
Charles Smith 



The objective of this project was to develop a better design of 

the mobile gaming application SolForge. My primary focus was on 

simplification and changing the orientation of specific application 

pages to contain the users experience with the software. 



App Analysis 

The primary problem with the main page of the application is button 

clutter. Multiple buttons tell the same information, and the “Campaign” 

button is not usable. The “Play” and “Tournaments” are both forms of 

playing the game, as well as the “Create Game” and “Quick Play” options. 



The store page has some of the same issues addressed on the primary page. 

The “Inventory” button at the button is effectively pointless since the store 

page tells the user how many of an item they already have in the store 

listings. The “Campaign” button is again unusable and taking up valuable 

real estate. 

These two pages are intended to be experienced vertically, as opposed to 

the horizontal structure we started with. This takes many users out of the 

experience because they now have to rotate the hardware in order to stay in 

sync with the software. In addition to this, viewing cards and deck listings 

are on separate pages, which cause a large amount of back-and-forth page 

changes to try and remember what exactly is in your list. The game 

mechanically has three levels for each card played in the game, but the page 

only shows the first level of the card, instead of giving the user all of the 

information at the same time. This is the major problem that I want to 

tackle and alleviate. 



Summary: 

 Unnecessary buttons

 Hardware changes to interact with software

 Difficult to use deck builder and card viewer

Competitive Analysis 

Ascension: Immortal Heroes 

Ascension: Immortal Heroes is an asynchronous mobile gaming application 

based on deck building and card gathering. The primary page has a 

dominant name and image, as well as a clean and simple button structure 

that takes the user to other simple to understand menus and options. 



The menu structure is quite simple, but there are a lot of options. Players 

can check their profiles to see their win-loss records, create games with 

friends, find random opponents online, add friends to a friends list, and 

browse other online features. 

Pros: 

 Clean and simple interface

 Individualized profile

 Easy to navigate

Cons: 

 Boring structure



Shadow Era 

Shadow Era is a combative card game that allows player to explore the 

world through a campaign structure. The game opens to the world where 

enemy images are shown, and the deck-building page is elegantly 

implemented. The menu structure has entertaining banners that are 

consistently used throughout. The Shadow Era name is also dominant on 

every page that it appears. 



The deck builder page is structured to show multiple decks at once, as well 

as show many cards from your deck at one time, in addition to the number 

of cards being used. The deck listings use a scroll arrow to swipe through 

the cards in your deck, and also allow for double tapping to maximize the 

card images.  

Pros: 

 Simple deck builder

 Incorporates many game types in minimal buttons

Cons: 

 Empty space in places that could be more content responsive

 Game starts at a world image and not it’s clean menu structure

Usability Testing 

1. Create a new deck and rename it to Boombad

Tester 1: Gabrielle

Gabrielle started the application and initially started pressing an

assortment of buttons. She eventually found her way to the Deck

Builder button, where she became increasingly frustrated. “Why does

this deck building button take me to look at cards and pictures?” She

gave up trying to create a new deck, and did not attempt to rename it

either.

Result: Fail

Tester 2: Gavin

Gavin immediately noticed and pressed the deck builder button. Once

he came to the card viewer, he began swiping through the different

cards trying to find the actual deck building structure. He began to get

annoyed and started experimenting with every button on the card

viewer. He eventually pressed the correct button, and found the deck

builder. Gavin was able to change the name of the deck rather quickly



once he got to the deck building menu, but was unable to make a new 

deck. 

Result: Fail 

2. Browse the store and purchase 1 booster pack.

Tester 1: Gabrielle 

Gabrielle quickly navigated to the store button and began swiping her 

way through all of the purchasable objects in the store. She eventually 

found the correct item and clicked to purchase a booster pack. She 

finalized the purchase and even opened the pack after purchasing 

item. 

Result: Pass 

Tester 2: Gavin 

With incredible ease, Gavin located the store menu, scrolled to the 

booster pack, and purchased a pack in less than a couple minutes. 

Result:Pass 

Design Research 
With my primary goal revolving around the deck building and button 

minimization, I researched different successful listing and navigation 

methods. 

This navigation header uses primary navigation buttons with drop downs to 

sub-categories. It’s success is in its compactness and simplified structure. 

Mobile gaming applications can utilize these simple header navigation bars, 



but the added advantage with mobile devices is that the navigation bar can 

be successful at both the top and bottom of the screen. 

The example on the left is another navigation pattern that is geared towards 

mobile devices. Its success is in its expansion and collapsibility. When the 

menu is activated, it expands into a vertical version of a dropdown menu, 

and then collapses back away to give more area for the content on the 

screen.  The image on the right shows a simple and clean pattern for a 

listing. Deck builders and stores seem easiest to navigate and the most 

successful when they are in clean lists. This list displays an icon, a title, and 

a number with a subtitle. With the inability to find a researchable pattern 

for a mobile gaming application, I am looking more towards my 

competitive research for inspiration on solutions to the described problems. 



Process 





 
 

 


















