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The name of the App is Glitch in Dystopia. It shares its name with the PC game that our team has created. 

By definition,  dystopia is “an imagined state or society in which there is great suffering or injustice, typically one that is
totalitarian or post-apocalyptic”. This clearly represents our gameplay, where players have to survive the apocalypse and
get to safety without getting caught by the enemies lurking around the city. The glitch refers to how players respawn
whenever they are caught for a certain number of times before the game is announced over. 

The app is a platform where users receive updates on the latest levels, special events and patches. Our unique feature is
that users can post their own content (discussion threads, fanarts, memes etc.) and through these, interact with other
people with similar interests. There is also a monthly leaderboard where users view the top players of the month and strive
to beat the records. 

The target audience would be existing players of our game, who would like to be part of the Glitch In Dystopia community
and stay updated on the latest events,  or even just those who would want to claim extra rewards. 

Overview



F E A T U R E S

SIGN-UP/LOGIN PAGE

For users who are using this application for the first
time, they can sign up using google account or even
their account under our company - Rule of Thirds
If they already have an account they can simply
choose to login



F E A T U R E S

DAILY CHECK-IN PAGE

Allows users to claim their daily check-in rewards. These rewards can be used redeem for skins and
weapons in our PC game. 
Encourages users to continue engaging with our app and by extension, our game.



F E A T U R E S

HOME PAGE

Events section that shows the latest updates 
Give users sneak peaks of the upcoming special events/ patches
build hype around these updates in the discussion page

Discussions section that enables players to discuss the game  with one another
Blogs section that displays the content users have posted
Game guide section that includes information about the synopsis, goals and enemies

Help them to better understand how the game works



F E A T U R E S

NOTIFICATIONS PAGE

Help them stay updated on the latest events that are
happening
Ensure users do not miss out on anything



F E A T U R E S

PROFILE PAGE

Can view their profile and achievements without
having to login to the actual game
Can customise their profile pictures etc.



F E A T U R E S

POSTING FEATURE PAGE

Can post fanart, memes or discussion threads
Allows users to engage with one another through
blog posts or discussions, thereby ensuring that the
game community is active
Ensures that users stay engaged with the game



F E A T U R E S

MONTHLY LEADERBOARD PAGE

Boost the competition between players, encourage
them to keep on playing the game in order to make it
on the leaderboard or even beat the records
Timings of how quickly players finished the level are
shown at the side
Medals are awarded to the top 3 players



F E A T U R E S

FEEDBACK PAGE

Gives players the opportunity to give constructive feedback on which aspect of the game should be
improved, for the best gaming experience
Also helps the game developers like us to better understand what the likes and dislikes of our users are
and enable us to develop a game that most users will enjoy
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Site map



Since our prototype is a mobile app, the artboard size we chose to work with is 390 x 844, which is the screen size for
iPhone 12, 12 Pro and 13.

According to Paul Mathures*, “Many app developers prefer iOS because it’s a much more controlled universe to work
within. Look at Android. There are several phone manufacturers out there offering Android devices, each having a different
camera set up, processor, screen size, RAM options… the hardware is all over the place. Not that it’s bad (or good). An
app can end up running very well on Android Smartphone X but may not work on Smartphone Z from a different Android
brand. There is no control over hardware.”

Based on a report by research firm Flurry Analytic,  for every 10 apps that were created in the first quarter of 2012, 7 were
built for iOS and only 3 were made for the Android platform.

This further reinforces our decision of choosing to work with iphones. 

Hardware research



Hardware research

As for why we chose the specific art board size of , 390 x 844  is because it is the closets  to the most common screen
size, according to statCounter’s data for July 2021 to July 2022



usability testing
Plan

For the usability testing, we scheduled a day where our persona was available. We called her via MSTeams since she is
also a Ngee Ann Polytechnic student.  We recorded the session using MSTeams as well.  Adobe Premiere Pro was used
to add subtitles to the recordings.  We chose not to add music because we thought it would be distracting.   

USABILITY TESTING SCRIPT - APPLICATION
Hi Yi Hui. My name is Josephine and I will be walking you through this session today.

Before we begin, I have some information for you, and I’m going to read it to make sure that I cover everything.
We’re asking people to try out our game and its complementary application that we’re working on so we can see whether it works
as intended. The session should take about half an hour.
The first thing I want to make clear right away is that we’re testing the game and app, not you. There are no right or wrong
answers. So, you don’t have to worry about making mistakes. 
As you use the applications, I’m going to ask you as much as possible to try to think out loud: to say what you’re looking at, what
you’re trying to do, and what you’re thinking. This will be a big help to us in terms of understanding your experience.
Also, please don’t worry about hurting our feelings. We’re doing this to improve the features and user experience, so we need to
hear your honest opinions. Any comments about the application are welcome.
If you have any questions as we go along, just ask them. We’ll answer them immediately if we can, or after the test.
Also to note, there are a few people from the design team observing this session. They can see and hear us but you don’t have to
worry about them as they will be quietly observing while we go through the session.
Do you have any questions so far?

Yi Hui: No, thank you!

Intro questions - Open up product to be tested:
OK. Before we look at the app, I’d like to ask you just a few quick questions.
Have you ever played games before?
Yi Hui: Yes, I’ve spent a lot of money on games. It’s great! All my monthly allowance are gone…

Can you name 2 different games that you have played/ are playing?
Yi Hui: Genshin Impact - that thing ruined my whole life but also, what’s that thing called, Mobile Legends. I spend a lot of games,
I mean not games, a lot of money on them. All my allowance are gone so please donate to me.

Are there any features of the game that catches your attention? What about those that makes you unsatisfied?
Yi Hui: Graphics! If you look at Genshin Impact, if you play on your phone it’s god awful. Look at it! It looks disgusting with all
those pixels and low quality images. 0/10! Give me that good graphics.

OK, great. We’re done with the questions, and we can start looking at things.
 
OK. Now let’s look a little more around the page. But don’t click on anything yet.
Question #1: Now that you’re on the homepage, tell me about what you see? 
Yi Hui: I see the events! Nice skins! Yas, Slay!
What do you think about the features?
Yi Hui: It’s cute! I like the art and I think the features are nice. It will give you a sense of responsibility I guess, to acknowledge
everything.
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USABILITY TESTING SCRIPT - APPLICATION
Briefly, what do you think the purpose of this application is? (30 seconds max.)
Yi Hui: I think that the application is a platform where gamers can communicate with each other and gain special rewards.

Instructions: Thanks. Now I’m going to ask you to try doing some specific tasks. I’m going to read each one out loud and just
ask if you would like me to repeat the task for you at any time. (and give you a printed copy.) And again, as much as possible,
it will help us if you can try to think out loud as you go along.
 
Debriefing
 
1. What do you think about the Application? Is this something you would use?
Yi Hui: Yes, I would actually use it! I would like to see the statistics and look at the leaderboard to see who to beat next. I also
think that it is nice with the blogs so you can see other people’s fanart. I like to draw so I like to see other people’s fanart so
that would be nice. And also we could interact with other people who also like the game.

2. What’s your favorite thing about this application?
Yi Hui: “The fanart part and the blogs, where you can post your own fanart and interact with other people. I think that a lot of
games lack with the interaction with other players and finding people with the same interest. So, I think that this is great! Yas!
 

3. What’s your LEAST favorite thing about this site?
Yi Hui: I don’t think that there’s really anything that I don’t really like. I think that at the start, the technical issues, like the
software was not working normally. I think that was the only part that was a bit concerning.
 
4. Do you have any recommendations for changes to the way this site looks or works?
Yi Hui: Not really! I think this is really similar to other applications and it is great! Since it’s similar, it would be easier to
navigate around the application for other players to play other games as well.






Participant #1 Succeeded: □ Succeeded w/ difficulty: □ Failed: □

Observations: was able to navigate around the application easily with a bit of guidance despite the lagging
Comments: “I think it’s pretty good but if it doesn’t lag, it would be amazing!”

Question 2:  What do you think of the leaderboard? Is the information adequate or do you think more should be added?
Test Objective: Leaderboard feature
Expected path from profile page: profile page > leaderboard page




Participant #1 Succeeded: □ Succeeded w/ difficulty: □ Failed: □

Observations: She gave positive reactions to the leaderboard
Comments:  “I think it’s amazing! I love this username - Thanos Left Hand, Big Damn Hero. 10/10!”

Participant #1 Succeeded: □ Succeeded w/ difficulty: □ Failed: □

Observations: She gave some suggestions to improve the user experience of the prototype with reasons for the
suggestions
Comments: “I think maybe you could add like details in, and when you click on it, it would bring you to the most
statistical page. I think this pretty much would do for it, this is pretty much how your game would be played and not
citing this should be fine but if you wanna go the extra step then just go for it! Get that bread!”

usability testing
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USABILITY TESTING REPORT - APPLICATION
Question 1.   So now you should be on the Login page, so tell me what do you see ?
Test Objective: Test homepage main navigation
Expected path from homepage: Login page > Home Page 




Question 3: Do you think we should include graphs to illustrate the information better? Or do you think that this is alright?
Test Objective: Getting to know the leaderboard features
Expected path from leaderboard page: - 



Participant #1 Succeeded: □ Succeeded w/ difficulty: □ Failed: □

Observations: She was able to post a picture with some guidance from Josephine, saying that it’s familiar like using
common social media platforms
Comments: “It is pretty easy! I think that it’s pretty similar to Twitter and Instagram. And it’s nice to see other
people’s art, fanarts that they’ll recommend. 5 star on Google Play!”

usability testing
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USABILITY TESTING REPORT - APPLICATION
Question 4:  So what do you think about the posting feature? Do you think it was easy to use or did you face any issues?
Test Objective: Posting feature
Expected path from posting page: Create Post > Post / Create Discussion > Post




Additional Comments: 
Facial Expressions: very expressive
Behavior towards the product: was really amazed with how the application is designed, but gave some
feedback to improve the design and flow of the application
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USABILITY TESTING SCRIPT - GAME
Hi Yi Hui. My name is Nomitha and I will be walking you through this session today.

Before we begin, I have some information for you, and I’m going to read it to make sure that I cover everything.
We’re asking people to try out our game and its complementary application that we’re working on so we can see whether it
works as intended. The session should take about half an hour.
The first thing I want to make clear right away is that we’re testing the game and app, not you. There are no right or wrong
answers. So, you don’t have to worry about making mistakes. 
As you use the applications, I’m going to ask you as much as possible to try to think out loud: to say what you’re looking at,
what you’re trying to do, and what you’re thinking. This will be a big help to us in terms of understanding your experience.
Also, please don’t worry about hurting our feelings. We’re doing this to improve the features and user experience, so we need
to hear your honest opinions. Any comments about the application are welcome.
If you have any questions as we go along, just ask them. We’ll answer them immediately if we can, or after the test.
Also to note, there are a few people from the design team observing this session. They can see and hear us but you don’t
have to worry about them as they will be quietly observing while we go through the session.
Do you have any questions so far?

Yi Hui: No, thank you!

Intro questions - Open up product to be tested:
OK. Before we look at the game, I’d like to ask you just a few quick questions.
Briefly, what do you think the purpose of this game is? (30 seconds max.)
Yi Hui: I think it’s going to be like an adventure world game and it’s going to be really stealth based if I’m not wrong

Instructions: Ok, Thank you. Now I’m going to ask you to try doing some specific tasks. I’m going to read each one out loud
and just ask if you would like me to repeat the task for you at any time. (and give you a printed copy.) And again, as much as
possible, it will help us if you can try to think out loud as you go along.






Participant #1 Succeeded: □ Succeeded w/ difficulty: □ Failed: □

Observations: was enthusiastic about how the start menu looked like

usability testing
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USABILITY TESTING REPORT - GAME
Question 1.   So now you should be on the start game menu, so tell me what do you see?
Test Objective: Test Start game menu navigation




Question 2: What do you think of the features? Are there enough features?
Test Objective: Getting to know the start game menu features
Expected path from profile page: profile page > leaderboard page




Participant #1 Succeeded: □ Succeeded w/ difficulty: □ Failed: □

Observations: was impressed with the features that we included in the start game menu
Comments: “I think it looks really nice! I like that there’s the instruction menu right there so people can choose
whether they want to actually listen to instructions or don’t listen to them like me. And I like that there’s a credits
there because usually the credit rolls after you finish the game, so that’s nice to give credits to where credits are
due.”

Question 3: Can you explore the hospital and try to find the key?
Test Objective: Navigation through the game
Expected path from main menu: Start game menu > Hospital game scene




Participant #1 Succeeded: □ Succeeded w/ difficulty:     Failed: □

Observations: there were times where she asked for clues but was enthusiastically exploring the hospital. At one
point, she was asking how to collect the collectables with the raycast because she wasn’t really sure how to use it.
Overall, she enjoyed the game.



Question 4:  Now that you're out of the hospital, try to follow the clues and get to safe haven. Beware of the enemies though!
Test Objective: Exploring the environment
Expected path from main menu: Hospital game scene > Environment game scene



Participant #1 Succeeded: □ Succeeded w/ difficulty:     Failed: □

Observations: She felt stressful since the warning threw her off a little. She asked about the lighting that leads the
player to the Safe Haven.

usability testing
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USABILITY TESTING REPORT - GAME

Additional Comments: 
Facial Expressions: mostly surprised and enthusiastic 
Behavior towards the product: was really curious and wanted to try out the game. She also liked the
game design and graphics and all the features implemented.

Question 5:  Could you try to collide with the robots? What do you think of the respawn feature?
Test Objective: Respawning feature
Expected path from posting page: Create Post > Post / Create Discussion > Post


Participant #1 Succeeded:      Succeeded w/ difficulty: □ Failed: □

Observations: She was quite confused when the respawning happened but in the end she was glad that there were
checkpoints given so that she does not need to redo the whole level again.



P R O J E C T  P L A N
O N  J I R A

 PLANNED THE SPRINTS BASED ON THE CHECKPOINTS GIVEN IN THE IP BRIEF
ALSO INCLUDED THE CLASS ACTIVITIES, PORTFOLIOS AND ASSIGNMENT WE HAD TO COMPLETE
SO IT WOULD BE EASIER FOR US TO KEEP TRACK OF THE DEADLINES AND THE TEAM'S
PROGRESS 

WE HAD 1 PERSON IN-CHARGE OF 1 MODULE (EXCEPT FOR I3E) AND SHE WOULD BE THE PERSON WE
GO TO IF WE HAD ANY QUESTIONS REGARDING THE MODULE. 

3RT - ANGELA
STLD - NOMITHA

DUX - JOSEPHINE
I3E - EVERYONE

FOR EACH WEEK, WE RECORDED  AT LEAST 1 STANDUP & RETROSPECTIVE MEETING AND UPLOADED
THEM TO GOOGLE DRIVE

EVENTUALLY, WE DID NOT MANAGE TO SUBMIT THE PROJECT IN TIME SO WE DID AN ADDITIONAL
STANDUP & RETROSPECTIVE 



P R O J E C T  P L A N
O N  J I R A

BURNDOWN CHARTS
Checkpoint 1

Checkpoint 2

Checkpoint 3

Checkpoint 4

Did not manage to submit in time thus the
chart looks as such



W I R E F R M E S

LOW-FIDELITY



W I R E F R M E S

HIGH-FIDELITY



R E F E R E N C E S

Hardware research references: 

https://bestsmartphone.games/are-iphones-good-for-
gaming/#:~:text=An%20iPhone%20is%20one%20of,premium%20games%20releases%20than%20Android.
https://www.wired.com/2011/07/nielsen-iphone-gaming-study/
https://gs.statcounter.com/screen-resolution-stats/mobile/worldwide

Adobe XD Usability Testing
 https://ivid2.np.edu.sg/media/DUX_GlitchInDystopia_UsabilityTesting_XD_Prototype/1_vwznap9a

Unity Usability Testing
https://ivid2.np.edu.sg/media/DUX_GlitchInDystopia_Usability+Testing_UNITY./1_4uxmd8rt

StandUp and Retrospective Recordings
https://drive.google.com/drive/folders/1GOoACHmnvlbNeXluwUc0BU1TEcc87dO9?usp=sharing

https://bestsmartphone.games/are-iphones-good-for-gaming/#:~:text=An%20iPhone%20is%20one%20of,premium%20games%20releases%20than%20Android
https://www.wired.com/2011/07/nielsen-iphone-gaming-study/
https://gs.statcounter.com/screen-resolution-stats/mobile/worldwide

