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About this research



Why studying Usability and UX of Web 
VR in Communication Management?



Web VR API

• Web VR 1.1 API available to developers until July 2018
• Web XR API allow immersive experience for VR and AR devices 

Web VR opens the doors of immersive experiences to everyone



Usability & UX for Web VR

The ancient city of Petra in JordanThe industrial port city of Bilbao in Spain



The Problem

Standards and guidelines on usability and user experience 

of web VR platforms are missing



The Dynamics

The company Design 
& development Final users 



The Aim

RQ 1: Find the main issues that threaten the usability of each web VR 360 experience.

RQ 2: Find the common patterns of issues present in the web VR 360 experiences.

RQ 3: Asses the end-users’ satisfaction with the web VR experiences.



Usability vs. User Experience



What is Usability? 

EFFECTIVENESS

EFFICIENCY

SATISFACTION

Usability – the extent to which a system, 
product or service can be used by specified 
users to achieve specific goals with 
effectiveness, efficiency and satisfaction 
in a specific content of use.” (ISO, last 

update 2018)



From Usability to User Experience

EFFECTIVENESS

EFFICIENCY

SATISFACTION

Usability is concerned with 
the effectiveness and 
efficiency of an interaction, 
whereas user experience is 
connected to the emotional 
and personal side of use 
(Bevan et al., 2015)

USABILITY

UX



User Experience

User experience includes all the users' emotions, 
beliefs, preferences, perceptions, physical and 
psychological responses, behaviors and accomplishments 
that occur before, during and after use.” (ISO, 2010)

Usability, when interpreted from the perspective of the 
users' personal goals, can include the kind of 
perceptual and emotional aspects typically associated 
with user experience. Usability criteria can be used to 
assess aspects of user experience.” (ISO, 2010)



The Elements of UX





The Methodology



Usability 
evaluation 
framework

Milano Lugano Evaluation Method



Heuristic 
Evaluation 

Method



Usability Experts End-users

Technical 
Inspection

User 
Experience 
Inspection

User testing

VR Heuristics UEIs User Scenario

Technical Inspection Heuristics
User profile and scenario
User Experience Indicators

Technical Inspection Matrix
Evaluation Matrix for UE 

inspection

Interview questions

Demographic and satisfaction 
questionnaire

MiLE+ Evaluation Method
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The Process

Technical Inspection Issues User Experience Inspection Issues End-Users’ Issues



The Results



Common patterns of issues 

(1) Clear understanding of avatar’s position at any point
(2) More in-depth content for both platforms
(3) The faithful viewpoints weren’t satisfactory
(4) Need for balancing the information load of the interface design 

Usability Issues

User Experience Issues (1)Better distribution and architecture of the content required
(2)Clear purpose of the platforms is missing 
(3)Inefficiency in terms of tasks completion

User Testing Issues (1)Content distribution is not sufficiently thought through
(2)Images were not vivid enough 
(3)Poor interactivity with objects leads to less natural perception



Research Conclusions



Factors of improvement

1. Having a clear map of avatar’s position at any point easily accessible on the screen.

2. Being able to instantly access from one point to another directly from the menu.

3. Having clear indications of what can be found in any different scene through text labels or images.

4. Having clear indications of interactive objects with the help of arrows, buttons, signs, and color. 

5. Having the forward and backward navigation feature always easily accessible on the screen.

6. Being able to get additional in-depth information on specific points of interest.

7. Having a balanced distribution of information without overloading with heterogenous tools like text and audio.

8. Provide a way to mark the already visited scenes in the menu or on the map.

9. Being able to explore a scene from more than one perspective through different angles or additional images. 



UX & WordPress

• Managerial implications 

UX & Blockchain

• The adoption game

Let’s discuss! 



Thank you!

let’s stay in touch https://linktr.ee/janinevideva

https://linktr.ee/janinevideva

