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[Abstract]

As the competition for developing mobile games intensifies, the user experience increasingly drives engagement and revenues.
However, existing usability heuristics inadequately represent the interactions unique to mobile role-playing games (RPGs). This
study developed an RPG-specific usability heuristic evaluation framework for five sub-genres. The top 30 titles ranked by the
five-year average of daily active users were subjected to a four-stage procedure: (1) defining the systems by genre, (2) validating
the core systems using Delphi, (3) deriving the evaluation items, and (4) structuring them into a heuristic framework. This yielded
602 evaluation items under 4 categories and 19 heuristics. Compared with Nielsen's heuristics, the mean evaluator satisfaction was
0.68 points higher with a medium effect size (Hedges' g=0.71), but significance was not reached (p=0.295). Being an exploratory

pilot (n=10), this study leaves the sample expansion and end-user validation to future work.
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Table 1. Games selected by genre

Genre Game Title
Cookie Run: Kingdom
The Seven Deadly Sins: Grand Cross
Blue Archive

cea Seven Knights
One Punch Man: The Strongest
Princess Connect! Re:Dive
Alchemy Stars
Langrisser
Brave Nine

SRPG Arcana Tactics
The Walking Dead: No Man's Land
Final Fantasy Brave Exvius War Of The Visions
AFK Arena
Figure Story

DLE One Punch Man: #jfz &
Legend of Slime: Idle RPG
Perfect Arena
Tap Defenders
Guardian Tales
Dungeon & Fighter Mobile
MARVEL Future Fight

ARPG Honkai Impact 3
THE KING OF FIGHTERS ALLSTAR
Punishing: Gray Raven
Ni no Kuni: Cross Worlds
The Kingdom of the Winds: Yeon
MapleStory M

MMORPG Black Desert

Lineage M
Odin Valhalla Rising
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Table 2. Draft of key system items for mobile RPG games

Categories key system items

Character Gacha, Character Class

Charagter Collection Selection, Character Synthesis

Character Level Up (Hunting), Character
Promotion/Transcendence, Character
Strengthening, Collection System,
Character Stat Enhancement, Socket
Expansion

Equipment Crafting, Equipment Gacha,
Field Drop Equipment Acquisition,
Equipment Unigue Options, Equipment
Synthesis, Peer—to—Peer Trading, Auction
House

Character Growth

Equipment/ItemColl
ection

Equipment Enhancement (with potential for
destruction), Equipment Enhancement
Equipment Growth | (Promotion, Transcendence), Equipment
Option Strengthening, Equipment Option
Assignment

PvE Dungeon, Small Party Play, PvP
(Tournaments/Ranking Matches), PvP
(Player Killing), RvR (Conquest/Siege),
Asynchronous Raid/Defense System,
Village Prosperity through Construction
Crafting, Idle System, Raids

Auto Battle, Fully Manual Operation,
Limited Manual Operation of Skills,
Real-time Combat, Turn—based Combat,
Targeting, Non—targeting, Multiple
Character Control, Single Character
Control, Character Placement
Skins/Costumes, Character Customization,
Affinity System, Chatting (Text/Voice),
Story Progression, Avatar Stats,
Achievements, Compendium (Information
Collection Content), Profile Customization,
Personal Housing

Gameplay Systems

Combat Style

Additional Systems

Gameplay Progression through Preceding Stages,
Progression Open Field Exploration
Guild Guild Store, Guild Trading, Guild
Buffs/Debuffs
Skill Gacha, Skill Purchase, Skill book Field
Skills Farming, Skill Combination, Skill Tree, Skill

Strengthening
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Table 3. Content validity verification of core system items by mobile RPG genre

Genre Core System Mean SD Consensus Convergence CVI
Character Gacha 3.889 0.458 1.000 0.000 0.944
Card/Skill Combination Operation 3.889 0.314 1.000 0.000 1.000
Active/Passive Skills 4.000 0.000 1.000 0.000 1.000
Compendium 4.000 0.000 1.000 0.000 1.000
cca Skins/Costumes 4.000 0.000 1.000 0.000 1.000
PvP (Tournaments/Ranking Matches) 4.000 0.000 1.000 0.000 1.000
Character Classes 3.667 0.816 1.000 0.000 0.889
Equipment/ltem Gacha 3.667 0.745 1.000 0.000 0.833
Character Level Up 3.667 0.745 1.000 0.000 0.833
Packages 3.889 0.314 1.000 0.000 1.000
Turn—based Combat 4.000 0.000 1.000 0.000 1.000
Position/Formation/Lineup 3.889 0.458 1.000 0.000 0.944
Character Classes 4.000 0.000 1.000 0.000 1.000
Character Level Up 4.000 0.000 1.000 0.000 1.000
SRPG Active/Passive Skills 4.000 0.000 1.000 0.000 1.000
Character Gacha 3.944 0.229 1.000 0.000 1.000
PVE Dungeon 3.611 0.891 1.000 0.000 0.833
Field/Dungeon Drop Equipment 3.889 0.458 1.000 0.000 0.944
Missions/Quests 3.889 0.458 1.000 0.000 0.944
Equipment Enhancement 3.667 0.943 1.000 0.000 0.889
Character Level Up 4.000 0.000 1.000 0.000 1.000
Auto Battle 3.778 0.629 1.000 0.000 0.889
Idle System 3.889 0.458 1.000 0.000 0.944
Character Gacha 4.000 0.000 1.000 0.000 1.000
Field/Dungeon Drop ltems 3.833 0.500 1.000 0.000 0.944
IDLE Equipment Enhancement 3.944 0.229 1.000 0.000 1.000
Packages 3.778 0.629 1.000 0.000 0.889
Missions/Quests 4.000 0.000 1.000 0.000 1.000
Achievements/Challenges 3.889 0.458 1.000 0.000 0.944
Skill Enhancement 3.889 0.458 1.000 0.000 0.944
Equipment/Item Crafting 3.889 0.458 1.000 0.000 0.944
Manual Combat 3.889 0.458 1.000 0.000 0.944
Real-time Combat 4.000 0.000 1.000 0.000 1.000
Character Classes 3.889 0.458 1.000 0.000 0.944
Character Level Up 4.000 0.000 1.000 0.000 1.000
Skill Enhancement 3.556 0.831 1.000 0.000 0.778
ARPG Equipment Enhancement 3.944 0.229 1.000 0.000 1.000
Character Gacha 3.500 0.957 1.000 0.000 0.778
PVE Dungeon 3.556 0.896 1.000 0.000 0.833
Field/Dungeon Drop Equipment 3.833 0.687 1.000 0.000 0.944
Character Customizing 3.778 0.629 1.000 0.000 0.889
Missions/Quests 4.000 0.000 1.000 0.000 1.000
Guild Exclusive Content 3.722 0.803 1.000 0.000 0.889
Character Classes 3.667 0.745 1.000 0.000 0.833
Character Level Up 4.000 0.000 1.000 0.000 1.000
PVE Dungeon 3.500 0.764 0.750 0.500 0.833
Real-time Combat 3.889 0.314 1.000 0.000 1.000
Field/Dungeon Drop ltems 3.889 0.458 1.000 0.000 0.944
MMORPG . Text Qhat 3.944 0.229 1.000 0.000 1.000
Guild Exclusive Content 3.944 0.229 1.000 0.000 1.000
Missions/Quests 3.889 0.458 1.000 0.000 0.944
Character Customizing 4.000 0.000 1.000 0.000 1.000
Character Stat Enhancement 3.944 0.229 1.000 0.000 1.000
Field Hunting 3.944 0.229 1.000 0.000 1.000
Auto Battle 3.500 0.764 0.750 0.500 0.833
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Table 4. Final list of core systems by genre after the 3™
Delphi round

Genre Core System Items

Character Gacha, Card/Skill Combination
Operation, Active/Passive Skills, Compendium
cca (Information Collection Content),
Skins/Costumes, PvP (Tournaments/Ranking
Matches), Character Classes, Equipment/Item
Gacha, Character Level Up, Packages

Turn—based Combat, Position/Formation/Lineup,
Character Classes, Character Level Up,

SRPG Active/Passive Skills, Character Gacha, PvE
Dungeon, Field/Dungeon Drop Equipment,
Missions/Quests, Equipment Enhancement

Character Level Up, Auto Battle, Idle System,
Character Gacha, Field/Dungeon Drop Iltems,
IDLE Equipment Enhancement, Packages,
Missions/Quests, Achievements/Challenges, Skill
Enhancement, Equipment/Item Crafting

Manual Combat, Real-time Combat, Character
Classes, Character Level Up, Skill Enhancement,
ARPG Equipment Enhancement, PvE Dungeon,
Field/Dungeon Drop Equipment, Character
Customizing, Missions/Quests, Guild Exclusive
Content

Character Classes, Character Level Up, PVE
Dungeon, Real-time Combat, Field/Dungeon
Drop Items, Text Chat, Guild Exclusive Content,
Missions/Quests, Character Customizing,
Character Stat Enhancement, Field Hunting, Auto
Battle

MMORPG

i
Y
o
ol
ES
07
[
N
r
Hob

2|28 got Zef A3 oHE

4-3W7} TH|Qgla T Zat

A Y A agE ahgo R, Ay 4 AR 8
2 AA 28 7Fs e Al AE P EHPO‘ RPG 4

7 W7F ZAYAAE TSItk & 4 7k 3
Al @2l Thall, Alde] whebof & Ao AR TS
LEeith ol& flal A1 3070 AldE vl Edlelst
™, 7} Al 250 Qe so] 20} AF 3 -goll A oA - ==
Aol Tk FAIA ) 2} B We-S Rlsisitt o
Il A = 7je] FH. 7ol =ejle] mEH o, g

2+ CCG 81771, SRPG 75171, IDLE 6447l, ARPG 932
7, MMORPG 644719 7] @55 Aelaidith o] 55
AAG A g2 B3 AAS,

HFHoz 602719

*Korean text is retained in the figure because the primary intended

audience of this study is Korean readers, and the figure presents

screenshots of the Korean version of the game interface.

T2 1. CCGRl AFBA BI}BH2 oflAl: T2 A|ARI(FH2lE] &),
A2 ANE)S BOIFE ATRIA HIL B2

Fig. 1. Example usability evaluation items for CCG, with
screenshots illustrating key systems (character gacha,
skill usage) and corresponding evaluation items

ter Growth > Level Up

“Korean text is retained in the figure because the primary intended

audience of this study is Korean readers, and the figure presents

screenshots of the Korean version of the game interface.

T8 2. CCG AFRA "ot =93 Al 318: 2 "o} gh=0]
Al2R 4ot o1 Z = of /o2 wAlo 2 HI|E

Fig. 2. Detailed view of the usability evaluation framework for
CCGs, showing each item linked to a system element
and evaluated with a Yes/No response

http://www.dcs.or.kr
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Table 5. Usability evaluation by core system for mobile RPG

System

Usability Evaluation

Character Level Up

1) Is the result of the level up recognized through the level-up animation?, 2) Is the increase in experience points
noticeable when experience is gained?, 3) If leveling up is not possible due to unmet conditions, is the reason for this
clearly recognized?, 4) When enhancement materials are clicked, is the increase in experience points noticeable?, 5)
Upon leveling up, is the increase in attributes noticeable?, 6) Is the consumption of resources used for leveling up, as well
as the current inventory of these resources, recognized?, 7) Can players easily distinguish between characters who
cannot level up and those who can?, 8) When the conditions for leveling up are met, is this recognized?, 9) Is there a
convenience feature provided that simplifies the leveling up process?

Character Stat
Enhancement

1) When the conditions for stat enhancement are satisfied, is this recognized?, 2) Is there a convenience feature provided
that simplifies the stat enhancement process?, 3) Is the increase in stats that will result from the enhancement
recognized?, 4) Is the consumption of resources used for enhancing stats, along with the current inventory, recognized?,
5) Is the result of the stat enhancement recognized through the enhancement animation?, 6) If enhancement is not
possible due to unmet conditions, is the reason for this clearly recognized?

Character Classes

1) Is the information required for class selection recognized?, 2) Is the character's class information recognized?, 3) Is
there a feature provided to prevent starting the game with an unwanted class?

Promotion/Transce

1) Is the increase in stats recognized during promotion/transcendence?, 2) Is the consumption of resources used for
promotion/transcendence, along with the current inventory, recognized?, 3) Is the result of promotion/transcendence
recognized through the promotion/transcendence animation?, 4) If promotion/transcendence is not possible due to

ndence unmet conditions, is the reason for this clearly recognized?, 5) When the conditions for promotion/transcendence are
met, is this recognized?
1) Are the selected customizing options recognized?, 2) Is the Ul used for customizing convenient to operate?, 3) Is there
Character . . . " ) :
Customizing a feature provided to prevent starting the game with an unwanted appearance?, 4) Is a convenience feature provided to

facilitate easy decisions in customizing?

Real-time Combat

1) Is it clear which character the status Ul corresponds to?, 2) Are the individual status Uls for characters
distinguishable?, 3) Is a change in a character's status metrics noticeable?, 4) Is the status Ul appropriately emphasized
according to importance/hierarchy?, 5) During combat, are the character status Ul and level Ul distinguishable?, 6) Is the
character's attribute information noticeable?, 7) Is the character's affiliation information noticeable?, 8) Are the enemy's
status Ul and the player character's status Ul distinguishable?, 9) Is it clear which enemy the status Ul corresponds to?,
10) Is a change in the enemy's status metrics noticeable?, 11) Are the boss status Ul and the regular enemy status Ul
distinguishable?, 12) Is the enemy's attribute information noticeable?, 13) When a character acquires a buff/debuff, is
this noticeable?, 14) Is the information about buffs/debuffs applied to the character noticeable?, 15) Is the end point of
a character's buff/debuff effects noticeable?, 16) Are the representations of buffs/debuffs on enemies and player
characters consistently provided?, 17) When an enemy acquires a buff/debuff, is this noticeable?, 18) Is the information
about buffs/debuffs applied to the enemy noticeable?, 19) Is the end point of an enemy's buff/debuff effects
noticeable?, 20) Are the grades and characteristics of active buffs visually distinguishable?, 21) When viewing
information on active buffs/debuffs, is there no inconvenience from an operational perspective?, 22) Is the attack Ul
convenient to operate?, 23) When using an attack, is the active attack Ul noticeable?, 24) If the target is out of range,
is a feature provided to easily attack?, 25) If the target is out of range, is it noticeable that an attack cannot be made?,
26) Is the currently attacking character noticeable?, 27) If an attack effect is not applied to a character, is this
noticeable?, 28) Is the currently attacking enemy noticeable?, 29) If an attack effect is not applied to an enemy, is this
noticeable?, 30) Is an enemy preparing a strong attack distinguishable from those who are not?, 31) Is the remaining
time until an enemy uses an attack noticeable?, 32) Is the range affected by an enemy's attack distinguishable from
unaffected areas?, 33) Are attack animations distinguishable based on the type of attack effect, such as critical hits?,
34) Is the dodge/defense Ul convenient to operate?, 35) Is the effect due to defense noticeable?, 36) If an attack is
dodged, is the effect of the dodge noticeable?, 37) If a hit is dodged by chance, is this noticeable?, 38) When hit, is
whether the hit and the applied effect noticeable?, 39) When a character dies, is the fact of death noticeable?, 40) When
an enemy dies, is the fact of death noticeable?, 41) Through skill animations, is the information about the skill being used
noticeable?, 42) Is the skill Ul convenient to operate? , 43) During combat, is a feature provided to check detailed
information about skills?, 44) Is the currently available skill noticeable?, 45) Is the currently used skill noticeable?, 46)
After using a skill, is the remaining time until the skill can be used again noticeable?, 47) Is the status and change of the
skill use cost noticeable?, 48) If a skill can be used multiple times, is the number of available uses noticeable?, 49) Are
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the player's character and other players' characters distinguishable?, 50) Is it convenient to recognize the location of
characters during combat?, 51) Is a targeted enemy distinguishable from non—targeted ones?, 52) Are similar functions
in the combat system Ul recognizable?, 53) Is the pause screen distinguishable from the combat screen?, 54) Is a button
provided in the pause popup to return to combat?, 55) Is a device provided to prevent quitting combat?, 56) Is it
noticeable when entering combat?, 57) Is a boss fight visually distinguishable from regular combat situations?, 58) Is the
remaining or elapsed time of the combat noticeable?, 59) When combat is nearing its end, is this noticeable?, 60) After
failing a boss fight, is the button for re—entry noticeable?, 61) Is the wave information in combat noticeable?, 62) Is the Ul
for combat convenience features (speed battle, automatic battle, etc.) noticeable?, 63) Is the application of combat
convenience features (speed battle, automatic battle, etc.) noticeable?, 64) Is the tag Ul convenient to operate?, 65) Is
it clear which character the tag Ul corresponds to?, 66) If it is advantageous to switch characters, is the tag Ul of the
advantageous character easy to recognize?, 67) Is the quick slot Ul distinguishable from the action—oriented operation
Ul (attack, skill, etc.)?, 68) For items registered in the quick slot, is the inventory gquantity noticeable?, 69) Is it
noticeable that items can be registered in an empty quick slot?, 70) After using an item registered in the quick slot, is the
remaining time until it can be used again noticeable?, 71) If more than one quick slot is provided, is it noticeable that
other quick slots exist besides the currently used one?, 72) If more than one quick slot is provided, are the currently used
and unused quick slots distinguishable?, 73) Is the movement Ul convenient to operate?, 74) Is the direction in which
the character is moving noticeable?, 75) Is a feature provided to change the control options or position of the control
Ul?, 76) Is the currently registered mount/pet noticeable?, 77) Is the currently applied viewpoint option noticeable?, 7
8) Is the currently applied PK disposition setting noticeable?, 79) When the combo count changes, is this noticeable?,
80) If there are surviving enemy troops, is this noticeable?, 81) If movement is necessary for progression, is this
noticeable?, 82) Is the Ul for enemy and ally characters distinctly recognizable?

Turn—based
Combat

1) Is it clear which character the status Ul corresponds to?, 2) Are individual character status Uls distinguishable?, 3) Is
a change in a character's status metrics noticeable?, 4) Is the character's status Ul emphasized according to
importance/hierarchy?, 5) During combat, are character status Uls and level Uls distinguishable?, 6) Is the character's
attribute information noticeable?, 7) |s the character's affiliation information noticeable?, 8) Are enemy status Uls and
player character status Uls distinguishable?, 9) Is it clear which enemy the status Ul corresponds to?, 10) Is a change in
the enemy's status metrics noticeable?, 11) Are boss status Uls and regular enemy status Uls distinguishable?, 12) Is
the enemy's attribute information noticeable?, 13) When a character acquires buffs/debuffs, is this noticeable?, 14) Is
information about buffs/debuffs applied to a character noticeable?, 15) Is the endpoint of a character's buff/debuff
effects noticeable?, 16) Are the representations of buffs/debuffs on enemies and player characters consistently
provided?, 17) When an enemy acquires buffs/debuffs, is this noticeable?, 18) Is information about buffs/debuffs
applied to an enemy noticeable?, 19) Is the endpoint of an enemy's buff/debuff effects noticeable?, 20) Are the grades
and characteristics of active buffs visually distinguishable?, 21) When viewing information on active buffs/debuffs, is
there no inconvenience from an operational perspective?, 22) Is the currently attacking character noticeable?, 23) If an
attack effect is not applied to a character, is this noticeable?, 24) s the currently attacking enemy noticeable?, 25) If an
attack effect is not applied to an enemy, is this noticeable?, 26) Is an enemy preparing a strong attack distinguishable
from those who are not?, 27) Is the upcoming action pattern of an enemy noticeable?, 28) Are attack animations
distinguishable based on the type of attack effect, such as critical hits?, 29) Is the effect due to defense noticeable?, 3
0) When hit, is the fact of being hit and the applied effect noticeable?, 31) When a character dies, is the fact of death
noticeable?, 32) When an enemy dies, is the fact of death noticeable?, 33) Through skill animations, is information
about the skill being used noticeable?, 34) Is the skill Ul convenient to operate?, 35) During combat, is a feature
provided to check detailed information about skills?, 36) Is the currently available skill noticeable?, 37) Is the currently
used skill noticeable?, 38) After using a skill, is the remaining time until the skill can be used again noticeable?, 39) Is
the status and change of the skill use cost noticeable?, 40) If a skill can be used multiple times, is the number of
available uses noticeable?, 41) When selecting a skill usage point, is the expected effect noticeable?, 42) Are similar
functions in the combat system Ul recognizable?, 43) |s the pause screen distinguishable from the combat screen?, 4
4) Is a button provided in the pause popup to return to combat?, 45) Is a device provided to prevent quitting combat?,
46) Is it noticeable when entering combat?, 47) Is a boss fight visually distinguishable from regular combat situations?,
48) s the remaining or elapsed time of the combat noticeable?, 49) When combat is nearing its end, is this noticeable?,
50) After failing a boss fight, is the button for re—entry noticeable?, 51) Is the wave information in combat noticeable?,
52) Is the Ul for combat convenience features (speed battle, automatic battle, etc.) noticeable?, 53) Is the application
of combat convenience features (speed battle, automatic battle, etc.) noticeable?, 54) Are the attack turns of enemies
and characters noticeable?, 55) Are characters that can act in the current turn distinguishable from those that cannot?,
56) Are enemies that can act in the current turn distinguishable from those that cannot?, 57) Is the turn end Ul easy to
perceive?, 58) Is the turn end Ul convenient to operate?, 59) Is the combat clear objective easy to perceive during
combat?, 60) Are the ally and enemy character combinations distinguishable?, 61) Is the attribute synergy of the
arranged characters noticeable?, 62) Is the range in which an enemy can move visually distinguishable from where
movement is not possible?, 63) Is the position to which an enemy has moved noticeable?

Auto Battle

1) Is the Ul for convenience features such as speed battle and auto battle noticeable?, 2) Is the application status of
convenience features like speed battle and auto battle clear?, 3) Is the auto battle settings Ul convenient to operate?,
4) s the Ul for setting skills to auto—use easy to operate?, 5) Are skills under auto—use distinguishable from those not
under auto—use?, 6) During auto movement, is the destination noticeable?, 7) During auto movement, is the remaining
distance to the destination clear?, 8) During auto combat, is there a feature to allow manual intervention according to
player intent?, 9) Is the on and off status of the auto—use feature for quick slots noticeable?, 10) Are quick slots under
auto—use distinguishable from those not under auto—use?, 11) |s the current auto—attack setting noticeable?, 12) Is the
condition for auto—using items clear?, 13) Are the current auto—use options noticeable?

Manual Combat

1) Is the Ul for manual targeting convenient to operate?, 2) Is the attack Ul easy to operate?, 3) When an attack is
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used, is the attack Ul being used noticeable?, 4) If the attack target is out of range, is a feature provided to attack
easily?, 5) If the attack target is out of range, is it clear that the attack cannot be executed?, 6) Is the evade/defense Ul
convenient to operate?, 7) Is it clear which character corresponds to a given tag Ul?, 8) Is the tag Ul easy to operate?,
9) If a switch to a more advantageous character is possible, is the tag Ul for the advantageous character easy to
recognize?, 10) Is the quick slot Ul distinguishable from the action—type control Ul (attack, skill, etc.)?, 11) For items
registered in the quick slot, is the inventory quantity noticeable?, 12) Is it clear that items can be registered in an empty
quick slot?, 13) After using an item from the quick slot, is the remaining time until it can be reused clear?, 14) When
multiple quick slots are provided, is it clear that there are quick slots other than the one currently in use?, 15) When
multiple quick slots are provided, are the currently used and unused quick slots distinguishable?, 16) Is the movement Ul
easy to operate?, 17) Is the direction in which the character is moving clear?, 18) Is a feature provided to change the
control options or position of the control UI?

Card/Skill
Combination
Operation

1) Are the card/skill combination statuses of allies and enemies distinguishable?, 2) Is the synergy of the attributes of
the combined cards/skills noticeable?, 3) Is information about the combined cards/skills clear?, 4) Are selectable
cards/skills noticeable?, 5) Are selected and unselected cards/skills distinguishable?, 6) If there are combination limits,
are these clear?, 7) Is the operation for combinations convenient?, 8) Is a convenience feature provided to undo
combinations?, 9) Is a feature provided to prevent errors in deleting combinations due to initialization?

Skill Enhancement

1) Are skills that have reached the maximum enhancement level distinguishable from those that can still be enhanced?,
2) Are the skill stats that will increase with enhancement known beforehand?, 3) When enhancing a skill, are the
increased stats noticeable?, 4) For skill enhancement materials, is the amount consumed and the current inventory
clear?, 5) Through skill enhancement animations, are the results of skill enhancements noticeable?, 6) When conditions
for skill enhancement are met, is this clear?, 7) If conditions are not met and skill enhancement is not possible, is the
reason clear?, 8) Are skills that cannot be enhanced distinguishable from those that can?, 9) Is a convenience feature
provided for easy skill enhancement?, 10) When enhancing multiple skills simultaneously, is the increase in stats clear?

Active/Passive
Skills

1) Is the skill Ul easy to operate?, 2) During combat, is a feature provided to check detailed information about skills?,
3) Is the currently used skill clear?, 4) Are the currently available skills noticeable?, 5) After using a skill, is the remaining
time until the skill can be used again clear?, 6) Is the status and change of the skill use cost clear?, 7) If a skill can be
used multiple times, is the number of available uses clear?, 8) Is it easy to recognize when a skill is ready to use again
after a cooldown?, 9) When selecting a skill usage point, is the expected effect clear?

Field Hunting

1) Are the resources and items obtainable in the field clear?, 2) Is information about enemies that appear in each field
clear?, 3) Is the recommended combat power for the field noticeable?, 4) Are the types and quantities of resources
obtained clear?, 5) Are the items obtained noticeable?, 6) Is the Ul for setting auto hunting in the field noticeable?, 7) Is
the application status of the field auto hunting settings clear?, 8) Is the Ul for setting auto hunting in the field convenient
to operate?

PvP

1) Is the win/loss status of PK records distinguishable?, 2) Are details about occurred PKs noticeable?, 3) Is the reset
time for PK records provided?, 4) Is character information for top players in PK ranking noticeable?, 5) Is information
about the scoring criteria that determines the PK ranking provided?, 6) Is the reset time for PK ranking noticeable?, 7) Is
information about buffs/debuffs related to PK ranking noticeable?, 8) Is it clear whether PK is allowed in certain areas?,
9) Is the character's PK tendency score noticeable? ,10) Is information about buffs/debuffs based on PK tendency
score noticeable?, 11) Are situations of attacking other players distinguishable from attacking regular enemies?, 12) Are
situations of killing other players distinguishable from killing regular enemies?, 13) When PKed, is information about the
player who committed the PK noticeable?, 14) Is the name of the current arena season noticeable?, 15) Is the
remaining time until the reset of the current arena season noticeable?, 16) Are the limitations for the arena noticeable?,
17) Is the attack deck setup button noticeable?, 18) Is the defense deck setup button noticeable?, 19) Is information
about ranking changes based on previous battle results noticeable? , 20) Is the complete player ranking list in the arena
noticeable?, 21) Is information about other players in the total ranking noticeable?, 22) Is the feature to view the total
ranking list noticeable?, 23) Is one's own ranking in the total ranking list noticeable?, 24) Are one's current arena points
noticeable?, 25) Is information about point changes based on battle results noticeable?, 26) s it noticeable when points
do not change regardless of the battle outcome?, 27) Are the points of other players in the ranking list noticeable?, 28)

Are the points of all players in the current arena ranking noticeable?, 29) Is the current tier stage noticeable?, 30) Are tier
stages and names provided using common terminology from other games?, 31) When changing tiers, is the tier change
information noticeable through an animation?, 32) Is information about rewards obtainable upon tier advancement
provided?, 33) When obtaining tier advancement rewards, is the information about the acquired rewards noticeable
through an animation?, 34) Are win rates for attack and defense distinguishable?, 35) Are score changes based on
arena attack/defense results noticeable?, 36) Are records of battles conducted in arena attack/defense noticeable?, 3
7) Is information about the opposing player in battles conducted in arena attack/defense noticeable?, 38) Are
conditions for obtaining rewards noticeable?, 39) Are daily/weekly rewards obtainable based on arena performance
noticeable?, 40) When obtaining rewards, is the information about the acquired rewards noticeable through an
animation?, 41) Is information about rewards obtained due to the season end based on arena performance noticeable?,
42) Are battle—related settings registered by the player (character lineup, equipment setting, etc.) noticeable?, 43)

When accumulated rewards are obtained, is information about the acquired rewards noticeable?, 44) Is it noticeable
when there are obtainable rewards?, 45) |s the record of battles conducted with the set defense deck provided?, 46) Is
information about the opposing player in battles conducted defensively provided?, 47) |s basic information related to
arena battles for selecting an opponent noticeable?, 48) Is the total combat power information of the opponent
noticeable?, 49) Is information about the opponent's combat performance noticeable?, 50) Is information about the
growth of characters in the opponent's deck noticeable?, 51) If a refresh feature has a cooldown, is the remaining time
until cooldown refresh noticeable?, 52) When using the refresh feature, if resources are consumed, are the type and
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amount of consumed resources noticeable?, 53) Is the resource consumed for entry noticeable when entering?, 54) Are
the maximum resource holding capacity and current entry resource holding amount noticeable?, 55) If holding fewer
entry resources than the maximum, is the remaining time until resource recharge noticeable?, 56) If there is a daily limit
on purchasing arena entry resources, is this noticeable in advance?, 57) Is the period during which arena entry resources
are recharged (reset) noticeable?, 58) Is it noticeable if gameplay is not possible due to insufficient resources in the
arena?, 59) If gameplay is not possible due to a lack of resources in the arena, is information provided that entry
resources must be purchased?, 60) Is navigating to the entry resource purchase page noticeable?, 61) Is the feature to
modify battle—related settings (character lineup, equipment setting, etc.) provided?, 62) Is the button to exit the battle
(move to the main screen, retry, etc.) noticeable?, 63) Is information about rewards obtainable through battle victory
noticeable in advance?, 64) When a battle is won, is this noticeable?, 65) Is information about rewards obtained
through battle victory noticeable?, 66) When a battle is lost, is this noticeable?, 67) Are changes in arena performance
based on battle results noticeable?, 68) Is information about the character lineup used in the battle noticeable?, 69) In
the damage tally screen, are the total damage and each character's contribution to the damage noticeable?, 70) In the
battle result screen, is the button to exit the battle (move to the main screen, retry, etc.) noticeable for its function?, 71)

Is a growth guide provided in the battle defeat screen?, 72) Is the feature to navigate from the arena content to the arena
shop provided?, 73) Is the list of products purchasable with arena coins provided?, 74) Are the display rules in the arena
shop consistent with those in other shops?, 75) Is the method for obtaining arena coins in the arena shop noticeable?

PVE Dungeon

1) Are the conditions required to obtain rewards recognizable?, 2) Is the reset time for dungeon rewards noticeable?,
3) When entrance to a dungeon is not possible due to unmet conditions, is this recognized?, 4) Are the resources
obtainable in the dungeon noticeable?, 5) Is information about enemies appearing in each dungeon available?, 6) Is the
recommended combat power for the current dungeon and the player’s combat power recognizable?, 7) Are the resource
amounts needed for dungeon entry and the current holdings noticeable?, 8) When dungeon entry counts (dungeon entry
resources) are depleted, is a reset (shortcut to store) feature provided?, 9) Is the reset (regeneration) time for dungeon
entry counts (dungeon entry resources) noticeable?, 10) Is the maximum number of entries for the dungeon and the
current remaining count recognizable?, 11) After entering a dungeon, is the remaining time noticeable?, 12) Are
dungeons that need to be cleared distinguishable from those already cleared? , 13) Is the current dungeon
distinguishable from dungeons not located?, 14) Are the conditions for applying formation bonuses noticeable?, 15)
When formation bonuses are applied to the current lineup, is this application noticeable?, 16) Is character and combat
power information of top players in the ranking provided?, 17) s the player’s achieved rank in the ranking noticeable?, 1
8) Are the conditions for receiving ranking achievement rewards recognizable?, 19) When ranking achievement rewards
are obtainable, is this availability noticeable?, 20) Is the settlement time of the current raid noticeable?, 21) Is the
season reset time of the current raid noticeable?, 22) If death penalty recovery is possible, is this pre—noticeable?, 23)
When progressing with death penalty recovery, are the types and amounts of resources obtainable noticeable?, 24) Are
the resources required for death penalty recovery noticeable?, 25) Are the current remaining counts and the maximum
limits for death penalty recovery noticeable?, 26) Is the limit time for death penalty recovery noticeable?, 27) Is the
maximum number of participants that can enter recognizable?, 28) Are the maximum and current numbers of party
members noticeable?, 29) Is information about the current party members noticeable?, 30) Is the party leader
distinguishable from regular party members?, 31) When the maximum number of party members is reached, is a feature
provided for the party leader to notice this?, 32) Is party matching convenient?

Position/Formation
/Lineup

1) Are the battle—related settings registered by the player (character lineup, equipment setting, etc.) noticeable?, 2) Is a
feature provided to modify battle-related settings (character lineup, equipment setting, etc.)?, 3) When retrying, is a
feature provided to redo the character lineup?, 4) Is a convenience feature provided to restore the lineup to its original
state?, 5) Is a convenience feature provided for easy character lineup?, 6) During character lineup, are each character's
details noticeable?, 7) Is the character lineup information of cleared battles noticeable?, 8) Are the conditions for
applying lineup bonuses recognizable?, 9) When lineup bonuses are applied to the current lineup, is this application
noticeable?, 10) Is the attack deck setup button noticeable?, 11) Is the defense deck setup button noticeable?, 12) In
the lineup window, is the character currently being selected noticeable?, 13) Are the slots where characters can be
placed and cannot be placed distinguishable?, 14) Are various sorting/filtering features provided considering the
attributes and characteristics of characters?, 15) Is the character lineup information of defeated battles noticeable?, 1
6) Are the stats and roles of the lined—up characters noticeable?, 17) Is the in—game position (location) information of
the lined-up characters noticeable?, 18) Is a feature provided to view detailed information about the lined—up
characters?, 19) Is a feature provided to view lineup presets for different contents?, 20) When newly lining up characters
already positioned in another unit, is this pre—noticeable?, 21) Is the total combat power of the currently lined—up
characters provided?, 22) When the character composition changes, is the change in total combat power noticeable?,
23) Are multiple deck lineup presets distinguishable?, 24) Are the selected preset and unselected preset distinguishable?,
25) During lineup, are the selectable characters noticeable?, 26) Are the selected and unselected characters
distinguishable?, 27) If lineup restriction conditions exist, are these noticeable?, 28) When proceeding with lineup
changes, is it pre—noticeable that the currently configured lineup information will change?, 29) Are lined—up characters
and unlined-up characters distinguishable?, 30) Is a convenience feature provided for easy movement of characters
within the lineup?, 31) Is a convenience feature provided for easy exclusion/change within the lined-up characters?, 32)
Is a feature provided to select deployment positions during character lineup?, 33) Are the character combination
statuses of friendly and enemy characters each noticeable?, 34) Is the attribute synergy of the lined—up characters
noticeable?

Equipment/Item
Crafting

1) Are craftable items categorized and provided by category?, 2) Is the amount of crafting materials needed known?, 3)
Is a convenience feature provided that allows for the crafting of multiple items at once?, 4) Is the amount of materials
consumed for crafting known?, 5) When crafting, is the type of equipment to be obtained recognizable?, 6) When
crafting, are the detailed specifications of the obtained equipment provided?, 7) Is the result of the crafting process
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recognized through the crafting animation?, 8) Is there a convenience feature provided that simplifies crafting based on
the materials owned?

Equipment
Enhancement

1) Is the amount of experience needed to reach the next level known?, 2) Is the increase in equipment experience from
using resources recognizable?, 3) Is a convenience feature provided to simplify equipment leveling?, 4) When leveling up
equipment, is the expected increase in stats recognizable?, 5) Is the amount of resources consumed as leveling materials
and the current inventory known?, 6) Is the result of leveling up recognized through the leveling animation?, 7) When
equipment enhancement fails, is this recognized?, 8) When leveling up multiple pieces of equipment, is the increase in
stats known?, 9) If the equipment can be enhanced to the next tier, is this recognized beforehand?, 10) Are the amount
of materials used for tier enhancement and the current inventory known?, 11) If there is a shortage of materials needed
for tier enhancement, is the reason known?, 12) Is the result of tier enhancement recognized through the tier
enhancement animation?, 13) Is a convenience feature provided that simplifies tier enhancement?, 14) If conditions are
not met for batch enhancement, is the reason recognized?

Character Gacha

1) Is the 'Summon' button and its information provided in a consistent format regardless of the type of summon?, 2) Are
different types of summons distinctly recognizable?, 3) Is the Ul of the summon button easy to recognize?, 4) Is the
button to access the summon probability information window noticeable?, 5) Is it clear which characters can be obtained
through summoning?, 6) Is the cumulative number of summons required for a guaranteed character acquisition
recognizable?, 7) If it is a limited—time summon, is the remaining period until the end of summoning noticeable?, 8) In the
character summon probability, is the acquisition probability for each character clear?, 9) Are the summon probabilities by
character grade recognizable?, 10) Are characters with increased acquisition probabilities easy to identify?, 11) Is the
character selected for summoning noticeable?, 12) Are the summon buttons distinguishable between when summoning
is possible and when it is not?, 13) Are the amount of resources used for summoning and the current inventory
noticeable?, 14) Is the character obtained through summoning recognizable?, 15) If summoning cannot proceed due to
a lack of necessary resources, is this recognized?, 16) s the time remaining until the next free summon recognizable?,
17) Is there an animation that hints at the grade of the summoned character?, 18) Is there a convenience feature
provided for summoning multiple characters at once?, 19) Is there a convenience feature provided to expedite the
summoning animation?, 20) If summoning characters is possible from a screen other than the summon screen, is this
recognized?, 21) If summoning of a different type is possible from the current screen, is this noticeable?, 22) Is there a
convenience feature provided to simplify summoning based on the owned resources?, 23) If resources are insufficient for
proceeding with a summon, are explanations provided about various ways to obtain resources?, 24) Is there a feature
provided to prevent accidental summoning?

Equipment/Item
Gacha

1) Is the 'Summon' button and its information provided in the same format regardiess of the type of summon?, 2) Is the
Ul of the summon button easy to recognize?, 3) Is the button to move to the summon probability information window easy
to recognize?, 4) Is it clear which equipment can be obtained through summoning?, 5) Is the cumulative number of
summons required for a guaranteed equipment/item acquisition recognizable?, 6) Is the remaining period until the end of
the summoning process noticeable?, 7) In the equipment summon probability, is the acquisition probability for each item
clear?, 8) Are the summon probabilities by equipment grade recognizable?, 9) When summon probabilities are
increased, is the increased probability of obtaining certain equipment easy to recognize?, 10) Are the summon buttons
distinguishable between when summoning is possible and when it is not?, 11) Are the amount of resources used for
summoning and the current inventory noticeable?, 12) Is the equipment obtained through summoning recognizable?, 13)
If summoning cannot proceed due to a lack of necessary resources, is this pre—recognized?, 14) Is the time remaining
until the next free summon recognizable?, 15) Is there an animation that hints at the grade of the summoned
equipment?, 16) Is there a convenience feature provided for summoning multiple items at once?, 17) If resources are
insufficient for equipment summoning, are explanations provided about various ways to obtain resources?, 18) Is there a
convenience feature provided to expedite the summoning animation?, 19) If equipment summoning is possible from a
screen other than the summon screen, is this recognized?, 20) If summoning of a different type is possible from the
current screen, is this noticeable?, 21) Is there a convenience feature provided to simplify summoning based on the
owned resources?

Field/Dungeon
Iltem Drops

1) Is the pathway for items dropping recognizable?, 2) Is it noticeable when items have dropped?, 3) Are the grades of
the dropped items recognizable?, 4) Are the types of the dropped items distinguishable?, 5) When items are acquired
from drops, is the acquisition noticeable?, 6) In cases where multiple items are dropped, is this recognized?

Missions/Quests

1) Are objects where events (quest initiation, completion, etc.) occur distinguishable from ordinary objects?, 2) Is the
progress of a quest recognizable?, 3) Are different types of quests distinguishable?, 4) Are similar types of quests
recognizable among each other?, 5) Is the progress status of a quest noticeable?, 6) Is an ongoing quest recognizable?,
7) Are completed quests distinguishable from ongoing quests?, 8) Is the quest overlay provided in a way that facilitates
the recognition of game progress?, 9) Is it convenient to travel to the quest progression area?, 10) Upon completing a
quest, is it convenient to proceed to the next quest?, 11) Is it clear which page the Ul transitions to when moving between
different types of missions?, 12) If not all mission information is visible on one screen, is it noticeable that more mission
information is available?, 13) Is the duration of mission progress recognizable?, 14) Are the conditions of the mission
recognizable?, 15) When mission conditions are met, are the possible rewards recognizable?, 16) Is the overall progress
of various types of missions recognizable?, 17) Is the progress for each mission recognizable?, 18) When all mission
conditions are satisfied, is the reward collection Ul easy to perceive?, 19) Are missions that have satisfied conditions but
not yet collected rewards distinguishable from those that haven't?, 20) Is there a convenience feature provided for
accessing content where mission progression is possible?, 21) Is there a convenience feature provided for easily
collecting rewards for completed missions?, 22) When mission conditions are met, is it noticeable that rewards can be
collected?, 23) Is the standard time for mission renewal recognizable?, 24) Is the time remaining until mission renewal
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noticeable?, 25) Is it recognizable when all missions are completed and no further progress can be made?, 26) Are the
specific conditions required for each mission recognizable?, 27) When mission conditions are met, are obtainable
rewards distinguishable from those that are not obtainable?, 28) Is the progress of overall achievements and individual
achievements recognizable?, 29) Is the progress of achievements by type recognizable?, 30) When all achievement
conditions are met, are the obtainable rewards recognizable?, 31) When achievement conditions are met, are
obtainable rewards distinguishable from those that are not?, 32) Are the effects of stat bonuses obtained through
achievements recognizable?

Text Chat

1) Is the chat Ul designed to maintain game awareness?, 2) Is there a feature provided to hide or minimize the chat Ul for
better immersion?, 3) Is the current chat channel recognizable?, 4) When selecting a chat channel, is it distinguishable
from other channels?, 5) Is the chat window for interaction distinguishable from general chat?

Skins/Costumes

1) Is information about the costume recognizable?, 2) Is the price of the costume recognizable?, 3) Is the availability
period of the costume known?, 4) Are currently equipped costumes distinguishable from unequipped ones?, 5) Are
owned costumes distinguishable from those not owned?, 6) Is information that indirectly identifies the costume
recognizable?, 7) Is there a feature to closely inspect the costume’s appearance?, 8) Are the effects obtained from
equipping the costume known?, 9) Is there a feature to try on (preview) the costume before purchasing?, 10) Are the
methods for acquiring the costume recognizable?, 11) Is it known if the costume cannot be currently acquired?, 12)
When selecting a costume, is the character displayed wearing the costume?, 13) If a costume cannot be obtained
directly, are the methods for acquisition provided?, 14) Is an immediate purchase feature provided for costumes that can
be directly bought?, 15) Are the name and concept of the selected costume provided?

Achievements
(Challenges)

1) Is the progress of overall and individual achievements recognizable?, 2) Is the progress of achievements by type
recognizable?, 3) When all conditions for achievements are met, are the obtainable rewards recognizable?, 4) When
achievement conditions are satisfied, are obtainable rewards distinguishable from those that are not?, 5) Are the stat
effects gained through achievements recognizable?

Compendium
(Information
Collection Content)

1) Is the entry Ul for the compendium easy to understand which compendium it refers to?, 2) If not all compendiums are
displayed on one screen, is it clear that more compendiums are available?, 3) Is the detailed information entry Ul
user—friendly for checking specific information?, 4) Is a sorting feature provided in the compendium list?, 5) Is a filtering
feature provided to view only the desired group of compendiums?, 6) Is it noticeable when an item not listed in the
compendium is obtained?, 7) Is the progress of collection for each type of compendium noticeable?, 8) Is the progress
for registering an item in a list noticeable?, 9) Is it clear what rewards can be received through the collection of the
compendium?, 10) When rewards are collected from the compendium, is it noticeable?, 11) When collection is complete
and rewards are obtainable, is it distinguishable from when rewards cannot be obtained?, 12) Is the currently applied
account enhancement effect noticeable?, 13) When an account enhancement effect is gained, is it clear how much the
enhancement has increased?, 14) Are owned items distinguishable from unowned items?, 15) Is the necessary
enhancement stage for registering an item in the compendium noticeable?, 16) Is it possible to indirectly perceive
information about the equipment?, 17) Is detailed information about the equipment’s stats provided?, 18) Is the provided
image of the equipment easy to recognize?, 19) Is it clear how the equipment can be obtained?, 20) Is it noticeable if the
equipment cannot currently be acquired?, 21) Are different chapters and stages of the story distinguishable?, 22) Is the
progress of collected stories for each story category noticeable?, 23) Are stories that cannot be viewed distinguishable
from those that can be?, 24) Is the amount of story text convenient to read?, 25) Is the font size of the story text easy to
read?, 26) Are the title and summary of the story synopsis clear and indicative of the story content?, 27) Are owned
characters distinguishable from those not owned?, 28) Is basic information and icons that can reveal the character’s
traits noticeable?, 29) Are the character’s detailed story and battle—related stats information distinguishable?, 30) Is there
a function available to discern detailed stats of the character?, 31) Are the position and size of the character’s image
convenient for understanding the content?

Package

1) Is the available Battle Pass recognized?, 2) Are purchasable and non—purchasable Battle Passes distinguishable?, 3)
Is the list of items obtainable through the Battle Pass recognized?, 4) Is the price of the Battle Pass known?, 5) Is the
duration of the Battle Pass recognized?, 6) Are the core rewards of the Battle Pass distinguishable from regular rewards?,
7) Is the progress of the Battle Pass recognized?, 8) Are rewards obtainable based on the progress of the Battle Pass
recognized?, 9) Are rewards from the paid Battle Pass distinguishable from those of the free Battle Pass?, 10) Is the
criterion for increasing Battle Pass progress recognized?, 11) When purchasing Battle Pass progress is possible, is this
recognized?, 12) Are purchasable limited—time packages recognized?, 13) Are purchasable and non-purchasable
limited—time packages distinguishable?, 14) Is the list of items obtainable through the limited—time package recognized?,
15) Is the price of the limited-time package known?, 16) Is the available period for the limited—time package
recognized?, 17) For limited—time packages with a purchase limit, are the limit and current number of purchases
recognized?, 18) Are purchasable general packages recognized?, 19) Are purchasable and non—purchasable general
packages distinguishable?, 20) Is the list of items obtainable through the general package recognized?, 21) Is the price
of the general package known?, 22) For general packages with a purchase limit, are the limit and current number of
purchases recognized?, 23) Are purchasable event packages recognized?, 24) Are purchasable and non—purchasable
event packages distinguishable?, 25) Is the information about the event package recognized?, 26) Is the list of items
obtainable through the event package recognized?, 27) Is the price of the event package known?, 28) Is the available
period for the event package recognized?, 29) Is the purchase benefit of the event package recognized?, 30) For event
packages with a purchase limit, are the limit and current number of purchases recognized?

Idle System

1) Are conditions for increased idle reward efficiency recognized?, 2) Is the accumulated idle time since the last reward
collection (reward time reset) recognized?, 3) Based on accumulated idle time, are current obtainable idle rewards
recognized?, 4) Are times when idle rewards can be collected distinguishable from when they cannot?, 5) Is the currency
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earned per idle time known?, 6) Are conditions for increasing idle reward efficiency recognized?, 7) Is information about
currency obtained through idle reward collection recognized?, 8) Is the expected value of rewards obtainable through fast
idle progression provided?, 9) Is the currency consumption required for fast idle progression recognized?, 10) Are times
when fast idle progression is possible distinguishable from when it is not?, 11) Is information about currency obtained
through fast idle reward progression recognized?, 12) Is the daily limit for fast idle progressions known?, 13) Is the time
remaining until the daily limit for fast idle progressions resets recognized?, 14) When the maximum limit of idle rewards is
reached, is this recognized?, 15) When fast idle reward collection is possible, is this pre-recognized?, 16) Is the duration
for which idle mode can be engaged recognized?, 17) When engaging idle mode, is it recognized that the app will close?

1) In the supporters' formation screen, are heroes from the same guild recognized?, 2) In the supporters' formation
screen, are the stats and skills of the heroes recognized?, 3) Is finding the desired hero on the supporters' formation
screen convenient?, 4) When using a supporters' hero, are notifications and rewards provided to the friend?, 5) When a
supporters' hero is used, is the reduction in usage count recognized?, 6) Is there a daily limit on the use of supporters'
Guild Exclusive heroes recognized?, 7) On the ranking screen, is the ranking of the affiliated guild recognized?, 8) On the ranking screen,

Content is an individual's ranking recognized?, 9) On the ranking screen, is information about raid ranking rewards recognized?,
10) Are ranking rewards according to rank distinguishable?, 11) Is information about the timing of reward distribution
recognized?, 12) Is the feature to enter the guild store from the guild page provided?, 13) When touching guild currency,
is it convenient to move to the acquisition source or guild content?, 14) In the guild store, are the icon and the quantity of
guild currency recognized?

E 6. 2HIYA RPG /Y AFEA FE|AE
Table 6. Mobile RPG game usability heuristics

Corresponding Nielsen

L Heuristic ltems
Heuristics

Category

Elements on the screen are distinctly marked for identification.

The system's status and changes are displayed immediately.

Provide proactive information to predict the consequences of actions.

Provide appropriate feedback on user choices and conseqguences.

Indicate what actions can be taken next based on the current state of the
system.

Shows the conditions required for the current system to complete.

Immediately indicate what new information needs to be verified.

Information Provision/
Feedback

—-

. Visibility of system status

Clearly indicate why an action is not possible.

Provide features that prevent users from making unexpected mistakes.

Display the Ul in a location that doesn't obscure or interfere with gameplay.

It should be intuitively clear which features can be manipulated and which
cannot.

The shape of the Ul is appropriate for viewing and manipulating information.

3. User control and freedom

. Error prevention

. Help users recognize,
diagnose, and recover from
errors

o o

Error Prevention

7 Flexibility and efficiency of Provide enough information, guides, and tutorials to understand the game.
Ease of Learning/ ’ Use Y 4 Highly used features and important information should be prominent and easily
Understanding . accessible.
10. Help and documentation . . . - .
Provide convenience features that require repetitive player behavior.

For general-purpose features, use familiar pictograms that players are familiar

with.
2. Match between the system Uls with general directionality in the form of illustrations should behave
Industry Standard and the real world predictably.
Consistency 4. Consistency and standards | For features that are typical/iconic of a particular genre, follow the practices

6. Recognition rather than recall | used by games of the same genre.
Within the game, use the same principles and present similar features in similar

ways.
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Table 7. Heuristic evaluation items

No. Content
The number and structure of items in this heuristic are

Q1 | appropriate for conducting usability evaluation. (5—point
scale)

Q2 The items in this heuristic are written in a way that makes
their meaning clear and understandable. (5—point scale)
This heuristic is easy enough to understand for people

Q3 |who do not have sufficient experience in usability
evaluation. (5—point scale)

Q4 The items in this heuristic adequately reflect the usability
elements required for gameplay. (5—point scale)

Q5 The items in this heuristic are connected to actual
gameplay contexts. (5—point scale)

Q6 Using this heuristic, | was able to identify areas of the
game that require usablllty improvement. (5—-point scale)

Q7 This heuristic helped me identify usability problems that
would otherwise be difficult to recognize. (5—point scale)

Qs This heuristic helped me anticipate directions for usability
improvement. (5—point scale)

Q9 This  heuristic  adequately reflects the  overall
characteristics of the RPG genre. (5—-point scale)

Q1o | think this heuristic can also be applied to RPG games
other than the evaluated game. (5—point scale)
Please freely describe any heuristic items that were

Q11 |difficult to understand or need improvement.

(Open—ended)
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Table 8. Means by heuristic evaluat|on items

=2X|(J. DCS) Vol. 27, No. 6, pp. 1457-1476, Jun.

e Mean Mean Difference
(Group A) (Group B) (A-B)
Q1 3.60 3.20 +0.40
Q2 3.80 3.60 +0.20
Q3 4.00 2.60 +1.40
Q4 3.80 3.20 +0.60
Q5 3.60 3.00 +0.60
Q6 4.40 3.80 +0.60
Q7 3.80 3.40 +0.40
Q8 3.80 3.40 +0.40
Q9 3.60 2.00 +1.60
Q10 3.40 2.80 +0.60
Querall 3.78 3.10 +0.68
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