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App Idea: 

• The main purpose of the Family FEW app is to teach middle school students about the 
complex relationship between food, water, and energy consumption, also known as 
FEW. 

• This app is a game that can be played in the browser, where users will do shopping in 
a grocery store to get a high score by balancing environmental impact as well as the 
monetary cost of the items in the shopping cart.  

 
 
UI Domain: 
 
Since the Family FEW app is a shopping-based game app targeted for middle school students 
to learn FEW relationships of the shopping cart items, the identified UI Domain is an 
Educational Shopping Game Web App. 
 
 
Heuristic Usability Principles: 
 

1. Game has a clear goal 
2. Provide instructions, training, and help 
3. Game is simple but fun (Storyline of game is interesting) 
4. Players gain knowledge from game 
5. User control and freedom 
6. Consistency in fonts and styling of game’s interface 
7. Language/Picture used in the game is appropriate for targeted users 
8. Provide users with current game status or useful information to make decisions during 

gameplay 
9. Error Prevention 

 
 
Usability Problems: 
 

1. No “Next”, “Back”, and “Skip” buttons at the tutorial screen (User control & Freedom) 
2. Missing information for each item’s environmental/energy impact before adding to 

shopping cart. (Provide users with current game status or helpful information to make 
decisions during gameplay) 

3. Option to delete or revert items selected in the shopping cart (User control & 
Freedom) 

4. No “Warning message” at the shopping interface (Error Prevention) 
 



Critical Usability Concerns: 
1. No “Back” or “Warning messages” on the shopping interface can be critical as it may 

cause excess work to the user. For Example, After entering the shopping interface, the 
user accidentally pressed the Checkout button or forgot to add items to the shopping 
cart before Checkout. In this case, the user would have to restart the game and repeat 
the complete process before reaching the shopping interface again. This is a lot more 
work as compared to going back directly to the shopping interface. 

2. No “Option to delete or revert items selected” in the shopping cart can also cause 
excess work to the user and reduce game interest. For Example, the user added the 
wrong item in the cart at the shopping interface and immediately realized that this 
was not the item they wanted in the shopping cart. In this case, the user would have 
to complete the current gameplay and select items again in the shopping cart after 
restarting and repeating the complete process. The easier option can be to provide 
the choice of reverting items to the user before final Checkout.  

 
 
Feedback: 
 
Overall, the Family FEW app Cognitive Walkthrough Slides were very well developed. The 
prototype has a clear goal and an interesting storyline to make gameplay fun and learning. 
The fonts, styling of the game’s interface, and food items’ pictures look perfect for a game. It 
also provides tutorials to understand the gameplay. I would like to add a suggestion to 
improve users’ playing experience. The use of simple background animations in the interface 
can give users hints about the current energy limit status based on the shopping cart items 
and add more fun. 
 

 


