
GUI Report 

All references refer to requirements that can be found here: ​ https://github.com/jm179796/SEPR/blob/Assessment2_Docs/Updated%20Assessment%201%20docs/Req2.pdf 

 
Usability and playability were at the forefront of our design decisions when creating the initial graphical user interface. In addition 

to making the game easier to use and more fun to play, the efficiency of the GUI will result in a faster experience; enabling us to 

reach the requirement ​ [1b] ​ of having quick games. 

 The game screen consists of three blocks 

of display, left, centre and right. Each 

block is responsible for displaying 

distinct information. The centre block 

displays the map image and its tiles, 

this separates the left and right blocks 

which contain written information; this 

prevents the screen from being 

overcrowded with words ​ ​in one specific 

area and increases readability ​[1c] ​. The 

left block contains information about the 

current phase of the game and the player 

who is currently having their turn. The 

right block contains information about 

the selected tile and the market.  

All parts of the HUD contain interactive elements ​[15] ​: the left and right sections contain buttons for performing various actions, 

whereas the tiles in the central grid will not only cause tile-specific information (and claim/Roboticon deploy buttons) to be 

displayed in the right-hand panel when clicked on ​[17] ​, but also generate identification tooltips that track the cursor when hovered 

over ​[18] ​. Because the HUD’s visuals aren’t yet finalised, it is currently flawed in that buttons are indistinguishable from standard 

unclickable labels right now, and tiles’ tooltips do not identify their owners or planted roboticons yet ​[17a] ​. Furthermore, roboticon 

identification icons have yet to be implemented anywhere at all, so it’s currently impossible to tell what type of roboticons are 

inhabiting tiles ​[17a] ​. All of these issues have been noted in comments within the game’s code for any future developers to heed. 

 

Map: ​The map has followed the requirement specification ​ [2] ​, whereby there are 16 tiles in a 4 by 4 arrangement. Each tile is visibly 

distinguishable and follows a consistent style ​[18]. ​The image was created to have a resolution of 512x512, with 128x128 for each 

tile; this resolution makes a playable game, allowing players to make out details ​ [1c.ii] ​ and identify landmarks of the university 
[2a] ​ but is simple enough to allow the production of the game to fit within our time constraints. The complete display has a 

resolution of 1024x512, complying with the resolution of the university monitors ​[20e] ​.  
 

Current Phase: ​This section shows a timer to signify the length of time left before the end of the phase ​[9b][9c] ​; this timer has 

been made very large in order to get the attention of users. As the users will not be able to complete any tasks in that phase once 

the timer has expired, it is important that it is noticeable. There is also an “end phase” button​ [16c] ​ which will ultimately decrease 

the length of games ​[1b] ​ and “pause game” button ​[16d] ​ which makes the game more playable for users that need to momentarily 

divert their attention ​[19] ​. 
Underneath this, there is a current player box that displays the user information associated with the current phase/turn 

and showing their resource amounts ​ [16a][1c.iii] ​, college name and emblem; this makes it clear which player’s turn it is to play, 

(considering that the phases cause frequent user swaps) this is important as the game would have very poor playability if neither 

player knew who was supposed to take the current turn. Given that the resource amounts count towards the final score ​ [4a] ​ and 

determine the winner of the game ​[10a] ​, they should be clear and always on display to the users. 

 

Tile Details: ​The display shows the selected tile’s details. The tile number is given along with the user’s college that owns it and 

any roboticons that have been deployed on the tile ​[17a] ​. All the possible functions, that a user can do, associated with tiles are 

also here grouped together so users can find them easily. When a player claims a tile, it gains a border in the colour of their 

college’s primary motif ​[3a] ​. 
 

Market: ​Buttons for buying and selling resources are displayed in a table structure ​[16b] ​ with resources on rows and buy/sell 

prices acting as the labels for the buttons which ultimately perform in-game transactions ​[5b] ​: this is an intuitive way of 

displaying the information without it appearing too cluttered and is easy to use. These buttons are also coloured green, red and 

grey to signify when transactions are possible, transactions are not possible due to missing funds or resources, or certain market 

functions are closed ​[16b] ​ (speaking respectively), effectively conveying players’ available options in an instant. The stock of the 

buyable resources is displayed just underneath this table, users will need to refer to the stock levels when buying from the market 

[9e] ​so grouping these together is important for usability. 
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