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Abstract

The Internet gaming addiction is real. Internet Gaming Disorder (IGD) is identified in Section
Il in the fifth edition of the Diagnostic and Statistical Manual of Mental Disorders (DSM-5) of
the American Psychiatric Association. Even though the “disordered” gamers constitute only
4-11% of all gamers, considering that 65% of American households have a person who plays
regularly, this is a very high number.

This study explores the ways how mobile applications can help gamers recover from addicti-
on and also improve the understanding of the problem. As part of this study the “GAIR” mobile
web application was developed, which allows identification of the IGD (‘Internet Gaming Dis-
order”). The Design Thinking Method: Exploration was used in the app development. The app

was developed from scratch to being ready to be submitted for Apple Store review.

I'would like to express my deep gratitude to Dr Coloert,  cal expertise on this project.

my research supervisor, for his patient guidance, useful  'would like to offer my special thanks to Andrey Simonov
advice and critiques of this research work. for his help, enthusiastic encouragement and support.

The author wishes to acknowledge Dr Halley Pontes for

providing his valuable suggestions and discussions.

I am particularly grateful for the assistance given by
Dmitry Gorbash in development of the final product. Also
for providing constructive recommendations and techni-
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Vladimir Luzhbin.
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IGD
Research
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Aims and
Objectives Project plan

To achieve the outlined objectives and the overall aim of this study the ‘DT Method: Exploration”
was chosen. This methodology defines the following project phases: Inspiration, Ideation and
Implementation. To deliver the project the design team followed the Scrum project management
framework.

The project consisted of the following phases and steps:

Inspiration phase

The primary aim of this project is to Objectives/de|iverab|es
develop a Health App for IGD. The e Stept Interviews

research intention is to examine how

the Health Apps can help the affected e IGD research
people and create a tool for individuals

who are struggling with excessive vi- e Userresearch e Step3 | IGDresearch
deo gaming. Another purpose is to ex-

plore IGD and raise awareness about e Prototype

Step 2 Competitor analysis

it.
° Mobile Web App A
AP Ideation phase

° Launch in AppStore
e Step4 Lightweight Personas
e Step5 User Flow Map
e Step6 Content
e Step7 Wireframes
e Step8 Mockup
e Step9 Prototype
e Step 10 lesting

e Step 11 Redesign

Implementation phase

e Step 11 Build Application
e Step 12 Front-End Style Guides

e Step 13 Submission
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Main body

Project Inspiration
Phase

Under the “DT Method: Exploration” method the first phase of the design process is Inspiration.
This step requires approaching people with empathy, understanding what users need or might
need, what makes the life easier and more enjoyable for them and what is technologically
feasible.

Prior to this study the author observed two highly engaged gamers and their behavior in the
context of their lives for an extended period of time. This gave the author the "in the field”
experience which enabled her to have a deep empathetic connection with the target audience
of the proposed application. In addition, the following research methods were used as part of
the study: Interviews, Competitor Analysis, IGD Research and User Research.

Tatiana Pavlova — K1646839

P1

P2

P3

P4

P5

Gender

Female

Meale

Male

Female

Male

Occupation

Chartered Counselling Psychologist
Programmer

QA

Educational and Child Psychologist

App Developer

Age
35
39
33
34

32

O1. Interviews

Exposure to games
Not a gamer

Gamer

Gamer

Former Gamer

Former Gamer

Games played most often

MMORPG
MMORPG, RTS, MOBA
RPG

RTS, RPG

11
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02. Competitor
analysis

Who the competitors are

Name

OLGA anonymous

Game widow

Tech Addiction

BreakFree

Defining the industry

Address

olganon.org

gamerwidow.com

techaddiction.ca

App store

About website

A platform to share experience, get support and guidance for online gaming
addicts.

A place for the gamer widow(er)s and their gamers to communicate and
connect with each other. The site has up to date news, stories shared by
widow(er)s, a chatroom, and other useful information.

Expanded scholar library about internet and game addiction among children
and adults.

Internet usage monitor.

Tatiana Pavlova — K1646839 |

Determine the customers

Results

° Smarter content wins patients

° Personalization

° Mobile optimization

° Location-based marketing

. Patients as informed consumer/buyers

° Patient’s time is just as valuable as a doctor's time

03. IGD Research

13
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04. Lightweight
Personas

Major user groups of the application are:

Project Ideation

Phase

Ideation is the core of any development process where an idea is better defined, developed and
tested. It's a procedure where issues are converted into solutions. UX methods like the creation
of personas, user flow, content strategy, wireframes, prototype and user testing were used in

this work.

Needs and .
expectations

Featuresand
functionality .

Description .
of the user .

I[dentify addiction

Manage time

Tips on/Help with fighting the
addiction

Find specialists

Find support

See alternatives

Addiction Test

In game time monitoring
Community support

Positive stories

Gamified experience

Fully personalized experience

16-65 years

M/F

Mobile/desktop user on a regular
basis

Primarily mobile access the web
for information

Find solutions, answers,
methods, potential future
problems.

Help child get rid of
addiction

Addiction Test
Specialists map
Timetable info

Game monitoring tools
Experts and professional
advice

30-65 years

M/F

Mobile/desktop user on a
regular basis

Primarily mobile access
the web for information

Find solutions, answers, methods.
Support

More information about the
problem

Connect with people with similar
problems

Support group near me location
map

Methods

Experts and professional advice

18-65 years

M/F

Mobile/desktop user on a regular
basis

Primarily mobile access the web
for information

15



05. User Flow

Map

User flows are a great and convenient way to ex-
perience a process or product without buiding it.
It's equally useful for addressing user needs while
maintaining the project business objectives.

The user flow shown below reflects the 3 main pha-
ses of this project. The first phase is the app prototy-
pe, the 2nd phase is delivery of the introductory free
version of the app, which is going to be launched by
the end of September 2017. The 3rd phase is the
extended (“Pro”) version of the application.

The detailed user flow map is designed for the Ga-
mer persona and the free version of the application.
The application entry point for the first time users is
the onboarding process. (2) If user skips onboar-
ding, he/she will go straight to the IGD home page
for Gamers ().

1. Splash Screen 2. Onboarding

S
AL
>y — >
—
v
— v
5. Select
‘_‘ Profile
J ) ©
v
AL ~
— >
v
AL
>
E——
O

v

3. Facebook login 4. Anonymously
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From the Home page the Gamer can access the
IGD test (7). The testing process consists of the
screening survey (7.1) and a 20-screen quest
onnaire (7.2). After finishing the test and seeing the
result (7.2.1 - 7.2.5), user will be offered to rate the
application (10). After ignoring or completing the
feedback form, user can open the IGD library (8) or
the Recovery Guidance (9). The latter can be ful-
ly accessed via purchasing the Pro version of the

application.

o
L) 2

v v

6. Gamer home

v
£
v
< [E

7.1 Survey

& Consent

(1111

7.1GD test

7.2 1GD-20 test

E| )
v v v
7.2.1 Casual 7.2.2 Regular 7.2.3 Low risk
Gamer Gamer Hi engagement

o= o=

Data Policy

v

7.2.4 Hirisk
Hi engagement
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User can access the Main Menu (0) from any
screen. From the Main Menu the user can access
his/her personal profile, status bar and the meeting
reminder widget.

Login
y | =
12. My Account Dashboard
> | == <> Signup >
e
- My Progress
> [ —
Profile Set up
v v
8. Library 9.. Recovery
®
®
®
° O
®
®
v v v v v
9.1 Treatment 9.2 Triggers 9.3Whatdo 9.4 Healthy 9.5 Cold
Resourses & Relapse you love? habits Turkey
> N
>
|| N4 o
>
> 0
> 0
10. Rate us!
~ 9.4.1 Adventures
9.4.2 Sports
9.4.3 Healthy Eating
9.4.4 Sleep
9.4.5 Socializing
9.4.6 Hobbies
v
9.4.7 Mindfulness
7.2.5 Disordered
Gamer
Phase 1 Phase 2
Prototype ITunes Free App

The next step in the process of the building this
application is content creation.

11. Pro-version

Motivation Pop up

AL
— +20

Phase 3

iTunes Pro App

17



06. Content
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This is a content based app. To create the content and make it ‘come to the fore' the IGD/user
research, competitor analysis and interviews steps were completed.

It's a good practice to synthesise ideas into the project features table. The table below was
structured based on the general goals of awareness campaigns and on common needs

of affected gamers. The major part of the free version of the application is the IGD test. The
questions and the results of the tests were taken from the work of Dr Pontes.

Awareness Problem - what users need
campaign goals

Information about IGD and
Educate solutions for recovery. People
should know what to do.

“People know what they
should do, but don't do it”

Motivate

‘ Take a solution that worked
Adapt a solution ‘
somewhere else and apply it
that works )
to this problem.

Present information or
Change attitudes incentives to change the way
people feel about situation

Solution - app features

IGD description, criteria, gamer profiles
IGD library with articles, videos and books
Recovery guidance

Healthy habits section with activities and meetups
User progress dashboard
Dalily inspiration pop up

Cold turkey

Reward

Sobriety badge

Timetable for gaming

Triggers and relapse

Find Support/community/Connect with others to
understand where you are

Reviews from recovered

IGD test
Location based Professionals Map
Location based Meetup Map

Tatiana Pavlova — K1646839

07. Wireframes

A logical place to start the actual design process is with a rough wireframe. The initial draft was
created as a paper sketch. Eventually it was thrown away as digital wireframes were composed.
They loosely shape the product, giving a reliable idea of how the core screens will look and
interact. These wireframes formed the basis for the user journey.

The key screens in the digital wireframes are:

e Main menu

e |GD home page

e General criteria for IGD

e Test page (based on Dr. Pontes’ IGD-20 test)
e Test results page

e Recovery guidance

e Activities

e Motivational popup

e | ocation based hobby/meetup search screen

19



08. Mockup

20
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Design Rationale

The app Design was organized around these core principles: aesthetics, consistency, direct
manipulation, feedback and user control.

§ 1 - Splash screen
§ 7 - Test introduction

§ 8 - Test questions

§ 2 - Onboarding

§ 9 - Privacy

§3-Home § 10 - Gamer test results

§4 - Menu
§ 11 - Recovery guidance

§ 5 - About test

§ 12 - IGD library
§ 6 - Survey

Tatiana Pavlova — K1646839

P1

p2

P3

P4

The key findings

Gender

Male

Male

Female

Male

Occupation

Programmer
QA
Business Analyst / Architect

UX Designer

09. Prototype

10. User testing

Age
39
33
34

33

Exposure to games

Gamer
Gamer
Not a Gamer

Gamer

Games played most often

MMORPG

MMORPG, RTS

RPG

27
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Project Implementation
Phase

Implementation is the final step where the solution comes in contact with the outer world.
Implementation started very early to allow for early testing. In fact, implementation was
conducted simultaneously with the ideation phase.

11. App Development

The development strategy was to deliver the application ese apps are not

n with full fea
software de

“A Progressive Web App uses modern web capabilities to
deliver an app-like user experience.”

sed to collaborate with nembership.
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12. Front-End
Style Guides

To ensure correct usage of the app elements and modules, the Design Style Guides document
was created. It consisted of the visual look and feel of the Ul elements such as text, buttons
and other interface components. The Style Guides were handed over to the developer with the
mockups, and photos.

29
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13. App Submission

30

Steps required for submitting an app:

Assemble App Store Information. This step requires the

following sub-tasks to be completed:

° Create promo-screenshot

. Create app description

e Register and buy a web domain name (gairapp.
com)

° Create privacy policy

e  Create app icon

Set of steps needed to be performed by the
developer:

° Create a Bundle Identifier

° Crea
° Create an App Store Production Certificate

te a Certificate Signing Request

° Create a Production Provisioning Profile

° Create an App Store Listing

° Create a Release Build

° Fill in the Version Information

° Review iOS Human Interface and Store Guidelines

° Review the store guidelines in App Store Review
Guidelines

° Test the build

° Submit Version for Review

° Release

Currently the submission for review is planned for the
22.09.2017, and the launch in App Store (pending posi-
tive review outcome) is scheduled to happen by the end
of September 2017.

Tatiana Pavlova - K1646839

Discussion

Limitations

The main limitation of the app is that it doesn't fully cover

its outlined purpose, which is Awareness, Identification
and Recovery Guidance. The Identification part of the

app is fully functional, however the rest of the topics are

Expectations

If this project would have to be done again, the following

changes would be advisable:

° Using different prototyping tools. Ones which ge-
nerate design style guides automatically should be
preferred.

° Paying close attention to Apple Style Guides.

° Working more to make the app look less as a web-
site with interactive features

° Perform usability evaluation on a larger sample of
users.

° Work closer with the developer(s).

Collaboration with the developer was productive overall,

even though the developer was engaged on a part-time

basis.

There is a number of modifications and improvements

that could be made to the design:

o Richer, more engaging text, written in a non-scien-
tific voice and tone

° Micro interactions, animation and gamification

Future plans

Next step is to test the app on a large sample of users. If

this testing finds serious issues or much needed optimiz-
ations, they will need to be implemented. Later, a fundrai-
sing campaign can be created to support development
of the Pro version of the App with following features:

° Recovery guidance

° Addiction specialists map

o Parental profile

only partially covered. To get full access to the resources

user will need to acquire the Pro version which doesn't

exist at the moment.

Gamification
Game elements and behaviours can be advantageous in

maot

aiting individuals to overcome their disorders. By gi-

ving rich feedback, and managing challenge and reward,
gamification can maintain user en

agement. Recovery
part of the app can benefit from gamification the most.
The following features are planned to be introduced in the
Pro version of the app:

° Progression status

° Score feedback

° Meaningful rewards

° Achievement system

° Motivational pop-ups that pushes to resist a craving

° Game time monitoring

° Personal gaming statistics
o Languages support

° Reg

tered users community.

Finally, to implement the Pro version of the GAIR App.
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