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[bookmark: _Toc184324607]Introduction
The purpose of this assignment is to create an interface for a UWTSD-themed version of Zombie Dice, which is a game developed by SJ Games. This version will be optimised for mobile devices. The task of this assignment is to focus on user research and initial design ideas, which will allow the designs to become a full-colour version. The importance of this assignment is to apply principles of interaction design, user experience, and usability to create an engaging mobile game. 
The game Zombie Dice is a ‘press your luck’ gameplay. In simple it means a player rolls a set of dice to gain brains, avoid shotgun blasts, and decide whether to keep rolling or stop based on their luck. The objective of this game is to collect as many brains as possible without getting shot. If a player accumulates too many shotgun blasts, they lose their progress. The dice is specially designed to include different symbols to represent brains, shotgun blasts and footsteps. 
[bookmark: _Toc184324608]Personas and User Requirements
[bookmark: _Toc184324609]Persona 1: Seren Greig 
[bookmark: _Toc184324610]Age: 16
[bookmark: _Toc184324611]Background: Seren is a year 11 student in secondary school. She enjoys mobile gaming, especially casual games that she can play during her commute or between classes. She likes quick, fun games that doesn’t require too much thought but is still engaging.
[bookmark: _Toc184324612]Preferences and Goals: Seren enjoys games that are easy to play but is also very rewarding when luck is on her side. She plays games that have short sessions that don’t require long periods of uninterrupted play time. Seren would more than likely be playing this game during breaks between her classes or in casual settings with friends. She might play alone but she’d enjoy the option of a multiplayer mode if her friends are around.
[bookmark: _Toc184324613]User Experience Requirements: It is important to Seren that the game quickly loads and be ready to start on setup. It would benefit Seren if there was a multiplayer option as she often plays solo but can also be found playing games with her two friends, therefore a simple way to invite friends or play in a group would be a nice bonus.


[bookmark: _Toc184324614]Persona 2: Charlie Smith
[bookmark: _Toc184324615]Age: 21
[bookmark: _Toc184324616]Background: Charlie is a third-year student at UWTSD, studying computer science. He has a strong interest in technology, particularly gaming. He is tech-savvy and enjoys mobile gaming, especially casual games that he can play during his commute or between lectures. He is also a causal gamer who enjoys mobile gaming but is also comfortable with a PC.
[bookmark: _Toc184324617]Preferences and Goals: Charlie wants a mobile game that offers a quick yet engaging experience. He prefers games that allow for both solo play and multiplayer options, so that he can play alone when he’s focused on university work or with friends when they have free time together. He’s interested in quick, rewarding gameplay with the ability to jump in and out of sessions without losing track of his progress. 
[bookmark: _Toc184324618]User Experience Requirements: Charlie wants a game that is fun but also rewarding when played in quick sessions. It is also important to him that the game includes a multiplayer option, although he enjoys playing solo, he would much prefer having the option to challenge friends or join a casual group. Whilst Charlie is a university student, he enjoys when a game ties into something familiar, such as his UWTSD identity. He feels as though a game with a unique university-themed aesthetic, such as custom dice designs, would make the experience more personalised and immersive. 
[bookmark: _Toc184324619]Persona 3: Steffan Garland 
[bookmark: _Toc184324620]Age: 29
[bookmark: _Toc184324621]Background: Steffan is a full-time plumber based in a village. He works long, physically demanding hours, often on construction sites or in residential areas. In his job it requires him to be hands-on, therefore enjoys unwinding with mobile games during downtime, especially after a busy day. He isn’t a hardcore gamer, though he did enjoy playing on his Xbox when he was younger but prefers causal games that are easy to pick up and play when he’s free.
[bookmark: _Toc184324622]Preferences and Goals: Steffan much prefers games that are quick and are straightforward to play. He’s not interested in games with complicated controls or long learning curves. He enjoys relaxing games that don’t require a lot of focus and can be played during short breaks or whilst relaxing at home.  He plays games that can be started and paused quickly so that he can return to it without frustration. It is essential for him to be able to play in short bursts, which can range between 5 to 10 minutes.
[bookmark: _Toc184324623]User Experience Requirements: It is important for Steffan that he doesn’t need to waste time navigating through menus or complicated setup screens. The game should load quickly and be easy to start with minimal instructions. As Steffan typically works on construction sites, it means he sometimes works in areas with limited internet access, so would prefer a game that can be played offline. 
[bookmark: _Toc184324624]Persona 4: Manon Rees
[bookmark: _Toc184324625]Age: 48
[bookmark: _Toc184324626]Background: Manon works in a full-time office within the civil service. She works long hours in an office environment, where her tasks include organising meetings, managing schedules, and handling administrative duties. Manon wears glasses for reading and spends a lot of time looking at screens. After work, she enjoys winding down with casual games, particularly solitaire. She doesn’t consider herself a gamer, but she enjoys playing simple, relaxing games that help her de-stress.
[bookmark: _Toc184324627]Preferences and Goals: Manon prefers games that are familiar, straightforward, and easy to play without requiring much thought or explanation. Solitaire is her go to as it’s predictable, calming, and gives her a small sense of achievement when she wins. She values games that are visually clean, with adjustable settings like font size or screen brightness to accommodate her glasses and reduce eye fatigue.  Manon typically plays games during her lunch break at the office or in the evening at home. At home, she enjoys playing whilst sipping tea. 
[bookmark: _Toc184324628]User Experience Requirements: For Manon, accessibility is crucial. The game should have a clean interface with large, readable text and clear visuals to minimise eye strain. It needs to be simple to navigate, with no overwhelming menus or unnecessary features. Quick load times and the ability to pause or exit without losing progress are essential, as Manon may play in short bursts. Additionally, the game should include customisable options, such as adjustable text size or a night mode, to make the experience as comfortable as possible. 


[bookmark: _Toc184324629]Collecting data for Persona Development
To support the designs of the personas, I used a couple of research methods, including a questionnaire and individual interviews. These methods were selected to capture a diverse range of user experiences and to ensure that the personas reflect real user needs, preferences, and potential challenges.
[bookmark: _Toc184324630]Questionnaire
The main data collection tool was a comprehensive questionnaire designed to gather information about mobile gaming habits, preferences, and challenges. The questionnaire was structures into several sections, including demographics, gaming habits, preferences, challenges, and game-specific features. By asking participants about their gaming routines, their preferred types of games, and the challenges they encounter, the questionnaire provided valuable insights into how different users interact with mobile games [1]. 
The respondents’ answers helped refine the personas key characteristics, such as their preferred gameplay duration, accessibility needs and social gaming habits [2].
[bookmark: _Toc184324631]Interviews 
One-on-one interviews were conducted with a subset of participants who represented specific personas. These interviews provided a more personalised approach to understanding the gaming behaviours, preferences, and requirements of individual users. By speaking with the participants directly, I was able to clarify points from the questionnaire responses and explore deeper differences in their gaming habits [3]. 
For example, Steffan, a persona representing a busy professional, explained how crucial it was of him to have a game that could be played offline. Meanwhile, Seren, a secondary school student, emphasized the importance of quick and rewarding gameplay that could fit into short breaks between classes. These insights from the interviews further helped refine the personas and solidified their user experience requirements. 


[bookmark: _Toc184324632]Results of Data Collection 
The combination of the questionnaire and interviews resulted in the identification of common themes and needs across the personas. Key insights included the need for quick, easy-to-learn gameplay, the importance of offline accessibility, and a preference for short, engaging paly sessions [4]. 
Additionally, the data revealed specific preferences for multiplayer features, especially among younger users like Seren and Charlie, who enjoy social gaming experiences. The results also highlighted the need for accessibility features such as large text and night mode, which are particularly important for users like Manon, who experiences eye strain from prolonged screen time [5]. These insights were categorised using the MoSCoW method, ensuring that the most critical features for user satisfaction were prioritised. A detailed list of these user and experience requirements, as categorised my MoSCoW criteria, is included in the appendix. 
Through the combination of these research methods, I was able to gather comprehensive data that directly informed the design of the personas. The feedback from the questionnaire and interviews provided a solid foundation for understand user needs and shaped the key user experience requirements that will guides the development of the game interface. 
[bookmark: _Toc184324633]Designing for Usability
Usability is a critical factor in the design of any mobile game interface, as it directly impacts the user experience. To ensure that the game is intuitive, efficient, and enjoyable for the diverse personas identified earlier, the design has focused on key usability principles [2]. These principles aim to address the varying needs of different users, from quick access to clear navigation, ensuring the game is accessible, easy to use and rewarding for all types of players [3]. 
[bookmark: _Toc184324634]Key Usability Issues Addressed in the Storyboards
[bookmark: _Toc184324635]Clear and Simple Navigation 
One of the primary usability issues identified during user research was the need for straightforward, easy-to-follow navigation. For personas like Manon, who value simplicity and clarity, it is essential that the game interface doesn’t overwhelm the user with too many options or complex menus. To address this, the storyboards include a minimalistic design, with only essential buttons and options visible on the main screen. 


[bookmark: _Toc184324636]Quick Load Times and Instant Playability  
A significant usability concern, for Steffan, who may only have short windows of time to play, is the game’s loading speed and the ability to start playing immediately. The storyboards prioritise instant access to gameplay, with no lengthy setup screens, allowing players to dive quickly into the game. 
[bookmark: _Toc184324637]Offline Functionality 
Many personas, like Steffan, play games in areas where internet access may be intermittent or unavailable, such as on job sites. Therefore, ensuring the game can function offline is a key usability issue. The storyboards address this by designing a game that does not quire a constant internet connection, allowing users to enjoy gameplay even when connectivity is limited.
[bookmark: _Toc184324638]Customisation and Accessibility Features
Accessibility features are critical for ensuring that the game cam be played comfortably by all users, including those with visual impairments or other needs. For Manon, who wears glasses, customisation options like adjustable text size and night mode are essential. The storyboards include options for users to modify these settings, ensuring that the game is not only usable but also accessible.
[bookmark: _Toc184324639]Short Play Sessions and Simple Gameplay
Usability also entails designing gameplay that matches the player's expectations and time availability. Given that many users prefer short gaming sessions, the storyboards ensure that gameplay is designed in quick, rewarding bursts, allowing players to complete round in under 10 minutes. 
[bookmark: _Toc184324640]Wireframe Storyboards
[image: A screen shot of a cell phone
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Description automatically generated]This wireframe represents the home screen for the UWTSD Zombie Dice game. At the top, there is a placeholder for a themed image, followed by the game title with a tagline. Below three prominent buttons allow navigation to different player modes and scores. The settings button is placed at the bottom, while social media icons provide easy access for sharing. The design is clean and intuitive, ensuring quick navigation and accessibility. The layout emphasizes simplicity, ensuring ease of use across all devices. This aligns with user needs for quick access, especially for personas like Seren and Steffan, who value fast game setup.

The wireframe illustrates the setting screen for the game. Below, customisable options include toggles for Dark Mode, Auto Hints, Sound, Haptics, Show Score, and Show Time/Moves. Font size can also be adjusted using a drop-down menu. At the bottom, there are six selectable dice customizations displayed in a grid format. The settings screen emphasises customisation, including dark mode, font size adjustments, and toggles for sounds and haptics, catering to accessibility needs for personas like Manon, who requires clear visuals and reduced eye strain. These features ensure usability and accommodate diverse user preferences. 
[bookmark: _Toc184324641]Collecting Feedback
To ensure that the design of the mobile game met the needs of the target users, I gathered feedback on my prototypes through user testing with focus groups and individual interviews. These methods allowed me to observe user interactions, identify usability issues, and gather emotional responses to the interface design. I ensured to test the wireframes on different users from varied backgrounds and experiences, I was able to ensure that the feedback I received addressed the specific needs of each persona and the overall usability of the game. 


[bookmark: _Toc184324642]Positive Feedback 
Users appreciated the straightforward and simple navigation, with many praising the clean interface design. Participants found it easy to understand the game mechanics without much explanation, especially the personas like Steffan and Manon, who expressed a preference for minimalistic and intuitive interfaces.
Seren and Charlie, who enjoy games with short play sessions, were pleased with the quick load times and the ability to jump straight into gameplay without lengthy setup processes.
Several users highlighted the inclusion of multiplayer options, with Charlie and Seren noting that they liked the opportunity to play with friends, though they still valued the option for solo play.
[bookmark: _Toc184324643]Areas for Improvement
Some users, especially those like Manon who have visual impairments or require more accessible features, indicated that they would appreciate larger text options and a more customisable interface, such as a dark mode or adjustable brightness. This feedback highlighted the need for greater accessibility, which will be addressed in future iterations of the design.
Steffan noted that while the game was easy to play in short bursts, he would prefer a clearer indication of when a game round has ended or when he has reached a score milestone, to enhance the sense of achievement without needing to dive into complex menus.
[bookmark: _Toc184324644]Conclusion
Overall, the feedback was in line with expectations. The positive responses validated the design choices made for usability, especially regarding simplicity and quick gameplay. However, the need for more customisation options, particularly in terms of accessibility features, was slightly more pronounced than anticipated. While I had considered accessibility, the feedback revealed a stronger demand for these options, especially from users like Manon. This has highlighted an area of improvement for future iterations, ensuring that the game can be comfortably used by a broader range of players.
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[bookmark: _Toc184324646]Appendix
	Feature
	Must-Have
	Should-Have
	Could-Have
	Won’t-Have

	Offline Play
	Essential for Steffan and Manon, as both need to play in areas with limited internet access
	
	
	

	Quick Load and Playability
	Critical for all personas, especially Seren and Steffan, who need to jump in and out of sessions quickly
	
	
	

	Simple Mechanics
	Key for Seren, Steffan and Manon, who prefer easy to understand games without complex controls
	
	
	

	Multiplayer Features
	Important for Seren, Charlie and Steffan when playing with friends
	
	
	

	Accessibility Features (large text, night mode)
	Essential for Manon, who requires readable text and adjustable settings for accessibility
	
	
	

	Visually Appealing Design
	Particularly important for Seren and Charlie, who enjoy games with attractive visuals
	
	
	

	Pause and Resume Functionality
	Crucial for Manon and Steffan, who need to pause sessions and come back later
	
	
	

	Customisable Settings
	
	Text size, brightness and night mode would benefit Manon and Steffan
	
	

	UWTSD-Themed Elements
	
	Custom UWTSD design features would appeal to Charlie for immersion
	Some small UWTSD visuals could work for Seren and Steffan if subtle
	Overwhelming UWTSD elements or overly complex design



This table captures the key features and how they rank in importance across the personas. 
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