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UI/UX Critical Analysis of Bioshock Infinite 

Introduction 

Bioshock Infinite is a first-person shooter game that takes place in the airborne city of 

Columbia within an alternate 1912 America. The player assumes the role of Booker Dewitt, who 

has been given the task to find a mysterious and powerful woman named Elizabeth so that 

someone will forgive his debts. Players navigate their way through Columbia by fighting various 

enemies with weapons and unique powers, called vigors. In this paper, I will be analyzing the 

user experience (UX) and the user interface (UI) elements through the game’s menu screens, 

gameplay, and its accessibility.  

 

Menu Screens - UI/UX 

The very first screen that players are presented with is the home screen. This screen 

features the large Bioshock Infinite logo in the direct center, with some buildings and citizens 

from Columbia in the background (see figure 1). The game is a part of a series, so its logo 

appears similar to that of the previous Bioshock games. However, the past two games took 

place in an underwater city, so their logo features algae, barnacles, and rust. Bioshock Infinite’s 

logo appears wind damaged due to Columbia taking place in the clouds. The creators designed 

this logo effectively because the similar Bioshock elements show the player that the game is 

part of a series. Also, the different environmental wear of each game shows the player that they 

are still playing a different game, which helps players distinguish Bioshock Infinite from its 

predecessors (see figure 2). This screen was created well because it sets the tone and era of 

 



 

the game. The time period of the game is represented through the style of the buildings and 

what the people in the background are wearing. This screen also sets the time period with the 

music that plays, which appears to be playing out of an older radio due to the sound quality. 

Another element this home screen does well is that there is an easy-to-see action line that says 

“Press Start Button.” This is important to have because, without it, the player may be confused 

as to how to start the game, which would cause frustration.  

 

Figure 1 

 

 

Figure 2 



 

After pressing the starting button on the home screen, players are taken to the main 

menu. Bioshock Infinite’s main menu is very unique and dynamic through its use of changing 

signs (see figure 3). The main menu starts at a shop sign that features options such as “start 

game, options, season pass store, downloadable content, and credits.” Once players select 

“start game,” they are taken to another outdoor shop sign that changes into an additional menu. 

This sign is on the ground and features options for starting, continuing, or loading chapters of 

the game. After selecting “start game,” players are shown one last sign, which shows the 

different difficulty options the player can pick. This main menu was designed effectively because 

the environment echoes a street from within the game. This immediately immerses the player 

before they start any gameplay. Also, the ability to select a difficulty allows for players of all skill 

levels to enjoy the game. Without this feature, inexperienced players could become frustrated 

more often, and experienced players wouldn’t have any challenge.  

 

 

Figure 3 

 



 

The game’s pause menu is another element that the creators designed well. The player 

can pause the game at any time throughout the gameplay. This pause menu shows “GAME 

PAUSED” in blue at the very top (see figure 4). This works well for the pause menu because the 

color blue and the size that it uses stands out from the rest of the tan/brown colors on the 

screen. Including this reinforces the player’s action of pausing the game, so it is excellent that it 

stands out. The pause menu also allows that player to restart their current checkpoint, view and 

change options, exit the game, and view how much money and lockpicks they currently have. 

When viewing money and lockpicks, there are only icons and the amount shown. These icons 

are very easy to interpret because, for money, there is a “$”, and for lockpicks, there is a lock 

icon. This menu also presents what controls the user can press to select menu items or to go 

back. This is nice to show, just in case the player is unsure what buttons to push.  

 

Figure 4 

 

 



 

Menu Screens - Conclusion 

The menu screens were overall very user friendly and intuitive; it was apparent the 

creators took their time when creating these screens. The home screen set the tone and era for 

the game and told the user how to start. The dynamic main menu screens were done very well 

because they immediately immersed the player before the gameplay, had easy-to-understand 

options, and had different difficulty options available. The pause menu was also designed very 

well due to how it reinforced the player’s action of pausing, its intuitive icons, and the options 

available. All of these menus fit the style of the game, which helps keep the player immersed. 

When creating my own menus for a game of this type, there is a lot to learn from Bioshock 

Infinite. When designing the menu UI, it was evident that the creators paid attention to the small 

details. When designing my menus, I would also want to use this level of detail. I would also use 

a dynamic menu because it really immersed the player and was a unique way of presenting 

menu items. Another element I would want in my menus that Bioshock Infinite did well, was how 

the creators reinforced the player’s action with words that stand out and how they showed 

players what controls to use.  These are easy elements to add, but still very important to avoid 

user confusion.  

 

Gameplay - UI/UX 

As soon as players finish the beginning cutscene and arrive at the dock, the game 

assists the player. It does this by putting the user through a small interactive tutorial. When 

arriving at the dock, the game tells the player to push a button to climb the ladder, and then it 

teaches the player how to walk. This works well because it helps orient the user. As the player 

gets further into the game, information on what controls to use shows up at the bottom of the 

screen when new actions are available. One example of this is when the player is fighting 



 

guards and they become able to “finish” one of them. The game pauses and shows the player 

what button to push (see figure 5). This works well because the player can take their time to 

read what the element says and then try it out themselves in gameplay.  

 

Figure 5 

 

Later in the game, if the player hasn’t used this interaction in a while, it pops up again 

but does not pause the game. This is useful because it reminds the player of the action in case 

they forgot, but doesn’t stop their gameplay. Bioshock Infinite also includes small tutorials on 

how to use a vigor when a player acquires a new one. Vigors are powers that the user can 

collect and use, most of the time collected from defeating bosses. Vigors require salts to use, 

which the player can collect throughout the game in vials and food. These small tutorials show 

up right after the player has collected a new vigor, and they are presented as old slideshows 

(see figure 6). This fits very well with the style of the game, and players also have the option to 

skip it if they desire. After the slideshow, the game pauses again to show the player the controls 

needed to use their new vigor (see figure 7).  

 



 

 

Figure 6 

 

Figure 7 

 

Bioshock Infinite’s gameplay includes many static and dynamic user interface elements. 

In regards to static UI, the player can see their health meter, shield meter, weapons equipped, 



 

ammunition available, their currently equipped vigor, and how much salt they can use. The 

health meter is presented as a red bar with a heart icon located at the top right of the screen. 

Once players obtain the shield, a yellow bar is added directly above the health bar, and the 

heart is replaced by a yellow shield icon (see figure 8). In combat, if a player becomes damaged 

enough, the shield breaks and the heart icon returns (see figure 9). This works effectively for the 

gameplay because it constantly lets the player know what their health or shield is at in a given 

moment. They are also two very different distinct colors, which can help users understand.  

 

 

Figure 8 

 

 

Figure 9 

 

Another static UI element displayed on gameplay screens is the weapons icons. These 

icons are presented in the bottom right of the screen and include icons for the two guns that the 

player has equipped at the time (see figure 10). These icons work effectively for the gameplay 

because each gun has its own unique icon, ammunition is displayed for the gun currently in use, 

the unequipped gun is represented as a smaller and grayed out icon, and if a gun is low/out of 

ammo, it flashes red. These are all very intuitive aspects and assist the player in gameplay. 



 

 

Figure 10 

 

A similar static UI element to the weapon icons are the vigor icons. Vigor is located at 

the bottom left of the screen and features a few of the same aspects of the weapon icons, such 

as how each vigor has its own unique icon, the screen shows two icons at a time, and the 

unequipped icon is smaller and grayed out (see figure 11). However, some aspects are unique 

to the vigor UI, such as how players can open up a wheel menu to select from different vigors 

and there is a bar that shows the player how much salt each use will take. The wheel menu 

works very well for selecting vigors because the player can collect as many as eight, which 

would become cluttered if designed another way (see figure 12). Opening this wheel menu 

pauses the game, which is valuable for gameplay because it allows the player to select one 

without rushing. The blue salt bar shows the user how much salt they have and how much each 

use of their vigor will take. These use levels are different for each vigor, but the game makes it 

very intuitive to see how much it will use based on the lines (see figure 11).  

 



 

 

Figure 11 

 

 

Figure 12 

 

Although there are a lot of different static UI in Bioshock Infinite, the creators also 

included some dynamic UI. This can be found when the player pushes a button to view their 

objective and the path to get there (see figure 13). This objective UI displays the current mission 

in white with a black banner at the top-middle of the screen. This works well because it is an 

important element, and the placement and color contrast makes it stand out. The objective UI 

also displays an arrow, which points the player in the correct direction. This is a very important 



 

feature for this game because it was designed so that players can explore and go anywhere 

within the level, which can cause players to get confused as to where to go for the mission. This 

element eliminates the possibility of getting lost because players can use this feature at any 

time.  

 

Figure 13 

 

Another dynamic element in the game occurs when the player’s shield breaks or 

regenerates. In both of these cases, the player’s screen displays a shattered yellow look around 

the player’s view (see figure 14). There are also two different sounds associated with breaking 

and regenerating of the shield. When breaking, the game makes a shattering sound, and when 

regeneration is complete, the game presents a “powering-up” type sound. This works well 

because the yellow is clearly associated with the shield as they are the same color and the two 

different sounds help distinguish breaking vs. regenerating. Without these elements, players 

might not notice that their shield is broken/regenerated when they are in combat.  



 

 

Figure 14 

 

The creators of Bioshock Infinite did a lot of things well regarding the gameplay UI, but 

there are still some elements that could be improved upon. One element that could be better is 

the dynamic shield UI. It displays the broken yellow screen for both the breaking and 

regeneration of the player’s shield. This can be a bit confusing because users do not associate 

broken elements with regeneration. To fix this, the creators should make the dynamic 

regeneration UI different. This could be completed with a solid transparent yellow element 

around the screen instead of the broken element. Another aspect that could be improved is how 

the player searches through barrels and other items. When searching, the player cannot just 

take one item out of a barrel; they have to take all, even if they do not want to (see figure 15). 

This would be an issue if there is a food item that diminishes salt but increases health and the 

player needs salt but also wants the other items in the barrel. The UI makes it appear like the 

user can pick and choose which items they can take because of how they are separated out, 



 

but they cannot. This could be changed by adding the feature to either take all or select specific 

items. 

 

Figure 15 

 

Another element of the gameplay that could be better has to do with health and salts. 

When a player has full health or full salt, they cannot take extra health kits or salt potions, but 

they can eat extra food items. This can be potentially confusing to the player, and especially for 

fans of the Bioshock series. This is because, in the previous two Bioshock games, it was 

possible to carry backup vials of Eve (the salt equivalent) and health kits. Players who 

experienced the previous games would most likely be frustrated with this aspect of Bioshock 

Infinite because it is not consistent with the rest of the series. I would suggest adding an 

inventory element to the game. With this inventory, players can pick up extra health kits, salt 

potions, and food items to use for later. This would assist players when in combat because they 

could use an item from their inventory instead of rushing around to find something while fighting.  

 

Gameplay - Conclusion 



 

All in all, Bioshock Infinite’s gameplay UI/UX elements were very effective and intuitive, 

with a few small exceptions. The game had a lot of elements that worked well for the game such 

as how it taught players controls and how to use their new vigors and through its static and 

dynamic user interface elements. However, the game could be improved by including a different 

element for when the shield regenerates, adding the option to pick and choose items from 

barrels, and including an inventory to the game. If I were making a game of this type, I would be 

able to learn a lot from Bioshock Infinite’s gameplay UI elements. I would want to take how the 

game taught the player controls as they needed them into my game. This aspect was done 

extremely well because the player was able to go along the storyline while learning how to play. 

Also, just like the game did, I would want to include a way for the player to check where they 

need to go. This is important for games of this type because the player could easily get lost due 

to the possibility of exploration. This way is also useful because players can pick when they 

want to use it, so it doesn't constantly take up screen space. However, in my game, I would 

want to include an inventory, different indicators for a shield breaking and regenerating, and the 

ability to pick which items to take or leave behind.  

 

Accessibility - UI/UX 

Unlike a lot of games, the creators of Bioshock Infinite designed their game to account 

for players with visual, fine motor, and auditory disabilities. In regards to visual disabilities, the 

game’s art style is very overstated and obvious, which makes every detail easy to see. One 

example of this is the signs in the game. These signs typically use large text, a graphical 

element, and bold colors (see figure 16).  



 

 

Figure 16 

 

There is also the option to turn on subtitles for essential visuals. The game also highlights 

objects in the environment that the player can pick up, such as glittering money (see figure 17) 

or a glowing red machine gun (see figure 18). This always makes it clear to the user what 

objects they can interact with. Throughout the game, nothing is communicated using color 

alone, which makes Bioshock Infinite accessible for the color-blind. Another accessible element 

the creators added is that items in the environment are labeled to show the player exactly what 

they do (see figure 19). An example of this is when a player comes across a hot dog or coffee; it 

says “Hot Dog (+25 Health)” or “Coffee (+Salt).” This information is displayed at the bottom of 

the screen in large and easily legible text (Straub).  



 

 

Figure 17 

 

 

Figure 18 



 

 

Figure 19 

 

Players with fine motor disabilities can also have a favorable time playing this game 

because the creators made Bioshock Infinite’s gameplay extremely forgiving. One example of 

this is that players have an infinite number of lives and just lose a few coins each time they die. 

After players rescue Elizabeth, the game becomes even more accessible. This is because 

Elizabeth doesn't need protection, and she gives the player health, ammo, and salt when they 

need it the most. This is very beneficial because players might be just about to die, and then 

Elizabeth gives them a med-kit so that they can keep fighting. Elizabeth also makes the 

gameplay easier for the player through her power of manipulating tears in the fabric of time. She 



 

can “tear in” machines that help fight, barrels to search, and more throughout the game (see 

figure 20).  

 

Figure 20 

 

Players also collect gear throughout the game, which makes combat easier for the 

player. One example is a piece of gear that gives the player health after a melee kill (see figure 

21). However, players can only wear four types of gear at a time, but they can be swapped 

whenever. Another way the combat is forgiving is that if a player dies, the enemies they have 

already killed do not respawn. Another accessible element that helps players with fine motor 

disabilities is the ability to change their game’s difficulty at any time in the main menu. Also, on 

console, there are three different controller set-ups that the player can pick from. These set-ups 

could assist the player, but if they do not, the forgiving nature of the game still allows them to 

enjoy the game (Straub).  



 

 

Figure 21 

 

Players with auditory disabilities shouldn’t face any barrier either when playing the game. 

This is mainly because Bioshock Infinite has the option for players to turn on very thorough 

subtitles. These subtitles rely on distance, which means players will see the audio that is closest 

to them. The subtitles also include most ambient dialogue and some of the inflections in the 

story-driven dialogue. Also, nothing in this game is communicated with only sound, and the 

game is not really meant to be played stealthily, so items like guard awareness level are not as 

important. The game also provides written transcripts for the collectible audio logs, which give 

information about the game’s story (Straub).  

 

Accessibility - Conclusion 

The accessibility considerations that the creators designed for players with visual, fine 

motor, and auditory impairments are outstanding. It was obvious that the creators thought about 

how to make the game as accessible as possible to people with different types of disabilities. 



 

Players with visual impairments can enjoy the game due to the overstated art style, interactive 

glowing objects in the environment, how nothing in the game is communicated through color 

alone, and items that can be used are labeled to tell the player exactly what they do. Players 

with fine motor disabilities can have a great experience playing this game because of how 

forgiving the gameplay is with the unlimited amount of lives, the assistance from Elizabeth, the 

use of gear, the different control set-ups, and being able to change the game’s difficulty at any 

time. Auditory disabilities are also not a barrier when playing Bioshock Infinite because of the 

thorough subtitles, how nothing is communicated just through sound, and the ability to view 

written transcripts of the collectible audio logs. When creating my own game of this type, I want 

to make sure that players with all kinds of disabilities can enjoy my game. All the measures that 

the creators of  Bioshock Infinite did for people with disabilities, I would want to do for my game. 

The creators did an excellent job of including every type of player, so there is a lot to learn from 

this game.  

 

Overall Conclusion 

Overall, it was obvious that the creators of Bioshock Infinite worked on their UI/UX 

extensively. The game’s home screen sets the era of the game, along with getting players 

excited to start. The main menu was a very unique and interactive experience that fits the style 

of the game and immediately immerses the player before any gameplay. The game’s pause 

menu reinforced the player’s action well and is very intuitive. In gameplay, the game's UI/UX 

also shines with a few small exceptions. The interactive tutorials taught the player controls and 

how to use their new vigors once they needed to know, all while keeping them immersed in the 

game. The gameplay screens also utilized static and dynamic user interface elements. For static 

UI, the creators designed a health meter, shield meter, weapon icon display, and a vigor and 



 

salts display. In regards to dynamic UI, the game had the ability for players to check their 

objective and the correct path, along with the UI of their shield breaking or regenerating. 

Bioshock Infinite’s gameplay UI/UX was excellent in many ways, but there could be a few 

improvements.  

The gameplay could be improved by adding a different indicator for when a shield is 

regenerated. As it is now, the yellow breaking look that surrounds that screen is used both when 

the player’s shield breaks and regenerates. This can be confusing for players, as they do not 

associate breaking with regeneration. Merely adding a different visual indicator could fix this 

issue and make it more user friendly. Another item that could improve the game is adding the 

ability to pick specific items out of a barrel or other container. Right now, a player can only take 

all of the items, even if they do not want to. Finally, the game could add an inventory so that 

players can pick up and store extra health kits and salts. This would be beneficial because it 

would allow players to pick up extra items when they are full so that they can use their extras 

during combat instead of hectically fighting and searching.  

The creators of Bioshock Infinite also did an excellent job of making the game accessible 

to people with visual, fine motor, and auditory impairments. Players with visual disabilities 

benefit from the overstated and obvious art style, the glowing objects, how nothing is 

communicated with color alone, and the easy to read labels of different objects. Players with 

fine motor impairments can enjoy this game because of how forgiving the gameplay is with an 

infinite amount of lives, Elizabeth’s assistance in combat, gear making combat a bit easier, 

different controller set-ups, and through the ability to change the player’s difficulty level at any 

time. The creators also accounted for players with auditory disabilities by creating thorough 

subtitles, nothing is communicated through sound alone, and providing players with written 



 

transcripts of the collective audio logs. The UX/UI strengths and weaknesses were found 

throughout Bioshock Infinite’s menus, gameplay, and accessibility of the game as a whole.  
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