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Severity ratings Type Description 

0 Not a problem I don't agree that this is a usability problem at all 

1 Cosmetic 
Cosmetic problem only: need not be fixed unless extra time is available on 

project 

2 Minor Minor usability problem: fixing this should be given low priority 

3 Major Major usability problem: important to fix, so should be given high priority 

4 Catastrophic Usability catastrophe: imperative to fix this before product can be released 

   

Problem description Solution Severity rate Nielsen Heuristics / Game heuristics 

   1- Visibility of system status 
The system must maintain the user always informed about what is happening, 
through imediate feedback  

A player should always be able to identify their score/status in the game  
Use sound to provide meaningful Feedback 
Feedback should be given immediately to display user control 

   2- Match between the system and the real world 
Games do not necessarily need to relate to the real world since they can be 
completely fantasy based. However, user interface metaphors or analogies to the 
real world often help players understand how to navigate through an environment 
and interact with other characters or objects during game play 

The interface should be as non- intrusive as possible 
Follow the trends set by the gaming community to shorten the learning curve 
Get the player involved quickly and easily 
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   3- User control and freedom 
The concepts of user control and freedom are important to game design. If the user 
feels restricted, they will most likely become frustrated, and the result can be 
disinterest in the game. Therefore, the user needs to feel that they are in control 
not only of the actual movements of the character, but the manner in which they 
explore their environment. Players should also be given the ability to save games at 
different states, which gives them the freedom to explore the game at the time and 
pace of their choosing. 

Controls should be customizable and default to industry standard settings 
 

   4- Consistency and standards 
The game user interface, as with all interfaces, should be consistent throughout. 
Industry standards for controller functionality should be adhered to when possible 
to allow players easy access to the game. 

Interfaces should be consistent in control, color, typography, and dialog design 

   5- Error prevention 
The phrase error prevention can also include warning messages such as “Are you 
sure you want to quit?” or “Do you want to save this game before quitting?” that 
assist the user in making less grievous errors. 

Use messages to prevent errors 

   6- Recognition rather than recall 

Instructions for the system should be retrievable within the game, though quite 
often games are built with the intention to teach skill early in game play so that 
instruction is unnecessary. Manuals should not be relied upon for initiating game 
play. 

Do not expect the user to read a manual 
 
 

   7- Flexibility and efficiency of use 

Games should be able to be played by players of different skill levels. Often this 
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flexibility is provided with variable difficulty levels. 

There should be variable difficulty level 

   8- Aesthetic and minimalist design  
Game controls and on-screen interface should be simple and non-intrusive to 
provide easy access to the game environment. 

The interface should be as non- intrusive as possible 
For PC games, consider hiding the main computer interface during game play 
Minimize the menu layers of an interface 
Minimize control options 

   10- Help and documentation 
Help needed to engage in game play should be primarily displayed through a 
tutorial. Smaller help items can be offered through the interface of the game. 

Provide an interesting and absorbing tutorial 

Nielsen heuristic 9 - Help users recognize, diagnose, and recover from errors don’t apply to games since error messages are not necessary during game play because 
commands are made through physical actions instead of syntax and results of actions are obvious and can be reversed easily. In contrast to game play issues, this heuristic 
is relevant to the game’s user interface which has the ability to assist the user in the recovery or prevention of errors (Nielsen’s Heuristic 5: Error Prevention) 


