Designing for Usability Activity Worksheet
Activity brief
TournamentsOnline is a company that runs online esports tournaments. Its users may create an account, enter tournaments individually or as part of a team, and receive physical prizes.
Design the interface screens for an existing user who wants to sign up for a tournament as an individual. Assume that the interface will be accessed using a desktop or laptop computer with a keyboard and mouse or touchpad, and that the user already has an account.
Begin with a paper wireframe. Once you are happy with the design, transfer it to Figma ready for evaluation. Concentrate on usability rather than visual styling.
Your design should consider
☐ What information the user needs
☐ What information the system already knows
☐ What choices the user must make
☐ What could go wrong
☐ What feedback the user needs
☐ How the user can go back, change a choice or cancel where appropriate
☐ How the user recognises that registration has succeeded
Required evidence
☐ A paper wireframe showing a complete route through tournament registration
☐ A clear primary action at each stage
☐ Appropriate controls, labels and instructions
☐ Visible feedback after important actions
☐ At least one example of error prevention or recovery
☐ A clear confirmation state
☐ The completed design transferred to Figma
☐ Five design decisions justified using usability principles


1 Define the task
What does the user need to know before registering for the tournament?
_________________________________________________________________________________
_________________________________________________________________________________
What information should the system already know about this user?
_________________________________________________________________________________
_________________________________________________________________________________
What choices or information must the user provide?
_________________________________________________________________________________
_________________________________________________________________________________
2 Plan the task route
List the steps the user will take. Include the information they need, the action they perform, and the response the interface must provide. Add or remove rows if your route requires it.
	Step
	Information needed
	User action
	Interface response

	1
	
	
	

	2
	
	
	

	3
	
	
	

	4
	
	
	

	5
	
	
	

	6
	
	
	

	7
	
	
	

	8
	
	
	


Potential error
What might go wrong during the registration process?
_________________________________________________________________________________
_________________________________________________________________________________

How should the interface prevent the problem or help the user recover?
_________________________________________________________________________________
_________________________________________________________________________________
3 Plan the interface states
Create the wireframes themselves on the blank paper provided. Use these sections to record the purpose and behaviour of each screen or state.

Screen or state 1
Name
_________________________________________________________________________________
Purpose What must the user understand or accomplish here?
_________________________________________________________________________________
Primary action What should the user do next?
_________________________________________________________________________________
Other controls What else can the user do, including Back, Change or Cancel?
_________________________________________________________________________________
Feedback/result What changes when the primary action is used?
_________________________________________________________________________________

Screen or state 2
Name
_________________________________________________________________________________
Purpose What must the user understand or accomplish here?
_________________________________________________________________________________
Primary action What should the user do next?
_________________________________________________________________________________
Other controls What else can the user do, including Back, Change or Cancel?
_________________________________________________________________________________
Feedback/result What changes when the primary action is used?
_________________________________________________________________________________

Screen or state 3
Name
_________________________________________________________________________________
Purpose What must the user understand or accomplish here?
_________________________________________________________________________________
Primary action What should the user do next?
_________________________________________________________________________________
Other controls What else can the user do, including Back, Change or Cancel?
_________________________________________________________________________________
Feedback/result What changes when the primary action is used?
_________________________________________________________________________________

Screen or state 4
Name
_________________________________________________________________________________
Purpose What must the user understand or accomplish here?
_________________________________________________________________________________
Primary action What should the user do next?
_________________________________________________________________________________
Other controls What else can the user do, including Back, Change or Cancel?
_________________________________________________________________________________
Feedback/result What changes when the primary action is used?
_________________________________________________________________________________


4 Justify your design decisions
Identify five design decisions in your interface. For each decision, explain what you designed, what potential user difficulty it addresses, and which usability principle supports your decision.
	
	Design decision
	User difficulty addressed
	Usability principle

	1
	
	
	

	2
	
	
	

	3
	
	
	

	4
	
	
	

	5
	
	
	


5 Review the complete design
☐ The user understands what to do at each stage
☐ The user can complete the registration goal
☐ Unnecessary effort has been reduced
☐ The most important action on each screen is clear
☐ Controls use meaningful labels and familiar conventions
☐ The system does not unnecessarily ask for information it already knows
☐ Input controls suit the information or choice required
☐ Predictable errors are prevented where possible
☐ Errors explain what happened and how to recover
☐ The user can go back or change a choice where appropriate
☐ The result of important actions is visible
☐ The final state clearly confirms successful registration
☐ Terminology and repeated controls remain consistent

Ready for Figma
Once you are satisfied with the paper wireframe, transfer the design to Figma ready for evaluation. Do not add detail simply because Figma makes it possible: preserve the usability decisions you have made.

Be ready to discuss
Choose one of your five design decisions. Be prepared to explain the potential user difficulty it addresses and why your design choice should make the interface more usable.

