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Most of the participants (64.7%) are 

familiar with Level 3 and Level 4 

autonomous car concept.

v Participants have the most difficulty 

perceiving the arrows’ haptic feedback 

vibration, followed by the driving mode 

button and park button. 

v L-console buttons (slider, dimming, 

ambient color, volume) were better 

perceived.
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v This study aims to assess the user experience with the prototype of the autonomous car console.

v The primary objective is to gather valuable insights into the usability, efficiency, and overall user 

satisfaction with the autonomous car console prototype.
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v The interaction with the console was performed in a 

laboratory context and the experimental procedure took less 

than 10 minutes per participant. 

v First, the participants tested the different trials with the AC 

console for 3 minutes with the help of the main researcher. 

v Following that they answered 15 items questionnaire that also 

includes System Usability Scale (SUS)(Brooke, 2020).

V. Conclusion

v L-console buttons had better capacitive touch 

feeling evaluation.

v  Arrows had worse capacitive touch feeling 

evaluation compared with the park button and 

driving mode button.

v As evidenced by previous studies arrows were 

the buttons that need future improvement. 

v To become accepted, autonomous cars (AC) have to be 

perceived as useful, as well as safe and competent.

v The interior of modern and future cars will feature increasingly 

flat and seamless surfaces. 

v By incorporating ergonomic design principles that prioritize 

lightweight materials, and aerodynamic shapes, in AC, energy 

consumption can be reduced, contributing to the overall 

sustainability of transportation systems.

Haptic feedback results showed better perceptions 

compared with capacitive touch feeling. 

Overall results showed that the usability of the autonomous 

console is already in the acceptable range. 

Future studies could be focused on the cognitive demand 

associated with autonomous console functions /buttons. 
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v The final SUS value was 85.2 thus 

console prototype was acceptable with 

an excellent adjective rating.

v A positive trend is particularly evident 

in comparison with the values of other 

evaluated innovations (Bangor et al., 

2009; Harvey et al., 2011). 
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