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Introduction
This assignment continues the development of a UWTSD-themed mobile version of the dice game Zombie Dice. Building on the wireframe storyboards created in Assignment 1, this assignment refines the initial designs into polished, full-colour storyboards while addressing feedback collected during the earlier stage. The report focuses on the usability and user experience considerations that shaped the updated interface, including the collection and analysis of user feedback through usability testing. Additionally, it explores how data from a functional version of the app could be collected and utilised to inform future iterations. By critically reflecting on the design process and incorporating user-centred design principles, this assignment aims to ensure the final interface meets the needs of its intended audience.
[bookmark: _Toc188009208]Full-Colour Storyboards
After taking a look at the user feedback on the previous wireframes, I have now designed the full-colour storyboard designs for the UWTSD theme Zombie Dice. These new storyboards take into consideration the feedback given by the users that tested them (and some not) when designing them. The full storyboards can be found in the appendix section of this assignment.
[bookmark: _Toc188009209]The Flow of Navigation
Just like in the last assignment, the flow of navigation is vital to understanding how a user will go from screen-to-screen. However, this new design has not changed the flow of navigation since the initial design. Here is the flow of navigation: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.



[bookmark: _Toc188009210]Main Menu
[image: A screen shot of a phone

Description automatically generated]
Here we have the Main Menu. As you can see, this is now in full colour meaning I have designed a theme for the game. The main colours I have used within this are yellow, black and blue. These colours are present in the UWTSD crest and therefore represent the university well, keeping within the theme. I decided to make the background blue, a good colour for a background and pretty easy on the eyes. Plus, blue is considered as a calming colour and helps mental clarity when playing games [1]. I then decided to have the buttons yellow with black font to make them stand out. Black and yellow are considered a great colour combination because they create a striking contrast due to their opposite qualities [2]. 
I also designed some banners to be included in the background. These are similar to the one on the UWTSD crest with the yellow and black. These banners are scattered around the background put purposefully close to the sides as to not distract the user with them if they went across the screen. These banners just make the background more visually pleasing as well as solidifying the UWTSD theme for the game.
I also added in some flares around the “New Game” button. This was done as one of the suggested improvements was to highlight the “New Game” button on the main menu to streamline access for the user to play the game. The decision to have these flares added to highlight the button rather than having the button brighter was made on the basis of it being a bit more visually pleasing to the user. 
[bookmark: _Toc188009211]New Game Menu
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Description automatically generated]
This here is the “New Game Menu” in full-colour. Although not a lot has changed from the initial design, a background has now been added to the options for the user to select. This helps to make the options stand out more to the user as well as making it visually quite pleasing. Again, to follow the UWTSD theme, the colour used for it is yellow and the font used it black. Any time something similar to this appears, such as a menu, this background and font combination will be used to have the same effect as this screen does.
[bookmark: _Toc188009212]Load Game Menu
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Description automatically generated]
Here is the new “Load Game” menu. This screen allows the user to load into a game they have already started to play and saved their progress. When the user selects which save file they wish to view, the selected button will be displayed with a shadow underneath (just like the other buttons throughout the app) and the other two buttons for the saves are darkened and pushed back into the screen to really help distinguish what save is selected. Once the user has selected their save, it will tell them what round they are on, their current score and when it was last saved. The user can then select that save, change to a different save or go back to the main menu.
[bookmark: _Toc188009213]Settings Menus
[image: A phone with a screen on

Description automatically generated with medium confidence]
When it comes to the settings menus, not much has changed from that initial design stage. The only thing that has changed are the buttons (mentioned above) and the yellow background on area of the settings. This goes for all three of my settings pages (General (shown), Audio and Accessibility) where there isn’t much change and the buttons/ background is implemented.
[bookmark: _Toc188009214]Gameplay Screen
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Description automatically generated]
This here is the main event, the gameplay screen. This is what the user will see when they start playing the game after fiddling around the menus. For the main gameplay area, a new box was created for where the dice are to be rolled. This box has a brighter blue background that the original blue background which helps to make it stand out. There is also the round counter in the top left corner of the box but now it has a yellow background to help separate it a bit from the background and make it more visible to the user. I also added the three dice that would be rolled within the gameplay area with the three designs that would appear on them: a book, a dragon and a paper. When the “Roll Dice” button is pressed, a small rolling animation will be played on each of the dice and a random face will be shown when it stops.
Underneath that area there is “banked score” area or in this case, the “Books Read” area. The reason I changed this was to keep it within the UWTSD theme, rather than just the original Zombie Dice version. In the top right corner of the screen, there is the pause button. This is now highlighted with a contrasting black background so that it appears more clearly for the users to see.
[bookmark: _Toc188009215]Feedback I decided Not To Implement
Some of the feedback given from the wireframes in assignment I purposefully chose not to implement. One of the requested features was to add some child-friendly icons and animations on the tutorial section. Because there are videos for each of the tutorials, there was no need for additional animations. The icons would also feel out of place to put them in, even throughout the whole app/game. The most child-friendly thing that could have been done would be to change the icons on the dice however, the decision to not change them to make them look more “cartoonish” was purposefully done to keep within the student side of the UWTSD theme.
[bookmark: _Toc188009216]Collecting and Analysing Feedback
[bookmark: _Toc188009217]Testing The Designs
The usability of the updated UWTSD-themed game interface was evaluated through a structured user testing process. Participants representing the personas defined in Assignment 1 were selected to ensure diversity in the testing environment. This allowed for a balanced assessment of the interface's engagement.
The test involved presenting participants with the wireframes designed above of the following screens:
· Main Menu
· Gameplay Screen
· Settings Screens
· Tutorial Screen
· Pause and End Screens
Participants were then asked how they would navigate and complete tasks including:
· Starting a new game and choosing a mode (e.g., Standard or Endless Mode).
· Rolling dice.
· Adjusting settings, such as toggling sound effects or enabling colour-blind mode.
· Accessing and the tutorial whilst in the middle of a game (what they would need to do to view it).
· Navigating the pause menu and returning to the game.
The Think-Aloud protocol [3] was used during the testing. This is where users will simply say what they see and verbally announce their thoughts and decisions when navigating through the wireframes. After they played around with the wireframes, a survey was conducted for feedback on accessibility, emotional response and usability of the game’s app design.
[bookmark: _Toc188009218]Feedback
Below is a table with all the feedback from the tests conducted on the participants representing the personas.
	Category
	Feedback Type
	Details
	Persona
	Planned Changes

	Usability
	Positive
	Main Menu layout and large, clear buttons were praised for simplicity and family-friendliness.	
	Ryan Thomas	
	Retain button design and layout for ease of use.

	
	Positive	
	Highlighting "New Game" streamlined access and made navigation easier.	
	Benji Ahmed	
	N/A

	
	Positive
	Menu navigation was simple to use and easy to understand.
	James Marman
	N/A

	
	Positive	
		Accessibility options (font size, colourblind mode) were appreciated.



	



	James Marman	
	Retain accessibility features and test further for usability.

	
	Negative	
	Settings tabs were less intuitive due to small size and spacing.	
	James Marman	
	Increase tab size and spacing for better interaction.

	
	Negative	
	The tutorial video should play automatically when selecting the tutorial screen.
	Benji Ahmed	
	Ensure the tutorial video plays automatically after the user selects the tutorial screen and after each arrow button press.

	Emotional Response
	Positive
	UWTSD-themed visuals and colours created an engaging academic aesthetic.	
	Sarah Johnson	
	Retain visual theme and consistency.

	
	Positive
	"High Score" section and humorous end-game messages added appeal and replay value.	
	Sarah Johnson	
	Introduce an achievement system for long-term engagement.

	Accessibility
	Positive
	Colourblind mode and haptic feedback were appreciated for inclusivity.	
	James Marman	
	Further refine accessibility options based on additional testing.

	
	Negative
	Small font size in settings was initially challenging for readability.	
	James Marman	
	Increase the default font size for accessibility.



After looking at the feedback, a lot of these changes can easily be made in any future releases of the game, however the majority of the feedback was positive and they could easily navigate through 
[bookmark: _Toc188009219]Data Collection for a Working Version
After it’s release, the game will need a structured approach to collecting data to help develop any features and implementations for future updates. This involves areas very similar to the ones listed above such as usability and accessibility.
[bookmark: _Toc188009220]Types of Data to Collect and How it is Used
There are many types of data that we could collect to help develop future updates. The three main types are usability, emotional response and accessibility.
Usability:
· Navigation patterns – This data tracks how users interact with the app (including how much time is spent looking at each screen and how frequent each screen is used. We can also see the frequency of actions like adjusting settings. This can then show us how the average user would usually navigate the app [4].
· Completion rates – This measures the user’s success of completing tasks, such as accessing the tutorial, which can then highlight what areas some users struggle with. With this, we can make the necessary changes to the app to better the user’s experience [4].
Emotional Response:
· Surveys and ratings – An easy way of asking a user how they felt about the product based on the questions the developer wishes to ask [5].
· Feedback forms – This is used to gather an open-minded view of what the user thinks of the app. It can be less restricting than a survey as they can say what they want without being limited by certain questions [5].
· Engagement metrics – These metrics are used to track how a user will engage with the app. Some of the metrics include churn rate, average session length and even app crashes [6].
Accessibility Data:
· Feature usage – This would measure how often a feature is used. In our case, measing how many times the font size is adjusted can help make decisions on how this might be a problem if the font size was adjusted regularly by the majority of players [7].
· Collecting feedback from accessibility groups – Asking the users that regularly use the accessibility features more so than others is a great way of knowing what they need, as they are the ones that use it after all. 
[bookmark: _Toc188009221]Data Collection Methods
To collect the data, there are many methods we can use to gather the information we need to help develop features and ideas. Here are some of the methods we can use to do this:
· Automated data collection – Analytic tools such as Google Firebase [8] can be used to collect real-time data from a user using the app or program.  The data it can track can be events like pressing “New Game” or how many times the user goes into the settings. Session recordings can also be used so that the developers can visually see what the user actually does and the decisions they make in real-time.
· User surveys – A popular choice to simply get answers out of your testers. You ask them what you need to know and they simply answer. This can help gauge what a developer would need to do in the next update.
· User testing – Having regular usability tests with users that support a diverse demographic can help understand what different people with different needs need. This ensures that you are not focusing on one particular group but instead you are covering everyone [9].

[bookmark: _Toc188009222]Conclusion
Both in this assignment and the previous one, they have demonstrated the value of an iterative design process informed by user feedback and usability principles. By refining the wireframes from Assignment 1 into full-colour storyboards, some changes were made to align the interface with user expectations and preferences. The integration of UWTSD-themed elements such as the blue and yellow colour scheme, banners and tailored gameplay mechanics enhanced both the aesthetic appeal and thematic coherence of the game.
User testing with personas provided insightful feedback that shaped key design decisions. Positive responses highlighted the simplicity of the navigation, accessibility features and the engaging visuals, while constructive criticism led to planned improvements such as increasing the size of settings tabs and automating tutorial playback. The Think-Aloud protocol and surveys proved effective in identifying usability pain points and emotional responses, ensuring the final design balances functionality with user satisfaction.
Additionally, this assignment report has outlined a structured approach for data collection in a functional version of the app. Tracking usability, emotional response and accessibility data will allow the design to evolve based on real-world user behaviour, addressing both immediate and long-term needs. These efforts underscore the importance of user-centred design in creating an accessible, engaging and enjoyable gaming experience.
[bookmark: _Toc188009223]References
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[bookmark: _Toc188009225]All Wireframe Storyboards
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Description automatically generated with medium confidence]
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Description automatically generated]
[bookmark: _Toc188009231]Settings Menu – Accessibility
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Description automatically generated]
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[bookmark: _Toc188009234]Endgame Screen
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Inserted the UWTSD logo and then used
the colours from that as the basis of

the theme for the game. | also added a
stripe similar to the crest around the edges.
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Added some flairs to “New Game”
to highlight the button.
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Added a background to the options
(including the other pages) so that
itappears more clearly to the user.
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Selected buttons are highlighted and deselected
ones are indented into the background to ensure
that the user knows what option they are on.
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image5.png
Highlighted the pause button so that it appears more
clearly for the user to see.

Added a background to highlight what
round the playeris currently on.

Made the gameplay area a brighter blue than
the one used on the background. This helps to
distinguish the background from the game.

Added the three main dice designs to
the game, a dragon, a book and a paper/pen.

Changed some of the wording on the game
to better match the UWTSD theme of the game.
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Added the option to manually press
play on the video so that it does not
playif you do not wish to play it.

Press play to watch how the game
works and use the arrow buttons to
go to the next video!
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Added a “High Score” section to show the
user their highest score they have played so far.
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The “pause” button is now replaced with a
“play” button instead tolet the user know
they need to press this to play. This is also
not darkened to make it more visible.

Background is darkened when paused to better
show the pause menu when paused.





