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● No commonly accepted guidelines or heuristics to support designers 
of mobile AR applications

● A lot of commercial-off-the-shelf AR applications for home design are 
available

● This type of applications has common patterns of interactions that are 
important in most mobile AR applications

Provide a first step towards the interpretation 
of Nielsen’s usability heuristics for mobile AR 
applications, as well as the creation of 
specialized guidelines and heuristics for mobile 
AR application design.

Analyzed each app by answering the following 
questions:

Q1: How can users interact with the AR
  objects?

Q2: What kind of information is presented on
  the mobile screen and how?

Q3: What aspects of the app are well
  designed?

Q4: What are the prominent usability issues?

Mapped each feature and issue 
identified during the analysis to the 
Nielsen’s 10 Usability Heuristics.

Used search string 
“augmented reality 
home design” in the 
Apple App Store and 
chose the applications 
updated within the last 
month.

The system should keep the user informed during the 
interaction. After successful surface detection, the system 
should notify the user that the object can be placed. If it takes 
time to load an object, the system should inform the user.

Virtual objects should appear and behave as realistically as 
possible.

It is possible that the user places a virtual object in an unwanted 
location, or selects, deletes or rotates the object by mistake. 
Therefore, the system should support undo and redo and it 
should confirm with the user when deletion is selected.

Gestures used to translate and rotate an object should be 
intuitive. It is particularly important to indicate to the user how 
the object can be manipulated.

Possible errors include placing or deletion of an object by 
mistake. For these error-prone actions that can lead to 
consequences and inconveniences, the system should ask for 
confirmation.

Possible actions regarding interaction with virtual objects 
should always be visible.

Regarding frequent actions, the system should allow the user to 
place several objects on the same scene at the same time. 
Regarding accelerator, the presence of additional information 
about objects such as measurements, physical front, material, 
and price would be helpful.

The system should not show irrelevant or rarely used 
information to the user. Extra information could be shown when 
the user makes the corresponding selection.

Help for error recovery is important. For example, the moment 
the system has trouble detecting surfaces, the user should be 
informed of the reason and help the user correct the error.

Such a system usually should not have explicit documentation 
because it should be intuitive to use. However, they should have 
a brief tutorial of first time users.

Interpretation of Nielsen’s heuristics based on both the usability issues and the well-designed features identified. 


