
   

 

 

 

 

 

 

Redesign: Character creator page of Jimi Rock 

 

 Jimi Rock is a digital entertainment website designed to help teach children about underwater life. It is 

based on the concept of using interactive media with some digital game-based features to engage kids in learn-

ing. The content revolves around undersea themes of understanding fish and protecting earth’s oceans. Jimi 

Rock is a Discovery Kids™ site as 

well, meaning its goals and audience 

also coincide with those of the 

brand. Discovery Kids™ is charac-

terized by its “learning through ex-

ploring” model, and is trusted by 

parents to help children exercise 

their minds in actively exploring the 

world around them. The brand pro-

file includes children ages 4-12 years old, with 6-10 being the target demographic for most products. Both girls 

and boys can enjoy the “everyday adventures” brought through Discovery Kids™ products appealing to chil-

dren’s senses of adventure, exploration and curiosity (Big Tent Entertainment). Furthermore, today’s children 

are “digital natives”--as Marc Prensky calls them; they have grown up with digital media, so they tend to be 

naturally accustomed to it already (28). This complete profile, like the persona of Timmy McMahon (Figure 

1), makes up the user base of Jimi Rock users. 

 Like most children’s game-based media that requires log-in, Jimi Rock’s undersea adventure begins 

with  a character creation portion of the site for users to customize the character they’ll be using to explore and 

interact with the digital world. This is a common, beneficial element to include because it is based on the de-

sign principle of personalization, which further engages users and initiates a personal connection between the 

Timmy McMahon 
 Age 9 

 Boy 

 3rd grader at Cherry Hill 

Elementary School 

 Lives in the NJ suburbs 

 Digital Native 

 Timmy is a straight-A student at school. His favorite subject is 

science, and he can’t wait for 5th grade when he gets to build a sky-

rocket kit--which his younger sister, Sally, plans to decorate colorfully. 

Timmy’s mom has trouble keeping up with Timmy’s endless curiosity, 

which is part of why she allows him to use safe sites on the internet to 

explore new information. Timmy’s personal favorite are interactive 

gaming sites loaded with knowledge to discover, options to decide upon, 

and information to share. 

Figure 1: Discovery Kids™ User Persona 
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product and user--something which is especially important for brand-based media (Huang). While it’s good 

that Jimi Rock includes a character creation element, the actual design of it could be improved in various 

ways. Primarily, the way that the information is organized creates an awkward and even frustrating user ex-

perience when navigating the character creation portion of the site. To make this character creation process 

feel more natural for its users, I created an inspiration board to direct a redesign idea. 

 The inspiration board (Appendix A) for this redesign includes screenshots from popular children’s in-

teractive entertainment, mainstream character/avatar creation pages, and other children’s interactive media 

pages based on coloring and customization. First, I thought of the standout children’s game that sticks out to 

me most--Freddi the Fish--which is not only a great kids’ game, but also one with an undersea theme. The 

character creator pages I searched for are based on the most popular and well-designed examples I could think 

of, including WiiMee Maker, Sims Social and World of Warcraft. Other references I browsed revolve around 

customization-based interactive media for children, include interactive coloring books and Barbie Magic Hair-

styler. A few main observations can be taken from this inspiration board 

 Including words is fine (and probably necessary), but the use of visual icons is important 

 The avatar is always visible; changes occur in realtime, without losing data when other options are clicked 

 All options should be able to be accessed at once--whether hidden in shelf tabs or always all shown 

 It’s important to clearly indicate currently-selected choices 

 Based on these observations, the faulty design principles in the original character creation portion of 

Jimi Rock can be pinpointed, with solutions to fix them in the redesign. The design principles focused on dur-

ing this redesign process are: familiarity, consistency, responsiveness, predictability, action reversibility, ac-

cessibility, and visual clarity & simplicity (Figure 2). The faults and fixes can be compared between the Jimi 

Rock original wireframe (Appendix D) and the redesign wireframe (Appendix E).  

 Familiarity is based on using concepts, terms and visual arrangements in the interface that the users 

would already be familiar with (Huang). The character creation page violates this design principle in two main 

ways. First, it lacks a navigation bar menu. There is no way to choose “Home” or any of the other site pages 

(Appendix D). To address this, the redesign incorporates a standard site navigation bar at the top of the page--
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Design Principle Faultiness in Original Fix in Redesign 

Familiarity  Navigation not set up like compara-

ble sites & products 

 Bring in elements typically included 

on comparable sites & products 

 Arrange common elements in spots 

they are usually accessed 

Consistency  The sidebar menu of options is not 

consistent on each page 

 Make the sidebar menu of options the 

same on each page 

Responsiveness  Changes made are not apparent 

 Options available are not clearly indi-

cated 

 Make changes made apparent 

 Clearly indicate options available or 

unavailable 

Predictability (Combination of Familiarity, Consistency and Responsiveness)  

Action Reversibility  No “Undo” option 

 Does not save chosen options when 

the master category is changes 

 Implement an “Undo” option 

 Save changes when player switches 

between options 

Accessibility  Similar options are sometimes pro-

vided, and sometimes hidden 

 The information hierarchy changes 

all options available based on which 

of the first category is open 

 Consolidate and reorganize the infor-

mation hierarchy so that the visibility 

of options is always visible and not 

dependent upon the first category 

Visual Clarity/Simplicity  Cluttered 

 Lack of a visual hierarchy 

 Visual scheme leaves no breathing 

space 

 Eliminate excess information and 

images 

 Use size and composition to guide 

users through the process 

 Revamp visual scheme to include 

breathing space 

like most websites have--with “Home,” “Log Out,” and the “Fun Stuff” menu set as a dropdown (Appendix 

E). There is also a secondary navigation bar at the bottom to navigate in-application options. The second prob-

lem with familiarity is that the navigation process of creating a character is not similar to that of comparable 

websites and products, which makes the process feel awkward and confusing (Appendix D). To address this, 

the redesign mimics elements of mainstream interactive customization interfaces, which will be explained with 

more detail in the other design principles to be discussed. 

 Consistency helps create ease and prevent confusion by using the same visual, terminological and op-

erational patterns for all elements of the page--particularly for menus and sequences of actions (Huang). The 

core of the consistency problem on the Jimi Rock character creation page is that the sidebar menu on the left 

changes when the first button, “Characters,” is clicked, as demonstrated in the different displays taken from 

Figure 2: Design Principles 
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screenshots of each “Character” screen (Appendix B). The examples of wireframes from the original can be 

contrasted with the redesign to see how a consistent menu could be achieved (Appendices D & E).  

 Responsiveness is important because it provides the user with feedback and direction, communicating a 

real-time status of what the user has done and what the user can do (Huang). As the wireframes of the original 

site show, there are not many indications of what the user has done or can do, except for hiding inaccessible 

options and slightly outlining the chosen button with a glow (Appendix D). This can be easily addressed by 

using a thicker outline to show the currently-chosen option, and by dimming unavailable options (Appendix 

E). Together, the design principles of familiarity, consistency and responsiveness contribute to the design prin-

ciple of predictability, which helps users understand what results will occur based on their actions (Huang). 

 Along with the lack of predictability, there is also no easy reversal of actions. Action reversibility is 

crucial for helping users feel confident that they can click freely without the worry of being unable to go back 

or undo their actions (Huang). Not only does the Jimi Rock character creation page lack an “Undo” button, but 

it also causes settings to be lost when certain options are changed. An example of this is demonstrated in a 

storyboard illustrating a sequence of events. First, the user is happy because he or she can customize the char-

acter by choosing different colors and settings. However, once the user chooses “Character,” all those color 

settings are reset rather than applied to the newly chosen character, confusing the user. When the user realizes 

that this result--opposite of what would be expected based on familiarity with other interfaces--occurs without 

any way to undo it, the user feels frustrated and discouraged (Appendix F). Especially considering that this 

character creation process takes place in the beginning of the product, the redesign addresses this lack of action 

reversibility to prevent turning away users due to such discouragement. As shown in the redesign wireframes, 

an “Undo” button is provided in the secondary navigation menu, and settings aren’t lost upon changing other 

options like characters because everything is accessible at once (Appendix E). 

 Accessibility is the design principle of making all objects accessible at all times (Huang). As previ-

ously explained, the inconsistent sidebar menu hides buttons on some pages of the character creation portion of 

Jimi Rock. Similarly, a large amount of customization options are provided--most of which are reused--but 

only certain options are shown for each category. To clarify this organizational problem of accessibility, 
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screenshots of the different color options for customizing a girl character are included in Appendix C. Compar-

ing the wireframe examples from the original site also illustrate this inaccessibility (Appendix D). Further-

more, the storyboard mentioned before additionally illustrates the effects of this inaccessibility (Appendix F). 

This storyboard scenario can be contrasted with that of the redesign in, which’s wireframes show how all op-

tions can all be accessible neatly on one screen simply by dimming inaccessible options. It shows how a user 

first chooses a character--which is visually organized in a distinct category--then chooses customization op-

tions by choosing from the non-dimmed options for each category. After changing customization options, the 

user can still change the first step--the character--without losing already-chosen customization settings, and 

can clearly see which are options are available (Appendix G). 

 The final design principle driving the decisions behind this redesign is visual clarity & simplicity. A 

visual scheme--leaving some empty space for “breathing room”--should be incorporated in visual design 

(“Design Principles”). Instead, this site extends frames up to the edges, not leaving a visual border for some 

breathing room. The character creation design also lacks a visual hierarchy. Visual hierarchies are created by 

using composition, size and color to emphasize more important tasks and to direct the user in the right direc-

tion (“Design Principles”). As illustrated in the original site wireframes, all the buttons for the character crea-

tion process are treated equally in size and position (along with color). It is good that they are larger than the 

small thumbnail colors to choose from after choosing a main category, but choosing the “Character” button 

will have a drastic, unpredicted result, as explained before (Appendix D). So, the redesign wireframe provides 

a visual hierarchy to make that “Character” category primary and unique. It is treated specially--as opposed to 

the other buttons--by being positioned separately and with thumbnails for each. Furthermore, arrows are used 

to direct the user to the available options for each category button in order to create a visual direction and logi-

cal association between the two variables (Appendix E). A good visual element that should carry over from the 

original site is having illustrations with the navigation icons in the bottom right, because they incorporate af-

fordance--using actual objects to determine the resulting actions for users to interact with--which is especially 

beneficial for children (“Design Principles”). 

 Overall, this redesign of the character creation portion of the Discovery Kids™  Jimi Rock children’s 
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interactive learning site focuses on the design principles of familiarity, consistency, responsiveness, predict-

ability, action reversibility, accessibility, and visual clarity & simplicity. With the reorganization of data and 

visual design, a redesign could achieve an easier, simpler and more natural character creation process that 

would create a better user experience. 
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Appendices 

Appendix A: Inspiration Board 
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Appendix B: Screenshots - Characters 
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Appendix C: Screenshots - Color Choices 
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Appendix D: Wireframes - Original Examples 
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Appendix E: Wireframes - Redesign Examples 
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Appendix F: Storyboard - Scenario 1 (Original) 
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Appendix G: Storyboard - Scenario 2 (Redesign) 
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