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Usability is how users use products/services to achieve their goals effectively and efficiently [1], becoming increasingly important to enhance user engagement, as good or poor usability leads to positive or negative emotions respectively [2]. This is evidenced in [2], where different patient portals had usability challenges, with navigation difficulties, data privacy and missing or incorrect notes causing negative user experiences.

User research is vital and must be meaningful, providing insights to user requirements for designers to create usable interfaces. According to [3], benchmarking can be performed to create good usability on interfaces, with an example being task completion times of 15 seconds for vehicle information systems.

This report focuses on a full interface creation of a university themed version of Zombie Dice [4] following initial user research and user feedback on prototypes, including full game storyboards incorporating all user feedback, feedback on full storyboards, data types gathered for analytical and usability issues, and how storyboards would differ based on usability only. The report concludes with a conclusion and any future research for continuous usability improvements.













[bookmark: _Toc187347067]Full Storyboard Designs

All storyboards for Degree Dash (amended following previous ‘David’ feedback) are designed with smartphones as the primary device following user research, with screenshots from Android smartphone perspectives. All storyboards were created via Proto [5], with all screens coloured light cream with black text. While simplistic, this provides an acceptable text format for visually impaired users, according to the Royal National Institute for Blind People (RNIB) [6]. All images were created via ChatGPT [7] and Microsoft Copilot [8]. The ‘turn out’ transition remains for buttons, as if students turn a page, while tapping ‘Back’ provides a ‘turn in’ transition as if users turn back a page, as positively received by ‘Samantha’. Persona feedback is available in appendix C. 

The below storyboards show users starting the game and completing a standard game, with other storyboards in appendix A. All buttons and themes remain consistent, with some layouts differing depending on storyboard.
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Users see the loading screen as before, confirming start-up and loading, with no user interaction required and a load bar indicating load progress. 

[image: A video player with text
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[bookmark: _Toc184159721][bookmark: _Toc187347152]Fig. 1 Loading Storyboard

Users see the title screen, remaining like before but with a student image, highlighting the university theme of the game. The fonts and buttons remain the same following positive feedback.

[image: A close-up of a person holding a diploma
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[bookmark: _Toc184159722][bookmark: _Toc187347153]Fig. 2 Title Storyboard
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The title moves to the top centre as before, with the image remaining the same for consistency. Eight tappable buttons remain the same size and font for continued consistency, showing:

· Single Player – Users taken to single player menu.
· Multiplayer – Users taken to multiplayer menu.
· Quick Play – Users go immediately into games.
· Social – Users see friends list, leaderboards, and social media accounts.
· How to Play – Users see game rules.
· Achievements – Users see earnt achievements, rewards, and high scores.
· Customisation – Users can create avatars, change background/dice effects, and view their profile.
· Settings – Users can customise settings.

[image: A screen shot of a person holding a diploma
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[bookmark: _Toc184159723][bookmark: _Toc187347154]Fig. 3 Main Menu Storyboard

While the MoSCoW criteria in appendix B is fulfilled, the screen appears cluttered and should be minimised. The user taps ‘Single Player’ in this example.


[bookmark: _Toc187347070]Single Player

The title, image and buttons remain similar for consistency, showing:

· Standard – Users taken to ‘Standard’ game menu.
· Modes – Users taken to ‘Modes’ menu.
· Challenges – Users taken to ‘Challenges’ menu.

[image: A person holding a diploma
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[bookmark: _Toc187347155]Fig. 4 Single Player Menu

The modes and challenges follow user feedback as per appendices B and C. The ‘Back’ button remains in the top left due to interface familiarity [9], applying throughout all storyboards. The user taps ‘Standard’ in this example.
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Users see the same ‘Earn Your Degree!’ message, but other player names are automatically populated with AI controlled opponents.

The ‘Play’ button is positioned bottom centre to stand out, while the instruction ‘Device can be shaken to roll dice’ was amended following ‘David’ feedback, informing users devices can be shaken instead of tapping a button, improving user engagement.

[image: A screenshot of a computer
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[bookmark: _Toc184159724][bookmark: _Toc187347156]Fig. 5 Standard Play Storyboard











When users tap ‘Play’, the game begins.

[image: A screenshot of a video game
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[bookmark: _Toc184159725][bookmark: _Toc187347157]Fig. 6 First Game Storyboard

This screen shows:

· The current player remaining at top centre.
· Three ‘Fs in the top left, currently showing a ‘shadow’ effect as no ‘F’s have occurred.
· Main animation would show dice shake and rolled from university dice shaker.
· All player scores remain on right-hand side.
· ‘Back’ button remains in top left corner for users to go back.

No transitions occur to keep game fluidity.









Users perform the following, depending on dice roll.

[bookmark: _Toc184159692][bookmark: _Toc187347072]Three Mortarboard Roll

If users roll three mortarboards, they can collect them or continue to roll dice. In this example, the user has rolled green (easy), yellow (normal) and red (hard) mortarboards.

[image: A screenshot of a video game
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[bookmark: _Toc184159726][bookmark: _Toc187347158]Fig. 7 Three Mortarboard Storyboard
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If users roll three coffees, the layout stays identical to the first dice roll as nothing can be collected. In this example, the user has rolled green, yellow and red coffees.

[image: A screenshot of a video game
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[bookmark: _Toc184159727][bookmark: _Toc187347159]Fig. 8 Three Coffee Storyboard
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If users roll three ‘F’s, the animation remains, showing users getting a fail stamped, with each F in the top left lit up. The button in the bottom centre remains showing the current turn has ended and the AI’s turn beginning when tapped. 

[image: A hand holding a stamp
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[bookmark: _Toc184159728][bookmark: _Toc187347160]Fig. 9 Three Fail Storyboard
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If users roll mixed symbols, including at least one ‘F’, one or zero mortarboards and at least one coffee, the layout is displayed like fig. 7 or fig. 8, with one fail lit up.

However, if users have at least one mortarboard and one ‘F’, the screen shows like fig. 7, but following ‘David’ feedback, music plays and a ten second timer appears for users to either collect mortarboards or continue to roll dice, creating tension to improve engagement.

[image: A screenshot of a game

Description automatically generated]
[bookmark: _Toc184159729][bookmark: _Toc187347161]Fig. 10 Mixture Storyboard
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If users collect mortarboards during a turn, an animation plays showing a student viewing their results, a message showing mortarboards collected and updated scores on the right-hand side.

[image: A person holding a book
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[bookmark: _Toc184159731][bookmark: _Toc187347162]Fig. 11 Mortarboard Collection Storyboard
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When a user wins, an animation appears and remains in the centre, with a congratulatory message in the top centre. The layout remains simplistic for the animation to stand out for happy emotional responses. The only button in the bottom right takes users to the main menu.

[image: A group of people in graduation gowns
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[bookmark: _Toc184159732][bookmark: _Toc187347163]Fig. 12 Winner Storyboard

The remaining storyboards are available in appendix A.
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Feedback was collected using previous participants for consistency, understanding whether previous feedback was not only added, but implemented correctly for no further usability issues. The feedback fitted into ‘Samantha’ and ‘David’ personas as before, while another self-evaluation was performed to explore further usability issues. 

The previous ‘Samantha’ feedback was:

· Achievement screen was cluttered.
· Page turning transition suit’s theme.
· ‘How to play’ text must be bigger.
· ‘Setting’ text and buttons should be bigger.
· Navigation was intuitive.
· Game layout was easy to understand.
· Main headings had readable font.
· Images and animations were big and placed logically.

Following feedback implemented, the new ‘Samantha’ feedback is:

· Centre align titles.
· Align text with titles.
· Background colour is too basic.

The responses were mostly expected, continuing to confirm minimalistic designs, ensuring previous feedback was understood and implemented without detrimentally affecting the game (like the ‘Achievements’ area minimising clutter and creating accessibility options in the ‘Settings’ menu). The feedback will improve readability, though background colours and designs would be reviewed for improved visual appeal, ensuring it remains accessible to visually impaired users. 





The previous ‘David’ feedback was:

· A time limit for deciding collection or continuation.
· Text size adjustments must be added.
· Sliders in ‘Settings’ should be used.
· The game title is poor and should be reviewed.
· ‘Shake device or tap to roll’ instruction amalgamate in one area.
· Simplistic navigation and buttons perform correctly.
· Game is simplistic.
· Layout is easy to follow.
· Number of computer-controlled opponents must be lowered.

Following feedback implemented, the new ‘David’ feedback is:

· Colour scheme needs improvement.
· A ‘forgotten password’ link for users to reset passwords is required.
· A privacy notice before users sign on is needed.
· ‘Social’ should be renamed.
· Having ‘Achievements’ twice is misleading and needs changing.
· Have back arrows instead of ‘Back’.

The responses were mostly expected and like with ‘Samantha’, continue to confirm minimalistic designs, with readability improvements like back arrows instead of ‘Back’ buttons (reducing screen clutter further) and renaming some areas to avoid confusion, to adding a ‘Forgotten Password?’ self-reset option and a privacy notice for new users registering online. Previous feedback like changing the game title and lowering computer-controlled opponents improves user experience, specially creating required accessibility settings like having adjustable text size as, according to the World Health Organisation (WHO) [10], approximately 1.3 billion people having a significant disability. Like with the ‘Samantha’ feedback, the colour scheme would be reviewed for improved visual appeal.




Another self-evaluation was performed via testing matrices to ensure no unexpected usability issues occurred.

The summarised version is:

· No issues noted with screen transitions.
· Colour scheme supports usability but requires redesigning.
· Nothing confirms private invites sent to other users.
· Leaderboards only show top 5 and should show everyone.
· Nothing confirms social media accounts are successfully linked.
· No issues noted with overall game layout.
· Customisation areas are not intuitive, requiring a review.
· Nothing confirms general and accessibility settings are saved.

The complete set are in appendix D.
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There are different ways to collect user information, of which analytical data allows organisations to track online user behaviour to understand what users do and how often, length of time taken etc, allowing for informed decision making like how to market products/services to new and existing customers, and pain points within applications [11]. 

For a Degree Dash working version, automated analytics data via Google and App Analytics would be collected, allowing automated reports to be produced to understand user behaviour from start to finish, ranging from behavioural modelling, like how the game is played and where users interact, to understanding application performance, like download numbers and crashes [12], [13]. 

This allows for visualisation to evaluate application traffic flows (like low traffic in areas indicating usability issues or lack of interest), pain points like crashes occurring in certain areas to pinpoint bugs or glitches, and key information like daily active users (understanding the volume of continuous daily active users) and application load times (understanding any slow loading times that could cause frustration) [14], [15]. 

Other data collection methods like eye tracking (users viewing information via their eyes for eye movement data capture [16]), screen capture (recording user screens to identify hotspots via heatmaps for patterns and trends [17]) and A/B tests (improving and comparing two different versions for testing before deployment [18], [19]) are considered, but for major updates/upgrades directly requiring users for testing to retrieve data, identifying if changes or new versions or new versions improve the application, allowing for informed decision making when receiving user feedback. Privacy concerns mean information cannot be collected automatically, with a study by Surfshark [20] highlighting popular applications collecting private data like contacts and emails, with Roblox collecting the highest data variety, including search history. Sliajdzic [21] concluded that 90% of popular mobile games collect data without user consent, with nearly 40% of users uninstalling them if privacy concerns occur, and 66% no longer supporting them if data breaches occurred or user information shared without consent.

Another way of obtaining user information is via emotional responses, increasingly being used to provide insights and emotional feedback to understand user happiness, sadness and anger [22]. According to [23], users were asked to perform different tasks within virtual reality (VR), including stress-inducing and cognitive load tasks, where user emotions were measured to impact responses via scaled questionnaires and interviews. 

For a Degree Dash working version, emotional response data would be collected directly with users using eye tracking and facial expression technologies, allowing for user self-reporting feedback and questionnaires/surveys. This provides further behavioural analysis, as if users express happiness, this increases emotional attachment and encourages continuous playthroughs, extending lifespan [24]. However, setting up and performing these is time consuming and costly for researchers and participants.

Data collections include:

· Eye tracking – Records user gazes on screens during use and length of time gazed, understanding what keeps user engaged and confirming interface functionality, though does not solely provide cognitive or emotional responses [25], [26].
· Facial expression – Records user expression via cameras or sensors in real-time, pinpointing issues to improve gameplay and usability experiences [25].
· Self-Reporting feedback – Allows users to provide feedback during or after gameplay to understand user emotions, though bias responses could influence results negatively [25].
· Self-reporting questionnaire – Records quantitative data for emotional responses like anxiety, happiness and frustration to highlight weaknesses and improving them, though can provide bias responses [27].











[bookmark: _Toc187347080]Usability Viewpoint

Degree Dash was designed on usability, ensuring simplistic and easy navigation. Buttons were designed big and easy to read for visually impaired users, with consistent fonts and sizes, image, and button placements to minimise cognitive load during application use (continual button sizes in different screens would make the application look disorganised, frustrating users). As evidenced in [28], 92% of users would not use websites or applications with cluttered layouts, while inconsistent layouts look unprofessional, disrupt visual flows and reduce user engagement, with Lings Cars [29] an example of poor website design and usability due to content volume and inconsistent fonts.

However, feedback received showed background and colour schemes are too basic and must be improved. Therefore, the visual design must be reviewed (like adding a university building shadow in the background as part of its theme, adding more animations for excitement, and more eye-opening colour changes), as basic colours and design could provide poor first impressions and disengage users, even if usability is well designed. Prakhar [30] notes that vibrant colours in mobile games stand out and attracts users, with minimalistic approaches making them look clean and using less device resources.

While having appealing visual designs attract new and existing users, usability must not be sacrificed, with Jang and Park [31] confirming that satisfied and dissatisfied users of mobile augmented reality (AR) applications appreciate usability for applications overall. Cultural preferences must also be considered for usability, as according to [32], usability preferences in websites differ, with culturally specific websites like Chinese users preferring Chinese websites and using web attributes like navigation structures leading to increased user satisfaction.

As shown in [33], four lessons were learnt when creating a mobile application for heritage sites.

1. Users should be involved, ensuring requirements are addressed and met.
2. Different metrics should be used for evaluation, allowing for improved understanding for researchers to include user experiences.
3. Researchers must understand different interface requirements for VR and non-VR applications.
4. Different evaluation types at different development stages should be performed, like cognitive walk-throughs refining designs before development, then performing usability testing before deployment.
This highlights that while user experience is important, usability must be the key focus, ensuring users can use applications effectively and efficiently to avoid frustration,, with Dyer [34] highlighting that creating visually appealing and engaging experiences from the beginning are key priorities for designers.





























[bookmark: _Toc187347081]Conclusion

Ongoing usability testing is essential for users to continue accessing products/services efficiently and effectively with minimal frustration, ensuring user satisfaction is maintained. Pierre [35] performed three rounds of usability testing of a library service, Search@UW, the first round used to understand users, find pain points and implement recommendations, though the second round did not improve usability due to the migration of a new online library version. However, implementing LibKey to enhance full text linking saw the third round of testing reduce unnecessary requests and fewer issues occur.

Recommendations include using eye tracking for usability testing, with participants using mobile devices with eye trackers installed to scan users’ eyes and gauge high and low interest in the application, allowing analysis and evaluation to occur and improvements to make via user feedback. Eye tracking would be used alongside heatmapping (visualisation of data using colours as the main element [36]) for visual representations of gaze tracking, with heatmapping for user taps in the application, leading to analysis of most used areas and features, while indicating potential usability issues (like users tapping buttons or images expecting something to happen, highlighting a usability issue to be addressed).

Future research involves re-reviewing the ‘MoSCoW’ criteria to ensure all requested features have been implemented, while ensuring extra feedback received are reviewed and implemented to continuously improve user experience, focusing primarily on the visual design and colour scheme as this was the main issue highlighted by both personas. This continuous feedback allows continuous improvement to meet user expectations.
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[bookmark: _Toc187347083]Appendix A

The other storyboards of Degree Dash (of which many are newly designed following feedback) are as follows.

[bookmark: _Toc187347084]Multiplayer

Like ‘Single Player’, the title remains around the top centre and the same image, with two buttons remaining identical to perform the following.

· Local – User taken to the ‘Local’ multiplayer screen.
· Online – User taken to the ‘Online’ menu, offering different online options.

[image: A screenshot of a computer

Description automatically generated]
[bookmark: _Toc187347164]Fig. 13 Multiplayer Storyboard







[bookmark: _Toc187347085]Local

The screen is identical to the ‘Standard’ single player storyboard for familiarity and consistency, with the same ‘Earn Your Degree!’ message and button positions as before. The only addition is the message ‘Any unused player names will be computer controlled’ to inform players that AI opponents will be used if any player names are unused. The game continues as normal when the ‘Play’ button is tapped.

[image: A screenshot of a game

Description automatically generated]
[bookmark: _Toc187347165]Fig. 14 Local Multiplayer Storyboard












[bookmark: _Toc187347086]Online

Both the title and image remain like the main multiplayer menu, with four buttons staying identical for continued consistency to perform the following.

· Ranked – User taken to the ‘Ranked’ menu for competitive play.
· Modes – User taken to the ‘Unranked’ menu for casual play.
· Private – User taken to the ‘Private’ menu to create a private lobby.
· Spectator – User taken to spectate a random game.

[image: A screenshot of a computer

Description automatically generated]
[bookmark: _Toc187347166]Fig. 15 Online Multiplayer Storyboard










[bookmark: _Toc187347087]Ranked and Unranked

Once either ‘Ranked’ or ‘Unranked’ are tapped, this takes the user to the ‘Username’ screen for the user to input their username and password to authenticate that specific user, with a tick box provided for the game to remember the username entered, minimising the cognitive load. The layout stays similar like the previous multiplayer screens for familiarity and consistency reasons.

[image: A close-up of a username

Description automatically generated]
[bookmark: _Toc187347167]Fig. 16 Online Multiplayer Login Storyboard

Once a user is authenticated, the ‘Connecting’ screen is shown, confirming that they have authenticated correctly and are waiting to join a game with other users. A message showing that the game is ‘searching for fellow students. Please wait’ informs users that it is searching and connecting with other users, requesting patience while servers are making the required connections, while the message ‘game will automatically start once students are connected’ inform users that the game will start once other users are found and connected.

[image: A screen shot of a computer

Description automatically generated]
[bookmark: _Toc187347168]Fig. 17 Online Multiplayer Connecting Storyboard




















[bookmark: _Toc187347088]Private

Once ‘Private’ is tapped, this takes the user to a different ‘Username’ screen for the user to input the requested usernames they wish to join the lobby, with the ‘Invite’ button showing to invite the entered usernames to that lobby. The layout stays similar like the previous multiplayer screens for familiarity and consistency reasons.

[image: A close-up of a graduation certificate

Description automatically generated]
[bookmark: _Toc187347169]Fig. 18 Private Lobby Storyboard

Once the ‘Invite’ button is tapped, the ‘Connecting’ screen is provided like fig. 17.











[bookmark: _Toc187347089]Social

Like ‘Single Player’, the title and button layout remain consistent, with the title near the top centre and the ‘Social Area’ buttons listed on the left, though the image is changed to reflect a social setting. The three buttons stay identical to perform the following.

· Friends List – User taken to the ‘Friends List’ screen.
· Leaderboards – User taken to the ‘Leaderboards’ screen to show where they position in many areas.
· Social Media – User taken to the ‘Social Media’ screen to link their account.

[image: A social media page with a group of people sitting at tables

Description automatically generated]
[bookmark: _Toc187347170]Fig. 19 Social Area Storyboard









[bookmark: _Toc187347090]Friends List

Once ‘Friends List’ is tapped, users are taken to the ‘Friends List’ screen, whereby the title is familiarly placed near the top, though the image changed to two hands shaking to highlight friendship for that screen. The three buttons stay identical and aligned left for continued consistency to perform the following.

· Add Friend – User taken to the ‘Add Friend’ screen to add friends.
· View Friends – User taken to the ‘View Friends’ screen to view their friend list.
· Remove Friend – User taken to the ‘Remove Friend’ menu to remove friends.

[image: A close-up of a handshake

Description automatically generated]
[bookmark: _Toc187347171]Fig. 20 Friends List Storyboard










[bookmark: _Toc187347091]Add Friend

Once ‘Add Friend’ is tapped, this takes the user to an ‘Add Friends’ screen for the user to input up to five usernames at a time to minimise repetitiveness of entering one friend request at a time. The ‘Send Request’ button confirms to users that the requests will be sent once the requested usernames have been entered. 

[image: A close-up of a hand shake

Description automatically generated]
[bookmark: _Toc187347172]Fig. 21 Add Friends Storyboard














If the friend request is successful, the user is provided with a successful confirmation screen.

[image: A green check mark and a green check mark

Description automatically generated]
[bookmark: _Toc187347173]Fig. 22 Successful Friend Request Storyboard

However, if the friend request is unsuccessful, the user is provided with an error screen and how to potentially resolve the issue themselves, aligning with two of Nielsen’s ten usability heuristics: visibility of system status and user control and freedom [37].

[image: A red x and black text

Description automatically generated]
[bookmark: _Toc187347174]Fig. 23 Unsuccessful Friend Request Storyboard

[bookmark: _Toc187347092]View Friends

Once ‘View Friend’ is tapped, this takes the user to their friend list, allowing users to scroll through the list of friends they have. The title and friend image remain in the same spot for consistency, with all friends aligned towards the centre left of the screen to stand out, though the image could have been made smaller to allow the friend list to be centralised more. 

[image: A close-up of a friend's list

Description automatically generated]
[bookmark: _Toc187347175]Fig. 24 View Friends List Storyboard














[bookmark: _Toc187347093]Remove Friends

Once ‘Remove Friends’ is tapped, this takes the user to the ‘Remove Friends’ screen for the user to ‘tick’ as many friends at a time to remove, minimising repetitiveness of one removal at a time. The ‘Remove Friends’ button confirms to users that the deletions will occur once selected.

[image: A close-up of a person shaking hands

Description automatically generated]
[bookmark: _Toc187347176]Fig. 25 Remove Friends Storyboard















If the deletion(s) is successful, the user is provided with a successful confirmation screen.

[image: A whiteboard with a green check mark and a green checkmark

Description automatically generated]
[bookmark: _Toc187347177]Fig. 26 Successful Friend Deletion Storyboard

However, if the deletion(s) is unsuccessful, the user is provided with an error screen and what has caused this.

[image: A red x and black text

Description automatically generated]
[bookmark: _Toc187347178]Fig. 27 Unsuccessful Friend Deletion Storyboard

The green tick and red cross remain as per the friend request screens for familiarity and to show whether an action has been successful or not to users (with a green tick confirming success and a red cross confirming a failure).






























[bookmark: _Toc187347094]Leaderboards

Once ‘Leaderboards’ is tapped, users are taken to the ‘Leaderboards’ screen, whereby the title is familiarly placed at the top and laid out as two columns to make it clean and less cluttered, highlighting the user playing the game to improve readability. The ‘View More’ button allows users to view more leaderboards in the same layout.

[image: A screenshot of a computer

Description automatically generated]
[bookmark: _Toc187347179]Fig. 28 Leaderboard Storyboard

However, upon review of this, the leaderboard and title of each leaderboard should be aligned with each other, as it looks messy and not as readable as it should be.










[bookmark: _Toc187347095]Social Media

Once ‘Social Media’ is tapped, this takes the user to the ‘Social Media’ screen for users to link social media accounts to Degree Rush, allowing updates to be made on the linked platforms for the user. Images of the three respective social media sites are provided to users for brand recognition, allowing for familiarity, confidence, positivity and trustworthiness to link accounts to them [38].

[image: A screenshot of a social media application

Description automatically generated]
[bookmark: _Toc187347180]Fig. 29 Social Media Storyboard














[bookmark: _Toc187347096]Facebook, Instagram, and X

Once any of the social media buttons are tapped, this goes to the ‘Username’ screen for users to input their username and password for that social media platform, with a tick box provided for the game to remember the username entered. The layout stays like users logging onto the online multiplayer area for familiarity and consistency reasons, with users directed back to the social media screen once login is completed.

[image: A screenshot of a username

Description automatically generated]
[bookmark: _Toc187347181]Fig. 30 Social Media Login Storyboard












[bookmark: _Toc187347097]How to Play

The ‘How to Play’ layout stays simplistic as possible to minimise confusion to users, including using plain English for instructions as much as possible. The main differences compared to the wireframe are as follows.

· Changing the ‘lorem ipsum’ to clear instructions for each of the three areas, making it as simplistic as possible to follow
· Adding the icons to provide examples of each one and what they mean

Other areas like the main title, subheadings and ‘Back’ button remain the same and remain in the same position.

[image: A screenshot of a video game

Description automatically generated]
[bookmark: _Toc187347182]Fig. 31 How to Play Storyboard







[bookmark: _Toc187347098]Achievements

The ‘Achievements’ screen has been expanded following the feedback from ‘Samantha’ that the original wireframe screen was too cluttered and messy. While it stays simplistic, the title and image remain identical to the main menu, with the layout kept like other menus like ‘Single Player’ and ‘Social Area’ to remain consistent throughout. The three buttons provide the following to users.

· Achievements – User taken to the ‘Achievements’ screen to view their achievements.
· High Scores – User taken to the ‘High Scores’ screen to view their personal high scores.
· Rewards – User taken to the ‘Rewards’ screen to view daily rewards progress and unlockables.

[image: A close-up of a diploma

Description automatically generated]
[bookmark: _Toc187347183]Fig. 32 Achievements Storyboard








[bookmark: _Toc187347099]Achievements

Once the ‘Achievements’ button is tapped, this provides users what achievements are available and how to unlock them, keeping the title and main game image in the same position for continued consistency. Images show as shadows initially like with fail icons but will light up when an achievement has been gotten through gameplay, highlighting that the user has completed the required task.

[image: A close-up of a diploma

Description automatically generated]
[bookmark: _Toc187347184]Fig. 33 Achievement Progress Storyboard












[bookmark: _Toc187347100]High Scores

Once the ‘High Scores’ button is tapped, this provides users with a running score of the main user only, with other local players or AI opponents counted due to artificial inflation of the scores. The title and main game image remain in the same position for continued consistency. Like with achievements, this was moved to its own area following feedback, minimising clutter and being cleaner and more viewable to users.

[image: A close-up of a diploma

Description automatically generated]
[bookmark: _Toc187347185]Fig. 34 High Score Storyboard













[bookmark: _Toc187347101]Rewards

Once the ‘Rewards’ button is tapped, this provides users with a daily login progression bar, highlighting the current day they have logged onto the app. An instruction is provided to users mentioning to log on daily for rewards, with an ‘Unlockables’ button available for users to see what unlockables they can achieve by playing the game. The title stays towards the top centre and the ‘Back’ button remaining consistent throughout the interface. 

[image: A screen shot of a white screen

Description automatically generated]
[bookmark: _Toc187347186]Fig. 35 Rewards Storyboard












[bookmark: _Toc187347102]Unlockables

Once the ‘Unlockables’ button is tapped, this provides users what unlockables can be gotten and how to do it. This is in line with the achievements and details a little bit more as to what players need to do to achieve these unlockables, with no information provided about the unlockable in question for users to discover what they are, acting as a possible surprise for when they are unlocked. The title and associated image remain in the same position for continued consistency. 

[image: A close-up of a lock

Description automatically generated]
[bookmark: _Toc187347187]Fig. 36 Unlockables Storyboard













[bookmark: _Toc187347103]Customisation

The title, image and buttons remain consistent from the main game menu, with the buttons laid out towards the left like other menus to perform the following.

· Avatar – User taken to the ‘Avatar’ menu to create, amend or delete a player avatar.
· Background – User taken to the ‘Background’ menu to amend the background used in the game.
· Dice – User taken to the ‘Dice’ menu to amend the dice effects when dice are rolled.
· Play Profile – User taken to the ‘Player Profile’ screen to view game statistics.

[image: A person holding a diploma

Description automatically generated]
[bookmark: _Toc187347188]Fig. 37 Customisation Storyboard











[bookmark: _Toc187347104]Avatar

Once ‘Avatar’ is tapped, users are taken to the ‘Avatar’ screen, whereby the title and image remain in the same position for consistency between the screens. The three buttons remain identical to all others and aligned left for consistency to perform the following.

· Create Avatar – User taken to the avatar screen to create an avatar.
· Edit Avatar – User taken to the avatar screen to edit an avatar.
· Delete Avatar – User asked if they wish to confirm the avatar deletion.

[image: A person holding a diploma

Description automatically generated]
[bookmark: _Toc187347189]Fig. 38 Avatar Storyboard











[bookmark: _Toc187347105]Create and Edit Avatar

Once either ‘Create Avatar’ or ‘Edit Avatar’ are tapped, this takes the user to the avatar screen for the user to create or edit their avatar as they please, from skin colour to hairstyles, different types of clothing and the colours associated to each clothing item. The layout is very minimal to solely focus on the avatar creation or amendment, with the ‘Confirm’ button available for users to confirm the creation or amendments to avatars, with the ‘Back’ button cancelling any changes made.

[image: A screenshot of a video game

Description automatically generated]
[bookmark: _Toc187347190]Fig. 39 Avatar Creation and Amendment Storyboard













[bookmark: _Toc187347106]Delete Avatar

Once ‘Delete Avatar’ is tapped, this takes the user to a confirmation screen asking the user if they are sure they wish to delete their avatar as a precaution in case it was accidently tapped, with another message warning that once an avatar is deleted, the avatar cannot be retrieved, meaning it will be permanently lost. The screen is simplistic to show only what is required, with the ‘Yes’ and ‘No’ buttons centred for users to view them more easily.

[image: A screenshot of a computer

Description automatically generated]
[bookmark: _Toc187347191]Fig. 40 Avatar Deletion Storyboard

If the user taps ‘Yes’, the user is provided with a confirmation screen confirming the avatar has been deleted, providing familiarity if a user has added or removed friends. 

[image: A screenshot of a computer

Description automatically generated]
[bookmark: _Toc187347192]Fig. 41 Avatar Deletion Confirmation Storyboard





















[bookmark: _Toc187347107]Background and Dice

Once ‘Background’ or ‘Dice’ is tapped, users are taken to the respective screen, whereby the titles and images of both screens remain in the same position. The two buttons remain identical and aligned left for consistency, performing the following.

· Amend Background/Dice – User taken to the background/dice amendment screen.
· Revert to Default – User can change both ‘Background’ and ‘Dice’ to their default settings.

[image: A close-up of a diploma

Description automatically generated]
[bookmark: _Toc187347193]Fig. 42 Background Storyboard


[image: A close-up of a person holding a diploma

Description automatically generated]
[bookmark: _Toc187347194]Fig. 43 Dice Storyboard





















[bookmark: _Toc187347108]Amend Background/Dice

Once either ‘Amend Background’ or ‘Amend Dice’ are tapped, this takes the user to the respective screen for the user to amend the background and/or dice, to which they can change different backgrounds like a university or campus building, lecture room or café, or dice rolling effects from sparkling mortarboards and grades to coffees and degrees in different colours. The layout, like with the avatar screen, is very minimal to solely focus on backgrounds or dice effects, with the ‘Confirm’ button available to confirm their changes. The ‘Back’ button cancels any changes made.

[image: A screenshot of a video game

Description automatically generated]
[bookmark: _Toc187347195]Fig. 44 Amend Background Storyboard



[image: A screenshot of a video game

Description automatically generated]
[bookmark: _Toc187347196]Fig. 45 Dice Amendment Storyboard





















[bookmark: _Toc187347109]Revert to Default

Once ‘Revert to Default’ is tapped, the user sees a confirmation screen asking if they are sure they want to revert background and/or dice as a precaution. The screen is simplistic to only show the necessary information, with ‘Yes’ and ‘No’ buttons centred for easier readability.

[image: A screenshot of a computer

Description automatically generated]
[bookmark: _Toc187347197]Fig. 46 Revert Background Storyboard

[image: A screenshot of a game

Description automatically generated]
[bookmark: _Toc187347198]Fig. 47 Revert Dice Storyboard

If ‘Yes’ is tapped, a confirmation screen is provided to the user like with an avatar deletion confirming the background/dice have been reverted to default settings.

[image: A green check mark and a green check box

Description automatically generated]
[bookmark: _Toc187347199]Fig. 48 Revert Background Confirmation Storyboard

[image: A green check mark and a green tick

Description automatically generated]
[bookmark: _Toc187347200]Fig. 49 Revert Dice Confirmation Storyboard


[bookmark: _Toc187347110]Player Profile

Once the ‘Player Profile’ button is tapped, the user is provided specific game statistics like the number of games played, how many are won locally and online, and the number of different coloured dice rolled. The title and main game image continue to remain in the same position consistency between screens. 

[image: A person holding a diploma

Description automatically generated]
[bookmark: _Toc187347201]Fig. 50 Player Profile Storyboard














[bookmark: _Toc187347111]Settings

The settings have been amended from the original wireframes but remain simplistic to minimise the volume of options users see to not overwhelm them. A slider has been added for the volume, sound effects and music options instead of an ‘On’ or ‘Off’ button to give users improved options to turn these settings as high or low as required following feedback from ‘David’, with the animation button coloured green to indicate they are on and red to indicate they are off. There are two extra buttons added, with ‘Save Changes’ confirming the settings have been saved and ‘Accessibility’ for users with accessibility issues, while the ‘Back’ button takes users back to the main menu. The ‘Microphone’ setting has been removed as this was considered redundant.

[image: A screenshot of a computer

Description automatically generated]
[bookmark: _Toc187347202]Fig. 51 General Settings Storyboard








[bookmark: _Toc187347112]Accessibility

If ‘Accessibility’ is tapped, the user is taken to the ‘Accessibility’ screen with a layout like the main settings screen for familiarity, with sliders that users can adjust as required, like the game speed for games to be played slower for users with cognitive disabilities to not be overwhelmed [39], the text size and colour contrast for users with visual impairments to improve viewability and readability, and text-to-speech ‘On’ and ‘Off’ buttons for users with auditory issues, following survey and persona feedback. The ‘Save Changes’ button is available to confirm accessibility setting changes have been saved, with the ‘Back’ button taking users back to the main settings screen. 

[image: A screen shot of a computer

Description automatically generated]
[bookmark: _Toc187347203]Fig. 52 Accessibility Settings Storyboard

If the ‘Save Changes’ button has been tapped in either settings screen, those specific settings (for example, the volume and animation settings) will be saved and a confirmation screen shown to users confirming the settings have been saved.








[image: A green check mark and a green check box
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[bookmark: _Toc187347204]Fig. 53 Settings Confirmation Storyboard


















[bookmark: _Toc187347113]Appendix B

The MoSCoW criteria following the survey responses prior to the full storyboard creation are as follows.

	MoSCoW Criteria

	

	

	Must Have
	
	Should Have

	
Simple and fluid user interface
Simplistic controls
In-game instructions and tutorials
Single-player challenges
Different modes
Easy to pick up and play
	
	
Multiplayer (online and local)
Achievements and rewards
Appealing visual design
Adjustable text size

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	Could Have
	
	Won’t Have

	
Themes
Avatars
Social features
Social media sharing


	
	
Advertisements
In-App Purchase





	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	


[bookmark: _Toc187347205]Fig. 54 Degree Dash MoSCoW Criteria












[bookmark: _Toc187347114]Appendix C

The initial feedback of the wireframes from personas ‘Samantha’ and ‘David’ are as follows.

The ‘Samantha’ feedback is:

· Achievement screen is cluttered.
· Page turning transition suits the theme.
· ‘How to play’ text must be bigger
· ‘Setting’ text and buttons should be bigger, considering available white space.
· Navigation was intuitive.
· Game layout was easy to understand.
· Main text headings had readable font.
· Images and animations were big and placed logically.

The ‘David’ feedback is:

· A time limit for deciding collection or continuation suggested, adding further engagement and tension.
· Text size adjustments must be added.
· A slider where appropriate in ‘Settings’ should be used for users to be in control.
· UWTSD acronym should be expanded, and the game title is poor, making them frustrated.
· ‘Shake device or tap to roll’ instruction amalgamated as one button to remove unnecessary text, especially as users may tap it.
· Navigation was simplistic and buttons performed as stated.
· Game is simple to play.
· Layout is fine and easy to follow.
· Number of computer-controlled opponents must be lowered.




[bookmark: _Toc187347115]Appendix D

The testing matrix for each area is as follows.

[bookmark: _Toc187347116]Title and Main Menu Screens

	Does the user know what needs to be done?
	Y
	Wants to go to the required areas

	Can the user see a control to do that?
	Y
	Buttons are available directing users to where they need to go

	Is it obvious how the control works?
	Y
	They are standard controls

	Does the user understand the feedback given?
	Y
	It goes to the requested screen, with ‘Quick Play’ taking users directly into a game


[bookmark: _Toc187347206]Fig. 55 Title and Main Menu Testing Matrix

[bookmark: _Toc187347117]Single Player Menu Screen

	Does the user know what needs to be done?
	Y
	Wants to choose the required single player mode

	Can the user see a control to do that?
	Y
	Buttons are labelled directing users to required modes

	Is it obvious how the control works?
	Y
	They are standard controls

	Does the user understand the feedback given?
	Y
	It goes to the requested screen


[bookmark: _Toc187347207]Fig. 56 Single Player Menu Testing Matrix



[bookmark: _Toc187347118]Standard Game Menu Screen

	Does the user know what needs to be done?
	Y
	User can enter a name and start the game

	Can the user see a control to do that?
	Y
	Free text field and buttons available for users to perform required actions

	Is it obvious how the control works?
	Y
	They are standard controls

	Does the user understand the feedback given?
	Y
	It goes to the requested screen and begins the game


[bookmark: _Toc187347208]Fig. 57 Standard Game Menu Testing Matrix





[bookmark: _Toc187347119]Game Screens

	Does the user know what needs to be done?
	Y
	Wants to roll dice, collect mortarboards, or go back to previous screen

	Can the user see a control to do that?
	Y
	Button available directing users to roll dice, with instruction from previous screen to shake screen to roll dice

	Is it obvious how the control works?
	Y
	They are standard controls

	Does the user understand the feedback given?
	Y
	It goes to required screens depending on dice rolled, informing users when the required score is reached, and the game ends


[bookmark: _Toc187347209]Fig. 58 Game Testing Matrix


[bookmark: _Toc187347120]Single Player Mode Menu Screen

	Does the user know what needs to be done?
	Y
	User can select a game mode

	Can the user see a control to do that?
	Y
	Buttons available to tap and start the required game mode

	Is it obvious how the control works?
	Y
	They are standard controls

	Does the user understand the feedback given?
	Y
	It goes to the requested screen to start the game


[bookmark: _Toc187347210]Fig. 59 Single Player Mode Menu Testing Matrix


[bookmark: _Toc187347121]Single Player Challenge Menu Screen

	Does the user know what needs to be done?
	Y
	User can select a challenge

	Can the user see a control to do that?
	Y
	Buttons available to tap and start a challenge

	Is it obvious how the control works?
	Y
	They are standard controls

	Does the user understand the feedback given?
	Y
	It goes to the requested screen to start the challenge


[bookmark: _Toc187347211]Fig. 60 Single Player Challenge Menu Testing Matrix






[bookmark: _Toc187347122]Main Multiplayer Menu Screen

	Does the user know what needs to be done?
	Y
	Wants to play local or online multiplayer

	Can the user see a control to do that?
	Y
	Buttons are labelled directing users as required

	Is it obvious how the control works?
	Y
	They are standard controls

	Does the user understand the feedback given?
	Y
	It goes to the requested screen


[bookmark: _Toc187347212]Fig. 61 Main Multiplayer Menu Testing Matrix


[bookmark: _Toc187347123]Local Multiplayer Menu Screen

	Does the user know what needs to be done?
	Y
	User can enter the required number of names and start the game

	Can the user see a control to do that?
	Y
	Free text fields and buttons available for users to perform required actions

	Is it obvious how the control works?
	Y
	They are standard controls

	Does the user understand the feedback given?
	Y
	It goes to the requested screen and begins the game


[bookmark: _Toc187347213]Fig. 62 Local Multiplayer Menu Testing Matrix







[bookmark: _Toc187347124]Online Multiplayer Menu Screen

	Does the user know what needs to be done?
	Y
	Wants to choose the required online multiplayer option

	Can the user see a control to do that?
	Y
	Buttons are labelled directing users to required areas

	Is it obvious how the control works?
	Y
	They are standard controls

	Does the user understand the feedback given?
	Y
	It goes to the requested screen, with ‘Spectator’ taking users directly into a game to spectate


[bookmark: _Toc187347214]Fig. 63 Online Multiplayer Menu Testing Matrix



[bookmark: _Toc187347125]Ranked/Unranked Multiplayer Login Screen

	Does the user know what needs to be done?
	Y
	User enters their username and password, allowing the game to ‘remember’ their username if preferred

	Can the user see a control to do that?
	Y
	Free text fields and ‘Continue’ button available for users to perform required actions

	Is it obvious how the control works?
	Y
	They are standard controls

	Does the user understand the feedback given?
	Y
	It goes to the ‘connecting’ screen


[bookmark: _Toc187347215]Fig. 64 Ranked/Unranked Multiplayer Menu Testing Matrix





[bookmark: _Toc187347126]Connecting Multiplayer Screen

	Does the user know what needs to be done?
	Y
	Message states ‘connecting’ and ‘searching for other users’, instructing users to wait

	Can the user see a control to do that?
	?
	No controls for users other than going to the previous screen, but instruction mentions that ‘game will start once users are connected’

	Is it obvious how the control works?
	Y
	They are standard controls

	Does the user understand the feedback given?
	Y
	Messages instructs users and provides expected outcomes


[bookmark: _Toc187347216]Fig. 65 Connecting Multiplayer Screen Testing Matrix


[bookmark: _Toc187347127]Private Multiplayer Invite Screen

	Does the user know what needs to be done?
	Y
	User enters the required usernames to invite

	Can the user see a control to do that?
	Y
	Free text fields and ‘Invite’ button available for users to perform required actions

	Is it obvious how the control works?
	Y
	They are standard controls

	Does the user understand the feedback given?
	?
	It goes to the ‘connecting’ screen, though no message is provided stating the invites were sent


[bookmark: _Toc187347217]Fig. 66 Private Multiplayer Invite Testing Matrix




[bookmark: _Toc187347128]Social Area Menu Screen

	Does the user know what needs to be done?
	Y
	Wants to choose the required social feature

	Can the user see a control to do that?
	Y
	Buttons are available directing users to where they need to go

	Is it obvious how the control works?
	Y
	They are standard controls

	Does the user understand the feedback given?
	Y
	It goes to the requested screen


[bookmark: _Toc187347218]Fig. 67 Social Area Menu Testing Matrix



[bookmark: _Toc187347129]Friends List Menu Screen

	Does the user know what needs to be done?
	Y
	Wants to add, view or remove friend(s)

	Can the user see a control to do that?
	Y
	Buttons are available directing users to where they need to go

	Is it obvious how the control works?
	Y
	They are standard controls

	Does the user understand the feedback given?
	Y
	It goes to the requested screen


[bookmark: _Toc187347219]Fig. 68 Friends List Menu Testing Matrix





[bookmark: _Toc187347130]Add Friend Screen

	Does the user know what needs to be done?
	Y
	User enters the required usernames to add as friends

	Can the user see a control to do that?
	Y
	Free text fields and ‘Send Request’ button available for users to perform required actions

	Is it obvious how the control works?
	Y
	They are standard controls

	Does the user understand the feedback given?
	Y
	It goes to the ‘confirmed’ or ‘error’ screen for users to understand if the request(s) were successful or not


[bookmark: _Toc187347220]Fig. 69 Add Friend Screen Testing Matrix



[bookmark: _Toc187347131]View Friend Screen

	Does the user know what needs to be done?
	Y
	User can view their friends list

	Can the user see a control to do that?
	Y
	There is a scroll bar to view all friends, with ‘Back’ button for users to go back to the previous screen

	Is it obvious how the control works?
	Y
	User can scroll up and down to view friends

	Does the user understand the feedback given?
	Y
	Users can view all friends and return to previous screen


[bookmark: _Toc187347221]Fig. 70 View Friend Screen Testing Matrix





[bookmark: _Toc187347132]Remove Friend Screen

	Does the user know what needs to be done?
	Y
	Users select friend(s) to be removed

	Can the user see a control to do that?
	Y
	Tick boxes and ‘Remove Friends’ button available for users to perform required actions

	Is it obvious how the control works?
	Y
	They are standard controls, with a scroll bar available to scroll up and down list

	Does the user understand the feedback given?
	Y
	It goes to the ‘confirmed’ or ‘error’ screen for users to understand if the removal(s) were successful or not


[bookmark: _Toc187347222]Fig. 71 Remove Friend Screen Testing Matrix


[bookmark: _Toc187347133]Leaderboards Screen

	Does the user know what needs to be done?
	Y
	Users can view leaderboards

	Can the user see a control to do that?
	?
	Leaderboards appear and ‘View More’ button available to view other leaderboard types, but does not show more than top 5

	Is it obvious how the control works?
	Y
	User can view top 5 and ‘View More’ button indicates further leaderboards

	Does the user understand the feedback given?
	Y
	Leaderboards can be seen


[bookmark: _Toc187347223]Fig. 72 Leaderboards Screen Testing Matrix






[bookmark: _Toc187347134]Social Media Menu Screen

	Does the user know what needs to be done?
	Y
	User can choose the social media platform 

	Can the user see a control to do that?
	Y
	Buttons are available directing users to the required social media platform

	Is it obvious how the control works?
	Y
	They are standard controls

	Does the user understand the feedback given?
	Y
	It goes to the requested social media platform login screen


[bookmark: _Toc187347224]Fig. 73 Social Media Menu Testing Matrix

[bookmark: _Toc187347135]Social Media Login Screen

	Does the user know what needs to be done?
	Y
	User enters their username and password, allowing the game to ‘remember’ their username if preferred

	Can the user see a control to do that?
	Y
	Free text fields and ‘Continue’ button available for users to perform required actions

	Is it obvious how the control works?
	Y
	They are standard controls

	Does the user understand the feedback given?
	N
	It links the user’s account, but no confirmation screen shows this 


[bookmark: _Toc187347225]Fig. 74 Social Media Login Menu Testing Matrix






[bookmark: _Toc187347136]How to Play Screen

	Does the user know what needs to be done?
	Y
	Wants to read the instructions on how to play the game

	Can the user see a control to do that?
	Y
	Instructions are displayed and Back button for users to go to the previous screen

	Is it obvious how the control works?
	Y
	It is a standard control

	Does the user understand the feedback given?
	Y
	Instructions are clear and precise for users to view


[bookmark: _Toc187347226]Fig. 75 How to Play Testing Matrix


[bookmark: _Toc187347137]Achievements Menu Screen

	Does the user know what needs to be done?
	Y
	Wants to view their achievements, rewards, and high scores

	Can the user see a control to do that?
	Y
	Buttons are labelled directing users to required modes

	Is it obvious how the control works?
	Y
	It is a standard control

	Does the user understand the feedback given?
	Y
	It goes to the requested screen


[bookmark: _Toc187347227]Fig. 76 Achievements Menu Testing Matrix







[bookmark: _Toc187347138]Extra Achievements Screen

	Does the user know what needs to be done?
	Y
	User can view achievements and progress

	Can the user see a control to do that?
	Y
	‘Back’ button labelled and available to go back to the previous screen

	Is it obvious how the control works?
	Y
	It is a standard control

	Does the user understand the feedback given?
	Y
	It goes back to the previous screen after achievements are viewed


[bookmark: _Toc187347228]Fig. 77 Extra Achievements Screen Testing Matrix


[bookmark: _Toc187347139]High Scores Screen

	Does the user know what needs to be done?
	Y
	User can view high scores

	Can the user see a control to do that?
	Y
	‘Back’ button labelled and available to go back to the previous screen

	Is it obvious how the control works?
	Y
	It is a standard control

	Does the user understand the feedback given?
	Y
	It goes back to the previous screen after high scores are viewed


[bookmark: _Toc187347229]Fig. 78 High Scores Screen Testing Matrix







[bookmark: _Toc187347140]Rewards Screen

	Does the user know what needs to be done?
	Y
	User can view daily reward progress

	Can the user see a control to do that?
	Y
	‘Back’ and ‘Unlockables’ button labelled and available for users to tap

	Is it obvious how the control works?
	Y
	It is a standard control

	Does the user understand the feedback given?
	?
	It goes to the requested screen, but does not show what the user is rewarded for daily rewards


[bookmark: _Toc187347230]Fig. 79 Rewards Screen Testing Matrix


[bookmark: _Toc187347141]Unlockables Screen

	Does the user know what needs to be done?
	Y
	User can view unlockables and how to unlock them

	Can the user see a control to do that?
	Y
	‘Back’ button labelled and available to go back to the previous screen

	Is it obvious how the control works?
	Y
	It is a standard control

	Does the user understand the feedback given?
	Y
	It goes back to the previous screen after unlockables are viewed


[bookmark: _Toc187347231]Fig. 80 Unlockables Screen Testing Matrix







[bookmark: _Toc187347142]Customisation Menu Screen

	Does the user know what needs to be done?
	Y
	Wants to choose the required customisation option

	Can the user see a control to do that?
	Y
	Buttons are available directing users to where they need to go

	Is it obvious how the control works?
	Y
	They are standard controls

	Does the user understand the feedback given?
	Y
	It goes to the requested screen


[bookmark: _Toc187347232]Fig. 81 Customisation Menu Testing Matrix


[bookmark: _Toc187347143]Avatar Menu Screen

	Does the user know what needs to be done?
	Y
	Wants to create, edit or delete an avatar

	Can the user see a control to do that?
	Y
	Buttons are available directing users to where they need to go

	Is it obvious how the control works?
	Y
	They are standard controls

	Does the user understand the feedback given?
	Y
	It goes to the requested screen


[bookmark: _Toc187347233]Fig. 82 Avatar Menu Testing Matrix





[bookmark: _Toc187347144]Create/Edit Avatar Customisation Screen

	Does the user know what needs to be done?
	Y
	Wants to create or edit an avatar

	Can the user see a control to do that?
	?
	Different options are available for face, clothing, skin colour etc and a ‘Confirm’ button is available, but not noticeably clear how users perform this and no confirmation screen available

	Is it obvious how the control works?
	?
	‘Confirm’ button is a standard control, but customisation options look confusing

	Does the user understand the feedback given?
	?
	It goes back to the previous screen, but no confirmation screen shows changes made are saved


[bookmark: _Toc187347234]Fig. 83 Create/Edit Avatar Customisation Testing Matrix


[bookmark: _Toc187347145]Delete Avatar Screen

	Does the user know what needs to be done?
	Y
	Wants to delete an avatar, with instructions informing what will happen

	Can the user see a control to do that?
	Y
	‘Yes’ and ‘No’ buttons available for users to confirm decision

	Is it obvious how the control works?
	Y
	They are standard controls

	Does the user understand the feedback given?
	Y
	It goes to the ‘confirmed’ or ‘error’ screen for users to understand if the deletion was successful or not


[bookmark: _Toc187347235]Fig. 84 Delete Avatar Customisation Testing Matrix




[bookmark: _Toc187347146]Background/Dice Menu Screens

	Does the user know what needs to be done?
	Y
	Wants to amend the background or dice effects

	Can the user see a control to do that?
	Y
	Buttons are available directing users to where they need to go

	Is it obvious how the control works?
	Y
	They are standard controls

	Does the user understand the feedback given?
	Y
	It goes to the requested screen


[bookmark: _Toc187347236]Fig. 85 Background/Dice Menu Testing Matrix




[bookmark: _Toc187347147]Amend Background/Dice Screens

	Does the user know what needs to be done?
	Y
	Wants to amend the background/dice effects

	Can the user see a control to do that?
	?
	Different options are available for background/dice effects and a ‘Confirm’ button is available, but not noticeably clear how users perform this and no confirmation screen available

	Is it obvious how the control works?
	?
	‘Confirm’ button is a standard control, but background/dice options look confusing

	Does the user understand the feedback given?
	?
	It goes back to the previous screen, but no confirmation screen shows changes made are saved


[bookmark: _Toc187347237]Fig. 86 Amend Background/Dice Testing Matrix


[bookmark: _Toc187347148]Revert Background/Dice to Default Screens

	Does the user know what needs to be done?
	Y
	Wants to revert background/dice options to default

	Can the user see a control to do that?
	Y
	‘Yes’ and ‘No’ buttons available for users to confirm decision

	Is it obvious how the control works?
	Y
	They are standard controls

	Does the user understand the feedback given?
	Y
	It goes to the ‘confirmed’ or ‘error’ screen for users to understand if the reversion was successful or not


[bookmark: _Toc187347238]Fig. 87 Revert Background/Dice to Default Testing Matrix


[bookmark: _Toc187347149]Player Profile Screen

	Does the user know what needs to be done?
	Y
	User can view their player profile

	Can the user see a control to do that?
	Y
	‘Back’ button labelled and available to go back to the previous screen

	Is it obvious how the control works?
	Y
	It is a standard control

	Does the user understand the feedback given?
	Y
	It goes back to the previous screen after the player profile is viewed


[bookmark: _Toc187347239]Fig. 88 Player Profile Screen Testing Matrix





[bookmark: _Toc187347150]Settings Screen

	Does the user know what needs to be done?
	Y
	Wants to view and adjust settings

	Can the user see a control to do that?
	Y
	Settings can be adjusted as required, save changes and view accessibility options

	Is it obvious how the control works?
	Y
	They are standard controls

	Does the user understand the feedback given?
	?
	It goes to the requested screen, though any confirmed changes are not confirmed if saved


[bookmark: _Toc187347240]Fig. 89 Settings Testing Matrix


[bookmark: _Toc187347151]Accessibility Screen

	Does the user know what needs to be done?
	Y
	Wants to view and adjust accessibility settings

	Can the user see a control to do that?
	Y
	Accessibility settings can be adjusted as required and save changes 

	Is it obvious how the control works?
	Y
	They are standard controls

	Does the user understand the feedback given?
	?
	It goes to the requested screen, though any confirmed changes are not confirmed if saved


[bookmark: _Toc187347241]Fig. 90 Accessibility Testing Matrix
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