Maps: can it be easier to use?
This is another post on usability, and, once again, the stage is the virtual museum Im working on. It has a simple 2D horizontal scrolling navigation, so the user can rotate the room and see the pictures. This kind of navigation is widely known, so Im not expecting difficulties with it.

It also has a map, displying the room from the top, similar to a site plan, which is also very typical. But I was wondering: what should rotate in this map? The room or the user?

Below are examples of both cases:

http://www.gabriela.trindade.nom.br/wp-content/uploads/2009/09/museu_1.swf

Press "play" to see the observer rotating, as the room remains fixed.

http://www.gabriela.trindade.nom.br/wp-content/uploads/2009/09/museu_2.swf

Press "play" to see the room rotating, as the observer remains fixed.

So, in favor of the first option (observer rotates-room fixed) we have the arguments that:

· it´s more known than the other.

· it has less volumes rotating, so it could be less confusing to some people

The con is:

· the mapping isn´t so straightforward, as you have to mentally rotate rotate the room, to match its actual position. In a real world situation, the room is fixed, but, in this virtual case, it´s moving! The user is still.

For the alternative map (the room is rotating-the observer is fixed), the pro is:

· the mapping between the position of the room is straightforward. The relative position of the user is also straightforward.

The cons are:

· it´s less known

· has more volumes spinning, so it could be more confusing

· as the room is not symetrical, so that the geometric center doesnt macthes the "visual center", the user sometimes gets very close to some walls, giving the impression he´s not always on the center of the room.

And you, what do you think? Whats the best option and why? Whatever your answer is, the lesson here is: you should try to improve all navigation controls you have. How to do this is a matter for some other post.

