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[bookmark: _Toc198243419]Full Colour Storyboard via Figma
For making the design for the Dice Game application, Figma was extensively used as the tool for designing the wireframe and making changes with it throughout. The design would be passed on for testing with the involvement of users for feedback and for decision-making that would be used to possibly steer the project into becoming usable for development.
Wireframes are designed to carry out a rough concept of the structure and what it may interpret to be. [1] Wireframes provide a clear overview of the page structure, layout, information architecture, user flow, functionality, and intended behaviours. [2] As shown in Figure 1 for starters, a comparison between the initial wireframe and later version of it has shown the direction of where it could lead. 
[image: ]
[Figure 1]
The wireframe was taken into greater detail by adding features that would make the application stand out more. Colours were added that would make the user familiar with their experience of applications. [1]



On the other hand, the wireframe from the initial design were carried onto a storyboard. While the wireframe provided the backbone of the project of the design, it is contextualised as a storyboard as the design gradually became more visual. [3] This included images, icons, additional functions and frames to broaden the design further shown in Figure 2. 
[image: ]
[Figure 2]
After testing with the users of the initial wireframe, the next iteration would be designing the application in more detail. The first feedback had provided a list of features that would be considered for implementation. In comparison to the initial wireframe shown in Figure 3, the foundation has provided the early frames had been laid out with additional possibilities that the user could decide in a game such as Zombie Dice. [18] 
[image: ]
[Figure 3]
The rough sketch of the initial wireframe provided a foundation of what the Dice Game may turn out to be. The initial design would over time change to become a storyboard.
(For the full initial and detailed wireframe/storyboard, see Appendix 1 and 2.)
(For the Figma prototype, see Appendix 6.)  
[bookmark: _Toc198243420]Prototyping 
Followed by designing, prototyping also was used extensively to establish a further detail of interacting with the application. This provided a feel and understanding the journey of the application. [2] The lines which indicate the direction of where a button leads to a new form. The feedback provided will inform the user which button will take depending on where the arrows are pointed to. [3] [5]   
Prototyping has provided a major factor in establishing a full concept of what the application may perform and interact. This is to understand how the journey of the app before being passed on to development. [3] As shown in Figure 4, the lines which indicate the direction of where a button leads to a new form. The feedback provided will inform the user which button will take depending on where the arrows are pointed to. [5] 
[image: ] 
[Figure 4]
With the early wireframe used as an asset for a blueprint, the traits would follow into a more fleshed out design. The storyboard layout shown in Figure 5, provides the updated, available frames with arrows pointing out which page the user would find themselves in. Storyboards provide a brief of how users may interact the design and possibly pinpoint the positives and negatives from those moments of interacting with the application.

[image: ]
[Figure 5]
Together with wireframes, this ensures that collaboration with users that are testing it has agreed to the layout and its functions to show that the application is consistent. This can be provided with feedback and re-iteration from the user that experienced the wireframe.  [2]
In this scenario, if the players choose to stop their turn, they are met with a frame that displays how much items they saved before they click ‘Next Player’ which would eventually take them to a different frame. This provides the user the intuitive of using the application.  The example shown in Figure 6 provides a loop, this scenario would show a what-if case where the player wins the Dice Game. 
[image: ]
[Figure 6]
The direction for this scenario would lead to either two frames shown in Figure 7 where it would introduce the player a display of a frame that showcases of winning the game, alternatively they could also be met with a frame that they have lost the game.
[image: ]
[Figure 7]
[bookmark: _Toc198243421]Buttons
The design served as a purpose into making a design for a functional application in a handheld device such as a mobile. The storyboard had more defined layouts together with prototyping with the help of Figma to point direction of where the application is heading with buttons for feedback and users to test and interact. [3]  
The buttons are directly laid out for the user to understand what purpose they serve. There are only buttons with the functionalities and few interfaces with less clutter to navigate around.
[image: ]
[Figure 7]
With the affordance shown that the game is not as complicated, with a variety of functions on ‘Add Players’ interface being the most abundant kept as minimal as possible that follows game taken inspiration from. When playing the game itself, there are few buttons with actions and display that has been mapped out to benefit mobile. The user is able to fully observe regardless of constraints. [4] [5] 


[bookmark: _Toc198243422]Changes and Additions
After the first iteration, there were bound to be changes. Some were major in replacing or removing for example, the buttons on the ‘Menu’ and the features in the ‘Lobby’ frames. To make the application appear lively and familiar, given the limitations and constraints of handheld devices, the features would be reworked to apply the conventional use of handheld devices and provide the user a more familiarity. Users that interact with the application to perform a task, not to contemplate the design elements. [6] 
As the design became more fleshed out in full-colour and detail, it is made clear to not go overboard in design instead, downplay to make space for functions of the application itself masked by the quality of appearance for the application. [3]

[bookmark: _Toc198243423]Components
In addition to changes comes with the additions. What did not appear in the first iteration were the utilisation of components found in the web application in designing the mobile application. Components are objects used to file and manage designs consistently. This can allow better management that defined the properties of a component with an instance of a copy that can be reused in UI design. Examples of some assets found in Figure 8 this would make accessing the design efficiently with the applied components that can be reused without applying more effort into copy and pasting. In addition to this, once placed into a frame, it becomes a unit that can be edited separately.
[image: ]
[Figure 8]
As there are multiple frames in the Dice Game, allowing a component to made comprised of separate objects combined as one component can be used as an asset multiple times for an efficient use of the web application in designing the game.


[bookmark: _Toc198243424]Entities
The entities allow users to interact through graphical icons and visual indicators such as secondary notation shown in Figure 9. 
On the left frame, are player icons with single colours. This would indicate that colours can be randomised to have multiple users in a session.
The icons on the right frame are the textures for the dice. They were designed using an editing tool such as GIMP to provide a touching visual in the respective theme of the Zombie Dice alternative. This also implies that this game is a reskin with attaining the nature of the original game.
[image: ]
[Figure 9]


The use of icons would provide the tester to identify that they are playing a game and have obtained items in-game. The comparison on the left compared to the right would indicate the message shown that they have been ‘Eliminated’ shown in Figure 10, a scenario where the player or someone else have lost their run after obtaining “3 Procrastinated Tasks” would revert their progress and start over had they not saved their run by choosing to stop. 
[image: ]
[Figure 10]



[bookmark: _Toc198243425]Slider
Interactive slider includes the component for the Volume slider shown in Figure 11. Where it can apply to both thumbs for interactivity, the sliders are an element mostly used to configure the value for the user’s preference in an intuitive and interactive way. [13] 
[image: ]
[Figure 11]
They are often used in web and mobile applications to control the settings or adjust the volume or brightness. In the settings frame, the slider component is used for the Music and SFX. This is for the user to drag the parameters to what suits their preference. In Figure 12, the plan to use the slider would benefit this feature. 
[image: ]
[Figure 12]
Some changes made with the “Music” option switched to “Brightness”. Additionally, night mode was also taken off as it appeared to have no need at that time and was purely cosmetic as an example.

[bookmark: _Toc198243426]Vertical Scrolling
The example used in Figure 13 for vertical scrolling is the player list as it can be used to indicate the number players there could possibly be in a party. Due to limitations of handheld devices, the content that aligns with the tendency of the user scrolling and knowing where to scroll. [14] By providing a consistent scrollable feature, arrows would be labelled.
[image: ]
[Figure 13]
By resizing the frame, this would mask the full list if in case there are more than four members in a party. An example shown in Figure 14, the trick is to mask the frame that can be scrolled vertically to see who else is participating. 
[image: ]
[Figure 14]
This feature was shown to be useful in saving space as it could either extend beyond the frame or minimising the frame while maintaining the dimension that would otherwise overflow the UI. [14] Another example would be the ‘About’ frame in Figure 15, compared to the wireframe on the right, the left frame has box that clips the content that only displays what’s in the box. 
[image: ]
[Figure 15]



[bookmark: _Toc198243427]User Feedback and Data Collection
The feedback provided for the prototype were one-to-one, in a qualitative approach for emotional responses. The testers were evaluated by using Nielsen’s Evaluation for documentation. [12] The testers have almost covered what the personas were defined prior in the early stage of designing. The engagement became an impact as it provided thoughts and a better understanding of the tester’s perspective of the prototype given. [7]
To match the description of the personas defined prior to the prototype, the testers were assigned to interact as they would expect it and to identify areas. Post-testing, the feedback was obtained using a form that were passed on individually once they are finished in addition to discussions as this was a one-to-one. [7]
The feedback given were expected to be straightforward and had the testers read about the rules of the game and knowing the functions of buttons and scrolling features, which expectedly, have read through. On the emotional response, the outcome turned out more positive than negative, with a few downsides that were noticeable from the testers, mostly to do with the visuals.
One of the testers identified the lack of notification for the vicinity of the user when it is their turn. In Figure 16, labels were soon added after the tester notified the issue. This message box would display an indication of how many tasks that the user has in their turn before they decide whether to reroll or stop.
[image: ]
[Figure 16]
Other feedback included the lack of statistics. To track the player’s progress which was originally a button for the menu with a separate frame but was never implemented, even in both iterations. While these features were applied in one of the personas did not apply in the storyboard. As for the for the lack of features, colour code was questioned as it felt out of place. The options such as subtitles and night mode for example, were considered in the personas while also included in the initial wireframe with night mode.
(For the Evaluation form given to the testers, see Appendix 3 and 4.) 
(For the sample form, see Appendix 5.)


[bookmark: _Toc198243428]Nielsen’s Heuristics Evaluation
Nielsen's Heuristics would set the guidelines of understanding human behaviour and the process of interacting with an interface. [12] The forms would be assessed to identify the design problems from the prototype. As applying the method for the testers in an evaluation form, the convenience remained helpful early in the design process. 
(For the evaluation forms, see Appendix 3 and 4)
[bookmark: _Toc198243429]Further Data Collection
Trends follow suit to gather information on how application could be made better. While primary data was applied, secondary data could be used to follow up a match or similarity in identifying what could be appropriate for making changes. [15] 
[bookmark: _Toc198243430]Behavioural Data
For the benefit of making an application possible, gathering data such as behavioural from a variety of sources in relation to mobile or web applications would track how users interact and how their data is to provide a better user experience. [15]
[bookmark: _Toc198243431]Duolingo
For example, Duolingo is oriented towards intensive data usage in which they collect data to improvise their service as a language application. [17] Aside from the features that Duolingo tracks such as purchase history, coarse location, and phone number, for tracking. Advertisements could be expected, as these third-party services collect and may use personal data to track users and display targeted advertisements on other apps and services across the internet. [16] Data such as how many users change the theme, averaging the lobby count per session, play time duration and possible leaderboards. [15]


[bookmark: _Toc198243432]Reflection
The storyboard was mostly due to the process of how the application would turn out to be. As this is a mobile game, the constraints are obvious such as compatibility and limited functionality given that there is little space. [8]
By following the 5 Pillars of Usability:
·     Learnability.
·     Efficiency.
·     Memorability.
·     Errors.
·     Satisfaction.
The application should be made clear and intuitive. Ideally, it should not be complicated for which the user should not have difficulty in navigating the application itself. There could be possibilities with the exception of translation, however errors are bound to happen if feedback wasn’t applied initially. [9]
By taking inspiration and ideas from mobile games that follow a similar route and Zombie Dice in general, the prototype would have features that would familiarise the user about how many items they have claimed and how many items they lose if the odds are against them. 
The cyan choice of colour which filled for most of the design found unconventional by the testers. This set apart the look and feel of the game which make it stand out on its own while not straining the user as the colour feels vibrant than warmer. [10] In Figure 17, the emotional response for colours should be acknowledged as they were noted from the testers.
Universal colours such as black, grey or white, have an impact for its simplicity that can also apply to the 60-30-10 rule where balance for minimalism is often applied. [11] This feature could apply to night mode, where the theme is dimmer and more balanced but bland by default should this have been the chosen setting for the theme.
[image: ]
[Figure 17]


Another possible issue is the icons for the players. Many users may not have a clue who is leading or behind. In Figure 18, to lessen confusion, a user is given a random colour and is above the list to indicate who is leading. 
[image: ]
[Figure 18]
In addition to colour coding, the number count (0/13) comes with the nickname of the user shown in Figure 19 on the top screen.
[image: ]
[Figure 19]
The perspective of the developer compared to the user is different in many ways as the developer knows what they have designed whilst the user may perhaps know what they see after given the front of the prototype. From the feedback assessed of the prototype, it can provide suggested features and addressing issues and positives that can considered for future development.






[bookmark: _Toc198243433]References

[1] Miro. Wireframe vs. storyboard No Date Found. [Accessed on 15/05/25] Available from: https://miro.com/wireframe/wireframe-vs-storyboard/ 
[2] M Strba. Mobile Usability Testing – The Complete Guide. 2024. [Accessed on 15/05/25] Available from: https://www.uxtweak.com/mobile-usability-testing/  
[3] Uizard. Wireframe vs. mockup vs. prototype: What’s the difference? 2023. [Accessed on 11/04/25] Available from: https://uizard.io/blog/wireframe-vs-mockup-vs-prototype/ 
[4] educative.io. What are Norman's design principles. 2025. [Accessed on 11/04/25] Available from: https://www.educative.io/answers/what-are-normans-design-principles 
[5] S Rekhi. Don Norman’s Principles of Interaction Design. 2017. [Accessed on 11/04/25] Available from: https://medium.com/@sachinrekhi/don-normans-principles-of-interaction-design-51025a2c0f33 
[6] R Budiu. Mobile User Experience: Limitations and Strengths. 2015. [Accessed on 15/05/25] Available from: https://www.nngroup.com/articles/mobile-ux/ 
[7] R Friis Dam and T Yu Siang. Test Your Prototypes: How to Gather Feedback and Maximize Learning. 2024. [Accessed on 15/05/25] Available from: https://www.interaction-design.org/literature/article/test-your-prototypes-how-to-gather-feedback-and-maximise-learning 
[8] IxDF. Best Practices for Mobile App Usability from Google. 2024. [Accessed on 15/05/25] Available from: https://www.interaction-design.org/literature/article/it-ain-t-what-you-do-it-s-the-way-that-you-do-it-mobile-app-usability-best-practices
[9] Level Access. Usability vs. Accessibility: Two Pillars of Effective Product Design. 2025. [Accessed on 15/05/25] Available from: https://www.levelaccess.com/blog/usability-vs-accessibility/
[10] C Chapman. The Role of Color in UX. No Date Found. [Accessed on 15/05/25] Available from: https://www.toptal.com/designers/ux/color-in-ux 
[11] J Lopez. The Psychology of Color in UX Design: How Color Affects User Behavior and Emotion. 2023. [Accessed on 15/05/25] Available from: https://medium.com/design-bootcamp/the-psychology-of-color-in-ux-design-how-color-affects-user-behavior-and-emotion-27627d508f2c
[12] K Moran and K Gordon. How to Conduct a Heuristic Evaluation. 2023. [Accessed on 15/05/25] Available from: https://www.nngroup.com/articles/how-to-conduct-a-heuristic-evaluation/ 





[13] A Harley. Slider Design: Rules of Thumb. 2015. [Accessed on 15/05/25] Available from: https://www.nngroup.com/articles/gui-slider-controls/ 
[14] C Flanders. The Psychology of Scrolling: Optimizing UI/UX for Seamless Navigation. 2023. [Accessed on 15/05/25] Available from: https://medium.com/design-bootcamp/the-psychology-of-scrolling-optimizing-ui-ux-for-seamless-navigation-821b1d96c263 
[15] J Kearsley-Ho. How do Video Games Collect and Use Data? No Date Found. [Accessed on 15/05/25] Available from: https://esportslawyers.ca/how-do-video-games-collect-and-use-data 
[16] commonsense. Privacy Evaluation for Duolingo. 2024. [Accessed on 15/05/25] Available from: https://privacy.commonsense.org/evaluation/duolingo 
[17] J Lapienyte. Duolingo crowned as “undisputed champion of tracking”. 2023. [Accessed on 15/05/25] Available from: https://cybernews.com/news/duolingo-champion-of-tracking/ 
[18] Steve Jackson Games. Zombie Dice. 2010. [Accessed 15/05/25] Available from: https://www.sjgames.com/dice/zombiedice/img/ZDRules_English.pdf  


[bookmark: _Toc198243434]Appendix

[bookmark: _Toc198243435]Appendix 1: Prototype in Full Detail
[image: ]



[bookmark: _Toc198243436]Appendix 2: Initial Wireframe
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[bookmark: _Toc198243437]Appendix 3: Heuristic Evaluation #1

1. Visibility of System Status
The design should always keep users informed about what is going on, through appropriate feedback within a reasonable amount of time.
· Does the design clearly communicate its state
· Is feedback presented quickly after the user actions?
	Issues
	Recommendations

	Some information in game is missing.
	Some Labelling for items collected to measure how much the players have collected



2. Match Between System and the Real World
The design should speak the users' language. Use words, phrases, and concepts familiar to the user, rather than internal jargon. Follow real-world conventions, making information appear in a natural and logical order.
· Will user be familiar with the terminology used in the design?
· Do the design’s controls follow real-world conventions?
	Issues
	Recommendations

	Lack of subtitles
Symbols for dice and its placements may lead to confusion
	Subtitles or translations
Different placement for dice if possible



3. User Control and Freedom
Users often perform actions by mistake. They need a clearly marked "emergency exit" to leave the unwanted action without having to go through an extended process.
· Does the design allow users to go back a step in the process?
· Are exit links easily discoverable?
· Can users easily cancel an action?
· Is Undo and Redo supported?
	Issues
	Recommendations

	Pressing back would instantly leave
	Add a message that will warn the users that are going to leave the game



4. Consistency and Standards
Users should not have to wonder whether different words, situations, or actions mean the same thing. Follow platform and industry conventions.
· Does the design follow industry conventions?
· Are visual treatments used consistently throughout the design?
	Issues
	Recommendations

	Some issues mentioned with labelling in game can apply to the consistency of applying information in the game overall
	The recommendation for labels can make it so that users are able to understand and read the game.



5. Error Prevention
Good error messages are important, but the best designs carefully prevent problems from occurring in the first place. Either eliminate error-prone conditions or check for them and present users with a confirmation option before they commit to the action.
· Does the design prevent slips by using helpful constraints?
· Does the design warn users before they perform risky actions?
	Issues
	Recommendations

	Risk with the back button instantly leaving


	Add a message that will warn the user that are going to leave the game





6. Recognition Rather Than Recall
Minimize the user's memory load by making elements, actions, and options visible. The user should not have to remember information from one part of the interface to another. Information required to use the design (e.g. field labels or menu items) should be visible or easily retrievable when needed.
· Does the design keep important information visible, so that users do not have to memorize it? 
· Does the design offer help in-context?
	Issues
	Recommendations

	The design has a bit too much information in-game 
Some dice could be renamed
	Simplify the rules

Possible rename for some dice such as ‘procrastination’ into ‘missing’ or ‘failed’



7. Flexibility and Efficiency of Use
Shortcuts — hidden from novice users — may speed up the interaction for the expert user such that the design can cater to both inexperienced and experienced users. Allow users to tailor frequent actions.
· Does the design provide accelerators like keyboard shortcuts and touch gestures?
· Is content and functionality personalized or customized for individual users?
	Issues
	Recommendations

	n/a
	n/a



8. Aesthetic and Minimalist Design
Interfaces should not contain information that is irrelevant or rarely needed. Every extra unit of information in an interface competes with the relevant units of information and diminishes their relative visibility.
· Is the visual design and content focused on the essentials?
· Has all distracting, unnecessary elements been removed?
	Issues
	Recommendations

	Colour of the interface
	Night mode option



9. Help Users Recognize, Diagnose, and Recover from Errors 
Error messages should be expressed in plain language (no error codes), precisely indicate the problem, and constructively suggest a solution.
· Does the design use traditional error message visuals, like bold, red text?
· Does the design offer a solution that solves the error immediately?
	Issues
	Recommendations

	Lack of warning especially in leaving the game or how many of these “procrastinated” you have.
	Add a message as mentioned from question 4.



10. Help and Documentation
It’s best if the system doesn’t need any additional explanation. However, it may be necessary to provide documentation to help users understand how to complete their tasks.
· Is the help and documentation easy to search?
· Is the help provided in context right at the moment when the user requires it?
	Issues
	Recommendations

	Rules table may be too descriptive
	Make the rules table a bit more familiar to read.





[bookmark: _Toc198243438]Appendix 4: Heuristic Evaluation #2

1. Visibility of System Status
The design should always keep users informed about what is going on, through appropriate feedback within a reasonable amount of time.
· Does the design clearly communicate its state
· Is feedback presented quickly after the user actions?
	Issues
	Recommendations

	Lack of statistics for in-game progress
	Tracking the number of progress, wins and losses.

Other statistics such as number skulls obtained in a single round 

Ensure that the statistics can be wiped as an option



2. Match Between System and the Real World
The design should speak the users' language. Use words, phrases, and concepts familiar to the user, rather than internal jargon. Follow real-world conventions, making information appear in a natural and logical order.
· Will user be familiar with the terminology used in the design?
· Do the design’s controls follow real-world conventions?
	Issues
	Recommendations

	n/a
	n/a



3. User Control and Freedom
Users often perform actions by mistake. They need a clearly marked "emergency exit" to leave the unwanted action without having to go through an extended process.
· Does the design allow users to go back a step in the process?
· Are exit links easily discoverable?
· Can users easily cancel an action?
· Is Undo and Redo supported?
	Issues
	Recommendations

	Back button could be reworked.
	Possible adjustment or rework, have an option to lower the sounds while still in-game.



4. Consistency and Standards
Users should not have to wonder whether different words, situations, or actions mean the same thing. Follow platform and industry conventions.
· Does the design follow industry conventions?
· Are visual treatments used consistently throughout the design?
	Issues
	Recommendations

	The theme of the game and colour selection may be too vibrant for some.

Options are lacking
	Options to change theme such as black and white or night mode feature.

Languages or subtitles would be ideal



5. Error Prevention
Good error messages are important, but the best designs carefully prevent problems from occurring in the first place. Either eliminate error-prone conditions or check for them and present users with a confirmation option before they commit to the action.
· Does the design prevent slips by using helpful constraints?
· Does the design warn users before they perform risky actions?
	Issues
	Recommendations

	As mentioned, a message box before leaving.
	n/a



6. Recognition Rather Than Recall
Minimize the user's memory load by making elements, actions, and options visible. The user should not have to remember information from one part of the interface to another. Information required to use the design (e.g. field labels or menu items) should be visible or easily retrievable when needed.
· Does the design keep important information visible, so that users do not have to memorize it? 
· Does the design offer help in-context?
	Issues
	Recommendations

	Number of ‘completed’ or ‘procrastinated’ tasks tracked when the user is playing
	Additional labels under the dice collected in the round.



7. Flexibility and Efficiency of Use
Shortcuts — hidden from novice users — may speed up the interaction for the expert user such that the design can cater to both inexperienced and experienced users. Allow users to tailor frequent actions.
· Does the design provide accelerators like keyboard shortcuts and touch gestures?
· Is content and functionality personalized or customized for individual users?
	Issues
	Recommendations

	n/a
	n/a



8. Aesthetic and Minimalist Design
Interfaces should not contain information that is irrelevant or rarely needed. Every extra unit of information in an interface competes with the relevant units of information and diminishes their relative visibility.
· Is the visual design and content focused on the essentials?
· Has all distracting, unnecessary elements been removed?
	Issues
	Recommendations

	Colour of choice, greenish tint may be a bit misleading with the theme of the game.
	Could match the Uni logo with the black and yellow tones.

Night mode option



9. Help Users Recognize, Diagnose, and Recover from Errors 
Error messages should be expressed in plain language (no error codes), precisely indicate the problem, and constructively suggest a solution.
· Does the design use traditional error message visuals, like bold, red text?
· Does the design offer a solution that solves the error immediately?
	Issues
	Recommendations

	Back button instantly leaves
	Warning message for user



10. Help and Documentation
It’s best if the system doesn’t need any additional explanation. However, it may be necessary to provide documentation to help users understand how to complete their tasks.
· Is the help and documentation easy to search?
· Is the help provided in context right at the moment when the user requires it?
	Issues
	Recommendations

	Possible misleading button in the menu screen.
	Could change the ‘About’ to ‘Rules’





[bookmark: _Toc198243439]Appendix 5: Sample Form
1. Visibility of System Status
The design should always keep users informed about what is going on, through appropriate feedback within a reasonable amount of time.
· Does the design clearly communicate its state
· Is feedback presented quickly after the user actions?
	Issues
	Recommendations

	
	



2. Match Between System and the Real World
The design should speak the users' language. Use words, phrases, and concepts familiar to the user, rather than internal jargon. Follow real-world conventions, making information appear in a natural and logical order.
· Will user be familiar with the terminology used in the design?
· Do the design’s controls follow real-world conventions?
	Issues
	Recommendations

	
	



3. User Control and Freedom
Users often perform actions by mistake. They need a clearly marked "emergency exit" to leave the unwanted action without having to go through an extended process.
· Does the design allow users to go back a step in the process?
· Are exit links easily discoverable?
· Can users easily cancel an action?
· Is Undo and Redo supported?
	Issues
	Recommendations

	
	



4. Consistency and Standards
Users should not have to wonder whether different words, situations, or actions mean the same thing. Follow platform and industry conventions.
· Does the design follow industry conventions?
· Are visual treatments used consistently throughout the design?
	Issues
	Recommendations

	
	



5. Error Prevention
Good error messages are important, but the best designs carefully prevent problems from occurring in the first place. Either eliminate error-prone conditions or check for them and present users with a confirmation option before they commit to the action.
· Does the design prevent slips by using helpful constraints?
· Does the design warn users before they perform risky actions?
	Issues
	Recommendations

	
	



6. Recognition Rather Than Recall
Minimize the user's memory load by making elements, actions, and options visible. The user should not have to remember information from one part of the interface to another. Information required to use the design (e.g. field labels or menu items) should be visible or easily retrievable when needed.
· Does the design keep important information visible, so that users do not have to memorize it? 
· Does the design offer help in-context?
	Issues
	Recommendations

	
	



7. Flexibility and Efficiency of Use
Shortcuts — hidden from novice users — may speed up the interaction for the expert user such that the design can cater to both inexperienced and experienced users. Allow users to tailor frequent actions.
· Does the design provide accelerators like keyboard shortcuts and touch gestures?
· Is content and functionality personalized or customized for individual users?
	Issues
	Recommendations

	
	



8. Aesthetic and Minimalist Design
Interfaces should not contain information that is irrelevant or rarely needed. Every extra unit of information in an interface competes with the relevant units of information and diminishes their relative visibility.
· Is the visual design and content focused on the essentials?
· Has all distracting, unnecessary elements been removed?
	Issues
	Recommendations

	
	



9. Help Users Recognize, Diagnose, and Recover from Errors 
Error messages should be expressed in plain language (no error codes), precisely indicate the problem, and constructively suggest a solution.
· Does the design use traditional error message visuals, like bold, red text?
· Does the design offer a solution that solves the error immediately?
	Issues
	Recommendations

	
	



10. Help and Documentation
It’s best if the system doesn’t need any additional explanation. However, it may be necessary to provide documentation to help users understand how to complete their tasks.
· Is the help and documentation easy to search?
· Is the help provided in context right at the moment when the user requires it?
	Issues
	Recommendations

	
	




[bookmark: _Toc198243440]Appendix 6: Figma Prototype
	Link to Figma Prototype:
	https://www.figma.com/design/WmapFDEIH9q8nKhasP4WRp/UWTSD-Dice-p_02--Zombie-Dice-Alt-Game-?node-id=0-1&t=38W3kNWtjNJ08ZUR-1 
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