
In the fast-paced world of mobile games and online slots, every pixel, word, and interaction counts. When players
arrive on an online slot UI screen or a busy game page, their attention span is limited and their actions need to be
swift and confident. Exactly.. That’s why microcopy — the tiny labels and instructions players interact with — acts
as the game’s grammar, guiding players smoothly through complex mechanics.

However, one of the most pervasive stumbling blocks in game UX is the seemingly harmless "Start" button label.
While intuitively understandable, "Start" is often too vague, too generic, and too weak to carry the load of effective
communication on a cluttered slot or game interface. In this article, we’ll dive into why “start” is a poor button
label choice in busy game screens, reference authoritative sources like Cumberland Council’s plain English guidance
and MrQ’s slot page wording patterns, and explore how imperative verbs that compress mechanics improve UI
clarity.

The Problem with Vague Buttons: Why "Start" Falls Short
Vague button labels like "start," "ok," "play," or "yes" are a pet peeve for UX designers and content strategists
alike. They’re often called "bad buttons" because they don’t say enough about what will happen once clicked,
causing hesitation, confusion, and inefficient user flows. This is particularly true on busy game screens where
players encounter multiple layers of game mechanics in a very confined mobile interface.

Ambiguity: "Start" doesn’t specify what exactly is starting. Is it starting a spin? Starting a tutorial? Starting a
bet? This ambiguity forces the player to guess or second-guess their choice.

Context dependence: The meaning of "Start" heavily depends on where it is on the screen and the flow. On
busy slot game UIs (like those evident on MrQ), confusing button text can cause players to lose track of the
gameplay context.

Missed command opportunity: Buttons with imperative verbs like "Spin Now" or "Place Bet" do more than
signal an action — they communicate a mechanic succinctly and directly.

Inconsistent terminology: When “Start” is used inconsistently across different screens or game states, users’
mental model breaks down, slowing interaction.



Mobile Interface Constraints Amplify the Impact of Bad Labels
Mobile screens are small. Mobile players often interact with games under distracting conditions, making clarity
and conciseness key. The space game interface copywriting available for buttons, labels, and instructions is
extremely limited. This constraint means any microcopy must work hard to:

1. Clearly describe the expected action

2. Align with player expectations based on previous screens

3. Be quick to read and comprehend aloud (as recommended by UX copy testing practices, including those
grounded in Cumberland Council’s Plain English Guidance)

4. Fit visually without cramming or truncation

Using a generic button label like "Start" wastes precious space and fails on several of these countable criteria. Even
worse, the player may waste cognitive effort trying to interpret a vague label, potentially leading to abandoned
plays and lower retention.

Microcopy as Game Grammar: Why Verbs Matter
Consider microcopy as the grammar of game interfaces. Just as grammar structures sentences for clarity and flow,
microcopy gives players instant understanding of game mechanics and flows. Imperative verbs — those that tell
the player exactly what to do in one sharp command — are the building blocks.

Weak Button Label Strong Button Label Why It Works Better Start Spin Now Specifies the exact action, avoids
ambiguity, commands immediate engagement Start Place Bet Communicates which mechanic happens next,
reduces decision anxiety Play Launch Bonus Clarifies the game feature accessed, respects distinct game phases

MrQ’s Slot Page Wording Patterns: A Real-World Reference
MrQ, a leading UK-facing casino platform, is an excellent example of applying clear, consistent, and directive
microcopy in slot pages. Their button labels on busy slot UI screens are carefully crafted to avoid vague actions.
Instead of “Start,” you’ll find distinct verbs like “Spin,” “Collect,” and “Bet Max.” Each verb compresses often-
complex gameplay mechanics into a single, clear action, enabling quicker comprehension and smoother gameplay.

I remember a project where learned this lesson the hard way.. For example, on a MrQ slot spin page, the default
spin action is labeled “Spin,” not "Start" or “Play.” This highlights the exact mechanic to the player—press this
button to spin the reels immediately. When a bonus feature is available, buttons say “Launch Bonus” or “Collect
Winnings,” providing clarity on what exactly will happen next.

Consistent Terminology Across Screens Builds Player Confidence
Consistency is king when it comes to microcopy on game interfaces, especially across multiple game and feature
pages. Using “Start” on one screen, “Begin” on another, and “Play” elsewhere breaks the user’s mental model and
adds friction.

Consistent verbs streamline user flow: When the same action always uses the same verb, the player
instantly understands what will happen, regardless of screen context.

Enhances muscle memory: Repeating consistent action verbs helps players build quick, confident responses,
increasing engagement on busy mobile UIs.
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Supports accessibility: Clear, repeated verbs help players using assistive technologies predict and prepare
for next steps.

Take Cumberland Council’s plain English guidance for online content as an example — it emphasizes clarity,
consistency, and simplicity, all incredibly relevant for game microcopy. The instructions should focus on the user's
next action without unnecessary jargon or backstory, just like effective slot button labels.

Guidelines for Strong Button Labels on Game Screens
To replace “start” with something stronger and more effective on complex game screens, follow these practical
guidelines:

1. Use clear, imperative verbs: Tell players exactly what the button does (e.g., “Spin,” “Collect,” “Bet Max”).

2. Be specific instead of generic: Avoid generic words like “Start” or “Play” where multiple actions are possible.

3. Compress mechanics into single actions: Use verbs that reflect the core game mechanic the button
triggers to save player time and confusion.

4. Keep terminology consistent across screens and flows: Always use the same verb for the same mechanic.

5. Test labels aloud: Read button text aloud to ensure it sounds like a clear, quick command.

6. Account for mobile interface constraints: Keep labels concise to avoid truncation but clear enough to be
understood instantly.

Wrapping Up: From Weak to Winner with Better Microcopy
“Start” seems harmless but it’s a weak button label in busy game screens due to its vagueness, lack of specificity,
and inconsistency. As mobile gaming platforms like MrQ demonstrate, clarity and compression of mechanics into
imperative verbs create clearer game grammar that respects players’ limited attention and mobile UI constraints.

Ask yourself this: following plain english communication principles, such as those recommended by cumberland
council, reinforces the importance of clear, consistent, and direct instructions in game microcopy. By avoiding



vague buttons and embracing concise, descriptive verbs, game designers and writers can craft interfaces that
guide players efficiently, reduce hesitation, and increase engagement and satisfaction.

Next time you see “Start” on a game screen, think about what it really does — and if you can replace it with a
command that tells players exactly what to expect, you’ll have taken a crucial step toward UI clarity and player
happiness in your game design.


