Zombie Dice: From a Physical Game to an Online Design
Purpose
Play and analyse a physical game of Zombie Dice to understand:
· what players notice;
· what they must remember;
· how physical components communicate information;
· how players understand the rules and current game state;
· what happens during interruption;
· how the physical experience should inform a future online version.
Your group must produce at least five cognitive design requirements for a possible online version of the game.
You are not evaluating an existing digital interface. Your evidence should come from playing and observing the physical game.

Worked example: Zombie Dice
Observation from the physical game
During a turn, dice showing brains are placed in front of the player. These dice provide a visible record of the brains accumulated during that turn. Shotgun results are also kept visible, allowing the player to judge the risk of rolling again.
Cognitive principle
Working memory is limited. Information needed for a decision should remain visible rather than depend on unaided recall.
The physical components act as external memory: players can inspect the dice instead of remembering every result.
Cognitive design requirement for an online version
The online interface should continuously display the player’s current turn score and accumulated shotgun results so that the player does not have to remember previous rolls when deciding whether to roll again.
How this could be evaluated
Ask players to complete several turns, including one interrupted turn. Check whether they can quickly and accurately identify:
· their current turn score;
· their accumulated shotgun results;
· the risk of continuing;
· the available actions.

Part 1: Record the game and play session
Physical game: _________________________________________________
Group members: ________________________________________________
Number of players: _____________________________________________
Briefly describe the objective of the game:


List the main physical components:
	Component
	What does it represent or communicate?

	
	

	
	

	
	

	
	


Briefly describe the main sequence of play:
1. 
2. 
3. 
4. 
5. 

Part 2: Observe the physical game
Play the game before proposing online features. During play, record specific examples of what players do, say, overlook, remember or misunderstand.
A. Attention
Consider what players need to notice during the physical game.
· What must the player notice before taking an action?
· Which changes in the game state are important?
· How do the components draw attention to important information?
· Is important information ever obscured, overlooked or confused with something else?
· Do players need to monitor several places at once?
· Do other players draw attention to information that might otherwise be missed?
Observations



Implications for an online version
How could an online design make important information noticeable at the appropriate moment?



B. Working memory and external memory
Consider what players must remember and what the physical game records for them.
· What rules, scores, resources or previous actions must players remember?
· Which physical components act as reminders?
· How are completed and outstanding actions represented?
· Do players make notes, count aloud or ask other players for reminders?
· Does information disappear or become difficult to reconstruct?
· What information must remain visible in an online version?
Observations



Implications for an online version



C. Cognitive workload
Consider the mental effort involved in playing.
· Which thinking is an intended part of the strategy?
· Which effort comes from remembering or interpreting the rules?
· Must players perform calculations or repeatedly recount components?
· Must they compare several alternatives or sources of information?
· Are several decisions required at the same time?
· Which demands should an online version preserve?
· Which demands could an online version reduce without weakening the game?
Observations



Implications for an online version



D. Recognition and understanding
Consider how players recognise components, actions and game states.
· How do colour, shape, position, text or symbols communicate meaning?
· Are any symbols or terms unfamiliar or ambiguous?
· Can players see which actions are currently possible?
· How do players check a rule or the meaning of a component?
· Which distinctions are obvious to experienced players but not to novices?
· What explanations or cues would an online version need?
Observations



Implications for an online version



E. Expectations, patterns and mental models
Consider how players develop an understanding of how the game works.
· What do players expect from previous games or familiar conventions?
· How do they learn what happens after an action?
· Can they predict how the game state will change?
· Which rules produce incorrect expectations?
· What mistakes reveal an inaccurate understanding of the game?
· How do feedback from other players and changes to the components correct misunderstandings?
Observations



Implications for an online version
How should the online design communicate actions, consequences and changes of state?



F. Interruption and resumption
Pause the game partway through a turn or round.
· Can the current player identify what they were doing?
· Does the arrangement of components preserve the current state?
· Are completed actions distinguishable from available actions?
· Can players reconstruct the sequence of recent events?
· What information might be lost if components were moved?
· What would an online version need to preserve automatically?
Observations



Implications for an online version



G. Social interaction
A physical game may depend on communication between players.
· Do players explain rules to one another?
· Do they announce actions, scores or changes of state?
· Do they remind one another whose turn it is?
· Do facial expressions, gestures or table talk contribute to play?
· Is any information intentionally hidden from other players?
· Which social interactions should an online version support?
· Which actions would the system need to perform instead?
Observations



Implications for an online version



H. Novice and experienced players
· What does an experienced player understand immediately?
· What confuses a first-time player?
· Which strategies depend on familiarity with the game?
· When do players consult the rules?
· What help do other players provide?
· How could an online version support novices without obstructing experienced players?
Observations



Implications for an online version



Part 3: Map the physical game to an online version
Identify how important physical components and player activities might be represented online.
	Physical component or activity
	Function in the physical game
	Possible online representation
	Risk if translated poorly

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	


Consider:
· Which physical components act as external memory?
· Which arrangements communicate ownership, order or status?
· Which actions provide useful visual, tactile or social feedback?
· Which information should remain under player control?
· Which calculations or rule checks could be automated?
· Could automation make the game state less understandable?
· What might be lost when moving from a shared table to individual screens?

Part 4: Produce cognitive design requirements
Produce at least three requirements for a future online version.
Each requirement must:
· be based on an observation from playing the physical game;
· identify the relevant cognitive demand;
· describe something the online interface should provide or do;
· explain how it would support the player;
· be specific enough to guide design and evaluation.
Use this structure:
The online interface should [provide a feature or behaviour] so that the player [can notice, recognise, understand or predict something—or does not have to remember something unaided].
Avoid vague requirements
Avoid:
The online interface should be intuitive.
Prefer:
The online interface should highlight the active player and display the remaining actions in the current turn so that players can identify whose turn it is and what must happen next.
	No.
	Evidence from playing the physical game
	Cognitive principle
	Requirement for the online version
	How could it be evaluated?

	1
	
	
	The online interface should… so that…
	

	2
	
	
	The online interface should… so that…
	

	3
	
	
	The online interface should… so that…
	

	4 (optional)
	
	
	The online interface should… so that…
	

	5 (optional)
	
	
	The online interface should… so that…
	


Try to address several cognitive principles rather than producing three variations of the same requirement.
Possible principles include:
· selective attention;
· visual competition;
· limited working memory;
· external memory;
· meaningful grouping;
· cognitive workload;
· recognition rather than recall;
· visibility of game state;
· clear and meaningful cues;
· prior knowledge;
· mental models;
· familiar design patterns;
· feedback;
· interruption and resumption.

Part 5: Check that the requirements preserve the game
An online version can reduce unnecessary cognitive work, but it should not remove the challenge that makes the game engaging.
For each requirement, ask:
· Does it reduce an interface or administration burden?
· Does it accidentally reveal information that should remain hidden?
· Does it remove a decision that should belong to the player?
· Does it automate an action players need to understand?
· Does it preserve the social and strategic character of the physical game?
· Does it make the game state clearer without playing the game for the user?
Identify one cognitive demand that the online version should reduce:


Identify one cognitive demand that is an intentional part of the game and should be preserved:



