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Introduction 
This report addresses a gap in the market for companion apps in roleplaying games. Companion 

apps are apps that are used in conjunction with a game the player is playing. They can serve as 

an additional tool, reference guide, or communication device for the player(s) while they play 

their game in order to smoothen the game play experience. This companion app will be used 

for the tabletop roleplaying game system Legend. 

This report will follow the five elements of UX (Elgabry, 2016):  

➢ Strategy 

➢ Scope 

➢ Structure 

➢ Skeleton 

➢ Surface 

Each appropriate section will expand upon the purpose of the app, the functions of the app, 

and provide some example designs and wireframes for the app. 
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Strategy 
When conceptualizing a new gaming app, I first interviewed six people who played games and 

asked them a few questions regarding phone apps or websites that they use regarding games. I 

asked them, “what gaming apps would you like to see?”, “what are the gaps in apps for 

gamers?”, and “in your opinion, what game(s) desperately need a companion app? Game could 

be video games or tabletop games.” Overall, the players informed me that they enjoy apps that 

can be used during gameplay and help breakdown lots of information that the game provides. 

They like apps that have a wealth of information stored in it that the player can reference 

either during gameplay or outside of gameplay. Games that have complex crafting systems or 

customization were by far the most desired for an app.  

Further research supported these desires as companion apps, or apps used as a supplement for 

already existing games, are frequently used by gamers in conjunction with their game playing 

(be it video games or tabletop games). These apps elevate the game into a more seamless and 

holistic experience for the player. Popular triple-A titles such as Destiny and Call of Duty utilizes 

these companion apps to provide more options to the player such as “access [to] items and 

gear on your character and in your vault” (Corpuz, 2016) and the ability to “create custom 

loadouts and classes on the fly…[and] use them in your next game” (Burke, 2014). These 

companion apps are not limited to the games themselves as consoles such as Xbox and 

Playstation have their own apps that allow the player to access their information without 

having to go to the home screen (Corpuz, 2016). These apps are growing in popularity, with an 

increase in “experiments with companion apps as developers tried to find their feet in the 

emerging smartphone/tablet market” (Burke, 2014). 

Both the response from the interviewed players and further independent research led to the 

conception of a phone app for a tabletop roleplaying system that is relatively unknown but 

robust in its build and capabilities. Legend is a tabletop roleplaying system created by Jacob 

Kurzer, Chris Campbell, and Pavel Samsonov, and produced by Rule of Cool Gaming (Kurzer et 

al., 2013). This roleplaying system currently does not have a companion app associated with it, 

thus providing a major need for it. Those who would use and benefit from this product would 

be those who play Legend or would like to get into Legend and needs a simple-to-use app for 

information and guidance. 

This Legend companion app would satisfy both the user needs and business objectives by 

providing information for all players, thus satisfying preexisting players and luring in new 

players. The app would serve as an aid during encounters and an experimentation tool for 

complex characters. 
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Scope 
The Legend companion app will function similarly to companion apps for other roleplaying 

games such as Dungeons & Dragons. This strategy report will highlight one key feature of the 

app – character creation. This feature will address the user’s needs, which is the ability to 

create characters easily. As the app grows and more research is conducted on its usability, 

more features will be added to address other needs. 

Functional Requirements 
The feature highlighted in this strategy report is the character creation feature. Users will be 

able to follow a step-by-step guide on how to create a character in Legend. The character 

creation feature will allow the user to make a new character and play around with the different 

options. The user will follow the typical order of character creation, starting with character 

basics and moving into selecting tracks, skills, feats, equipment, and ultimately filling out the 

flavor of their character with background and appearance. The user would be conducting the 

actions associated with creating a character such as inputting a name, choosing their race, class, 

skills, feats, and items as allowed by the DM, inputting the ability scores that make sense for 

their build, and choosing what tracks they want in which order (track 1, track 2, or track 3). This 

process will end with a new basic character that can be edited for customization. The character 

creation feature on the app will also be able to store multiple character builds, allowing users to 

swap between characters as their play their games. 

Content Requirements 
In order for the user to create a character, the app needs to first store all of the content and 

rules associated with the Legend system including characteristics of race, class, skills, tracks, 

feats, items, and spells. The content stored will come from the Legend source material, both 

the original and the second players handbook. Each screen will also have several algorithms to 

make the appropriate calculations when the player selects certain options. These algorithms 

will influence all of the screens as there can be information from one step in the process that 

influences another step in the process (for instance, a level input from the first screen might 

influence the feats input from a later screen). The user will input the necessary information (be 

it numbers or selecting from a list of options) in order for the algorithms to work and generate 

their desired character. 

The aesthetic design of the app will be simplistic using the basic warm color palette for the 

headings to match the logo, white background with gray boxes, and the fonts will be Syntax LT 

Std for the labels and Garamond Premier Pro for the descriptions to match the fonts in the 

original source material.  
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Structure 

Interaction Design 
- The user will first be presented with the home screen with buttons that say 

“Characters”, “Encounters”, and “Resources”. The user can select the “Characters” 

button on the home screen to be taken to a new screen. 

- On the “Characters” screen will be a list of characters the users have already created 

(displayed by their picture [if uploaded], name, level, and race/class). This is where the 

character information will be stored for users to access. Tapping on the character will 

open the character sheet with the last saved information. On the right of the character 

will be a vertical dot menu with the options “Character Basics”, “Tracks”, “Skills”, 

“Feats”, “Equipment”, “Defenses and DCs”, “Character Background”, and “Delete 

character”. Selecting the titles will allow the user to jump straight to that page on that 

particular character. Selecting the “Delete character” option will pop up a notification 

that states “Are you sure you want to delete this character? Deletion is permanent!” 

with the option for “Yes, delete my character” and the option for “No, keep my 

character”. 

- On the top part screen will be a label that says “New Character” and three buttons 

underneath labeled “Standard”, “Mook Maker”, and “Randomize”. These buttons are 

available for users who want to follow the linear process of making a character, 

randomly generate a character using a given level, or create weak enemies for players to 

fight. In order to access the full character creation path, the user will tap on the 

“Standard” button and be taken to a new screen. 

o **Note: Every input from the user will be automatically saved so if the app 

crashes or the user wants to edit the character later, the app will save the last 

input from the user. 

- **Note: All of the screens will have the same navigation tools on the top and bottom of 

the screen. There will be a “>>” button on the top right for the user to tap to move onto 

the next screen, a “<<” on the top left side to go back to the previous screen, a 

hamburger-style in the top middle to bring the user to an overview of the character, and 

a home icon on the bottom to bring the user to the screen with all of their characters. 

When the user selects the hamburger-style button, a dropdown menu will appear with 

the options “Character Overview” and “Return to Character Edits”. 

Character Basics 

On the new screen, the label “Character Basics” will be presented on the top of the screen, 

letting the user know what information is needed to input on this screen.  

- The user will be able to fill in the name of their character in the empty textbox next to 

the “Name” label towards the top of the screen. They will also be able to select their 

level from a dropdown menu next to the label “Level”. 

- The user will be able to select their race next to the label “Race” from a dropdown 

menu, as well as their class from a dropdown menu next to the label “Class”. 
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- Below the race and class will be the title “Ability Scores” that will allow the user to input 

in a text box their ability scores according to the game they are playing. This will also 

display any racial or class bonus modifiers and the amount (for example, a racial 

modifier might be +2 DEX, +2 WIS). These modifiers will be added to the appropriate 

stats after the user inputs their scores. These text boxes will be blank as to not make a 

calculation error. 

o Within the “Ability Scores” section are the labels “KOM” (“Key Offensive 

Modifier” in smaller font underneath it) and “KDM” (“Key Defensive Modifier in 

smaller font underneath it) with blank textboxes next to them. Beside the 

“KOM” label is an empty box and another box adjacent with the label “Ability” 

above it. These boxes will autofill from an internal algorithm with a number and 

an ability score (ex. Str, dex, etc.) with the appropriate option based on the class 

the user selected. The user will have to ability to edit that by selecting from an 

ability scores dropdown menu and the internal algorithm will adjust accordingly 

in the empty box next to “KOM”. This same will occur for the “KDM” section (an 

empty box will autofill with whatever the ability is actively selected).  

o Under the “Ability Scores” section is the label “BAB” (“Base Attack Bonus” in 

smaller font underneath it) and four blank textboxes next to it. The first box will 

autofill with the level selected previously. The second, third, and fourth boxes 

will autofill if the character has an ability with an iterative attack. 

o Under the “BAB” section is the “Max HP” label where the box next to it will 

autofill with the appropriate number based on an internal algorithm from what 

the user selected as their class, their level, what their KDM is, and any 

miscellaneous abilities that affect this score. The user will also be able to edit this 

box by inputting a number of their choosing, but a number will be generated and 

populated in the box first. 

- Before the user can proceed to the next screen, if there are any blank boxes, a 

notification will pop up stating “Are you sure you want to proceed? Some areas are left 

blank.” with a “yes, proceed forward” or “no, edit character basics” and will proceed 

with whatever the user selects (“yes” will continue to the next screen and “no” will be 

brought back to the “Character Basics” screen with what is blank/missing highlighted in 

red). After the user is satisfied, they will proceed to the next screen. 

Tracks 

When the user selects “>>”, on the new screen, the label “Tracks” will be presented on the top 

of the screen. 

- The user will be presented with three track speeds – fast, medium, and slow (in that 

order). The label “Fast Track” with a dropdown menu next to it is at the top of the 

screen. On the top right of the screen is the label “Level” with the level number next to 

it. When the user selects a track they want in the fast track speed from the dropdown 

menu, a box will appear labeled “Xst Circle Ability” and a “+” on the right side of the box 
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where X is the number of circle abilities the user has access to depending on the level of 

the character and that track speed. For instance, if the character is level 5, then two 

boxes (one labeled “1st Circle Ability” and one labeled “2nd Circle Ability” will appear 

under the “Fast Track” section). These abilities will automatically appear depending on 

the level and track speed. Tapping the “+” will expand the box to show the name of the 

circle and a description of what it does. The “+” will change to a “-“ to indicate that the 

box could be minimized. Underneath the “Fast Track” label is the “Medium Track” label 

with the same dropdown menu option and boxes that appear when a track is selected, 

and the same options occur for the “Slow Track”. 

- Once the user selects a track in the track speed they would like from the dropdown 

menu, the boxes labeled “X Circle Ability” below it will autofill with the appropriate 

name and ability for that given track and track speed. For example, for a level 5 

character, the “Iron Magi” track under the fast track speed will autofill the ability “A 

Cadence of Blows” and its description under the “1st Circle Ability” section and the 

ability “Howl of the North Wind” and its description will autofill under the “2nd Circle 

Ability”. Tapping the “+” button will expand the button to show a longer description, 

and tapping the “-“ will minimize the button. The information on the tracks is stored on 

the app and will autofill in the appropriate section based on an internal algorithm. Any 

circle with an ability that involves changes to any number-based stat will also influence 

that stat with an internal algorithm. 

- If a user selects a track that involves making choices at a given level in a given circle, 

then that option will appear once the appropriate level is selected in the “Character 

Basics” screen. The “X Circle Ability” button will have “*” indicated on the left side, 

indicating that the user should interact with it in order to address it. When the user taps 

on the respective “X Circle Ability”, the button will expand and reveal what the user 

needs to do (either a dropdown menu next to the label “Choose an ability” or a button 

to select an option). 

- Before the user can proceed to the next screen, if there are any tracks not accounted 

for, a notification will pop up stating “Are you sure you want to proceed? Some areas 

are left blank.” with a “yes, proceed forward” or “no, edit tracks” and will proceed with 

whatever the user selects (“yes” will continue to the next screen and “no” will be 

brought back to the “Tracks” screen with what is blank/missing highlighted in red). After 

the user is satisfied, they will proceed to the next screen. 

Spells 

Depending on what the user selected as one of their tracks will determine this next screen. If 

the user selected a track that involves spellcasting and the need to choose spells, then when 

the user selects “>>”, on the new screen, the label “Spells” will be presented on the top of the 

screen. 
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- The user will be presented with a screen that has the label “Level” on the top with the 

level of the character. This level number cannot be changed on this screen, and if the 

user wants to change it, it would need to be changed on the “Character Basics” screen. 

- Below the “Level” is the label “First Circle Spells”. Below the label are dropdown menus 

similar to the tracks in that the user will be presented with the number of spells they are 

allowed to cast based on their level. The user will select a spell from the spell list and 

the button will provide the name of the spell with a “+” button. Tapping the “+” button 

will expand the button to show a longer description, and tapping the “-“ will minimize 

the button. 

- Depending on the level will reveal the appropriate buttons. For instance, when the 

character is at a certain level, then the label “Second Circle Spells” will appear with a 

similar dropdown menu of spells in that circle for the user to choose from. 

- Before the user can proceed to the next screen, if there are any spells not chosen, a 

notification will pop up stating “Are you sure you want to proceed? Some areas are left 

blank.” with a “yes, proceed forward” or “no, edit spells” and will proceed with 

whatever the user selects (“yes” will continue to the next screen and “no” will be 

brought back to the “Spells” screen with what is blank/missing highlighted in red). After 

the user is satisfied, they will proceed to the next screen. 

Skills 

When the user selects “>>”, on the new screen, the label “Skills” will be presented on the top of 

the screen. 

- The user will be presented with a screen with the list of 13 skills and four boxes next to 

each skill (labeled above with “Total”, “Mod”, “Train”, and “Misc” in the corresponding 

columns. Next to each skill with be the mod that is associated with that skill (ex. Dex is 

associated with the “Acrobatics” skill, or Int is associated with the “Medicine” skill). The 

“Mod” boxes will be autofilled with a number based on the appropriate ability modifier 

associated with that skill (modifiers were previously set by the user in the “Character 

Basics” screen so it is autofilled here). 

- The user will be able to select which skills they want to be trained in by selecting a box 

next to the skill itself (ex. Acrobatics, arcana, bluff, etc.). Selecting the box will then 

generate a number using the internal algorithm and populate the boxes under the 

“Train” column. 

- The user will be able to fill in any number in the “Misc” column next to the skill they 

want and the algorithm will calculate that new number in the “Total” box column. 

- Before the user can proceed to the next screen, if there are no skills selected, a 

notification will pop up stating “Are you sure you want to proceed? No skills were 

selected.” with a “yes, proceed forward” or “no, edit skills” and will proceed with 

whatever the user selects (“yes” will continue to the next screen and “no” will be 

brought back to the “Skills” screen). After the user is satisfied, they will proceed to the 

next screen. 
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Feats 

When the user selects “>>”, on the new screen, the label “Feats” will be presented on the top 

of the screen. 

- On the top of the screen below the “Feats” label will be the character’s level as selected 

on the “Character Basics” screen. The level will be autofilled and cannot be adjusted 

unless the user goes back to the “Character Basics” screen and adjusts the level from 

there. 

- Based on the character level the user inputted will affect how many feat options are 

displayed. For instance, if the user inputs that their character is level 1, then only two 

dropdown menus and textboxes for descriptions for feats will be available. An internal 

algorithm will determine how many feats are available at each level, allowing the user 

to change their level and see if the rules allow them to choose a new feat. 

- The user can select from a list of feats from the dropdown menu. If the feat requires a 

prerequisite (ex. a level or class requirement) and the user does not have that 

prerequisite, an error message written in red will be displayed under the selected feat 

that says “Prerequisites not met” and then would list the prerequisites. Two boxes will 

be displayed next to the “Prerequisites not met” error message – one that says 

“Remove” and one that says “Ignore”. The “Ignore” option is available for games in 

which the GM allows feats to be taken without meeting the prerequisites. If the user is 

able to select the feat and meets any prerequisites, then the textbox under the 

dropdown menu will autofill with the description of the “Effects” of that feat. 

- Before the user can proceed to the next screen, if there are no feats selected, a 

notification will pop up stating “Are you sure you want to proceed? No feats were 

selected.” with a “yes, proceed forward” or “no, edit feats” and will proceed with 

whatever the user selects (“yes” will continue to the next screen and “no” will be 

brought back to the “Feats” screen). After the user is satisfied, they will proceed to the 

next screen. 

Equipment 

When the user selects “>>”, on the new screen, the label “Equipment” will be presented on the 

top of the screen. 

- On the top of the screen below the “Equipment” label will be the character’s level as 

selected on the “Character Basics” screen. The level will be autofilled and cannot be 

adjusted unless the user goes back to the “Character Basics” screen and adjusts the level 

from there. Based on the character level the user inputted will affect what items they 

have access to and are displayed. For instance, if the user inputs that their character is 

level 5, then the options for “Lesser 1”, “Lesser 2” and “Greater 1” will be available. An 

internal algorithm will determine how many items are available at each level, allowing 

the user to change their level and see if the rules allow them to choose a new 

equipment. 
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- The user will have the ability to choose and customize a weapon, armor, and/or shield. 

Under the level is a button labeled “+ Add weapon, armor, or shield”. Whichever the 

user selects will present options that need to be filled out. For instance, if the user 

selects a weapon, they will need to select one from the dropdown menu list of 

weapons. This will also autofill the box to the right of the dropdown menu with the label 

“Range” above it. Underneath the label “Weapon” will be a label called “Magical?” with 

a little circle underneath it for the user to check to indicate if it is a magical item or not. 

Underneath the weapon dropdown menu is the label “Properties” with blank textboxes 

that will autofill based on what the user selects as their weapon (each weapon comes 

with its own set of properties that can be modified). The user can then customize these 

properties based on the type of weapon it is and what they want the weapon to do. 

Below the “Properties” boxes are two boxes – one with the label “Atk” and one with the 

label “Dmg”. These boxes will autofill with a number based on an internal algorithm. A 

similar process is true for selecting and customizing armor or a shield. The user can add 

as many weapons, armor, or shields as is allowed by both the system rules and the GM. 

- The user will also have the ability to select from a list of items from a dropdown menu. 

Only items that are considered “Lesser” according to the rules of the game will be 

available in the dropdown menu next to the “Lesser” labels (the same is true for the 

“Greater” items). When the user selects an item, then the textbox under the dropdown 

menu will autofill with the description of the “Benefit” of that item. 

- Before the user can proceed to the next screen, if there are no items selected or 

information is incomplete, a notification will pop up stating “Are you sure you want to 

proceed? Some areas are left incomplete.” with a “yes, proceed forward” or “no, edit 

equipment” and will proceed with whatever the user selects (“yes” will continue to the 

next screen and “no” will be brought back to the “Equipment” screen with what is 

blank/missing highlighted in red). After the user is satisfied, they will proceed to the 

next screen. 

Defenses and DCs 

When the user selects “>>”, on the new screen, the label “Defenses and DCs” will be presented 

on the top of the screen. 

- This screen is an autofilled screen based on what the user has selected in the previous 

screens. The user will have the ability to adjust the scores on this screen, but most of it 

is autogenerated based on the internal algorithm. The user can tap the number to see a 

breakdown of where the numbers come from (either from level, items, feats, etc.). 

- On the top of the screen is the label “Initiative” and a box next to it with a filled in 

number. The same is true for the box with the label “AC” next to it. 

- Below the “Initiative” and “AC” boxes is a label called “Saves”. Below “Saves” are two 

columns. The column to the left is a list containing the labels “Fort”, “Ref”, “Wis”, “Dmg 

Reduction”, and “Maneuver DC” with corresponding autofilled boxes next to them. The 
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column to the right is a list containing the labels “Awareness”, “Bluff”, “Diplomacy”, 

“Intimidate”, and “Perception” with corresponding autofilled boxes next to them. 

- Below the “Saves” columns and boxes is a label called “Range, Speed, Vision”. Below 

“Range, Speed, Vision” are two columns. The column to the left is a list containing the 

labels “Melee”, “Close”, “Medium”, “Long”, and “Extreme” with corresponding 

autofilled boxes next to them. Above this column is the label “Range”. The column to 

the right has the label “Speed” with an autofilled box next to it. Below “Speed” are the 

labels “Vision” and “Distance” next to each other with boxes underneath those labels. 

These two boxes are textboxes for the user to fill with the necessary information. 

- Because this screen is an autogenerated screen, there will be no error message that 

pops up. Instead, when the user tries to proceed to the next screen, a notification will 

pop up stating “Is everything on the screen correct?” with a “yes, proceed forward” or 

“no, edit defenses and DCs” and will proceed with whatever the user selects (“yes” will 

continue to the next screen and “no” will be brought back to the “Defenses and DCs” 

screen). After the user is satisfied, they will proceed to the next screen. 

Character Background 

When the user selects “>>”, on the new screen, the label “Character Background” will be 

presented on the top of the screen. 

- The user will be able to upload a picture of their character using the box under the 

“Portrait” label. They can upload a picture that meets the right size that the app can 

handle and can be cropped or resized to fit. 

- Under the picture is the label “Character Description” and a blank textbox beneath it. 

The user will be able to type in any information they want. Under that textbox is the 

label “Character Background” and a blank textbox beneath it where the user can also 

type in any information they want. 

- This screen is an optional screen for the user so there will be no notification checks that 

will pop up for the user if they try to proceed. After the user is satisfied, they will 

proceed to the next screen. 

Review Character 

When the user selects “>>”, on the new screen, the label “Review Character” will be presented 

on the top of the screen with a button labeled “Done” on the right side for the user to use if 

they want to complete their character. 

- The user will be presented with a complete character sheet with all of the information 

they inputted. This information cannot be edited on this screen. Instead, there will be a 

vertical dot menu next to each section label that the user can tap and be presented with 

the option to edit that section (for instance, if the user wants to edit information that 

was inputted on the “Character Basics” screen, then they can select the vertical dot 

menu next to the “Character Basics” label and the option “Edit Character Basics” will be 

available. Selecting this will bring the user back to the “Character Basics” screen where 

they can edit whatever they like). 
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- When the user is satisfied, they can select “Done” and the character will be saved on the 

characters screen that has other characters the user may have created. 

- The user may select their new character by tapping on it to open the complete character 

sheet and make adjustments wherever needed or tapping the vertical dot menu and 

selecting a specific page to make adjustments on. 

Information Architecture 
The process of character creation follows a linear path of how a person would typically create a 

character in Legend (the “<<” and “>>” options) while also providing the ability to exit the given 

screen and work on a different screen (the “Character Home” screen). This provides options for 

both a novice player and an experienced player. The novice player can follow the steps as they 

are laid out and craft a character while the experienced player can jump to different screens 

and edit a character as they please in their own order. The autosave function also provides 

safety for the user in the event that the app crashes or that the user wants to come back to a 

character at a later point. 

The different types of boxes (textboxes vs. dropdown menus) will help the user know what kind 

of information is asked of them. The heavy utilization of dropdown menus allows for a 

reduction of miskeys by the user and thus, the character is unable to be made. This will help 

serve the novice need on account of not knowing if a mistake is made due to a miscalculation or 

a miskey. The dropdown menus are in alphabetical order, serving the experienced player who 

knows exactly what they are looking for. 
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Skeleton 
In order to provide a visualization to this feature in the Legend companion app, a low fidelity 

wireframe was drafted. This wireframe will hopefully bring clarity to the structure as it is a 

complex system. 

 
Figure 1 

 

 
Figure 2 
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Figure 3 

 

 
Figure 4 
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Surface 
This section of the report provides a few high-fidelity wireframes to show how the color, fonts, 

and navigation would look. The wireframes are organized in the order the user would use them. 

   
          Legend Home Screen      Character Screen     New Character Screen 
 

   
        Character Basics Screen          Tracks Screen               Spells Screen 
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    Skills Screen            Feats Screen           Equipment Screen 

   
     Defenses and DCs Screen       Character Background Screen   Review Character Screen 
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Rationale 
Aesthetically, the home screen features the background to the source material itself to indicate 

that this app is connected to that specific game. Additionally, the purpose of using the typeface 

(Syntax LT Std and Garamond Premier Pro) and the warm color scheme is to match the source 

material of the game. I wanted to make sure that the original content matched the app to 

provide more of a connection and show that it is uniquely the companion app for that game. 

Additionally, sticking with a specific color palette that complement each other as well as only 

two fonts and a few buttons to allow for more whitespace will make the app less cluttered and 

more user-friendly (Osborn, 2017). 

Creating a character can be complex and while there are some screens that have more button 

options that others, separating them into different screens based on the information that is 

needed (i.e. character basics, skills, feats, etc.) will provide an easier process for creating a 

character. An individual screen may be daunting, but much of the information will be autofilled 

based on the information stored on the app and the user will have the ability to customize. 

The choice of dropdown menus, vertical dot menus, and other buttons was made to avoid as 

many unresponsive gestures as possible (Appsee, 2018). I did not want the user to be guessing 

on what to do so I provided menus at any given moment to indicate what could be interacted 

with and what could not. Not every user will be familiar with swiping to delete something or 

holding something down to gather more information, so I provided menus and icons that most 

users are familiar with in order to reduce frustration with navigation. The buttons themselves 

either have an outline or is a color that is different than the background and an icon (in this 

case, a down-carrot for a dropdown menu) to show that it is something that could be 

interacted with. Headings and options that cannot be edited are part of the background with a 

flat design, indicating that it is not a button. The flat design is used strategically as to not 

confuse the user into thinking something cannot be interacted with (Krug, 2014). 

The notification messages when a user wants to delete a character or move forward without 

filling in all of the information was carefully crafted in order to avoid confusing or vague 

content (Appsee, 2018). For instance, rather than having a straight “Yes” or “No” option, I 

provided more context over what the “Yes” and “No” mean (i.e. “Yes, proceed forward” or “No, 

edit ______”). This way, the user will know what will happen when they make a choice and it 

will reduce the likelihood of a mistake being made. 

Due to the linear design, it can be frustrating for experienced players who already know how to 

make a character and just want to do something quickly. This design can easily fall into a deep 

navigation with several back buttons in order to get to a page in the beginning of the process 

(Appsee, 2018). To remedy this, I provided a home button on the top of each page so that the 

user could just tap on the home and be brought back to the characters screen. From there, they 

could select their character using the vertical dot menu and select the specific page they want 

to edit. 
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Conclusion 
Companion apps are increasing in popularity amongst gamers and it is important to attend to 

their needs. Legend may be a relatively unknown tabletop roleplaying system, but there are 

enough players to merit the creation of a companion app, especially since it is incredibly 

complex. This five-step process of strategy, scope, structure, skeleton, and surface helps 

breakdown the process of conceptualizing an app to crafting a high-fidelity wireframe that a 

user can recognize and understand how to navigate. At times, it was easier to start in the 

middle with drawing what the app would look like, but it is important not to forget the early 

steps of strategy and scope because it helps to talk to people about what they would like. The 

process allows for more ideas to appear and adjust wherever needed (as was the case with the 

transition from skeleton to surface). A problem well-defined is half-solved, and the same is true 

for conceptualizing, drafting, and ultimately creating an app for the user. 

This Legend companion app with its focus on character creation will help the user, either a 

novice or experienced player, create characters with ease so that they are able to play in their 

respective games. The goal is to expand this app to include encounter creation and trackers for 

GMs and players, but starting with a well-planned and executed character creation feature will 

help users get familiarity with the app. Further testing can be done to see what works and what 

doesn’t and ultimately add in features for users. 
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