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[bookmark: _Toc184306682]Introduction
In this assignment, I shall be looking at the game Zombie Dice (a press-your-luck dice game) and creating a concept for a UWTSD-themed version of it. I will focus on designing the game with user-centred principles, tailoring it to four vast and diverse user personas. I will outline how these personas were developed through various research methods, demonstrating their relevance and effectiveness in shaping the game’s design.
Additionally, I will create basic wireframe storyboards for the game (such as menu screens) tailored to these personas. These will be analysed based on feedback gathered from users, allowing for adjustments to be made to better meet those user’s needs. 
[bookmark: _Toc184306683]Personas and User Requirements
User personas are a vital part of designing something. They can tell you what your target audience require for you to make and can help guide you through the whole design process by tailoring to their needs. These personas are usually created by asking real people what they would want from your project and then tailoring those needs and wants to your own work.[1]
Below is a small and basic table of the user personas generated through asking real potential users of the game. The table includes some of their basic details, their occupation and any (if applicable) accessibility needs that they would require to be considered when creating the game. Below this there will be a more detailed description of their personas and their wants and needs.
	Name
	Age
	Location
	Occupation
	Accessibility Needs

	Benji Ahmed
	21
	Swansea Campus
	Full-time student
	ADHD diagnosis

	James Marman
	43
	Swansea Campus/ Work from home
	Lecturer
	Poor eyesight (struggles to see smaller font sizes, images etc.)

	Ryan Thomas
	28
	Swansea Campus
	Full-time student
	Limited time for gaming due to family considerations. 

	Sarah Johnson
	18
	Carmarthen Campus
	Part-time student
	None



[bookmark: _Toc184306684]Benji Ahmed:
Benji, a full-time networking student at UWTSD Swansea, enjoys playing video games during short breaks, like on the bus or in a queue. Due to his ADHD, he prefers fast-paced, engaging games that don’t overwhelm him with too much information or require remembering complex details. He also values a save feature for interruptions, allowing him to resume games easily. 
Goals:
· He wants a game that is quick and engaging.
· Wants the game simple to understand and play.
· Save his progress every time he plays.
Wants to avoid:
· Lots of heavy information thrown at him when he wants to quickly play.
· Slow gameplay that would not keep his attention.

[bookmark: _Toc184306685]James Marman
James is a full-time lecturer at the Swansea UWTSD Campus, although for part of the week he works from home. James likes simpler games to play, nothing too complicated or with too many rules. He will quite happily play the odd game at home, but not too often. However, when he does play games in his free time, he tends to adjust the display settings on the game to increase some of the font sizes or to make some visuals a bit clearer due to him having poor eyesight.
Goals:
· Simple games that aren’t too complicated.
· Have the option to adjust the visual settings to suit his eyesight preferences.
Wants to avoid:
· Lots of complicated rules thrown at him at once.
· Games that do not cater to eyesight accessibility needs.

[bookmark: _Toc184306686]Ryan Thomas
Ryan is another full-time student at UWTSD. Although he likes video games, he rarely has time to play them due to having to balance looking after his family and doing university work. However, when he does play video games, he usually does it with his children with him. This means that he would like to have the game’s UI simple enough so that all of his family including his children can play and understand the game but also nothing that will take up too much of his time. 
Goals:
· Basic UI so that everyone around him can understand what they are seeing.
Wants to avoid:
· Long games that take a lot of time to complete.

[bookmark: _Toc184306687]Sarah Johnson
Sarah is a part-time student at UWTSD Carmarthen campus and has a job too working from home as a customer service phone operator. Because she is home a lot of the time, she has more time than most to play video games and she does indeed love to play them. Because of this, she can quite happily sit there for hours play video games after a long day of work, even before she goes to bed. This means that Sarah wants a game that she will not get bored of too quickly, especially if she could potentially be playing it for a long time. Sarah also does not consider herself to have any accessibility needs.
Goals:
· An engaging game that will still keep her entertained even after a while.
Wants to avoid:
· Being bored because a game isn’t keeping her attention/ is the same every time she plays it.

[bookmark: _Toc184306688]User Needs
After taking a look at the personas and each of their needs, I have developed categorised what they need/ want to avoid and sorted it by the category each represent (e.g. accessibility, gameplay) and have including some potential suggestions to how these could be combatted.
	Requirement
	Category
	How to consider this?

	Quick and engaging gameplay.
	Gameplay
	Design short game rounds with fast-paced action, ensuring users can complete a session in minutes.

	Not too many complicated rules.
	Gameplay
	Provide a clear, concise tutorial and visual aids like icons to simplify understanding.

	Be able to save progress.
	Usability
	Include a save feature that automatically stores the game state, allowing users to resume later.

	Be able to adjust visual preferences for accessibility.
	Accessibility
	Offer options like high-contrast mode, colour-blind-friendly palettes and adjustable text sizes under an accessibility tab in the settings menu.

	Simple UI to understand.
	Usability
	Use an uncluttered layout with clearly labelled buttons and easy to use navigation.

	Not too repetitive.
	Gameplay
	Incorporate varying challenges, dynamic dice outcomes and occasional surprises to maintain interest (such as a “no banking” mode where the user has to make it as far as possible without banking.




[bookmark: _Toc184306689]Information Gathering
The need for information gathering when designing a project is absolutely vital in order to ensure that what you create is perfect for your target audience. It is used to ensure that the needs, preferences and any potential challenges are considered and that the product is accessible and available to all users. For this game, information gathering about your target audience is also vital as it will help guide how you design the game and help you to consider things you might not have originally considered. 
Some of the methods you could use to gather said information can include:
· Focus groups
· Interviews
· Questionnaires/surveys
· Observation
For my own version of Zombie Dice, I decided to ask real people to help create my personas. To gather this information, I decided to create a questionnaire that would cover all aspects of the game and its user, including gameplay, accessibility, general information about the user and usability. I also added a section on the bottom of the questionnaire that would help me get into the specifics of their needs by allowing them to answer in full detail, rather than simple and restricting tick boxes.
For my personas, I asked four people that I knew I could rely on to help come up with their needs and requirements, all of which happily took part in this. The personas I created all had different names to the actual people I interviewed however, their needs and considerations were very much real. I asked a variety of ages and genders, as well as people in different paths of life to get a more varied response for my design.
[bookmark: _Toc184306690]My Results
Using the questionnaire (which can be found in the Appendix section), I found some interesting results. A key finding was that most users prefer short gaming sessions. To address this, the game rounds will be designed to be quick and fast-paced, allowing players to enjoy engaging gameplay even in short bursts. This feature is particularly beneficial for users like Benji, who often plays games during short breaks and needs fast-paced action to maintain focus.
The users also expressed a preference for games with simpler rules than most games out there. To accommodate this, the game will include a clear and optional tutorial. This tutorial will guide new players through the game mechanics using simple language and visual aids, ensuring an easy introduction to the game. For advanced players who prefer simple games without unnecessary complications, the tutorial will be skippable to avoid unnecessary interruptions.
The ability to save and resume progress was another common requirement. To meet this need, a save feature will be implemented within the pause menu. This ensures that players can pick up where they left off, especially for users like Benji, who may need to pause their game suddenly and even Ryan who needs to be able to balance family responsibilities with gaming.
Accessibility was highlighted as important. Features could include adjustable text sizes, high-contrast options and colour-blind modes. To address this, the game will include an Accessibility tab in the Settings menu. This will allow players to customise the game’s visuals to suit their needs, ensuring inclusivity for users like James, who requires larger text and clearer visuals due to poor eyesight.
A simple and easy-to-navigate interface was essential to most users. The game will feature a clear layout with large, labelled buttons and consistent navigation, making it straightforward for all players to interact with the app. This design ensures a positive user experience across all personas, particularly for Ryan, who wants a simple UI that even his children can understand.
Finally, some of the users indicated that repetitive gameplay could lead to frustration. To keep the game engaging, dynamic dice outcomes and varying challenges will be incorporated. Optional modes, such as a “no banking” mode, will add a decent amount of variety, appealing to players like Sarah, who has more time to play than the other users and values a game that can keep her entertained for longer sessions.

[bookmark: _Toc184306691]Wireframe Storyboards
[bookmark: _Toc184306692]The Gameplay
So, how does the game differ from the original version of Zombie Dice? When it comes to themes, ours is UWTSD themed. This includes having the menu colours in the theme of UWTSD (yellow, blue, black and red) as well as having the logo dotted about the game. I have also decided to change the symbols on the dice to represent university themed icons including Books (formerly Brains), a “Failed Paper” icon (formerly Shotgun Blasts) and a Dragon (formerly Footsteps) to keep it within the Welsh theme.
There is also now a round counter. You still have to collect 13 brains however you now have to do it in as few rounds as possible. This adds a bit of competitivity to the game to try and improve your score every time you play. There are also new game modes to the game (e.g. “no banking” mode) which allows the user to play the game and try and gamble their books as far as they can without losing them and an endless mode which is the base game just without a limit on how many books you can collect.
[bookmark: _Toc184306693]The Wireframes
Here is the flow of navigation within my storyboards so that you can understand how a user would navigate the mobile app:Main Menu → New Game → Gameplay Screen → End Game Screen.
Main Menu → Load Game → Gameplay Screen.
Main Menu → Tutorial → Back to Menu.
Main Menu → Settings → Back to Menu.


When creating my wireframes, I took all the personas’ requests into consideration to make the game as accessible to all of them. Below I will explore some of the wireframes I made and justify some of the choices I made (the entire set of wireframes can be found within the appendix section of this report). 
[bookmark: _Toc184306694]Main Menu
[image: A screen shot of a cell phone

Description automatically generated]
Here we have the Main Menu. At the top we have a big bold title and UWTSD logo to show the user what game they are playing. Underneath we have the buttons that take the users to their desired screens. I decided to have the buttons nice and big and going vertically as this is visually pleasing as well as easy to navigate which is good for users with potential bad eyesight.
[bookmark: _Toc184306695]New Game Menu
[image: A screen shot of a phone

Description automatically generated]
The New Game Menu has the user select what game mode they wish to play as well as two buttons, Start Game and Main Menu. Once the user selects the start button, it will change to the user’s selected game mode and the game will start. Having tick boxes to change what game mode the user wants was a nice easy way for the user to understand what mode they are currently on and how to change it.
[bookmark: _Toc184306696]The Settings Menus
[image: A phone with text on it

Description automatically generated]
[image: A diagram of a font

Description automatically generated]The Settings Menus contains three tabs, each with their own settings category. Each of those tabs contains a scroll wheel that allows the user to scroll down through the settings (some of the font sizes might be bigger so it allows the user to still see all the settings without it going off screen/ unreadable). I have also incorporated some features that the personas wished to have. One feature I implemented was to increase the animation speed to allow games to go at a faster rate. This could be useful to user such as Benji who likes to play games as often as possible, even if he doesn’t have a lot of time to do so.
I have also implemented some accessibility options including changing the font sizes or even the colour palette to allow users with colour-blindness to adjust the game’s colours to something that suits them visually.

[bookmark: _Toc184306697]Gameplay Screen
[image: A screen shot of a cell phone

Description automatically generated]
This is what the user will see when they start/load a game. It contains a pause menu to allow the player to pause the game as well as three buttons on the bottom of the screen that controls the actions the user takes within the game. We also have a big area for the gameplay where the dice will be rolled and the current score displayed. This was made the largest section as it will be the focus for the users when playing the game. Underneath this we have the banked score area where the user can see how many books they have banked within the game so far. When the game ends, the endgame screen will be displayed to show the user their score and that the game has indeed ended.
[bookmark: _Toc184306698]Feedback
After showing my wireframes to the people I based my personas off of, they gave some feedback on what they like and don’t like about the design. The feedback is present in the appendix section.
After reviewing the feedback given, there are some changes I would make and some I would not. Highlighting “New Game” on the Main Menu is a good idea and could be easily added to the game as well as replacing some text with icons (such as the menu tabs) however some of the text would need to stay the same due to its nature. The suggestion to add a “Skip Tutorial” button I decided to not to implement as the Tutorial is completely optional anyway. The user never has to open the Tutorial to play the game so technically, it is already skippable. Adding more animations to make the game more child friendly could be done however it is not necessary. Adding achievements and a stats screen at the end of the game is a great idea and a fun way to encourage users to play again.
[bookmark: _Toc184306699]Conclusion
Within this assignment, the development of wireframe storyboards and design elements has been guided by detailed user research and feedback from personas representing a diverse audience. The design focused on accessibility, simplicity and engagement, ensuring the game is inclusive and enjoyable for all users. User feedback highlighted the effectiveness of features like saving games, accessible settings and themed icons, while also suggesting enhancements such as additional long-term incentives and streamlined navigation. These insights will serve as a foundation for refining the game’s design in the next phase, ensuring it meets both functional and experiential requirements effectively.

[bookmark: _Toc184306700]References
[1] Anonymous (-12-29T09:00:00+01:00). How to Define a User Persona [2024 Complete Guide]. Available: https://careerfoundry.com/en/blog/ux-design/how-to-define-a-user-persona/.

[bookmark: _Toc184306701]Appendix
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Questionnaire: A Mobile Device UWTSD-Themed version of Zombie Dice
Section 1: General Information
1. What is your age?
· Under 18
· 18-24
· 25-34
· 35-44
· 45+

2. What is your primary occupation?
· Full-time student
· Part-time student
· Working professional
· Other: ___________

3. How often do you play mobile games?
· Daily
· A few times a week
· Rarely
· Never

4. How much time do you typically spend on mobile games in one session?
· Less than 5 minutes
· 5-15 minutes
· 15-30 minutes
· 30+ minutes

Section 2: Gameplay Preferences
5. What type of mobile games do you enjoy? (Select all that apply.)
· Strategy
· Puzzle
· Action
· Simulation
· Other: ___________

6. How important is it for a game to have quick, short rounds?
· Very important
· Somewhat important
· Not important

7. Do you prefer games with simple rules or more complex strategies?
· Simple rules
· Complex strategies
· A mix of both

8. How important is it for a game to have a theme or story (e.g., UWTSD branding)?
· Very important
· Somewhat important
· Not important

Section 3: Accessibility
9. Do you face any accessibility challenges when using mobile apps or games?
· Yes: ___________
· No

10. Which of the following features would make a game more accessible for you? (Select all that apply.)
· Colour-blind-friendly design
· Larger text sizes
· One-handed controls
· Audio alternatives (e.g., visual cues for sound)
· Other: ___________

Section 4: Usability
11. How important is it for a game to have a simple, easy-to-navigate interface?
· Very important
· Somewhat important
· Not important

12. Do you like having a tutorial or instructions included in a game?
· Yes, it’s helpful
· No, I prefer to figure it out myself
· Depends on the complexity of the game

13. Do you prefer games that save your progress so you can continue later?
· Yes
· No
Section 5: Feedback on Game Features
14. What would make a mobile game enjoyable for you?

15. What frustrates you the most when playing mobile games?

16. Any additional features or ideas you think would enhance the UWTSD-themed game?

[bookmark: _Toc184306703]All Wireframe Storyboards
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Description automatically generated]
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Description automatically generated]
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[image: A screen shot of a phone

Description automatically generated]
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Description automatically generated]
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Description automatically generated]
[bookmark: _Toc184306709]Settings Menu – Accessibility
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Description automatically generated]
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Description automatically generated]
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[image: A screen shot of a cell phone

Description automatically generated]
[bookmark: _Toc184306713]Endgame Screen
[image: A screen shot of a cell phone

Description automatically generated]
User Feedback
	Persona
	Feedback
	Suggested Improvements

	Benji Ahmed	
	· Appreciates the fast-paced gameplay and simplicity of navigation.
· Finds the minimal text helpful to avoid information overload.
· Likes the autosave feature for interrupted sessions.
	· Highlight "New Game" on the main menu to streamline access.
· Add progress bars or icons to reduce reliance on text.

	James Marman
	· Values the accessibility options, especially font size adjustment and colourblind mode.
· Found the tutorial easy to follow but specifically wanted a “Skip Tutorial” option.
	· Add a "Skip Tutorial" button for experienced users.

	Ryan Thomas	
	· Finds the UI simple and family-friendly.
· Appreciates the short game modes for quick sessions.
· Liked the large buttons on the main menu.
	· Include child-friendly icons or animations on the tutorial screen to make it more engaging for younger users.

	Sarah Johnson
	· Enjoys the variety of game modes (e.g., "No Banking" mode).
· Finds the gameplay engaging but would like more long-term incentives.
	· Add a "View Stats" button on the endgame screen to track performance history.
· Introduce occasional achievements or surprises.
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