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[bookmark: _Toc184297254]Introduction
This report details the development of a UWTSD-themed mobile adaptation of Zombie Dice, focusing on user interface design and accessibility. Through comprehensive user research and persona development, we explore the essential requirements for creating an engaging press-your-luck game experience. The scope encompasses initial wireframe designs, user testing methodology, and feedback analysis to inform future development phases.
[bookmark: _Toc184297255]User research and personas
[bookmark: _Toc184297256]Research methodology
To gather enough data for the personas and user requirements, a two-phased approach was used, combining interviews for qualitative data and a survey for quantitative data.
The first part of the research was a semi-structured interview so that personas could be created. These interviews started by explaining what press-your-luck styled games are, followed by playing a few games of a demo of text-based versions of zombie dice. After playing a few games of the demo, a detailed discussion would take place to gather qualitative data about the user interface requirements in addition to creating a persona about that person. Using this approach helped to ensure that participants could provide informed feedback based on the actual gameplay experience rather than explaining the game to them and creating theoretical concepts.
The second phase of the research was to use an online survey to collect quantitative data primarily for the user requirements. The survey was structured into seven distinct sections:
· demographics & background
· technology & gaming experience
· accessibility & preferences
· gaming habits & motivations
· game preferences
· specific game mechanics
· additional information
This approach collected quantitative measurements by using multiple-choice questions and rating scales, as well as some open-ended questions to gather additional feedback that may not have been mentioned.
[bookmark: _Toc184297257]Persona development
[bookmark: _Toc184297258]Profile 1 description
Nicola is a well-educated mother of three teenage boys who jointly runs her own crafting business. Her workload is flexible, and she splits her time between desktop design work and iPhone business management. In the evenings, after family time, she seeks relaxation through gaming; though poor lighting and fatigue can affect her concentration, she aims to complete daily challenges during this time. While tech-savvy, she finds excessive customisation and screen clutter frustrating, preferring clear, readable interfaces on larger screens. (A breakdown in Appendix 7.1.1) 
[bookmark: _Toc184297259]Profile 2 description
Cayden is a 16–18-year-old sixth-form student studying maintenance and inspection engineering. He fits gaming around his college schedule, primarily playing on his iPhone during train commutes and breaks between classes, often one-handed and without audio due to environmental constraints. While he has reliable Wi-Fi at home for his tablet gaming sessions. He occasionally uses his mobile for messaging and making phone calls. At weekends, Cayden’s gets up after lunch and spends most of the remaining day gaming with friends online. (A breakdown in Appendix 7.1.2)
[bookmark: _Toc184297260]Profile 3 description
Ellie is an active retiree who enjoys helping others learn new things and staying competitive. She spends her mornings gaming while having breakfast. Her hobbies include photography and collecting antiques, so when she travels she can take numerous photos. She spends most of her days meeting friends, shopping, cooking, gardening, and travelling. She likes to use her iPhone to compete against others to keep her brain active. While she enjoys trying new games and progressing through difficulties, she needs clear visual cues and easy accessibility due to shorter concentration spans. (A breakdown in Appendix 7.1.3)
[bookmark: _Toc184297261]Profile 4 description
Nichola is a part-time physics teacher and department head who manages a busy schedule, including after-school revision and science club. As a mother of two young adults (18 and 20), she seeks destressing through educational puzzle games, particularly after intense teaching days. She plays primarily on her iPhone in portrait mode, switching to a Samsung tablet when her eyes are tired. Between dog walks and family time, she enjoys both quick and longer gaming sessions on the sofa, focusing on beating family members' scores and analysing game probability. She values clear scoring information and customisation options. (A breakdown in Appendix 7.1.4)
[bookmark: _Toc184297262]User requirements analysis
The analysis of the collected data revealed several areas of user requirements, which were then prioritised using the MoSCoW method [1].
[bookmark: _Toc184297263]Device and accessibility preferences
The survey results indicated a strong preference for smartphone usage, with 87.5% of respondents reporting this as their primary mobile device. Of those who play with a smartphone, the user base was evenly split between right-hand and two-handed preferences. When it came to device orientation, there was a majority (70%) favouring a horizontal device orientation. Regarding the participants technical comfort level, the majority (87.5%) rated their familiarity with technology as an 8 or higher out of 10.
In terms of accessibility, the top challenges participants selected (in the multiple-choice question) with mobile games were small text (31%), complex controls (31%), and fast-paced gameplay (19%). Participants preferred games that had the following accessibility: a larger text option (31%), customisable game speed (31%), and subtitles (25%). These findings suggest a need to prioritise clear, legible UI elements and flexible accessibility settings.
[bookmark: _Toc184297264]Gaming Habits and Motivations
The survey data revealed that most users (62.5%) play mobile games during their free time or during the evening (44%), with sessions typically lasting between 5 and 15 minutes. The primary motivation for playing was reported as "Entertainment/Fun" (81%), underscoring the importance of an engaging, accessible gaming experience.
[bookmark: _Toc184297265]Feature Priorities
When asked to rank various game features, respondents indicated that the ability to quickly start and stop the game was the most important, followed by achievements and rewards and progress tracking options. With the least key features being customisations and multiplayer functionality. Interactivity was also highly rated, with 75% of users preferring option 3 to 5 out of 10 (fully automated) when it came to how much control they had.
[bookmark: _Toc184297266]Prioritised Requirements
Based on the survey findings, the following user requirements have been identified and categorised using the MoSCoW method:
Must have
· Optimised for smartphone usage (87.5% primary device).
· Accessibility features like large text and customisable game speed.
· Ability to quickly start and stop the game.
· Balanced strategic decision-making (4-5 out of 5 importance).
Should have
· Customisation options for UI and gameplay.
· Support for both right-hand and left-handed usage.
· Configurable amount of interactivity 
Could have
· Multiplayer functionality.
· Additional accessibility options (e.g., colour contrast).
· Analytics and progress tracking.
· Horizontal device orientation (56% preference).
Won't have
· Complex controls (31% reported as a pain point).
· Highly competitive or time-intensive gameplay.
[bookmark: _Toc184297267]Interface design
[bookmark: _Toc184297268]Design Principles
The user interface design game will be managed by four principles that prioritise accessibility, clarity, and user engagement. These principles are drawn directly from the user research and online literature.
[bookmark: _Toc184297269]Visual Clarity
The interface will implement a clear visual hierarchy through consistent sizing and spacing of different elements. The text will follow a strict scale, with primary elements set at a readable font to address text readability concerns. The layout will provide space between each element to reduce accidental button presses and to distinctly show each element, allowing users to focus on key interface elements.
[bookmark: _Toc184297270]Intuitive navigation
Navigation will be made through a consistent layout structure across the screens [2]. The key interactive elements will be positioned within a comfortable distance that the thumb can reach without issue. The interface will maintain a logical flow between screens, with clear visual feedback for all interactions. Important game information and controls are persistently located in predictable screen zones [2] to minimise cognitive load during gameplay.
[bookmark: _Toc184297271]Flexible Interaction
The interface will accommodate diverse user preferences by supporting various accessibility features. The touch targets will be generously sized (minimum 50x50 pixels), with enough padding to prevent accidental interactions. The interactive elements will provide clear visual feedback to confirm user actions [2]. The designs will additionally support options for variable game speeds, customisable controls, and visual customisations to match individual player preferences.
[bookmark: _Toc184297272]Accessibility Integration
Accessibility features will be integrated into the user interface while it is being made rather than adding them in afterwards. Text scaling, colour contrast options, and customisable game speed are the key features. Touchable buttons and interactive elements are designed to be easily accessible with a clear indication that they can be pressed.
[bookmark: _Toc184297273][image: A phone screen with a drawing of a cross

Description automatically generated]Wireframe storyboards
[bookmark: _Toc184297274]Components of the Wireframe
[bookmark: _Toc184297275]Reachability
Before starting the design for the user interface, I assessed where I could reach on the screen using my thumb while holding it in my left (yellow line) and right (green line) hands, as shown in figure 1. This was done so the interactive elements can be placed within constant reach of their thumbs without the user having to reposition their hand or stretch their thumb across the screen. Doing this first provides a strict area for interactive elements to be when designing the user interface.[bookmark: _Toc184213427]Figure 1: thumb reachability.

[bookmark: _Toc184297276]Layout
[image: A screen shot of a phone

Description automatically generated][image: A screen shot of a phone

Description automatically generated]After the first few wireframes were made (Figure 2), I transferred them over to my phone to evaluate the proper scaling of each element since creating them on a bigger screen removes the scale of what they look like. This revealed that the buttons were oversized and can be cut down by about half. The option for users to increase UI size will be available through settings if preferred. The positions of the interactive elements were all within reach of the thumb, so no changes were made there.
To help with navigating between all the menus, each screen will have a consistent button and text layout throughout, making it predictable where each interactive element will be positioned. While the user navigates through the menus, the buttons and interactive elements will be positioned below the reachability line, ensuring that they can always be reached without issue, as shown in figure 3.[bookmark: _Toc184213428]Figure 2: old settings screen.
[bookmark: _Toc184213429]Figure 3: settings screen.

[bookmark: _Toc184297277]Navigation
The navigation of the interface has been designed as a hierarchy structure from the front screen. This was done so users can intuitively navigate to desired screens without unnecessary complexity, hopefully making navigating the app easier and more straightforward.
[image: ][bookmark: _Toc184213430]Figure 4: relationship between each screen.

[bookmark: _Toc184297278]Examples and explanations
[bookmark: _Toc184297279]Home screen
The design for the main menu (Figure 8) and most of the other screens had simplicity in mind, focusing on essential navigation. A space for the logo has been left, and on the right is the title "Zombie Dice UWTSD Themed," both at the top and in a big enough font for easy visibility. Below, I created three main buttons: play, history/stats, and settings. For each button, I reserved space for icons on the right side. The design layout is kept minimal and clean to ensure players can quickly access any part of the game without confusion. There is also space in the centre for the background to be viewed.
[bookmark: _Toc184297280]Game screen
For the gameplay interface (Figure 5), there was priority on a clear display for information. The scores for each player have been put at the top, showing brain counts for up to four players. Below that, there are the current player's stats and round results. Depending on how much the user wants to interact with the game, the two buttons ("End Turn" and "Keep Rolling") can be replaced by the other interactions (see Appendix 7.2.9, figure 25); these have been made to be easily accessible during gameplay. I also kept the settings button visible for quick access and enough space in the centre to see the game take place.
[bookmark: _Toc184297281]Settings screen
In designing the settings menu (Figure 6), there is focus on organization. The "settings" title was placed at the top in a themed font, followed by six main options: audio, visual, controls, gameplay, notification, and support/help. Each option sits in a rounded rectangle, maintaining design consistency. The layout is intentionally straightforward to help players quickly find and adjust their preferences.
[bookmark: _Toc184297282]History and stats screen
[image: A screen shot of a phone
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Description automatically generated][image: A screen shot of a phone

Description automatically generated][image: A screenshot of a phone

Description automatically generated]The history screen (Figure 7) focuses on displaying game records efficiently. It includes buttons for stats and full history at the top. Below that is a past games header with quick access to past games showing brief game results, scores, and time since played. Every element has been arranged vertically for simple reading.[bookmark: _Toc184213431]Figure 5: game screen.
[bookmark: _Toc184213432]Figure 6: settings screen.
[bookmark: _Toc184213433]Figure 7: history and stats screen.
[bookmark: _Toc184213434]Figure 8: home screen.

[bookmark: _Toc184297283]Feedback analysis
[bookmark: _Toc184297284]How feedback was gathered
To collect feedback for the wireframe, interviews were setup between previous participants and new participants. A wireframe was shown to them and then asked what they thought about it. This was repeated a few times for different wireframes. If someone were to ask what something is on screen, then that feedback would be noted as well as telling them what it is or does.
[bookmark: _Toc184297285]Collected feedback
[bookmark: _Toc184297286]Positive feedback
The wireframe designs had several aspects that the participants found positive. Users particularly appreciated the intuitive menu structure and thoughtful integration of accessibility features. The participants were interested in the zombie-themed font, and users appreciated the inclusion of accessibility features like colourblind options. The audio settings with slider controls and visual customisation options received specific commendation for the user-friendly approach.
[bookmark: _Toc184297287]Negative feedback
The interface suffers from inconsistent text font and header alignment issues that impact visual hierarchy. The current back button had a few opinions, saying that it should be smaller and less dominant on the screen, and another saying it shouldn’t match the same format as the other interactive elements on the screen. The gameplay screens need visual enhancement, as it currently presents an overly minimalist appearance that may not engage users effectively with it being too sparse and text-heavy in some areas.
[bookmark: _Toc184297288]Expected vs unexpected
[bookmark: _Toc184297289]Expected
Some of the feedback that was expected to receive back was about the button labels and titles not having capitalisations as well as elements on screen not being aligned with each other. These were done because the wireframes were made to get the screen layout and structure sorted out and were not going to be used as the final designs. When the final design gets made, then all the elements will be aligned, and the text will be capitalised.
[bookmark: _Toc184297290]Unexpected
Some unexpected feedback that was received was being able to customise the dice appearance and have different background options. There were also suggestions on having multiple ways to move around the app, like swiping between screens instead of using buttons. Another unexpected suggestion was to split the history and stats screen into two screens, one for each option.
[bookmark: _Toc184297291]Conclusion
The user research and wireframe development process revealed key insights into accessibility needs and gameplay preferences across diverse user groups. The feedback highlighted strengths in menu structure and accessibility features while identifying areas for improvement in visual hierarchy and screen density. These findings provide a solid foundation for the next phase of full-colour interface development.
[bookmark: _Toc184297292]Appendices
[bookmark: _Toc184297293]Personas
[bookmark: _Toc184297294]Profile 1
Persona Name:
Nicola
Demographic
46-55, married, 3 teenage boys
One line description
Well educated mum who jointly runs own crafting business full time.
Goals 
To play every night to create routine
Take part in daily activities.
Progress through the game difficulties
View the results of previous games.
Pain 
There is too much customisation before playing.
Overload of irrelevant information on the screen while playing
Not enough information to complete certain tasks/ achievements
Notifications hides useful elements on the screen.
Tasks 
To be able to read and understand rules.
To view my gaming achievements
Compare my achievements to other peoples.
Be able to play a practise game.
Media and device preferences 
Mainly uses iPhone for business and pleasure.
Uses desktop for creative design.
Prefers a larger screen for reading text.
Role & responsibilities 
Keeps up to date with social media to promote business.
Uses a mixture of office packages for design work.
Works as and when business demands
Scenario
Nicola has been busy all day. With work throughout the day and then family in the evening.
When she gets time, she checks for new daily challenges and selects one that is not too difficult.
she plays the game until she beats the challenge for which she finishes playing the game for the day or after she has had five attempts.
She had challenges with playing in poor light, stressful so she is tired and poor concentration by getting easily distracted.
[bookmark: _Toc184297295]Profile 2
Persona Name:
Cayden
Demographic
16-18, single, no children
One line description
6th form college student studying maintenance and inspection engineering.
Goals 
Maintain social connections with classmates.
Complete games that can fit into unpredictable schedule gaps.
Find quick entertainment during study breaks without getting distracted.
Pain 
There is a lack of user interface customization, position of buttons.
Has issues with the orientation the game uses.
Struggles with games requiring constant internet connection due to variable coverage.
Tasks 
Quick gaming sessions between classes
Setup sessions with friends during the evening
Join a random multiplayer session.
Media and device preferences 
Mid-range iPhone
Uses mobile data at college and Wi-Fi at home.
Uses tablet for studying and longer gaming sessions.
Role & responsibilities 
Full-time sixth form student with homework and coursework deadlines 
Manages his own study schedule and college preparation.
Organises transport to and from college.
Scenario
Cayden waits on the platform for the trains to arrive, he can play for a few minutes but there are several distractions like train announcement.
He would continue to play on the train but would be playing with no audio and with one hand as he is standing up.
When he gets the time to play, he starts by customising the game environment and adjusting the volume via the game settings. After configuring the game, he plays a quick practise game before checking his current achievements and goals, and then plays the corresponding game to work towards those goals.
[bookmark: _Toc184297296]Profile 3
Persona Name:
Ellie
Demographic
60+, retired, female. 
One line description
Active retiree
Goals 
To have fun
Be competitive against others.
To keep brain active
Pain 
Need visual clues.
Needs ease of access
Has short concentration
Tasks
To play against others regularly
View previous games/ game history.
Progress through more difficult games
Media and device preferences 
iPhone
iPad
Apple mac
Role & responsibilities 
She enjoys helping others learn new things.
She takes lots of photos when she travels.
Scenario
Play in spare time during the morning when having breakfast and when traveling on public transport and away from home.
Check achievement level of other daily.
[bookmark: _Toc184297297]Profile 4
Persona Name:
Nichola
Demographic
46-55, married, 1 son (18), 1 daughter (20)
One line description
A part time teacher of physics
Goals 
To destress after a busy day teaching
Beat other family members scores.
Understand the rules and probability of dice sides.
Pain
Unable to change the visuals of the dice, colour, size, or image.
No interactive activity, no feedback when you win.
Not enough visible information (scoring)
Tasks 
Play a custom game, change number of dice, change sides of dice.
Play an asynchronous multiplayer game.
Checks her ranking against others in her group.
Media and device preferences 
iPhone in portrait mode
Samsung tablet when eyes are sore.
Computer is used only for schoolwork and marking.
Role & responsibilities
In charge of physics department in secondary school
Helps run after school revision and science club.
Will walk the dog occasionally.
Scenario
After a busy day of school or when travelling, she starts with a mixture of short games then plays several longer games, all of which are education/puzzle games, so she can destress.
She plays at home on the sofa; when she does, she checks her rankings and sees what she needs to do to level up; she then continues playing the game until she gets bored or until she is needed.
[bookmark: _Toc184297298]Complete Set of Wireframe Storyboards
[bookmark: _Toc184297299]Home screen
[image: A screen shot of a phone
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[bookmark: _Toc184213435]Figure 9: home screen.
[bookmark: _Toc184297300]Settings screen
[image: A screen shot of a phone
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[bookmark: _Toc184213436]Figure 10: settings screen.
[bookmark: _Toc184297301]Suboptions for settings screen
[image: A phone with a screen showing music volume and sound effects
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[bookmark: _Toc184213437]Figure 11: audio settings.[bookmark: _Toc184213438]Figure 13: control settings.
[bookmark: _Toc184213439]Figure 12: visual settings.

[bookmark: _Toc184297302]History and stats screen
[image: A screenshot of a phone
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[bookmark: _Toc184213440]Figure 14: history and stats screen.
[bookmark: _Toc184297303]Suboptions for history and stats screen
[image: A screenshot of a cell phone
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[bookmark: _Toc184213441]Figure 15: users stats screen. [bookmark: _Toc184213442]Figure 17: view a games history and stats.
[bookmark: _Toc184213443]Figure 16: game history screen.

[bookmark: _Toc184297304]Play game screen
[image: A screen shot of a phone
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[bookmark: _Toc184213444]Figure 18: play screen, choose a game mode.
[bookmark: _Toc184297305]Multiplayer screen
[image: A screen shot of a cell phone
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[bookmark: _Toc184213445]Figure 19: multiplayer screen.[bookmark: _Toc184213446]Figure 20: local multiplayer screen.

[bookmark: _Toc184297306]Create game screen
[image: A screen shot of a phone

Description automatically generated][image: A screen shot of a phone

Description automatically generated]
[bookmark: _Toc184213447]Figure 21: create new game screen.[bookmark: _Toc184213448]Figure 22: create new game screen - game present dropdown.
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[bookmark: _Toc184213449]Figure 23: custom game options screen.
[bookmark: _Toc184297307]Game screen
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[bookmark: _Toc184213450]Figure 24: game screen - main controls.[bookmark: _Toc184213451]Figure 25: game screen - extra controls.
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[bookmark: _Toc184213452]Figure 26: game screen - settings display.
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