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Introduction


The task involves designing a mobile interface for a UWTSD-themed version of the popular dice game, Zombie Dice. Zombie Dice is a “press-your-luck” game where players roll dice, representing brains, footsteps, or shotgun blasts, and decide whether to continue rolling based on their progress and risks. In this project, the aim is to adapt the gameplay and aesthetics of Zombie Dice to suit the University of Wales Trinity Saint David (UWTSD) community, making it appealing and accessible to a diverse group of students. Scope of the project includes initial user research, the creation of detailed personas, designing wireframe storyboards, and collecting feedback from users to iterate on the design. This report represents the early stages of the design process, focused on understanding the user experience needs of UWTSD students and developing initial interface ideas. The main goal is to ensure the game is not only entertaining but also intuitive and inclusive, providing an enjoyable experience tailored specifically to the student community.
The target audience for this project is the students at the University of Wales Trinity Saint David (UWTSD). This diverse group includes traditional full-time students aged 18-21, mature students balancing studies with family or work commitments, students with disabilities requiring accessible features, and international students adapting to a new cultural environment. The primary goal is to create an engaging, easy-to-use game that resonates with this diverse student body, offering fun, relaxation, and a sense of community. Game is based on Zombie Dice, a simple dice game in which players take on the role of zombies attempting to collect as many “brains” as possible while avoiding “shotgun blasts” that can end their turn. The game is inherently a “press-your-luck” type where players can choose to continue rolling dice to accumulate more brains but risk losing their progress if they roll too many shotgun blasts. This blend of strategy and luck makes it exciting and engaging for casual play sessions between or after classes. 
To make the experience engaging for UWTSD students, the game will incorporate elements that reflect university life and themes relevant to the student community. The visuals, sounds, and challenges will be themed around iconic UWTSD elements, such as familiar campus landmarks, student events, or university humour, helping the game feel more personal and enjoyable. Features like leaderboards can foster friendly competition between friends or even between different academic departments. Additionally, making the game mobile-friendly allows students to easily play it during short breaks, making it convenient and accessible. Design will focus on usability, ensuring that students from all backgrounds can participate and enjoy the game seamlessly, regardless of their individual needs.

Personas


Persona 1: Ryan Williams twenty years old.
	Ryan is a second-year undergraduate student studying Sports Management at UWTSD. He lives in student accommodation on campus, loves sports, and enjoys socializing with friends. The student primarily uses his smartphone for entertainment - playing games, browsing social media, and staying connected with friends.
· Goals. Ryan likes simple, fast-paced games he can play in his spare time between classes or during breaks. He values competitive elements, like leaderboards, where he can challenge his friends.
· Frustrations. He dislikes overly complex games that require a lot of reading or learning rules. He also has a busy schedule and prefers games that can be played in short bursts without much commitment.
· User requirement. Quick play sessions, ability to play a round in just a few minutes.
Competitive features like leaderboards or multiplayer modes that let him compete with friends. Simple controls for easy-to-use interface that doesn’t require too much instruction.


Persona 2: Hannah Davies twenty-two years old. (Colourblind)
	Hannah is a final-year student in Graphic Design. She lives off-campus in Swansea, juggling her studies and a part-time job at a local cafe. Hannah is red-green colourblind, which affects how she perceives certain colours. Hannah uses her smartphone daily for both productivity and entertainment. She enjoys mobile games that have beautiful, well-designed visuals, but they must be colourblind-friendly for her to enjoy.
· Goals. Hannah wants a casual game that has a good design and can provide a relaxing escape from her coursework. She prefers games with visually appealing elements but needs the game to be accessible given her colour-blindness.
· Frustrations. Hannah often finds games that use colour combinations she cannot distinguish, making gameplay confusing and unenjoyable.
· User requirements. Colourblind accessibility as colours and indicators that are easy to distinguish regardless of colour vision. Relaxing gameplay that provides a break from her busy schedule without too much stress. Visual appeal like aesthetic elements that are appealing but accessible for users with visual impairments.


Persona 3: Tom Evans mature student thirty-four years old.
	Tom is a mature student pursuing a degree in Business Administration. He has a family and balances his studies with taking care of his two children. He commutes to the university and often studies from home. Tom uses his smartphone mostly for productivity but also appreciates games that help him relax after a long day.
· Goals. Tom wants games that are easy to learn, allow him to play casually, and don’t demand a lot of time. He enjoys light, fun activities that offer a sense of accomplishment.
· Frustrations.  Tom doesn’t like games with steep learning curves or ones that require long periods of uninterrupted playtime.
· User requirements. Easy to learn, clear tutorials or guides that make it easy to understand the game quickly. Casual gaming to give ability to pause or save the game and come back to it later. Stress-free game that is entertaining without being too challenging or stressful.


Persona 4: Amina Khan nineteen years old.
	Amina is an international student from Pakistan studying Computer Science. She lives in on-campus housing and is still getting used to the culture and environment in Swansea. Amina relies on her smartphone to stay in touch with her family back home. She also enjoys playing games that don’t require perfect English fluency.
· Goals. Amina likes games that help her connect with others, either through cooperative features or friendly competition. She appreciates games that are intuitive, with clear instructions that don’t require advanced language skills.
· Frustrations. Sometimes she struggles with games that use complex English vocabulary or don’t explain things clearly through visuals.
· User requirements. Simple language for instructions and gameplay explanations that are easy to understand, even for non-native English speakers. Clear visual indicators that help guide gameplay without relying heavily on text. Social play feature that allows her to play with or against other students to foster a sense of community.


Information Gathering


	Method used to develop well-rounded personas for the UWTSD themed mobile game interface, information was gathered using interviews to gather detailed insights into the unique needs, preferences, and challenges experienced by different segments of the UWTSD student population.
Interviews were conducted with 10 students representing different demographics, including traditional undergraduate students, mature students, international students, and students with disabilities. Participants were selected to represent a mix of age groups, cultural backgrounds, and accessibility needs. Semi-structured interviews were conducted to allow flexibility in exploring individual preferences while ensuring that core questions were consistently covered. Each interview lasted about 10-20 minutes and was conducted either in person or via online video call.
Key questions were asked:
· What kind of mobile games do you play regularly, and what do you enjoy about them?
· What challenges do you face when using mobile apps and games, especially regarding accessibility?
· How much time do you prefer to spend playing mobile games?
· Are there any specific features that you think would make a game enjoyable for you?
· How important are social elements (e.g., leaderboards, multiplayer) in making a game enjoyable?

Persona needs and preferences summary based on the data gathered, the following requirements were developed for each persona.
· Quick play sessions. All user segments prefer short and flexible game sessions.
· Colourblind and Accessibility Features. Students with disabilities requested features like high contrast settings, colourblind-friendly symbols, and larger text options.
· Relaxing gameplay. Mature students prefer relaxed game modes, with no time pressure or intense competition.
· Visual Indicators. International students appreciate visual cues and simple instructions, which help them navigate the game without needing a high level of English proficiency.

MoSCoW Requirements


The appendix contains the MoSCoW requirement list, which is derived from the user needs and experience preferences summarized above.
Must have:
· Short play sessions (2-5 minutes per round).
· High contrast mode and colourblind-friendly options.
· Intuitive game controls (e.g. tap/swipe).
· Pause and resume functionality
Should have:
· Text-to-speech option for instructions.
· Multilingual support for international students.
· Visual tutorial for onboarding new players.
Could have:
· Achievement system for additional engagement.
· Theme customization for personalized visual appeal.
· Optional leaderboards for those who enjoy competition.
Won’t have: 
1. Real-Time Multiplayer Functionality (excluded due to complexity for the initial release).


Designing for Usability

 	The design process for the UWTSD-themed mobile game interface has been guided by well-established usability principles to ensure that the game is accessible, intuitive, and enjoyable for all users. Below, I describe the considerations taken to address usability issues, the approach in the storyboards, and the recommendations from literature that were used to shape the design.
 	Usability design principles applied:

1. Simplicity and intuitive navigation
· Objective.
 	 Ensure that the game interface is straightforward and easy to navigate for all users, including those unfamiliar with mobile games.
· Implementation. 
 	The design includes:
Clear Buttons. Buttons are large and clearly labelled, reducing cognitive load and making it easy for users to understand actions such as “Start Game”, “Roll” and “End Turn”.
Minimal Text. Game instructions are minimized and supplemented with intuitive icons and visual cues to guide users through gameplay.
 	Visual Indicators. Icons and animations are used to explain game states and actions, ensuring players can easily track progress.
· Reference: According to Norman [1], effective affordances and signifiers are essential for guiding users intuitively through an interface. These principles have been applied by making interactive elements visually distinct and easily identifiable.

2. Consistency in Design
· Objective. 
 	Maintain a consistent layout and interaction model throughout the game to reduce learning time and minimize user confusion.
· Implementation. 
 	The layout of screens is kept consistent, with similar placement of navigation elements across all screens.
 	Button styling and colour schemes remain uniform to help users identify recurring functions and actions, minimizing confusion as users navigate between game screens.
· Reference: Shneiderman emphasizes the importance of consistency in interface design to reduce cognitive load and enable users to predict outcomes of their actions [2].



3. Accessibility Considerations
· Objective.  
 	Ensure the game is accessible for all players, including those with visual impairments, disabilities, or non-native English speakers.
· Implementation.
 	High contrast mode. A high contrast mode is provided, allowing users to easily differentiate between different game elements, particularly helpful for users with low vision.
 	Colourblind-friendly symbols. Symbols and patterns are used in addition to colours to indicate dice outcomes, which caters to players with colour vision deficiencies.
 	Text-to-speech support. A text-to-speech option is available to read instructions aloud, ensuring the game can be used by players with limited vision.
 	Multilingual support. Localized text options are available to accommodate international students and non-native speakers.
· Reference: Petrie and Bevan suggest that designing for accessibility includes providing alternative representations of information, such as text-to-speech and high contrast options, to cater to diverse user needs [3].

4. Error Prevention and Recovery
· Objective.
 	Minimize potential user errors and provide a way to recover from errors without frustration.
· Implementation.
 	The game provides confirmation prompts before irreversible actions (such as ending a turn).
 	The undo feature allows users to correct mistakes, especially during settings adjustments.
 	Icons and instructions are designed to be clear, ensuring users understand what actions they are taking and their consequences.
· Reference: According to Nielsen's usability heuristics, preventing errors is crucial in reducing user frustration and enhancing the overall user experience [4].



Usability Issues Addressed in Storyboards

1. Button Size and Tap Area
· Issue.
 	In initial feedback, it was observed that some users, particularly mature students, found the buttons difficult to tap accurately on smaller screens.
· Storyboard Solution.
 	The size of the buttons on the gameplay screen and other screens was increased, and additional spacing was provided to ensure that buttons are easy to press without causing accidental actions.

2. Visual Clarity for Colourblind Users
· Issue.
 	Students with colour-blindness found it difficult to distinguish between certain game elements during initial testing.
· Storyboard Solution.
 	Symbols and patterns were added to indicate different dice results, allowing players to differentiate outcomes without relying solely on colour. High contrast options were also included in the Settings Screen for better visibility.

3. Incomplete Instructions for Non-Native Speakers
· Issue. 
 	Non-native English speakers indicated that text-based instructions were insufficient for them to fully understand the gameplay.
· Storyboard Solution.
 	 Storyboards were revised to include visual tutorials at the start of the game. These tutorials feature animations and icons that explain game rules without relying heavily on text.

4. Overwhelming Leaderboard Feature
· Issue.
 	 Some mature students reported that the competitive leaderboard was stressful rather than enjoyable.
· Storyboard Solution. 
 	The option to disable the leaderboard or opt-out from competitive features was added in the Settings Screen to cater to users who prefer a relaxed, solo gameplay experience.



Literature-Based Recommendations Used

 	Affordances and Signifiers for Easy Interaction.
 The concept of affordances and signifiers from Norman [1] was applied to create intuitive buttons and clear visual elements that indicate what actions can be taken, such as rolling dice or ending turns.
	Consistency and Familiarity in Layout. 
Shneiderman's consistency principle [2] was used to maintain a uniform layout across all screens, ensuring that users can easily transfer their understanding of one part of the app to another.
	Accessibility Design. 
Petrie and Bevan’s recommendations on accessibility [3] were employed to make the game suitable for a wider audience by including features such as colourblind mode, text-to-speech support, and multilingual options.
	Error Prevention Heuristics. 
Nielsen’s heuristic on preventing user errors [4] was used to guide the design of confirmation prompts and the undo feature, thereby improving user confidence in navigating through the game.
References:
[1] D. A. Norman, The Design of Everyday Things, Revised ed. New York, NY, USA: Basic Books, 2013.
[2] B. Shneiderman, Designing the User Interface: Strategies for Effective Human-Computer Interaction, 5th ed. Boston, MA, USA: Addison-Wesley, 2010.
[3] H. Petrie and N. Bevan, "The Evaluation of Accessibility, Usability, and User Experience," in The Universal Access Handbook. Boca Raton, FL, USA: CRC Press, 2009.
[4] J. Nielsen, Usability Engineering. San Francisco, CA, USA: Morgan Kaufmann, 1994.

 	Conclusion:

 	In conclusion, the UWTSD-themed mobile adaptation of Zombie Dice was designed with a strong emphasis on usability, accessibility, and user-centred design. Through interviews, focus groups, and usability testing, the game interface was refined to address diverse user needs, ensuring it is intuitive and inclusive for all students. Moving forward, the feedback gathered will guide improvements to button sizes, tutorials, and optional competitive elements, ultimately creating an engaging and accessible gaming experience for the entire UWTSD community.
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