University of Wollongong

0
4fzeE

23" of October, 2016

Dear Mr. Halliwell and Mr. Freeman,

We are submitting the attached Planning Documentation. This paper will discuss what
the team has been investigating and considering regarding current project. It covers the
functional and non-functional system requirement in more detail. It also deals with the product’s

final user interface and its design justification.

This paper should be final, in a sense that there will be no changes along the way. If there
are any changes along the timespan of this project, however, the latest copy of project
requirement paper will be sent to the appropriate stakeholders. The team can be officially

contacted through mha682@uowmail.edu.au.

I hope you find this report satisfactory.

Thank you and have a nice day,

Muhammad Harits Abiyyudo

Project Leader


mailto:mha682@uowmail.edu.au

Planning Documentation

For the

Social Interactive E-Learning

System

By
Group 05 (ZeeTech)
Held at
Wollongong, Australia

In

October, 2016



EXECUTIVE SUMMARY

There are two parts of system requirement; functional and non-functional. Functional deals with
the level of importance and list of functional requirements according to their level of importance.
The non-functional requirements contain the usability, reliability, performance, supportability

and other requirements.

Site map is useful for this project, as it have to be easily accessible yet not cluttered to make a
clean presentation while showing how it can be done. Navigational elements will be tackled in

the Navigational Structure section.

Labelling is pretty important, as it is used to generalize the main idea of particular webpage. As
far as labelling goes, this project is pretty straight forward. Since a lot label are generally simple
or commonly used nowadays. The hardest part would be to give a proper label some of the
elements in the back-end. Wireframe and wireflows is then created to give the general idea of the

more in-depth connection between each page.

User interaction will be discussed according to the low-fidelity design, high-fidelity design and
storyboard. Both low and high-fidelity covers the front-end and back-end design of the system.

The storyboard shows the most possible scenario for front-end and back-end using scenario

mapping.
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INTRODUCTION

This planning documentation focuses to describe the information architecture and design aspects of
the project. Since the main goal of the project is to develop a web app for e-training purposes, the
information architecture will reflect the structural design of that web app including the site
organization and navigational structure. In addition, the designs for user interface will provide reader
with a detailed simulation of how the site will appear and interact with users. The designs presented
will be accompanied by a comprehensive explanation for any particular selection of design patterns

and interaction sequences and for the functionality of each visible element.

The previous documentation of system requirements determines the content presented in this report.
Based on the functional and nonfunctional requirements of the system, the functionalities and
interface of the web app are developed accordingly. For referential purposes, we have rearranged the
requirements in a clearer format by adding identification number to each requirement as well as
coming up with a number of new requirements complementing the previous ones without altering any

important concepts.

This document outlines the information architecture and user interface designs as two solid
foundations for future development of the project. The information architecture section includes the
site map, navigational structure, labeling, wireframes, and wireflows. These components have been
developed in earlier stages before the actual interface design took place. The user interface design (or
user interaction) section describes interface users will be interacting with (high fidelity design), as
well as the process of development (low fidelity design) and justification for each design patterns.

Again, all the designs strictly follow the requirements stated in the previous report.

The planning documentation acts as a solid foundation for the project as a whole. There will be
changes in the future as a result of the iterative development process, but these modifications should
only be either nonfunctional or complementary features that will not considerably affect the course of

the project.
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1. INFORMATION ARCHITECTURE

1.1 SYSTEM REQUIREMENTS

The system requirements section presented in this report is the extended version of the system
requirements identification document (A3). Changes include a redesign of presentation format, which
gives each requirement an identification number and a level of importance to the functional
requirements, and an addition of several more functional requirements concluded from the

development process.

1.1.1 FUNCTIONAL REQUIREMENTS

1.1.1.1 LEVEL OF IMPORTANCE

The following table specifies the level of importance for each requirement

Level of Importance Description
High A mission critical requirement, required for next release.
Medium A requirement that support necessary system operations

required eventually but could wait a later release if necessary.

Low A functional or quality enhancement would be nice to have if

resources permit.

1.1.1.2 LIST OF FUNCTIONAL REQUIREMENTS

Each functional requirement is assigned a unique key (FR-XX) where xx is a sequence

number starting from 01.

Functional Description

Requirement

3|Page
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ID

FR-01 The system must identify each user by means of a registration process.
(High) The system must register each user with one and only one account to be used
across all devices.
FR-02 The system must allow trainers to modify modules with options to add, edit,
] delete, set access, analyse, and statistics.
(High)
FR-03 The system must provide each user with a personalised profile along with
(High) functionalities to add/remove post, change credentials, comment, like, and
19
share
FR-04 The system must allow players to access modules with options to run, save,
) load, and view Leaderboard and achievement(s).
(High)
FR-05 The system must provide a content management system exclusively for
(High) administrators to login, add/remove user, reset password and edit/delete
19
content
FR-06 The system must perform encryption on all user sensitive data.
(High)
FR-07 The system must enable synchronous collaboration. Users must be able to
) work in a real-time online environment, irrespective of distance.
(High)
FR-08 The system must support user customization. User must be able to organize
] materials according to preferences.
(Medium)

ﬁZEE
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FR-09 The system must be adaptable to different learning methodologies. Users must
] be allowed to use external tools that fulfill their particular needs, if any built-
(Medium) _ _ _ o
in tools do not provide the desired functionality.
FR-10 The system must enable synchronous communication. This functionality
] includes document sharing, voice over Internet, instant messaging, video over
(Medium) _
internet.
FR-11 The system must provide a web conferencing environment that integrates all
the features mentioned in functional requirement FR-10.
(Low)
FR-12 The system must enable asynchronous collaboration and communication. This
(High) functionality includes thread-based discussion boards, outgoing email to
19
groups or individuals, wikis, workgroup, and group calendaring.
FR-13 The system must enable a broad range of assessment.
(Medium)

1.1.2 NON-FUNCTIONAL REQUIREMENTS

Each non-functional requirement is assigned a unique key (XX-xx) where xx is a sequence number

starting from 01 and XX identifies the type of requirement (e.g. UR for usability requirement).

1.1.2.1 USABILITY REQUIREMENTS

Usability
Requirements Description
ID
UR-01 The interface must be easy to learn and navigate.
UR-02 The interface must be easy to use.
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UR-03 The interface must be appealing.

UR-04 Buttons, headings, and help/error messages must be simple to understand.

UR-05 Undo should be available for most actions.

UR-06 Actions which cannot be undone should ask for confirmation.

UR-07 The interface must be compliant to Level A of the Web Content Accessibility
Guidelines 2.0 (WCAG 2.0) standard.

UR-08 The system must be customizable to meet specific user needs in the future.

1.1.2.2 RELIABILITY REQUIREMENTS

RR-01 The system must be in operation 7 days a week, 24 hours a day.

RR-02 The system must be tolerant to operational errors.

RR-03 The system must function reliably, with few or no interruptions.

RR-04 The system must be able to recover cleanly from incidents such as power cuts or

other disasters.

1.1.2.3 PERFORMANCE REQUIREMENTS

Performance
Requirement
ID

Description

@‘&?ZEE
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PR-01 The system must be operational 24x7 under high information load. The system must
be able to support at least 100 concurrent users.

PR-02 The system must respond rapidly to user requests. The acceptable response time is
within 5 seconds.

PR-03 The system must allow background tasks continue to run while user performs

foreground tasks.

1.1.2.4 SUPPORTABILITY REQUIREMENTS

Supportability
Requirement ID

Description

SR-01 The system must be maintainable and extensible.

SR-02 The system must ensure compatibility to migrate to upgraded hardware or new
version of operating systems.

SR-03 The system must be compatible with Chrome, Firefox, and Internet Explorer 11.

1.1.2.5 OTHER REQUIREMENTS

Other Description
Requirement
ID
OR-01 The system must be designed with the expectation that its operational lifetime will

be many years.
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1.2 SITE MAP

Site map is useful for this project, as it have to be easily accessible yet not cluttered to make a
clean presentation. This notion is the driving force of “Menu” button, as it makes the Ul
cleaner with an exchange of one extra click. Figure below shows how the system handles the

users’ movement.

1.0 Module selection

page (Main Page)

|

2.sign in / Sign up

1.1 Module detail
page

Menu” butten J

1.4.1 Module Player

l

1.0 Module selection

6.1. All modules
leaderboard

Indi

62. idual
. i ‘ ¢ '
t

nts
5.2 Individual
module’s gained o
SALLA. Module achievement ts leaderboar d
Editor

P
thread

7.ALL2. See specific
threads

7ALL1. See all ‘

nnnnnnnnn

7.ALL 2.3 Thread
commentinteriace

1.3 NAVIGATIONAL STRUCTURE

e MODULE SELECTION
o Module detail
o Module player
o LIBRARY
o Library
o Recently played
e PERSONALISED MODULES
o Import module
o Modify module
o Create module
o Recentfiles
e ACHIEVEMENT
o All possible achievements

o Personal achievements
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e LEADERBOARD
o All module leaderboard
o Individual module leaderboard
¢ FORUM
o Top threads
o New threads
o Create threads
e SETTING
o Profile
o Theme
o Account setting

1.4 LABELING

As far as labelling goes, this project is pretty straight forward. Since a lot label are generally
simple or commonly used nowadays. The hardest part would be to give a proper label some
of the elements in the back-end. Here are the list of what is the general idea of the product’s

element and label we use.
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1.4.1 FRONT-END

General Idea Label used
Sign the user up Sign Up
Log the user in Log In
Shows the possible hub for user to access
such as forums, achievement, and = Menu
leaderboards.
Take the user back to main menu, which )
contains the access to module. Main Menu
Shows the recently played modules. Library
Access the back-end, in this case the module
creator. Keep in mind that this menu did not My Module

show up to all of the users.

Shows player’s achievement on modules that

support it

Achievements

Locked achievement

o

Show score leaderboard for modules that

support it

Leaderboards

Take the user to forum part of the website

Forums

- Take user to profile page
- Take user to account setting

- Allow user to change theme color

O

1.4.2 BACK-END

General Idea Label Used
Default name for the file Projectl
Shows the number of scenes and the selected Scenes

Shows the names and number of scene

entities

Scene Content

Toggles to hide the scene entities

v

@{?ZEE
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Toggles visibility in the scene

(O

Scene entity is fixed and unable to be

modified

0

- Shows properties of the whole scene

- Shows properties of scene entity

Properties

Can spawn an already existing behavior

Add Components

Similar to that of add components however

must be created manually Add Script
Default name of current scene Scenel
Displays the process of the scene in each

frame Sequence
Frame (number) and the actions within it .
Toggles to hide the sequence of one frame \Y/
Adds new frame action +
Shows the logic the module Diagram
Starting point of the module Start
Function to initiate which scene that plays Play Scene
Create two scenario that can be accessed

depending on previous outcome .
Terminates module End
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1.5 WIREFRAMES & WIREFLOWS

Below are some initial sketch ups on the Ul layout as well as the general flow of the web

application.
Wireframe / Wireflow = Regter
— =
—
=< - ¥ |
— ==
== = W
— = Login
—
mg;Z {;ner
[— \J IE] —/ @
—=|| = = XXX
= ::' = DA Z| = [
Vs s XIE iy =) =
7 Module List
= | KK == S= =
— | IR — = — = L =
Fomend. g’@ fh. ot | — o —— o 7 e
=
I =
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2. USER INTERACTION

2.1 STORYBOARD

John Doe — online student

Wants to play a module

Will John be able
to enter the URL
or search engine?

. Step

The first storyboard is directed to how a user would play a module for the first time. First the user is
required to search the web application via URL or search engine. This takes the question of should it
be easy to navigate to the website through these two methods. Second step is for the user to few the
main menu directories. As it is explained before and also part of a feature plan for the user to be able
to click in the name of the genre to be able to see more of the modules for that genre. The third step is
the user clicking the module proceeding to the module description screen. For the question here
should the group create further categories instead of only genres? For future development the system
may remove the vertical scrolling and replacing it next and previous button. Skipping forward to step
five which displays the importance of user to have a profile set up for the system. This way the system
will be able to track user statistics throughout their time in the web application. Lastly, the user is

The menu will show
the module separated
by genre and provides
an option to see more
of the modules of that

genre

What kind of modules
does John is
interested in, by
genre, images?

Alternatively, the user
can click on the header
of the genre to make
the system show the
list of modules instead
of see more button

The menu shows
rows of the modules
that fits that category

l:‘ Question

directed to game screen.

The list to show the
modules in a certain
category might be
limited and instead
the menu provides a
next and previous
button in the bottom

The menu here
will provide the
enlarged module
thumbnail, small
description of the
module, number
of times played,
and requirement
to pass

When should John be
able to log in or sign
in to the web
application?

I:‘ Comment

D Idea

The web application
will prompt this
option to the user if
they are not sign in or
log in when accessing
this feature in order
to keep track of user
stats

The cursor of the
game and web
application changes
to indicate what the
user can interact in
the current mouse
position

The in-game menu
can be toggled to full
screen
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Jane Doe — Graphic design student

Editing a module

e can use rojects wi at should be ext shou update e test run will be on
Wi Pi ts will be What should b Text should be ted The test Il be
cookies to save ordered by last the default in the viewport as they another tab/window as not
his login session edited for ease of use cropping method? are edited so that John to disturb his workflow
so that john knows when to break
wouldn't have to — the line
X 5 aw images are
enter his We could potentially | i d John shouldn't have to save
. Fia i arge, shou X
credentials every ellm!nate this S_tEp by u Ioagcl :axtensions the project manually every
time having Joh.n directly 2 L We might want to time he wants to test the
sent to his latest be limited to include emojis project
edited project after consene characters as they are
he logs in bandwidth and really popular lately
storage cost?

. Step l:‘ Question l:‘ Comment I:‘ Idea

The second storyboard focuses on the users accessing the back end of the system which is the module
editor and simply editing their project. The steps have drastically been simplified due to the
complexity of the system. For step one user logs in to their editor account, an idea is use cookies to
save the user's login credentials so that it the user would not repeatedly typing their username and
password often. From the menu editor user clicks their project, this will make use of the recent files
option where it will display the most recent project. Another proposal here is to have the system
immediately sending the user to the scene editor menu of their recent project after logging in. From
the scene editor in step three user selects the background scene entity most the question here is
regarding how far the image can be manipulated and what should be tools suited to provide this
function. The second part of the question is considering how the file size for an image is limited to
conserve the cost of bandwidth and storage of the system. The fourth step the user also edit their
dialogue text, the system should provide a continuous update in the viewport so that user will be able
to know when to break a line. In addition to the text, the system might include emoji characters. The
last step is the user viewing their already edited project. During this process the system prompts a new
screen for viewing the project only and for future development plan the system should be able to auto-

Save.
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2.2. LOW-FIDELITY DESIGN

2.2.1 FRONT-END

Main Menu

Menu: Pick your Poison

, ) Skeptic Frog

‘3\/\‘f22 N
)COAWMG

\

From the original designs of the main menu, the static bar that the user should be able to
interact with is placed on the left hand side. Its main purpose is to give accessibility to the
user when navigating through the page. On the top left of the screen, the user profile image,
user name, and email address is displayed to show that the user is logged in within the
system. On the rest of the right hand side the user is treated to the main menu page which
displays the available modules within the system. The large square thumbnail of each of the

menu is to provide simplicity and straight forward.

Achievement

Skepic Frog Achievements

CLUE

In my restless dreams.
Begin Act 1

20/08/2016
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The core requirement based on the client needs is to have the E-Learning system be incorporated with
gamification; this is where the achievements page is necessity when implementing that element. The
achievements displayed here is a sample of what one game would appear originally. The top box
under the dark grey tint displays the game name and below is the name of the selected achievement,
how the user obtains the achievement and the date to which the user obtains this achievement. Besides
the title of the game, the information below will change depending on what achievement the user
selected. On the inside of the achievement box user can see the achievement they have unlocked and
is indicated by the unique image and the ones they have not unlocked based on the black locks. The
very design of the achievement box entirely is based on the premise that user of the console
generations may and should be able to recognize this type of visual display. To which it is also
concluded that this Ul is simply understandable when other users sees it at a glance.

Forum

Skeptic Frog
email@gmail com

mail @

Cover Picture

Main Menu

View Achicvements

Forums

Settings

&

This is how comments would appear

© ZeeTech LLC

As one of the client requirements, the system should have social media embedded to it. Based on the
actual overall user interface itself, it has a clear resemblance towards that of a Facebook group
interface. Similarities include a like button, creating new post and clear example of how the post
should appear in the screen. User can use this function to communicate to other users regarding some

topics related to the modules similarly towards how social media is used.

Game Screen
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Skeotic Frog Now Playing: CLUE

Main Menu

View Achicvements

Game Screen

© ZeeTech LLC

For the game screen or the in-game module is quite straight forward, the header above shows the
name of the module the user is currently playing and the large white box shows the where the user can
interact the module. The interesting feature that is point out here is how cursor of the system and the

game screen can change depending where the cursor is hovering.

2.2.2 BACK-END

Menu Editor
Welcome Menu Editor Clue
Skeptic Frog -
o Search E
Recent Files
CLUE 3
Coming Soon2 \
Coming Soonl {}j

Title: Clue
(@ Import Scene Genre: Murder Mystery
Times Played: 9001
Developer: Matt Halliwell
Publisher: Zeetech LLC
Created: 20-08-2016, 18:12
Modified: 20-08-2016, 18:12
Description:
You sud

aaaaaa

an
control fleren
characters and discover the
mysteries lie within the
aaaaaaa

Edit Game

Log out
Delete Game

© ZeeTech LLC

For the User Interface on the left side starting from the top both the logo welcome is the system's logo
and a static wording. Below it is the username logged in the web application. User can user the search
bar to find their module if the recent files section does not display the module they want. If user is
currently running the system in another computer and have the scene files on hand they can import it
using the import scene function. And down below is a simple log out button and it is important for

the user to return to this screen to log out. In the middle the listing is similar to that of the main menu

ﬁzz
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in the front end of the system for the purpose of familiarity and the structure of the main menu will
change depending on the changes here. For the features here when the cursor selects a module the
prompt on the right will appear that lists the whole description of the module and the option to edit
and delete it. User can easily create a new module with the press of the “add new game” button. For
the whole overall screen most of the placement of the functions is a clear inspiration from PowerPoint

creation screen.

Scene Editor

----Toolbar
Project Name  Jzzrsi_gf mainsaint g sutonszist
Lo

Name

Scenes —

—c Frame 1

Yo X 3008 w1
v y 21093 h[__1]
rotation 1]

Tint color ———1
alpha —/—

Components

Add Component

Events
Clicked

Add Action
I

o

The scene editor is where the module designer will work in to create their e-training modules. In this
version, the screen is divided into 4 panels which are the toolbar, project panel, viewport, and the
properties panel. User can select the scene they wanted to edit from the project panel and add or edit
sprites or entities directly by WYSIWYG from the viewport or the properties panel. The scene content
will list and index the entities that are added on to the scene. User can add components to any of the
entities or sprite which are built-in behaviors such as animation, object pick, drag-able, etc. or creates

their own behaviors manually by utilizing the events functionalities.

Scene Editor Sequence
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-—-Toolbar

Project Name i”‘“/'"’i"sui‘“/“mgm” Z Properti}/Sequence

Scenes S———
p— Frame 21 ZWéimxmnx

e~
* change text

Something someth...

Select

Something button2, button3

Something

button2

isOption? -> true
button3

isOptiont -> false

22\ textbox

change text
Something someth...

23 i textbox |
change fext

The sequence panel lists the actions or flow of events of the module. The user may add or edit this via
the toolbars and the properties panel. The middle line between some sequences indicates that it will be
executed at the same time while no line indicates that it will be executed after the previous sequences
are done. The numbers at the left hand side of the sequence describes the frame number and the
horizontal line inside the circle on the top left of the sequence shows that the sequence is the first
sequence of the frame. A user interaction will be needed to for the flow of events to continue to next

frame.

Scene Diagram

--—--Toolbar

Project Name  [scmr= g meinssist g oucnsaio: -

— saript toolbar

Properties

Scenes

—
ke

Scene Diagram Close up
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1Set Player Value
Value Name

scene1 best time

Value

(start {Play Scene IF
Scene Name _ T
1 Condition F Play Scene F
_.41 Scene Name T .—-—-—-ﬁﬁ_
™ Condtion
3 (scene1 best time) Score

|

Player Value
Value Name

scenet besttime

The scene diagram displays the main logic of the module. This let the user to manually describe the
flow between scenes by adding, editing, and connecting nodes. This type of diagram will also be used
for the user when creating component behaviors manually which will avoid using codes or script to do

SO.

2.3 HIGH-FIDELITY DESIGN

2.3.1 FRONT-END

Main Menu

Popular Releases
[See more|

Game Pic Game Pic Game Pic Game Pic

Recommended for you

Game Pic Game Pic Game Pic Game Pic

Mystery
See more.

Game Pic Game Pic Game Pic Game Pic

This is the new main menu, functionality wise it is similar to the first version. So this
explanation will be leaning towards the new functionalities. First is the static bar on the left
side is removed then replaced to the top instead. The top bar includes a hamburger menu, a
search bar to find specific modules, sign up and log in button. For the main menu here the

modules is displayed based on genre. If the user wants to see more of the modules a certain
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genre, they can by clicking the see more button or the name of the genre. This design is
specifically chosen due to how the client mentions the system as a web application or web
app for short. For this statement it is suited to make the format like that when opening a small
application which is simple and straight forward.

Sign Up and Log In

Both the sign up and log in will appear to overlay whatever the current page is, however
when prompted outside the main menu when accessing the web application the overlay
background will just be the mosaic green pattern seen on the sides of the menu screen.

Hamburger Menu Tab

21|Page
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Game Pic Game Pic

Game Pic Game Pic Game Pic Game Pic

Mystery
See more

Game Pic Game Pic Game Pic Game Pic

When user clicks on the hamburger menu, the system will show all of the pages the user can
navigate to. The ability to toggle on and off the menu here is much more convenient and
making the actual application less cluttered.

Module Description

CLUE
\ -

[CReNe)

You suddenly awake in a mansion in middle of nowhere and
must seek away out. Take control of 3 different characters
and discover the mysteries lie within the mansion

Genre: Mystery, Murder, Puzzle

Number of times played: N/A

Requirement to pass:
80% Completion

15/20 Question Answered
1000 Points

Once on a module is clicked the user can see the brief description of that module, an enlarge
thumbnail of the module and few screenshots. It is then followed by the small description of
the module story, the genre along with number of times played and the requirement to pass

the module for example scores for quiz. Following the modern design of moving picture
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slides the screenshots will move on to the next when idle and user can see the screenshots by

clicking in the arrow in the picture or the circles in the bottom.

In-Game Screen

Now Plaqu Clue k . F11 to Toggle Fullscreen

From the module description and clicking the play button will introduce the user to the in-
game screen. Aside from the same functionality of changing cursors, if need be user can
toggle full screen of the game by clicking the button on the keyboard shown in the top right
to increase immersion. The whole interface of the game is depends on the designer making it,

so it does not include to the specifications for the current state of the Ul.
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Achievement List

Achievements

Clue

Most Recent
Drlogue | In my restless dreams
Urlocked 1/23

666060668686~

View All Achievements

Teeworlds
Locked

66666666~

View All Achievements

The achievement page here will list the modules the user has played due to this fact it is
important for the user to log in to the system. The whole format of the achievements page is
completely altered into this new version simply because most gamers may be familiar with
this achievement interface and this interface is opted more to computer users seeing that it is

a web application.

Achievement List within a game

Clue: Achievements 1 of 23 Unlocked

Prutosue LN MY restless dreams Unlocked 20/08/2016
& g Begin act 1

Find the first hidden token

Knooooowleedge
Solve a puzzle

Is jus game
Die for the first time

Social Experiment
Trick Tim to find the hidden passage
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Selecting one module will display all of the achievements the user has or has not achieved for
that module. Each one will display the achievement name, how to obtain it and when it was
earn if it is unlocked.

Forum

Forums

Topic Created by Posts Last Post
How to blend Vmaxx 30k 10/05/16
How could i make the char kill himself Metafalls 420 20/04/16
FRick oFf SuperPenguin 350 19/04/16
Blue or red pill(MATTERX) Furfac 301 03/04/16
Memes? Pepsgreen 222 22/03/16
Need some help pls! GamerGurl 124 03/03/16
Good ending/ Bad ending RealGamerGu.. 90 01/03/16
See all threads

Topic Created by Posts Last Post
Just end mylef TzarMoraie 11/10/16
Achievements?!?121?121? SkepticFrog 09/10/16
Any Guides yet? wataru32 07/10/16
Song name? ladiesman217 06/10/16
Newbie here anonymaous 05/10/16
question no 4 uniguy 02/10/16
can't play fullscreen! JoJo 01/10/16
See all threads

Typically from the Facebook format of the original design was completely altered to that of
an actual forum. It takes the same samples that of a forum each divided with a specific
category for a certain thread. Each thread has a topic associated to it and the number of post
according to how many user responds to the topic also listed under the heading Posts and the
last date a user posted in that topic. The reason for the original format's drastic change was
due to variety. If the format was kept specifically like the original posts, different topics will
get mixed and induce confusion. User will ask a topic that has already mentioned ask before
making it redundant. Through this approach the problem should be solved
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Post within topic

Just end mylef

TzarMoraie
Is a pretty gud module fam

TzarMoraie
Same tbh

TzarMoraie
Same tbh

TzarMoraie
Same tbh

This screen is the format within a topic; user can navigate to previous pages through the top

heading that has arrow indicators. Newest posts will appear at the first page or the top.

Leaderboards

Leaderboards

Clue Online ID Highest Score

Game Pic SkepticFrog 5560

Teeworlds Online ID Highest Score

Game Pic Metafalls 4343

Sunless Sea Online ID Highest Score

Game Pic Metafalls 2342

Haunted 64 Online ID Highest Score
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A new addition to the element of gamification within the system is leaderboards. This idea
was forwarded by the client after the original design was shown thus the missing samples. In
particular format the each module not under a specific order currently shows the player with
the highest score within that particular module. The reason for the current structure is due to

mainly keeping each page has a similar if not same format so that it does not confuse users.

Leaderboard within module

Clue: Leaderboards
Rank Online ID

SkepticFrog

DesuxMachina

JDHO7

.nebulla

Papaluns

xDxDxD

cuccboi

Dnutz

Same concept as achievements page, clicking one will result in showing the users that have
played the module and their corresponding ranks. User can also narrow the ranking in just the

user's friends under the global statistics.
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2.3.2 BACK-END

Menu Editor

Menu Editor

Projectl +

Add New Module

For the menu editor, most of the original design was kept and changes merely due to new
insights from client meetings. First in the bottom left of the screen, the button was renamed to
exit instead of log out due to the fact that the group now know only a few users can access
this menu editor which is the designer and admin. And when highlighted or selected by
cursor the right side panel will not appear due to merely waste the space of the screen instead

user can just edit and delete once the module is selected.

Scene 1 + Sequence Editor

Sign up Log in
IT Hertz an E-Training Web-app JZEETECH ©

File Edit Insert Animations Effects View Tools Help

~aQ RTAD@E-\N-HGH S-2-=-F A

Frame 1 ||
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Since the core concepts of how the system work in this menu remains the same the overall
color scheme and structure is the one different. The top toolbar functions will clarify further
as development of system progresses but for now these are the placeholders for the tools the
user can use. From the left panel the same format of the original design, the bottom left for
the scene content however the structure was change to simulate more on users who are
familiar with the layering of Photoshop with the top being top layer and bottom otherwise.
The properties bar remain to be the same in terms of structure only that add action button was
renamed add script to remove confusion. The sequence was here was separated from the
properties for the reason that switching from properties and sequence can prove to be much
easier that clicking the tabs. Speaking of tabs unnecessary tabs can be removing or toggle to

hide by clicking the header name and image will resize accordingly.

Quiz 1 + Sequence Editor

Sign up Login
JZEETECH ©

IT H e rtz an E-Training Web-app

File Edit Insert Animations Effects View Tools Help

Frame 21

Two major components shown here, first the new properties bar display. Since the user is not
selecting any object, as a default parameter the properties bar will display the properties of
the whole scene file. From the sequence in frame 22 users can minimize the branching

sequences by clicking the arrow symbol and the plus sign to add a new frame sequence.
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Adding Image

Adding new images for the scene is simple by clicking the insert and add new image. This
will open a sub menu that will list not only the images the user adds it also list the images
currently used in the module. This format heavily taken from how Facebook adds new

images using the album which most people have gone accustomed

Scene Diagram

Sign up Login
IT H e rtz an E-Training Web-app

JZEETEGH ©

File  Edit Insert  Animations  Effects View Tools Help

~ @ |I‘@Q'\'.Jrg -L-=-F- A

5ot Playor Value 3
Value Name

scene testtme
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Scene Diagram Close Up

G Play Scene {Play Scene b——-___ ¢
Scene Name Scene Name TQ
score
o

In comparison to the first diagram structure on how to create logic was simplified to this
format for the reason that complexity of the first diagram might confuse some users. From the
starting node, scenel is the first to run. During this time all sequences of scenel should finish
so that it can move on to quizl. After a sequence in quizl is completed, “if condition” node is
used to check whether the user scores below or above 80. If the user scores above 80 then the
user has completed the module as intended however if not user will be forcibly moved to the

starting node to do all of the sequences again.

For the overall color scheme which each page will be similar is chosen only because
originally the client did not specify further what the User Interface would look like in color.
This green hue is chosen in order to determine what the client wants in his User Interface and

when green is presented the client agrees with the color scheme.
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CONCLUSION

The planning documentation outlines the information architecture and interface of the E-training
system, following the requirements proposed in the previous report. Although the project is currently
in development process, this report provides a foundation that any addition or modification in the
future should follow. These changes are no doubt inevitable in an iterative process, they should not

remarkably alter any key points presented, but rather complement them.

The organzational structure and interface of the product presented in the report satisfy all of the
requirements described in section 1.1. These requirements have been rearranged in a clearer format to
support referential purposes as well as provide grounds for future modifications, if any. For the user
interface, all designs were chosen according to user's preferences through a comprehensive analysing
process. In addition, detailed explanations have been made to thoroughly justify each design pattern

and functionality.

Following this report will be the actual implementation of the proposed design, In this process, new
features shall be added on a continual basis, leading to new requirements as well as new sections in
the information architechture. These adjustments, again, should complement the current progress to

achieve the highest user satisfaction.
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APPENDIX

1.0 Module selection
page (Main Page)

+

1.1 Module detail
page

!

1.1.1 Module Player

‘Menu” button

2. Signin/ Sign up

Enlarged Site map

1.0 Module selection
page (Main Page

3. Library

3.1. Recently played

4. My Modules

i

+

6. Leaderboards

7. Forum

4.3 Import module

4.1. Recentfiles

5.1. All modules’
gained

6.1. All modules

v

'

4 ALL.A. Module
Editor

7.1. Top threads

2. Newest threads

.3. Funny thread

achievements leaderooard
5.2. Individual 6.2. Individual
module’s gained module’s

achievements leaderboard

i

'

T.ALL.1. See all
threads

7.ALL.2. See specific
thread

TALL2A. Thread
name

TALL2.2 Thread
comment

TALL2.3 Thread
comment interface

8. "Setting” button

8.1 Profile page

8.2. Theme

—

8.3, Account Setting
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Possible

front-end

scenario
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John Doe — online student

Wants to play a module

Will John be able
to enter the URL
orsearch engine?

Alternatively, the user
can click on the header
of the genre to make
the system show the
list of modules instead
of see more button

What kind of modules
does John is
interested in, by
genre, images?

The list to show the
modules in a certain
category might be
limited and instead
the menu provides a
next and previous
button in the bottom

. Comment

_H_ Idea

When should lohn be
able to log in or sign
in to the web
application?
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lane Doe — Graphic design student

Editing a module

We can use Projects will be What should be Text should be updated The test run will be on
cookies to save ordered by last the default in the viewport as they another tab/window as not
his login session edited for ease of use cropping method? are edited so that John to disturb his workflow

s0 that john knows when to break

wouldn't have to E— the line
. : aw images are

enter his f.._.wm mc:_a_ E.“__“mzn_m__{ laree mﬂn_:_a John shouldn't have to save

credentials every m__q:“:mﬂm this ,_q.._”mﬁ by . _n__mm_ m"x_..m:mmo:m the project manually every
time having _c:.: directly P be limited We might want to time he wants to test the
sent to his latest e imited to include mﬂ:ﬁ.._mm project
edited project after COnserve characters as they are
he logs in bandwidth and really popular lately
storage cost?

. Step _H_ Question _H_ Comment _H_ Idea
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Wireframe / Wireflow
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