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ABSTRACT 

E-commerce has become a popular method to provide customers with their needs. This paper aims to evaluate the usability

of an e-commerce Chamberlain Coffee website using remote usability testing, eye-tracking, and system usability scale

(SUS). Then, it attempts to compare the effectiveness of these usability evaluation techniques. Ten users have been selected

to perform a set of predefined tasks. This paper followed an experimental approach, in which both qualitative and

quantitative approaches were employed to collect and analyse the data. Qualitative data were collected through

eye-tracking, whereas quantitative data were collected through remote usability testing and SUS. The research findings

have shown that several user interface design problems have impacted the user’s performance and efficiency in terms of

task success, task time, errors rate, heatmap, and overall satisfaction. The identified usability issues were rated according

to their severity and impact on the user’s performance in using the website. As a result, the usability evaluation methods

revealed minor and major issues with the selected website.
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1. INTRODUCTION

With the evolution of e-commerce, business owners and individuals can sell their products to customers 

worldwide. Accordingly, the feasibility of digital expenditure led to a revolution in the market. The web has 

become a target for store owners, and shops that were once concerned with decor and display have turned into 

photo galleries ready for a customer to browse on the web. Web design technologies were emerging at that 

time; websites were undergoing a significant transformation from plain and dull to rich and elegant. As a result, 

web designers strived to produce distinctive designs and sophisticated web pages. Websites, mainly online 

shops, started to evaluate their usability scores and re-design their user experience to better suit their customers 

(Cai & Xu, 2011). More than 83% of website users abandon it due to the difficult process of finding the needed 

content and the confusing user interface (Ravi Koggalage, 2021). The shops that survived were straightforward 

and fool proof. This phenomenon attracted considerable attention to the concept of usability and the suitability 

of a website to its target audience. In addition, to the traditional usability evaluation techniques, such as surveys 

and thinking aloud, other techniques emerged and evolved to fit the nature of computer software and web 

applications, such as remote testing, eye-tracking, and SUS. This paper aims to use different usability 

evaluation techniques to evaluate an e-commerce website using three different techniques: remote usability 

testing, eye-tracking, and SUS. Further, it compares the effectiveness of the selected techniques. The paper is 

organised as follows, Section 2 reviews previous studies of the utilised techniques, while Section 3 presents 

the followed research methodology. Section 4 analyses the study results. Finally, Section 5 concludes the 

research findings and presents future directions. 
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2. LITERATURE REVIEW 

E-commerce websites usability have been invested due to its severe role in attracting customers to use the 

website. Therefore, several usability techniques are usually utilised to uncover as many usability problems as 

possible. They are also expected to offer multiple recommendations to improve the user experience. The 

following sections explore the used usability evaluation techniques: remote usability testing, eye-tracking, and 

SUS. 

2.1 Remote Usability Testing 

Remote usability testing is a technique in which the participant and examiner are in different locations; the 

participant is requested to perform several tasks, and the examiner monitors how they perform (Bosenick  

et al., 2007). The main advantage of remote usability testing is the vast pool of test subjects worldwide, 

especially with state-of-the-art technologies and fast network connections. In e-commerce websites, this is 

crucial to design a location-specific user experience. Furthermore, the participant can take the test in a friendly  

non-artificial environment which can lead to more realistic experiments and unbiased feedback. On the other 

hand, the participant may not be as engaged or focused as in a lab, and technical issues must be accounted for 

(Oztoprak & Erbug, 2008). Moreover, the user may require detailed guidance to perform the tasks, so two types 

of remote usability testing can be distinguished: moderated and unmoderated. Moderated tests are the online 

version of in-person lab tests in which the examiner accompanies the participant throughout the entire test. 

However, in unmoderated tests, participants perform the tasks independently (Alhadreti, 2021). The test often 

includes 3 to 5 tasks and lasts for 30 minutes, facilitated by screen sharing and video calls. Nonetheless, some 

dedicated platforms and technologies that help the researcher conduct remote usability testing (Chalil-Madathil 

& Greenstein, 2017). 

The approach utilises video calls and screen sharing to mediate the participant and facilitator. It can be 

performed synchronously in real-time or asynchronously. Alhadreti (2021) compared synchronous and 

asynchronous usability evaluation techniques. Their experiment targeted the usability of two hospital websites 

in Saudi Arabia. Forty users with good internet skills participated in the experiment. Their findings indicated 

that asynchronous usability evaluation detected more severe issues on the website and provided more neutral 

feedback. Martin et al. (2014) investigated the validity of remote asynchronous testing compared to in-lab tests; 

they programmed their website portal and argued that remote testing yielded better results and discovered more 

issues while being cheaper than in-lab tests. 

Recent research attempts to utilize augmented reality to make the experiment as authentic as possible. 

Chalil-Madathil and Greenstein (2017) introduced a novel usability evaluation technique using a  

three-dimensional collaborative virtual environment and comparing the findings with traditional in-lab 

experiments and regular remote testing using a screen sharing and conferencing tool. The experiment included 

36 participants and 12 facilitators. The result indicated that using Virtual Reality (VR) offered higher 

engagement levels and a better immersive experience compared to screen sharing. However, in-lab tests 

produced the lowest overall workload for both the participants and the facilitators (Chalil-Madathil  

& Greenstein, 2017). 

Puteri and Widyanti (2018) examined the usability of an Islamic fashion website and inspected its 

effectiveness, efficiency, and user satisfaction. Their tests were done remotely to maintain neutrality and 

provide a real-life experience for the participants. One hundred twenty participants were included in this 

experiment, and their screens were recorded throughout the process. Their approach measured efficiency 

through the task completion time, whereas effectiveness was indicated by the number of completed tasks. 

Finally, user satisfaction was measured using a questionnaire. Their finding indicated a favourable score for 

the website of interest. However, 8 redesign recommendations were provided for the website, including 

modifications in some icons, views, and navigation (Puteri & Widyanti, 2018). 

2.2 Eye-Tracking  

Eye-tracking is another popular tool in which the user's eye movements are recorded and analysed. The primary 

advantages of eye-tracking are identifying the user's areas of interest, detecting fixations, and examining how 

long it takes for a user to find what they are looking for (Manhartsberger et al., 2005). This can be essential for 
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the re-design recommendations as it can highlight where essential elements must be located and what elements 

are unnecessarily stealing the user's attention (Vlachogianni & Tselios, 2021). However, despite the importance 

and quality of data that eye-tracking provides, it is considered quite expensive. Furthermore, the data provided 

by eye-tracking are challenging to interpret. For instance, a prolonged fixation on an element indicates either 

an attraction to it or difficulty understanding it, but the data does not reveal which (Collina et al. 2018).  

Roth et al. (2013) argued that users have developed expectations regarding the design of web pages and 

that placing elements in their "typical" locations led to fewer fixations and facilitated a faster element detection 

by the user. Their experiment involved 40 participants and encompassed different websites such as online 

shops, business sites, and newspapers. Their findings proved that typically designed web pages led to more 

focused orientation and reduced task time.  

Chynał et al. (2018) evaluated the usability of an e-commerce system known as SimplyTick using  

eye-tracking tools. Twelve participants attempted to complete six tasks; a Tobii X2-60 eye-tracker was 

employed to monitor the eye movements of the participants. The metrics of interest include time to the first 

mouse click, number of mouse clicks, and time from the first fixation to the next mouse click. They concluded 

that any issues facing users when trying to find a specific element were related to the element location and 

presentation. The attention of users on the homepage of SimplyTick was dispersed and not focused on the main 

objects. 

Oyekunle et al. (2020) used the eye-tracking tool to investigate the usability of two websites: Jumia.ng and 

jamb.org.ng in the e-commerce and education domains, respectively. Thirty-five final-year students from the 

Faculty of Communication and Information Sciences participated in this experiment. The eye-tracking was 

performed using the OGAMA eye-tracking software, and fixation values for search tasks were recorded on 

both sites. The main finding of this work was the difference between the behavioural patterns of user 

interactions of e-commerce and educational web applications. The e-commerce website performed better in 

terms of atheism and multimedia deployment. However, the design of the site did not encourage the user 

purchase decision as the user's attention was dispersed by choice of colours and excessive media.  

Pappas et al. (2018) examined the visual appeal of an e-commerce website. The equipment consisted of 

four SMI RED  250 and one TOBII mobile eye-tracker. Twenty-three participants were recruited, and the test 

was done in a dedicated lab. The results provided a great insight into users' perceptions based on their eye 

movement. For instance, short fixation and high saccade amplitude corresponded to a simple website design, 

and users did not linger on details during their first visit. In contrast, a high fixation duration variance (SD) and 

high backtrack indicated a diverse webpage, which allowed for a better focus on the details of the webpage. 

2.3 System Usability Scale 

SUS is a standardised questionnaire developed by John Brooke (Ehmke & Wilson, 2007). The simple yet 

effective survey consists of 10 items and is considered a reliable qualitative follow-up to usability testing as it 

can provide a subjective overview of system usability. SUS is a zero-cost tool that is quick to apply and easy 

for participants to answer. Its general nature fits with a wide variety of systems. However, it was criticised for 

its overly subjective questions. It is also biased by prior user experience with the system as well as external 

psychological and physical factors (Pappas et al., 2018). It is prone to the peak effect where the user's 

experience with the system is clouded by either the last task or the most difficult one. Nevertheless, SUS 

remains very popular among researchers and is being adapted into many other languages.  

Purwadi et al. (2019) utilised SUS to examine the usability and acceptance of an Indonesian agriculture  

e-commerce website. The questionnaire was distributed among 35 participants, and the results obtained 

indicated that the system needed modification to satisfy its users. However, no clear recommendations were 

implied. This is because SUS provides quantitative data. Thus, it is rarely used alone but instead combined 

with other more qualitative methods or used as a follow-up usability test. Hamid et al. (2020) tested 20 Pakistani 

online stores using the heuristic evaluation and SUS; many violations of the website content accessibility 

guidelines were found. The authors provided recommendations such as more explicit labels and a better 

webpage structure. Wahyuningrum et al. (2020) also utilised the heuristic evaluation and SUS to evaluate the 

usability of an e-commerce website: shopee.com. Thus, the experiment included both experts and regular users 

and found issues in the flexibility and efficiency of the site.  
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3. METHODOLOGY 

This section presents the methodology design that is followed in this research. It also explains the rationale for 

the selected evaluation techniques and website. In addition, it demonstrates the participants' characteristics, 

performed tasks, and usability measures. Moreover, this section discusses the test procedures, including the 

test environment and used tools, and the SUS for system usability testing. 

3.1 Research Design 

This paper is an experimental approach with a mixed design methodology; qualitative and quantitative data 

were combined into the paper methodology. Qualitative data was used in eye-tracking, while quantitative data 

was used in remote usability testing and SUS.  

3.2 The Selected Evaluation Techniques 

Recently, different usability evaluation techniques have been used in websites evaluation. However, there are 

two types of evaluation techniques: the expert and user techniques. Expert evaluation techniques, such as 

heuristic evaluation, cognitive walkthrough, and competitive research. User evaluation techniques, such as 

usability testing, eye-tracking, interview, questionnaire, and SUS. In this paper, the researchers focused on user 

evaluation techniques. The researchers selected three usability evaluation techniques that can offer more 

comprehensive assessments and detailed results: remote usability testing, eye-tracking, and SUS. The 

combination of the selected techniques permits involving the users, and quantitative data collection through 

using remote usability testing and SUS techniques, whereas qualitative data is automatically collected by 

executing eye-tracking techniques. Remote usability testing tests users in their natural workplace that allows 

users to behave more naturally in their work environment. Also, there is no need to gather all users at one time. 

While eye-tracking is an excellent tool to identify where a user is looking. Besides, the eye-tracking technique 

detects usability problems without disturbing users’ natural behaviour. Meanwhile, the SUS technique 

measures user satisfaction which can be utilised on small sample sizes and provide reliable results. Thousands 

of coffee websites are now available over the Internet. The Chamberlain Coffee website is one example 

(Chamberlain Coffee, 2022). Its revenue is $9 million (ZoomInfo, 2022). This website is selected for evaluation 

as it is one of the most recent and used coffee websites that offer different products. 

3.3 Participants 

In this paper, ten users were selected: five users for remote usability testing and five users for the eye-tracking 

technique. Based on Nielsen (1994), more than 75% of the usability issues can be found within five users. The 

experiment was conducted on ten participants with different demographic characteristics such as gender, age, 

and education level as shown in Table 1. The participants were upper intermediate in English. Also, they have 

experience buying from online shopping websites, and they have already signed up for the Chamberlain Coffee 

website. Therefore, such characteristics are expected to reflect the actual users of the targeted website. 

Table 1. Users' demographics 

Category Number 

Gender Male 5 

 Female 5 

Age 18–30 years old 5 

 31–40 years old 4 

 41 years and older 1 

Academic level   

 School 2 

 Bachelor 4 

 Master 4 
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3.4 Tasks 

Five tasks were selected based on the functionalities of the Chamberlain Coffee website, as shown in Table 2. 

Table 2. Users' tasks 

Task Description 

1 Sign in to the website. 

2 Search about "Night Owl Blend." 

3 Add the selected coffee bag to the cart. 

4 Remove the selected coffee bag from the cart. 

5 Sign out from the website. 

3.5 Usability Measures 

The four metrics used were task success, task time, errors number, and heatmap to measure the website's 

usability effectiveness, efficiency, and satisfaction, as shown in Table 3. 

Table 3. Metrics definitions 

Metrics Explanation  

Task Success Success and failure of the task are measured in binary terms. Task success is represented 

by 1, whereas task failure is represented by 0. 

Task Time It records how long the user can complete the task in seconds or minutes. 

Errors It indicates the number of times a user makes a mistake while completing the task. 

Heatmap It shows the visualisations of users’ attention and gaze points on the website 

3.6 Test Procedures 

Remote usability testing and SUS techniques were used to manually obtain quantitative data, while the  

eye-tracking technique was used to automatically collect qualitative data about the participants' performance 

during the test. All participants received an introduction and instruction sheets in addition to a consent and 

withdrawal form. The following subsections present the procedures for remote usability testing, eye-tracking, 

and SUS techniques on the selected website.  

3.6.1 Environment 

Two human-computer interaction (HCI) experts have facilitated the experiment on the selected website. For 

remote usability testing, the experiment was managed remotely, and every user did the experiment individually 

via Zoom by using their own laptop. After that, the data was recorded and collected manually. For the  

eye-tracking tool, a small usability lab was conducted in a peaceful environment where users could easily focus 

on the assigned tasks. In addition, high-speed internet was required with no external interruptions such as 

disturbing noise conditions or changing lighting. 

3.6.2 Tools 

1. Laptop: The participants conducted the experiment by using their laptops. 

2. Zoom: This app was used to monitor the participants remotely and record the session to observe the 

participant when doing the task while estimating the time taken in every task. 

3. Google Forms: This was used to design the SUS survey and collect data from participants. 

4. Microsoft Excel: Microsoft Excel was used to analyse and visualise the data.  

5. RealEye: RealEye is an online platform with webcam eye-tracking. 
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3.7 System Usability Testing 

The SUS is a 10-item questionnaire that assesses how easy a product is to use. SUS was created in the 1980s 

by John Brooke as a fast and easy-to-use metric. In using a post-test survey, SUS metrics are often employed 

(Holden, 2020). The SUS is calculated by multiplying the sum of all score contributions for the ten items by 

2.5. SUS score interpretation is as follows: if the SUS score is less than 50, the result is not acceptable; if the 

score is between 50 and 70, the result is marginal; and if the score is more than 70, the result is acceptable. 

SUS supports the user with the usability test categorised from strongly disagree (1) to strongly agree (5). 

4. DATA ANALYSIS AND RESULTS 

This section explores the data analysis and results. It starts with analyses of the task success rate, task time, 

error number rate, and heatmap metrics. Then, it displays the SUS outcome. Finally, it discusses the comparison 

of the effectiveness between the selected techniques. 

4.1 Usability Metrics 

The users could complete tasks 1, 2, 3, and 4 without any help, while four users failed to complete task 5. 

Figure 1 shows the task success rate; it is worth mentioning that task 5 resulted in the lowest success rate 

accomplishing 20%. The overall effectiveness of the Chamberlain Coffee website is 80% indicating that it 

requires improving the website interface. In addition, the users demonstrated short time on tasks 3, 4, 1, and 2, 

respectively. Figure 2 shows task 5 took a long time compared to other tasks with the highest average task time 

approximately 63.6 seconds. Further, each task’s error rate was calculated after observing the users and 

analysing their performance while performing the tasks. Figure 3 shows the most frequent errors that occurred 

during task 5 with an average errors number of 0.8 followed by tasks 4, 2, and 3, respectively. As concluded 

from the aforementioned results, users were noticed to face difficulties finding the "Sign out" button due to its 

location on the website. Also, the designers might put the button in a difficult location to keep users signed in 

to collect more precise data about the users each time they visit the website. These results provide insightful 

information on the user interface design issues as users could not accomplish task 5. The study outcomes are 

similar to another study that reported the findings of interface issues by measuring the effectiveness and 

efficiency of a website using the success rate and task time metrics (Ritthiron & Jiamsanguanwong, 2017). 

 

 

Figure 1. Task success rate 
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Figure 2. Average task time 

 

 

Figure 3. Average errors number 

4.2 Heatmap Metrics  

It is noticed from the hotspot data in the heatmap that the users focused on distributed areas on the left-side 

menu of the webpage, which is not the area to complete the sign-in/sign-out tasks shown in Figure 4. It is worth 

mentioning that this observation is in line with a previous study's findings that users view the page from a  

left-to-right manner (Knogler, 2020; Forsström, 2019). It is worth noticing that the Arab users in this study 

viewed the webpage from left-to-right, which contradicts other study observations that Arab users view the 

screen from right-to-left (Alsswey et al., 2018). Additionally, it is notable that users neglected the right side of 

the webpage, which is aligned with another study outcome that elements on the right side are ignored by Arab 

users (Alsaffar et al., 2018). The aforementioned observations highlighted that Arab users’ view the webpage 

from left-to-right instead of viewing it from right-to-left might be because the website is in English. Moreover, 

the Arab users in this study focused on distributed areas on the drop-down list at the header of the webpage, 

which is not the area to complete the search for the "Night Owl Blend" task, as shown in Figure 5. The users’ 

behaviour is aligned with other study outcomes that emphasise Arab users' focus on the top area of the webpage 

(Alsaffar et al., 2018). 
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Figure 4. Heatmap for finding sign-in/sign-out tasks 

 

 

Figure 5. Heatmap for search task 

It is noticed from the hotspot data in the heatmap that the users focused on quantity increment/decrement 

buttons and faced difficulty in finding the “Remove” button; due to the similarity between the buttons and the 

text as well as the poor colouring selection, which contradicts with the affordance design principle (Mikhail 

Mitra, 2016). This design issue is in line with another study that highlighted the importance of selecting the 

colours to not distract the user’s attention on the screen (Oyekunle et al., 2020). 

 

Figure 6. Heatmap for remove task 
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4.3 SUS Calculation and Results 

The average SUS score of the website is collected, calculated, and presented in this section as shown in Table 

4. 

Table 4. Average SUS score 

# Chamberlain Coffee Website SUS Score Interpretation 

P1 65 Marginal 

P2 75 Acceptable 

P3 35 Not Acceptable 

P4 82.5 Acceptable 

P5 97.5 Acceptable 

P6 42.5 Not Acceptable 

P7 55 Marginal 

P8 90 Acceptable 

P9 42.5 Not Acceptable 

P10 27.5 Not Acceptable 

Average Score 61.25 Marginal 

Users' SUS was measured through a five-point Likert scale. Four users declared that the usability of the 

Chamberlain Coffee website is not acceptable, while two users found the website to be marginal. In addition, 

four users stated that the usability of the Chamberlain Coffee website is acceptable. However, the average SUS 

score is 61.25, which corresponds to marginal. Consequently, based on the analysis and results, the website 

contains several usability issues that make users face difficulties. Hence, the website needs improvements to 

reach the “acceptable” level according to the SUS scale, which is equivalent to more than 70. The SUS score 

of this website is similar to the average satisfaction level of Shopee website users, where the SUS score reached 

67.08 (Sembodo et al., 2021). 

4.4 Comparison of the Effectiveness between the Selected Techniques 

The comparison based on the number of issues detected is in favour of the eye-tracking tool as it revealed four 

usability issues, whereas remote usability testing detected three usability issues, as shown in Table 5. Both 

techniques have unearthed similar usability issues, but they did so differently. Remote usability testing results 

are based on task success, how many errors the users made, and how much time it took them to perform the 

task. On the other hand, the failure or difficulty of a user to complete a task combined with heatmaps obtained 

from eye-tracking helped uncover more in-depth usability issues of the website and provided insights into the 

user behaviour while interacting with the interface elements. 

Table 5. Comparison of the effectiveness between the selected techniques 

Technique 
Number of 

Problems 
Task Number Usability Problems Severity Rating 

Remote Usability 

Testing 
3 

Task 2 The small size of "Search" icon. 2: Minor problem 

Task 4 The "Remove" button is similar to the text. 2: Minor problem 

Task 5 
The "Sign out" button is not found in a 

conspicuous location. 
3: Major problem 

Eye-Tracking 4 

Task 1 

The “Sign in” button is small, making it 

difficult for the users to find it. Also, the 

users tend to focus on the left side and the 

web page’s footer. 

2: Minor problem 

Task 2 The small size of "Search" icon. 2: Minor problem 

Task 4 The "Remove" button is similar to the text. 2: Minor problem 

Task 5 
The "Sign out" button is not found in a 

conspicuous location. 
3: Major problem 
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From Table 5 above, it can be noticed that users faced some issues with the icons. This finding is in line 

with other research in e-commerce carried out by (Puteri & Widyanti, 2018). As a result, the authors provided 

eight re-design recommendations for the website, including modifications to some icons, views, and navigation 

(Puteri & Widyanti, 2018). In addition, some issues faced a few users who did not find the buttons in a 

conspicuous location and took a long time to find them. These results agree with (Wahyuningrum et al., 2020) 

findings, who uncovered some issues in the flexibility and efficiency of the website. Furthermore, the authors 

of this study stated that issues facing users when trying to find a specific element were related to the element's 

location, and presentation (Chynał et al., 2018), which is endorsed with the findings of this study as some 

elements are not found in the proper location. Consequently, it can be stated that these findings could help 

developers in overcoming such issues and addressing them in designing any e-commerce website. 

5. CONCLUSION  

In this paper, the usability of the Chamberlain Coffee website was examined. Three techniques were utilised 

to evaluate the usability of the website: remote usability testing, eye-tracking, and SUS. The evaluation 

methods revealed minor and major issues with the Chamberlain Coffee website. The eye-tracking tool revealed 

four usability issues, whereas remote usability testing detected three usability issues. This work was hindered 

by time constraints and limited access to hardware and equipment, especially for eye-tracking. Thus, the 

software version was used as a less accurate alternative with a limited user session and fewer metrics. Future 

research should consider using high-quality equipment to achieve the highest level of accuracy. Furthermore, 

Furthermore, more participants of different age groups and computer skill levels should be included to establish 

an inclusive population that reflects the website’s potential users. Moreover, this area of research requires more 

studies to compare websites and a comprehensive study to examine and compare different websites to give an 

insight and detailed results that can be generalised. 

REFERENCES 

Alhadreti, O., 2022. A Comparison of Synchronous and Asynchronous Remote Usability Testing Methods. In International 
Journal of Human–Computer Interaction, vol. 38, no. 4, pp. 289-297. 

Alsaffar, M., Pemberton, L., &amp; Echavarria, K. R. (2018). An eye tracking study of viewing behaviour and preferences 
of Arabic, English and Chinese users. Electronic Workshops in Computing. https://doi.org/10.14236/ewic/hci2018.51 

Alsswey, A., Naufal, I., &amp; Bervell, B. (2018). Investigating the acceptance of Mobile Health Application User 

Interface Cultural-based design to assist Arab elderly users. International Journal of Advanced Computer Science and 
Applications, 9(8). https://doi.org/10.14569/ijacsa.2018.090819  

Bosenick, T., Kehr, S., Kühn, M. and Nufer, S., 2007. Remote usability tests - An extension of the usability toolbox for 

online-shops. In Lecture Notes in Computer Science (including subseries Lecture Notes in Artificial Intelligence and 
Lecture Notes in Bioinformatics), vol. 4554 LNCS, no. PART 1, pp. 392–398. 

Cai, S.and Xu, Y., 2011. Designing not just for pleasure: Effects of web site aesthetics on consumer shopping value.  
In International Journal of Electronic Commerce, vol. 15, no. 4, pp. 159–188. 

Chalil-Madathil, K., and Greenstein, J. S., 2017. An investigation of the efficacy of collaborative virtual reality systems for 

moderated remote usability testing. In Applied Ergonomics, vol. 65, pp. 501–514. 

Chamberlain Coffee. https://chamberlaincoffee.com/, accessed Nov. 22, 2022. 

Chamberlain Coffee - Overview, News & Competitors | ZoomInfo.com. (2022). Retrieved March 16, 2022, from 

https://www.zoominfo.com/c/chamberlain-coffee-llc/480015623 

Chynał, P., Falkowska, J. and Sobecki, J., 2018. Web Page Graphic Design Usability Testing Enhanced with Eye-Tracking. 
In International Conference on Intelligent Human Systems Integration, vol. 722, pp. 515–520. Springer, Cham. 

Collina, L., Di Sabatino, P., Galluzzo, L., Mastrantoni, C. and Mazzocchi, M., 2018. What Does the System Usability Scale 
(SUS) Measure? Validation Using Think Aloud Verbalization and Behavioral Metrics. vol. 10918, pp. 14–26. 

Ehmke, C. and Wilson, S., 2007. Identifying web usability problems from eyetracking data. 

Forsström, P. (2019). An analysis of online attraction and user experience on an e-commerce website. 

Hamid, S., Bawany, N. Z. and Zahoor, K., 2020. Assessing ecommerce websites: Usability and accessibility study. In 2020 
International Conference on Advanced Computer Science and Information Systems (ICACSIS), pp. 199–204. IEEE. 

ISBN: 978-989-8704-41-2 © 2022

140



Holden, R. J., 2020. A simplified system usability scale (SUS) for cognitively impaired and older adults. In Proceedings 

of the International Symposium on Human Factors and Ergonomics in Health Care, vol. 9, no. 1, pp. 180-182. SAGE 
Publications. 

Knogler, V. (2020). Viewing Behaviour and Task Performance on Austrian Destination Websites: Comparing Generation 
Y and the Baby Boomers. In Eye Tracking in Tourism (pp. 225-241). Springer, Cham. 

Kuruppuge Tharindu, P., & Koggalage, R. (2021). USABILITY OF E-COMMERCE WEBSITES: STATE OF THE ART 

AND FUTURE DIRECTIONS. In International Research Journal of Modernization in Engineering Technology and 

Science. www.irjmets.com 

Manhartsberger, M. and Zellhofer, N., 2005. Eye tracking in usability research: What users really see. In Usability 
Symposium, vol. 198, no. 2, pp. 141-152. 

Martin, R., Shamari, M. A., Seliaman, M. E. and Mayhew, P., 2014. Remote asynchronous testing: A cost-effective 

alternative for website usability evaluation. In International Journal of Computer and Information Technology, vol. 3, 
no. 1, pp. 99-104. 

Mitra, M. (2016, March 16). 10 Most Important Interaction Design Principles. Mantra Labs. Retrieved March 23, 2022, 
from https://www.mantralabsglobal.com/blog/10-basic-principles-of-interaction-design/ 

Nielsen, J., 1994. Guerrilla HCI: using discount usability engineering to penetrate the intimidation barrier. In Cost-justifying 
usability, pp. 245-272. 

Oyekunle, R., Bello, O., Jubril, Q., Sikiru, I. and Balogun, A., 2020. Usability Evaluation using Eye-Tracking on  

E-Commerce and Education Domains. In Journal of Information Technology and Computing, vol. 1, no. 1, pp. 1–13. 

Oztoprak, A. and Erbug, C., 2008. Field versus laboratory usability testing: a first comparison. 

Pappas, I. O., Sharma, K., Mikalef, P. and Giannakos, M. N., 2018. Visual aesthetics of e-commerce websites:  

An eye-tracking approach. In Proceedings of the 51st Hawaii International Conference on System Sciences,  
pp. 255–264. 

Purwadi, J., Delima, R., Indrayono, N., Toding, R., Wibowo, A. and Santoso, H. B., 2019. System Usability Scale for 
Usability Testing of Agriculture E-Commerce Website. In Researchers World, vol. 10, no. 4, pp. 43-57. 

Puteri, R. N. and Widyanti, A., 2018. E-commerce of Islamic fashion product: Usability and user acceptance. In 2018 
International Conference on Information Technology Systems and Innovation (ICITSI), pp. 143–147. IEEE. 

Ritthiron, S., & Jiamsanguanwong, A. (2017). Usability evaluation of the university library network’s website using an 

eye-tracking device. ACM International Conference Proceeding Series, Part F131200, 184–188. 

https://doi.org/10.1145/3133264.3133294 

Roth, S. P., Tuch, A. N., Mekler, E. D., Bargas-Avila, J. A. and Opwis, K., 2013. Location matters, especially for  

non-salient features-An eye-tracking study on the effects of web object placement on different types of websites.  
In International journal of human-computer studies, vol. 71, no. 3, pp. 228–235. 

Sembodo, F. G., Fitriana, G. F., &amp; Prasetyo, N. A. (2021). Evaluasi usability website Shopee Menggunakan system 

usability scale (SUS). Journal of Applied Informatics and Computing, 5(2), 146–150. 
https://doi.org/10.30871/jaic.v5i2.3293 

Vlachogianni, P. and Tselios, N., 2021. Perceived usability evaluation of educational technology using the System Usability 

Scale (SUS): A systematic review. In Journal of Research on Technology in Education, pp. 1-18. 

Wahyuningrum, T., Kartiko, C. and Wardhana, A. C., 2020. Exploring e-Commerce Usability by Heuristic Evaluation as 

a Compelement of System Usability Scale. In 2020 International Conference on Advancement in Data Science,  
E-learning and Information Systems (ICADEIS), pp. 1–5. IEEE. 

 

International Conferences Interfaces and Human Computer Interaction 2022; 
and Game and Entertainment Technologies 2022

141




