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Mabinogi - UX Research

struggled due to a lack of information hierarchy, information overload,

small font size and spacing, non-intuitive icons, and some simple tasks that require

many tedious steps (windows and clicks)

1. Menu 2. Messenger 3. Character 4. Info

Accessed settings using the ESC
Adjusted shortcuts within the shortcut
Issues with information overload
Poor readability due to
small font size and spacing
Non-intuitive classification
of information
Non-intuitive icons

5. Quest 6. Map 7. Shop

Attempted entering the cash shop
using ‘Item Shop Purchase’
The ‘storage’ appears when the
‘ltem Shop Purchase’ is clicked
Bad accessibility overall
Confusion about the
cash shop’s naming
'Inventory Search’ feature B Behavior W Pain Points M Appeal Points

Deleting multiple items at once bostTask Evaluation
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Qualitative Results

also expressed frustration with the inventory design: having inventories

(sub-inventories) within the inventory and varying sizes of compartments for each item

that eventually cause inconvenience in organizing items in the inventory

8. Skills

Browsed every tab in the ‘Skills’
Tried to check out skills via the
‘Character Information’
Typed /' to pose a gesture
Entered the ‘Messenger’ to
find motion gestures
Non-intuitive icons
(hard to discern their functions)
The list of skills is not visually clear
Players don’t expect the
‘Skills’ contain motion gestures
Drag-and-drop to move skills
to the shortcuts

9. Inventory 10. Dress Room 11. Market

B Behavior W Pain Points M Appeal Points

Post-Task Evaluation
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Like NN L, s also struggled due to a lack of information hierarchy,

information overload, small font size and spacing, non-intuitive icons, and

some simple tasks that require many tedious steps (windows and clicks)

1. Menu 2. Messenger 3. Character 4. Info
Struggled to find some information Accessed frequently-checked tabs
and features, causing delays Excessive amount of information
Small Ul elements provided in a single view
Excessive information and options Prefer to start browsing
Narrow spacing between options, from the last-visited view
making it hard to differentiate Prefer to see the most relevant
Diverse features to promote information first

convenience

5. Quest 6. Map 7. Shop

B Behavior W Pain Points M Appeal Points

Post-Task Evaluation
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Like NN L, T s were also frustrated with the inventory design:

organizing ltems, locating items, and varying sizes of compartments for each item

that eventually cause inconvenience in organizing items in the inventory

8. Dress Room 9. Skills 10. Inventory 11. Market

Tedious tagging and organizing
The inventory arrangement is
frequently disturbed
Organizing items is difficult due to
diverse item sizes and types
Finding items requires a lot of effort
Need for improved search input
Features for managing Items
Convenient item search feature

Others (Uncategorized) Others (Gear Strengthening) Others (Transport & Moving) Others (Random reward) Others (Farm)

B Behavior W Pain Points M Appeal Points

Post-Task Evaluation



