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Heuristic report on War of the Roses – Group B 

 

# Issue Heuristic Problem Severity 

1 Confusion on what purpose and use 
Perks have in the beginning. 

Match between system and real 
world 

1 

2 Not enough feedback after purchasing 
a new perk 

Visibility of system status 2 

3 No info displayed about your perks 
after selecting them 

Visibility of system status 1 

4 No help or tutorial on how to create 
your character 

Help and documentation 1 

5 No clear information on class advantages 
 

Aesthetics and minimalist design 3 

6 No clarity on whether the character is 
saved before pressing back 

Visibility of system status 0 
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1. Confusion on what purpose and use Perks have in the beginning. 

# Issue Heuristic Problem Severity 

1 Confusion on what purpose and use 
Perks have in the beginning. 

Match between system and real 
world 

1 

 

Problem 

It’s unclear in the beginning that you need to select Perks before being able to equip certain 

weapons. The word perk is also confusing, as the word ability or skill would suit better as it’s an 

ability to be able to patch yourself up faster, and a skill to use a crossbow. Ability and skill are more 

common words used in games, which means more players who do not have English as their first 

language will have a bigger chance of understanding. 

Evidence 

 

Suggested solution 

Use another word instead of perk, like ability or skill. 
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2. Not enough feedback after purchasing a new perk 

# Issue Heuristic Problem Severity 

2 Not enough feedback after purchasing 
a new perk 

Visibility of system status 2 

 

Problem 

After clicking on a locked skill to purchase it, a prompt appears and asks the players for confirmation 

if they want to buy this perk. But afterwards the game doesn’t give much feedback, and makes it 

easy for the players to assume that the new skill they bought were auto-selected, especially after 

having to confirm the purchase. This assumption by the players is incorrect: newly purchased perks 

must instead be selected manually. 

Evidence 
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Issue #2 continuation 

Suggested solution 

Auto-select a perk after purchasing it instead of having the player manually select it after a purchase. 

Add more visual feedback that something has been selected, for instance highlight the name or the 

space behind the name of the perk. 
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3. No info displayed about your perks after selecting them  

# Issue Heuristic Problem Severity 

3 No info displayed about your perks 
after selecting them 

Visibility of system status 1 

 

Problem 

While the player has to choose different perks and bonuses, information is displayed about a bonus 

and how it differs from the other bonuses. But in order to see this information once more, the player 

has to go through the selection process and reselect it through the menus.  

Evidence

 

 

Suggested solution 

Display the info about the bonuses when the player hovers over them with the mouse pointer. 
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4. No help or tutorial on how to create your character 

# Issue Heuristic Problem Severity 

4 No help or tutorial on how to create 
your character 

Help and documentation 1 

 

Problem 

When the player is going to customize their character for the first time, juggling through all the 

different tabs is going to confuse a lot of players. The player eventually learns by doing, but there’s 

no evident order that the player has to follow in order to navigate the tabs. For example, the player 

wants to ride a horse; he/she will want to press the mount tab, only to find that a perk must be 

bought first. 

Evidence 

 

Suggested solution 

Have a small button with a question mark in the corner that gives the players advice on what to do 

when he/she presses it. Perhaps a small tutorial button that the player can access easily at any time 

when they’re customizing their character that mostly consists of texts and arrows to guide the player 

through the menu and the different tabs. 
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5. No clear information on class advantages 

# Issue Heuristic Problem Severity 

5 No clear information on class 
advantages 

Aesthetics and minimalist 
design 

3 

 

Problem 

The text is split up into two parts, one text that usually has information that the player needs, like 

the weapon’s range and what advantages and disadvantages it has. The other text is in italics, which 

usually only contain filling, like history behind the weapon. After reading some of the text the player 

will learn that the non-italics text is the text they need to read in order to create a character with the 

advantages they need. But in some cases, the information they need is in the italics text. This slows 

down the player’s progress as they now have to read both the non-italics and the italics text to make 

sure they get all the information they need.   

Evidence 

 

 

Suggested solution 

Separate the important information that the player might need and the text that explains its history. 

Keep the vital information as short and concise as possible.  

Since the game is skill-based, it’s not possible to display bars, like the ones used to show 

encumbrance and speed. But it is possible to filter out the necessary information from the italics. 
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6. No clarity on whether character is saved before pressing back  

# Issue Heuristic Problem Severity 

6 No clarity on whether character is 
saved before pressing back 

Visibility of system status 0 

 

Problem 

After the player has finished customizing their character, the player has to click Back. But there’s no 

indication that the character they’ve spent time creating has been saved.   

Evidence 

 

 

 

 

 

 

 

 

 

 

 

 

 

Suggested solution 

Instead of having the button saying Back it could say Confirm. Or if a lengthy version is acceptable, 

Confirm/Save and go back. 
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Summary 

 

Our group consisted of three people who did the individual evaluation on March 13th 2013. Two of 

us were game design students at Future Games, who also wrote this report. We agreed on all issues 

presented in this report and found none of the issues being of higher severity than 3. The most 

severe issues were: 

1. No clear information on class advantages  

2. Not enough feedback after purchasing a new perk 

3. No info displayed about your perks after selecting them 

The most common heuristic issue was Visibility of system status which was responsible for half of 

the issues reported here.  

Most these issues were in the UI. A first look through the UI led to confusion, but after the second 

time the UI became more comprehensible. Generally, we feel that the solutions to these problems 

are relatively easy to implement and we found no severe problem.  


