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PROTOT/IPES

Abstract:

This project focuses on comparing different user interface designs for
rhythm games on touchscreen devices. This is accomplished through
the development of prototype rhythm games and analyzing collecting
gameplay data.

Implementation:

“Beats2 Prototypes”, a rhythm game designed for Android tablets, was
published on Google Play. This poster presents the eight interface
designs prototyped in the app and their respective data collection
summaries.
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At the end of a song, the user is prompt to give qualitative feedback
ratings on a 1-5 star scale. These star ratings reflect on various aspects
of the gameplay experience.

Feedback Ratings:

- Challenge: Difficulty of gameplay. More difficult = higher skill ceiling.
- Intuitive: Usage learning curve. More intuitive = higher reactivity.

- Fun: Game enjoyability. More fun = more returning users.

- Unique: Novelty of design. More unique = more first time users.

- Overall: General evaluation of gameplay experience.
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applied in the design of 48: Appearing m
user interfaces for other
future applications on touchscreen devices. As touchscreen technology
become more and more commonplace, user interfaces for interacting with

touchscreen elements in time-critical scenarios (such as military or medical
applications) will benefit from designs improving user responsiveness.

Designing Rhythm Game Interfaces for Touchscreen Devices

Philip Peng, Faculty Advisor: Stephen H. Lane
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