnmedaulwefiunifumaduiu seso
animation can overwhelm and distract overwhelm and distract children. [7] wsrienmdnid s medaulu ol fofiduind: sso1
children, for example automatic replays 90 . waethillrsstinndmdefithunmedouiv $efaodtiadu
of video and animation, and background Avold automatic replays of vidso and animation. [7] dounshfnsfunmm@ndsanmied oulmfitiueadusdioutu
animation. 91 Do net use background animation. [7] -

78 Avoiding rmuch content in one page by Add - 17 |Avaiding much content inane  |A#17 wuniriilimsstdowfinndulUiudinthnsuans
display the relevant and impaortant page. [6] 54@1 Sildidornstuinees a217 v ludawhdlerw
inforration. Haau

79 Response times must be fast enough Add - 18 Response tirmes must be fast -
between 0.1 seconds to 10 seconds that enough between 0.1 seconds to
ugers don't forget what they're in the 10 seconds that users don't
middle of doing while waiting for the next forget what they're In the middle
screen to load. of doing while waiting for the

next page to load. (8]

80 Prevent invalid actions by do not offer Add - 19 Prevent invalid actions by do not -
functionality that is not needed (reduces offer functionality that is not
complexity). needed (reduces complexity). [6]

Heuristic : Help users recognize, diagnose, and recover from error

81 Do net clear fleld value if they are wrong. - 92 Do not clear field value if they are wrong. Allow - -
Allow kids to modify the text they kids to modify the text they entered if they made a
entered if they made a mistake, rristake. [7]

82 Explain navigation schemes in the help - 93 Explain navigation schermes in the help section. 7] - -

section.




Heurlstic-based usability guidelines for Android applications for kids ages 6-12

Miss Natthika Srikiattiwong

Copyright of Chulalongkorn University

e | Proposed Guidelines | Actons [ ewer | Baseline's Guidelines [ Aw | Additional Guidelines Remark
Heuristic : Help and documentation

83 Provide a brief, demo and useful tutorial Add - - 20 Children Learn from examples. A#20 wurivimisadnante (Demo) Wovhiidnanyndeuii
to let children understand task/activity Show them a dema: What they  [mavapviifonsmuedasly A221 wusbviwasseinasaou (Tutorial) #51
before starting application. learn, they retain. [14] UntlvwiuaenrrdudoWifnawmodilafanymuseniseulifieng 4

- . 21 |Provice orief ang ueerul staria | Hrdadudeunsiniiuaiunsadmvionmeuroudufionsnile ¢
to understand task/activity. [13] vuwaUndieduniiout
Heuristic : Pleasurable and Respectful Interaction

84 Make clickable items look clickable and Merge 94 |Make clickable ftemns lock clickable. [T) - B#94 uutﬁﬁiﬁn‘.\razﬂﬁ'lﬁ’.fnqﬂam'lanninuﬂmmuﬁuium
pushable e.g. Button, 95 Design text button to lock pushable. [7) - 895 wurthaoyaeiily domny wia Ju QImmiuu.azlm'ﬂﬂwwn

a5 Place text on solid backgrounds and Enhance 96 Place text on solid backgrounds. [7] - tHiamunu "Provide good contrast between the text and the
provide good contrast between the text background"” gnﬁwawwﬂn B#81 useranfy B85 Wosanuniy
and the background. wurhifnfunimnstomauuiundedouty

86 Design characters that kids can identify Enhance 97 Design characters that kids can identify with. [7] -
without copyright Infringement. fuaedwsivindasasiiu e bisedadodnd ¢33uinh

Auupharnduszdhumiuipdudily peeg

a7 Use passive, simple, fun animation or 98 Use passive, simple, fun animation or videos -
videos related the game to hold users’ related the game to hold users’ attention while
attention while downloading large files. downloading large files. [7]

88 Use motion and sound to attract kids' 99 |Use motion and sound to attract kids' attention and -
attention and engage them, engage them. [7]

a9 Make introductory animation shert (10-20 Merge 100 |Make introductory animation short and interesting. - B#100 léa5uneiiuiiis "Animations that are short (10-20
seconds) and Interesting and allow to skip [n seconds) and meaningful (funny, surprising, Intriguing) work best,
the Intreductary part. 101 |Allow users to skip the introductory part. [7] B fstlihnatusdnndelldilutowed doliaueind

20 Do not disrupt users with (sudden) loud 102 |Do not disrupt users with (sudden) loud sounds or -
sounds or music. music. [7]
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24 Proposed Guidelines Actions Bt Baseline's Guidelines At Additional Guidelines Remark
91 Ensure that the interaction tools such as Add - - 22 Ensure that the interaction tools -
images/icons and buttons reflect if they such as images/icons and buttons
have been used; using for example reflect if they have been used;
different color, size shape or even pop up using for example different color,
rmessages. size shape or even pop up
messages. [14]
92 Use bright and colorful calor. Add - - 23 |Provide aesthetic, intultive, A#24 Séodurwdiufindy This can be achieved by ensuring that;
attractive and organized design.  |the font style and size are appropriate; use of bright colors for
[14] children® Tasdiarmi “use of bright colors for children
. - 24 |Simple, attractive and organized | vokuetiludnsomifunfuify Az2s Suuehifiudindy “Use bright
design. [13] colors for children” Ssuupt g uainadmivifin sy az26
wupirienstéddusala e dotuduetufnfunmdontéd
mflauiu
- - 25 Use colorful graphics and intuitive

Ul to make the app engaging and
easy-to-understand. [14]
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I Remark

Heuristic : Privacy

93 Design standardized form and don't ask
kids far personal information as follows:
- Full name

- Home or other physical address

- Online contract information like an
email address, Volp indentifier.

- Screen name or user name where it
functions as online contact information.
- Telephone number

- Social Security number

- A persistent identifier that can be used

to recognize a ucer over time

child’s image or voice

- Geolocation information

- Other information about child or parent
[Federal Trade Commission Childrens

Online Privacy Protection Rule]

- A photo, videe, or audio file containing a

Merge

103

Use standardized forms. Design form structure and

widgets in the most simple and standard way. [7]

104

Don't’ ask kids for personal information that can

endanger their privacy on the Web. [7]

Federal Trade Commission
Children’s Online Privacy

Protection Rule [18]

sl B#105 wusthithieslianOnse

Sonssfesnnminnnufuiesfdefuhunls

v, : Soysfibirnlace

Federal Trade Commission Children’s Online Priva

Rule [18]

24 Don't ask kids to read or accept user
agreements and avoid making registration
or allow to skip sign up and able to sign

up later.

Enhance

105

Don't ask kids to read or accept user agreements [7]

roid making registration a must
for these applications to be used;
but if it cannot be avoided
completely, allow the user to
skip sign up and let them be able

to sign up later. [14]

B#106 uunihitlirmsldnsnSenaraniuioananslfin A

. =2 a

wusthiervBnibensadesann®n wiowimBnfedlildens

nnrauivdonnanisliinainasian

Fadalifouuriniassfoliutafien




