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Abstract: We present the results of a class of the Human Factors master program 
at the Technische Universität Berlin (Berlin Institute of Technology), entitled 
“Concepts of Intuitive Use”. The objective participants had to accomplish was the 
redesign of an existing non-intuitively usable interface. Based on a concept of 
intuitive use that was developed during the class, the students’ task was to identify 
interface characteristics of existing technical artefacts that prevent the interaction 
with them from being judged as intuitive by potential users. Subsequently, badly 
designed features had to be redesigned, providing interfaces that could be used in a 
more intuitive manner. Four everyday products were chosen for the redesign 
process. After familiarization with the concept of intuitive use, its measurement 
and different design approaches expected to support intuitive use, students are to 
derive ideas for the redesign of the existing interfaces. The new interfaces will be 
implemented as software mock-ups. Both, the old and the revised interface are to 
be comparatively tested for intuitive use. We expect the results to represent a 
suitable basis for deriving design principles for intuitive use. 
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1 Introduction 

Given the pervasiveness of the informal term “intuitive use” in product design and 
marketing as well as the rising interest and engagement in the scientific exploration of 
the topic [Hu06], we thought it was a good idea to bring the concept to the classroom 
and give students a chance to form an opinion about intuitive use and its potential in 
human factors engineering. Working with students of the Human Factors master 
program of the TU Berlin (Berlin Institute of Technology), we are currently exploring 
theoretical and practical aspects of intuitive use of user interfaces. We first aimed at 
establishing an understanding of the construct, as well as coming up with ideas on how 
to measure it. Additionally, different design concepts were introduced, that qualify for 
the design of intuitively usable interfaces. Subsequently (i.e. during the next weeks), the 
students’ task is to design new interfaces, starting from a product they encountered in 
everyday life and did not find intuitively usable. Selected parts of both, the old and the 
new interface, are to be implemented as mock-ups using the software CogTool [Co09]. 
Afterwards, they will be comparatively tested for their supportiveness concerning 
intuitive interaction. We expect the results of this work to be an interesting basis for 
deriving design principles for intuitive use. 

2 Theoretical Approach 

2.1 Definition 

The starting point for our considerations  about  “intuitive use” was the definition given 
by the IUUI research group, stating that intuitive use occurs if “the users’ unconscious 
application of prior knowledge leads to effective interaction” [Mo06, BH07]. In addition 
to these two aspects of intuitive use (unconscious use of knowlegde and effectivity) we 
finally included a subjective experience of familiarity, fulfilment of expectations and 
subjective certainty as definitory features of intuitive use. 

2.2 Operationalisation 

In order to assess intuitive use as defined above, we agreed upon the following 
dimensions to be measured: effectivity of task solution, (un)consciousness of prior 
knowledge application, mental effort, experience of familiarity, fulfilment of 
expectations, and subjective certainty about the correctness of operational actions. Prior 
knowledge will be assessed as a control variable. Again, the work of the IUUI group 
proved to be helpful, offering a questionnaire for intuitive use (QUESI) [NH09], a sound 
basis for our considerations. We largely adopted QUESI items for measuring the 
dimensions mentioned, complementing our instrument with some additionally 
formulated items and scales of the NASA TLX [HS88]. 
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3 Redesigning interfaces: From non-intuitive to intuitive use 

3.1 Products 

Students were invited to choose an example of a non-intuitively usable interface from 
their environment which they wished to redesign for more intuitive use. Products chosen 
are: a washing machine, an alarm-clock, a radio clock, and a digital camera. Students’ 
choice was based exclusively on their subjective experience with products, presumably 
mirroring not the complete functionality of the respective product, but certain prominent 
functions used in frequent tasks. When we speak of “interfaces” as not being intuitively 
usable we appreciate the notion that it is defined functions or design aspects rather than 
an entire interface design that counteracts an intuitive use. Yet, these isolated aspects 
contribute to degrading the perceived intutitivity of the whole interface and, in the end, 
product use. Thus, for reasons of practicability, we assess the global impression of an 
interface as being more or less intuitively usable. Our approach for identifying the 
specific features underlying this global impression is described next. 

3.2 Design Methodology and Design Principles 

In order to identify weaknesses of the existing interfaces that lead to the disturbance of 
an intuitive interaction mode (actual state analysis), we propose the application of an 
“intuitive use walkthrough”, a heuristic method adopted from the conception of a 
cognitive walkthrough [LW97]. To come up with ideas about the target state, students 
use a scenario-based approach [Ca99]. As a scaffold in the design process, we 
introduced the spiral tool proposed by Blackler and colleagues [BH07] as well as a set of 
possibly useful design principles, including affordances [No88], population stereotypes, 
usage of familiar features, metaphors, compatibility, consistency, and Gestalt principles 
[Mo06, BH07]. 

3.3 Further progression of the course 

Next, students will implement parts of the original as well as the redesigned interface in 
the CogTool environment. The two interface mock-ups are then to be tested and 
compared with regard to intuitive use, applying the above operationalisation. The course 
will be completed by July 15th, 2009. 
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Our contribution to the Workshop 

The core task of the seminar is to come up with and implement ideas on how to make a 
non-intuitive user interface more intuitively usable. We therefore think that the results 
will be of interest for a workshop on exploring design criteria for intuitive use. By the 
end of the seminar, we will have two different interfaces (“non-intuitive use” and 
“intuitive use”) for each of the four products, along with an evaluation of how intuitively 
usable they are to certain users, as well as a statement on which principles were used in 
the redesigning process. A comparison of these interface mock-ups is likely to represent 
a suitable basis for deriving principles for intuitive use. 
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