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This application will be designed with students of UWTSD (University of South Wales Trinity Saint Davids) in mind. It is important to note that not all students at the college are able bodied or between the ages of 18 and 21. Not everyone playing is a student, either, with some interested players bearing the possibility of being members of staff or teachers. Age would also apply to this variable since full-time employees usually exceed the 18 to 21 age group. [1]
Creating an application based exclusively on Swansea and the area surrounding the college could exclude outside players from other learning institutions who could use this application as an educational resource.
Using a report on UWTSD’s latest annual equality and diversity from 2022/23, it is possible to create a relatively accurate set of personas that represent the consensus of users who might play a game such as this. [1] The data in this report is recent, meaning it should reflect current statistics to a higher degree of accuracy. [1]

[bookmark: _Toc195237715]Background
Background research shows a nearly 50% split between male and female students attending UWTSD from 2015 to 2022. [1] Female students were up to 57.81% of attendants and male students 44.86% at most. [1] Statistically, male students are more likely to show interest in video games, however, the number of female gamers has climbed substantially in recent years. [2] This increase is partly a result of more prominent female figures in esports and online communities such as YouTube or Twitch. [2] Further research shows that the number of female gamers in the UK has reached 47% of the populus. [2] 
The age demographic varies depending on whether students are studying undergraduate or post graduate degrees. [1] In 2022, 49.1% of students studying on undergraduate programs were 30 and above, 17.1% were 25-29 years of age, 19% 21-24 and 14.8% were 20 or younger. [1] Not all students of all ages are likely to play a mobile game, however this does not mean that it should be designed to suit a particular age group. [1]
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Name: Dylan
Age: 34
Occupation: Retail Manager
Background: Dylan is a mature student and retail manager returning to education while juggling raising two of his children and managing a small chain of retail shops across the country. He commutes to UWTSD twice a week, but studies mostly online. His schedule is chaotic, so he values short, meaningful breaks. Dylan tries to free as much of his time as he can to spend with family so he would prefer to spend as little time in-game as possible.
Why They Play: Dylan enjoys the idea of rolling dice to “complete assignments”, something he finds gratifying on a spiritual level. Games like this help him unwind between lectures and give him a sense of imaginary satisfaction when he conquers his virtual assignments without causing him real life pressure.
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Name: Alia
Age: 21
Course: BA Illustration
Background: Alia lives in student accommodation in Swansea and is known for her bright, modern, progressive art style. She suffers from anxiety and sometimes finds traditional competitive games such as Monopoly or Snakes and Ladders overwhelming.
Why They Play: She loves the calm, non-threatening nature of the game. Much like Dylan, Alia enjoys the feeling of racking up points/completing her assignments without the additional stress that comes with completing her real assignments. Alia would play a game like this to ease and take her mind off things bothering her at the time.

[bookmark: _Toc195237718]Persona 3
Name: Sam
Age: 25
Course: BSc Business Management
Background: Sam is a wheelchair bound user and a member of UWTSD’s disability advocacy group. Sam is an outgoing individual, always attending and hosting campus events for various communities within the college. He loves finding games with accessibility features that he can share with as many people as he can.
Why They Play: Sam likes finding titles that offer an experience to people of all backgrounds and abilities and do not need a complex understanding to pick up and play. He finds games with simple rulebooks the best candidate for his laid-back community gaming sessions, bringing the players together to chat and enjoy time with each other. A game like this is his perfect excuse to assemble a group or to spend time with individuals.

[bookmark: _Toc195237719]Persona 4
Name: Marcus
Age: 19
Course: BSc Mathematics
Background: Marcus lives on campus in Llambed and is deeply involved in societies and student union politics. He is very driven, somewhat of a perfectionist, and enjoys strategy more than anything. Marcus often plays games like King of Tokyo and Quacks of Quedlinburg for breaking down strategies and making the most of games’ mechanics.
Why They Play: He is fascinated by the probability involved with rolling dice. He tracks his game outcomes over time and tries to predict when is safer to push his luck and enjoys the gambling nature of games like this. Marcus would explore the mathematics of the game and try to exploit it as much as possible.
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Quick Game Sessions
The game needs to support short matches that cater to those on the morning commute or just looking to kill time.

Progress Feedback
The game needs to provide clear visual or numerical feedback for completed tasks (i.e., dice rolled, points earned).

Accessible Multiplayer
The game needs to support local and online multiplayer modes for social functions playing with friends from home or competing against strangers online. Maximise social interaction.
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Appeal to variety of ages
The game needs to be just as approachable to a 50-year-old as it would be to a 19-year-old.

Low Time Commitment 
The game cannot have long daily playtime or frequent check-ins to stay competitive. Players should be able to pick it up and leave it in 15 minutes maximum.
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The MoSCoW method is a way of prioritising specific user requirements over others by organising them by must, should, could and won’t haves. [3] This method enables easier development by laying out the core requirements and any additional features in a manner that developers can focus on the most important things first. [3]
Must Have
Short Gameplay Sessions
Simple Ruleset
Clear Visual Feedback
Accessible UI
Playable Offline
Should Have
Basic Progress Tracking
No High-Octane or Overstimulating Designs
Optional Pass-&-Play or Local Multiplayer
Risk-Reward Balance
Could Have
Customisation and Avatars
Audio Narration and SFX
Community Events
Won’t Have
Daily Logins or Streak Pressure [8]
Competitive Matchmaking
Monetisation features
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Zombie Dice is a deceivingly clever game design. [4] Despite having an incredibly simple ruleset, taking the game back to the drawing board and adapting it to UWTSD college has proven tricky. The game uses dice to convey variables. [4] These variables include a +1 (brains) that adds a point to the player’s score, a pause (footprints) that indicate a rest in the game. For each footprint rolled, the player can roll again, up to three times. [4] The last variable if the turn end (shotgun) where if the player rolls three of these die the player’s turn immediately ends. [4] 
The game needs to be redesigned to suit the UWTSD theme. If the game is college related, it could use assignment completion as the player’s goal. Assignments are something anyone can relate to, not just students. [1] However, the aim is to make this applicable to the above personas, meaning it should not contain too many niche references to the college itself, for example assignment briefs which would vary from institution to institution, from year to year. [1] This design will keep the assignments generic, so players of all ages can apply their own experiences to the game – which also implies immersion.

[bookmark: _Toc195237725]Core Rules of the Game
Players will roll three dice for assignment completion. The die will have different sides which are as follows:
Assignment Complete (+1)
Holiday/Deadline Extension (Pause)
Assignment Fail (End Turn)

 When a player rolls a completed assignment, they will add +1 to their score per dice. If a player rolls an extension, they can reroll up to a maximum of three dice which can result in more assignment completions or fails. If the player rolls three assignment fails, they must redo the semester (turn ends). The player with the most assignment completions will score top of the class and win the game. Players who score the lowest will – unfortunately – have to redo the whole year.
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In-Game					   In-Game Revision 2
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Above are two wireframes which will be used to design the full application later. The first version (left) is the foundation for the in-game screen. The controls for playing have been placed at the bottom of the screen where players can easily reach them, regardless of how big their phones are. The menu button has been placed atop the screen, out of the way, so when players want to reach for it, they have to want to do so. This keeps misclicks to a minimum and reduces clutter on the lower part of the screen, since the top half has far more real estate available. The only elements onscreen are what the user should need or want to see. This includes the two controls needed to play a turn – roll and end turn – a leaderboard that displays player scores and who currently leads the game, and the player’s “deck” where rolled dice are kept and displayed. 

The “deck” element is inspired by other deck building titles such as Pokemon TCG Pocket where players can see the cards they have drawn/placed on the field while playing. [5] Implementing a similar element into this game means players can clearly see their situation and the next best course of action.

Zombie Dice’s rulebook requires players to place dice such as shotguns or brains aside. [4] If a player decides to continue their turn and reroll, they draw up to three new dice (this includes any footprints rolled originally) and roll again. [4] For this game, when the player continues their turn, instead of holding onto the physical die, a counter tallying the number of each dice rolled is displayed in the top left corner of the player’s deck.

The first version of this design is lacking distinction between elements, so this has been corrected in the second design. Buttons are now distinguishable from other UI elements, making it clear what players can and cannot interact with. The “roll” button was also made circular to make the mental connection to between rolling die and the in-game button. This will also be useful when designing the full versions for identifying the most important elements of the app.

In-Game Revision 3
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The third iteration of this design fixes the lack of clarity in displaying the ongoing actions inside the game such as which player’s turn it is, their current status and what actions they perform.

In-Game Pause Menu
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Simple pause menu that gives players the ability to configure their game, return the main menu or resume playing.
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Options and Player Menus
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The options menu allows players to configure the game’s settings. Important elements of the game include sound effects and music, which players might turn up or down depending on their hearing ability or in a scenario where the player is surrounded by people, so they turn the sound down to not bother them. Subtitles are included for people with hearing impairments, so they receive visual conformation of in-game events. Colour filters are for the colour blind who might not be able to see specific UI elements. Lastly, the credits button opens up a credits pane, giving credit to people who created the game.

In the player menu, players can set their username and the preferred colour of their avatar. If another player in the lobby has the same colour, the first player to join will retain their colour and the players after will be given another available colour. This feature is common in games where players rely on colour coordination, such as Among Us which players can refer to different players as colours because of their avatar’s spacesuit. [6] Allowing players to customise their online persona gives a sense of individuality.

[bookmark: _Toc195237727]Evaluation
This evaluation will use the Nielsen heuristic evaluation method to define issues and ways to remedy them. [7] The Nielsen model breaks the evaluation down into 10 different categories including Visibility of System Status, Match Between System and Real World, User Control and Freedom, Consistency and Standards, Error Prevention, Recognition Rather Than Recall, Flexibility and Efficiency of Use, Aesthetic and Minimalist Design, Help Users Recognise, Diagnose, and Recover from Errors, and Help and Documentation. [7] 
The heuristic evaluation can be found in [Appendix 1].
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[Appendix 1] Nielsen Heuristic Evaluation. Template available from: https://media.nngroup.com/media/articles/attachments/Heuristic_Evaluation_Workbook_1_Fillable.pdf
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Nothing of note.
Use more of the free space on the playing field element.
Player turn and action UI is cluttered.
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Icon placements.

Nothing of note.
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AI-generated content may be incorrect.]Increase the font size or change layout slightly to account for increased size.
Dice counter text too small.
When player presses end turn, confirm with player by displaying popup.
No confirmation message for player end turn.
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Logos in-game could be removed.

Nothing of note.

[image: A screenshot of a document

AI-generated content may be incorrect.]When the player plays for the first time, show interactable tutorial screen.

Make tutorial accessible from options for returning players.
No tutorial currently implemented.
When error occurs show dialog with close/refresh button.
No current popup or confirmation for errors like network disconnect.
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