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Introduction
In this paper, I will analyse the user experience design of the Wishfully Studios website and their game site, Planet of Lana. My goal is to evaluate how well these sites represent the brand, explore key UX principles, and suggest improvements for a better user experience.
Wishfully Studios is an indie game studio in Gothenburg, Sweden. Their debut game, Planet of Lana, is a 2D sci-fi puzzle-platformer with stunning hand-drawn art and immersive world-building. The game targets players 10+ (PEGI 12, ESRB E10+), includes fantasy violence. The websites were a part in building excitement during development. Personally, I loved the game’s art, creativeness, and clever puzzles.

Wishfully Studios .com 
Wishfully Studios' website is just a single homepage, visually appealing with animation and a cloud background, but lacks context about the studio and team. A developed mission statement and "Meet the Team" section would help visitors connect.
The navigation is simple but could be more engaging. Making the scroll-down arrow more prominent and adding a navigation bar would improve usability. The newsletter section lacks a clear benefit; adding a description could boost subscriptions.
The bright white background feels harsh, and a dark mode toggle would improve accessibility. The footer stands out too much, but interactive hyperlinks are a nice touch. On mobile, readability improves, but the sections feel disjointed; simplifying the layout would help.
·  Add more content about the studio and team to strengthen visitor connections.
· Improve text contrast, make arrows more visible, and refine mobile layout for better section separation.
· Consider adding a dark mode toggle or adjusting the background for aesthetics.
Planet of Lana .com
The Planet of Lana website impresses with stunning visuals and immersive animations, and multiple language options improve accessibility.
However, the pixelated background and moving borders around the game icons feel low-quality and overwhelming. A static background or animation toggle would enhance the experience, especially on lower-quality devices.
Navigation is cluttered, with elements like the mail icon linking to the newsletter instead of opening an email client. Simplifying the layout and aligning app icons would improve usability. Outdated platform info (only Xbox and PC listed) and distracting animations make awards and ratings hard to read, especially in bright environments.
On mobile, broken features like unusable language options and small game images limit functionality.
· Add a toggle for background animation to reduce visual noise.
· Simplify navigation with clearer icons, fix the mail icon, and add a navigation bar.
· Update platform availability and remove flashy icon borders.
· Highlight important details and ensure mobile functionality (buttons, images).

Overall Evaluation:
Both sites have strengths but need improvements. Wishfully Studios should highlight the team more, while Planet of Lana suffers from overwhelming animations and confusing navigation. Improving contrast, adding a fixed menu, and enhancing readability and mobile access would improve both user experiences.

Understanding the Audience and Purpose
Understanding the purpose and audience is key in website design. Planet of Lana focuses on promoting the game, while Wishfully Studios connects users with the studio behind it.
The sites target different audiences: Planet of Lana appeals to gamers interested in story-driven sci-fi, while Wishfully Studios targets not only gamers but also designers, programmers, and artists for recruitment or collaboration.
As a gamer and aspiring designer, I have followed the game’s development. While my personal interest might influence my view, it is important for Wishfully to engage fans curious about the team behind the game.
In terms of search rankings, Wishfully Studios ranks first for "wishfully" on Google, but searching for Planet of Lana does not bring up the official site in the top 10, with platforms like Steam and IMDb taking the lead.

UX Design Principles
"UX design can be broken down into six key elements: what the user feels, wants, thinks, believes, remembers, and doesn’t even realize (Garrett, 2010) [1]." Every user will have some kind of emotional response to a website, whether it is positive or negative. They usually come to the site with a specific need or want in mind. Cognitive load, how much mental effort it takes to use the site, plays a role too, but good design can make that easier. 
Core UX principles include things like usability (how easy it is to use), psychology (how users behave), accessibility (making sure everyone can use it), and consistency (keeping visuals and info in line). 

Emotional Design & Visual Hierarchy and Architecture
Gestalt psychology helps explain how our brains group things together for clarity. As Koffka (1935) [5] says, “The human mind wants to create order in disorder.” Visual hierarchy is key to organizing elements (size, colour, position) to guide users without overwhelming them. As Nielsen and Loranger (2006) [6] write, “Clear visual hierarchy helps users understand the most important content first.”
Emotions play a critical role in user interaction. "Positive experiences lead users to repeat behaviours, while negative ones make them avoid certain things (Norman, 2004) [2]. Designers should aim to create emotional connections with users, using visual cues like progress bars to enhance satisfaction and engagement.
[image: ]Balance in movement, colour, and contrast is vital. Too much repetition or lack of contrast can overwhelm or bore users, but the right balance keeps the experience engaging.
Colour, shape, and typography play a key role in shaping user emotions and engagement. O'Rourke (2000) [3] identifies four main functions of colour: grabbing attention, maintaining focus, conveying information, and making it memorable. For example, red signals urgency, while blue evokes calm. A well-chosen colour palette, combined with thoughtful shapes and typography, can enhance user experience by aligning the emotional tone of the site with the brand. Rounded shapes feel warm and inviting, while sharp edges appear more professional or cold.
Peripheral vision picks up on movement and contrast. Too much repetition can overwhelm, while too little contrast can bore users. Balancing movement, colour, and contrast keeps the experience engaging without being overwhelming. 
Designers need to think about how users feel and try to create an emotional connection with the website’s purpose, this affecting a website’s success.[19]


Microcopy
Looking specifically at microcopy, this refers to small text elements that add personality to a site, such as in error pages, contact forms, and search bars. This personalization can create a more engaging and emotional experience. 
For example, after someone submits a contact form or signs up for a newsletter, could pop up a thank-you, making the experience feel more rewarding and less like a boring transaction.
Microcopy can also guide and reassure users throughout their experience. These might include text on buttons or text examples in forms to provide immediate clarity. 
Button text should be simple but compelling, convincing users to click. Additionally, the button’s design, things like size, colour, and placement, should be obvious and noticeable to encourage interaction.

User Centred Design - Designing with Context in Mind
Designing a website is not just about the product itself but also about where and how it will be used. As Frank Spillers (CEO of Experience Dynamics) points out, it is essential to consider the context in which users will interact with the site. He emphasizes, “I go to where the user is in my mind... places and spaces, observing, and bringing that back to the design process.” [19] Understanding the user’s environment, whether they are in loud public area or a quiet home office, can shape the experience.
I unknowingly put this to the test by using Planet of Lana and Wishfully Studios in two very different environments: a noisy café and a quiet, dark room at home. In the café, the bright lights made it hard to see details, especially with Planet of Lana's darker design. But at home, the quieter atmosphere and softer lighting made it much easier to navigate both sites. This reinforces the idea that context is key, users are likely to engage with these sites at home or in a work setting, not in environments where distractions might be overwhelming.


Consistency and Web Conventions
Web conventions help users navigate a site with ease. Certain design patterns, like underlined links, bolded headlines, and clear button styles, are standard expectations users have when navigating any site. Krug’s “Don’t Make Me Think” [11] principle underscores that the simpler and more familiar we make a website, the easier it is for users to engage with it. The aim is to remove obstacles that cause users to pause and think. Simple, self-explanatory designs help prevent confusion.

Accessibility
Ensuring accessibility is a crucial aspect of UX design. As Norman (2013) [1] puts it, “Good design is inclusive... it caters to as many users as possible.” Accessibility ensures that all users, including those with disabilities, can interact with your site. For example, low contrast between text and background can make it hard for users with low vision or colour blindness to read. To address this, designers can use adjustable colour schemes, language options, and screen readers to create a more inclusive experience.

---------------------------------------------------------------------------------------------------------
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Full Analysis and Recommendations
A major improvement for the sites would be joint consistency in content and layout. The Wishfully Studios page feels sparse with just four lines about the studio, making it feel disjointed. The lack of cohesion between the two sites harms the brand image. If combining them, design elements should be consistent, even if the tone differs. 
Based on Designing with Colour, the sites could benefit from distinct colour schemes for each section. A four-color design would create impact: blue and green for the studio pages to convey trust, and warm tones like red and yellow for game pages to evoke excitement. Warmer tones on Planet of Lana’s exploratory page would create a more inviting atmosphere, potentially boosting game sales.
Wishfully Studios could inject more personality into its site with microcopy. For instance, the whale logo, which appears only in the header, could be used more throughout—on contact forms, error pages, and the footer. Adding animations or sounds to the whale would further engage users.
[image: ]Adding more content—like team details and studio vision—would create balance and improve transitions. A "Meet the Team" section and job opportunities would add depth and align with indie studio expectations.
Playful icons, like emoji-style figures, would add a light-hearted touch. A fun idea is to gamify the contact form by replacing the submit button with a sliding meter featuring Mui, the game’s character. This would create a rewarding experience and elicit positive emotional responses. 
For the contact form, I considered users’ mental models. I did not want to go too basic or too complex. I kept it professional but playful to match the site’s tone. I added a sliding bar, letting users drag Mui from left to right. Animations or sound effects could confirm the form submission, making the process more engaging. The design stays uncluttered, ensuring users understand the task.
For the mailing list, users might ask, “What’s in it for me?” To boost opt-ins, adding compelling copy could help. For example, microcopy like “Stay updated with all our releases” could create urgency and build trust in the brand. 
A "Meet the Team" page would connect users with the people behind the game, fostering brand loyalty and increasing the likelihood of purchasing Planet of Lana.
I signed up for the newsletter but was disappointed when no email appeared in my inbox. If the newsletter updated users about game progress during development, it could also tease future projects. An automated welcome email would help kick things off, but ongoing small efforts would keep users engaged. 
For better usability, the CTA on the homepage (navigation arrow) could be larger or labelled “Explore the Game” to clarify its purpose. Increasing its size would also improve accessibility, aligning with Fitts’ Law. "Fitts' Law suggests that larger clickable areas and clear spacing make it easier for users to interact, resulting in faster, more fluid navigation" [12][13].
The most significant improvement would be adding a navigation bar or fixed menu. This would make it easier for users to jump between sections, improving speed and efficiency. Following user-centred design principles, this would help users find key information faster, improving overall satisfaction and accessibility.
Planet of Lana, though well-designed, feels too serious for the audience. It could be more playful to better match its purpose. 
In Planet of Lana, the cute character Mui could be more prominent on the website. Interactive elements or sound effects featuring Mui could increase the site's appeal and encourage users to play the game. 
Planet of Lana’s background colours are inconsistent, with harsh lines and overly dark areas. A uniform background would improve flow and consistency. Replacing moving borders with softer separations, like colour or simple lines, would reduce visual clutter. Additionally, availability information should be updated and easy to find.
Improving accessibility could involve increasing text-to-background contrast (following WCAG guidelines [16]), adding text descriptions to images, and ensuring keyboard navigation is possible. These changes would make the site more inclusive, improving user satisfaction and potentially driving more traffic.
For Wishfully Studios, adding language options and features for visually impaired users, like a light/dark toggle and the ability to turn off animations, would give users more control over their experience. 
For Planet of Lana, mobile responsiveness is an issue. The mobile version has broken features, language options. Optimizing the mobile would improve the UX for smartphone users, increasing engagement. 
[bookmark: _Hlk182475173]Taking in account peripheral vision, designers can guide attention without overwhelming users. Subtle animations, like pulsing buttons or hover effects, can keep users engaged without detracting from their experience.
Ethics and transparency are key to building trust. Outdated information on Wishfully Studios harms credibility, while Planet of Lana's mail icon misleads users by linking to the newsletter instead of opening an email app. To resolve this, the mail icon should open the email client, and a separate button for the newsletter should be added. Hiding the "Out Now" banner when scrolling would reduce repetition. Improving button visibility with clearer colours and shapes, along with concise microcopy, would enhance usability and trust.
In conclusion, both websites need better design consistency and content. Wishfully Studios should add team details, clearer navigation, and playful elements. Planet of Lana should improve visual consistency, mobile responsiveness. Enhancing accessibility, CTAs, and colour schemes will boost user experience and strengthen the brand. The key to these improvements is cohesion and reinforcing a unified brand image.
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Wishfully logo animation, seen in trailers, should be added to the welcome page.
Designs for visual hierarchy below, including detailed designs and notes based on UX principles.
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