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USABILITY TESTING

• User testing of UX helps discover the blind spots that a new user will readily encounter when 

using the product

• User testing often leads to the most surprising learnings!

• Quantitative tests - they are about data, do not involve ‘talking’ to users 

➢ E.g., A/B tests, landing pages etc

• Qualitative tests – show the customer the design deliverables or product to solicit their 

feedback
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• PULSE –low-level metrics for user experiences

➢ Page views

➢ Uptime

➢ Latency

➢  Seven-day active users (i.e., the number of unique users who used the product at least once in the 

last week – the time period for tracking can be different too )

➢ Earnings

COMMON UX METRICS
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• Heart metrics developed by Google for large-scale testing of UX design

• Also useful as a prioritization framework to weigh competing ideas or feature requests 

Focus only on a handful of UX metrics

• HEART: Happiness, Engagement, Adoption, Retention, and Task success

➢ Happiness & Task success known user metrics

➢ Engagement, Adoption, and Retention – from large-scale behavioural data

➢ Use HEART with goals-signals-metrics framework

More on HEART :

How to Use the HEART Framework to Make Product Decisions (productplan.com)

HEART FRAMEWORK – UX METRICS

https://www.productplan.com/learn/heart-framework-product-decisions/
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HEART METRICS

Credits/Copyright: Google Inc.
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How to Use the HEART Framework to Make Product Decisions (productplan.com)

https://www.productplan.com/learn/heart-framework-product-decisions/


QUALITATIVE TESTING METHODS
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USER TESTING

• Usability testing – what the users actually do with your product

• Ask discovery questions first

• Participants are given goals or scenarios to accomplish with a site or app or prototype

➢ How many users to test with…? Atleast 6 -8 people in one wave, talk to these separately than in groups

➢ Usability metrics – success rate, task time, and perceived ease of use

In-person Moderated 

remote

Unmoderated 

remote

complements
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• In-person – is ideal for direct customer feedback and observing customer expressions/cues

• Moderated testing – helpful in early-stage and MVP validation; ensures rich feedback 

from the users

• Unmoderated remote – suitable for later stages when there is enough confidence about 

MVP

➢ Tools for recruiting users and carrying out remote testing – e.g., Amazon’s Mechanical Turk or 

Mturk
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EYE TRACKING

• Tracking how the user visually interacts with a design or a visual stimulus

• Used for : comparing different versions of the product or product components such as 

design

➢ Usually done in a lab setting

➢ For website versions and mobile versions

➢ Users to be asked about their known eye conditions, so that the prototype test can be done 

smoothly 

➢ Using eyetracking to generate heatmaps

➢ Changes to the site’s design, positioning of content, the information architecture can be tested
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F-Shaped Pattern of Reading on the Web with heat map

The design must help scan the pages/ screens with ease

Various contexts for 

Usability heatmaps –used to 

visualize key user interactions, 

e.g., identify how users see, 

click, scroll or move on a page



13

USER TESTING

Product-market fit Usability

Iterative testing – address the issues in each wave and conduct the next wave of testing with different users
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WHEN TO USE?

• Quantitative

• Qualitative
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THE PRODUCT RESEARCH METHODS LANDSCAPE
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ROHRER’S RESEARCH METHODS FRAMEWORK
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