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P R E F A C E H O W  T O  U S E

G A M E u i C H A L L E N G Ex a m a C r e a t i v e . c o m /

H O W  T O  U S E  T H E S E

E x e c u t i o n  T i p s



These exercises are meant to provide you with an opportunity to apply your growing UI skills to a variety of 
screens that are often seen in mobile games. This is great if you’re looking to add visual examples to your 
portfolio, or just wanting to exercise your design chops. These wireframes are designed in a combination of 
landscape and portrait canvases. If you would like to develop a design based on a different orientation or 
device size, GO FOR IT! Each exercise will likely contain several UI components. If you want to just focus on 
one component and make variations of that component as your main exercise goal, have at it. These 
worksheets simply serve as a starting point for your challenges.



Timebox your exercise. Giving yourself a deadline will help you manage time according to your specific 
schedule. Don’t try and rush through. Some exercises will be more challenging and just take more time 
compared to others.



Sketch out thumbnails before you jump into your rendering. You can make as many variations yourself, 
but I tend to try and create at least 8 thumbnail sketches (see thumbnail worksheets available in the blank 
templates PDF offered).



Keep track of your process! Especially if you’re creating something for your visual portfolio, your reviewers 
will love to see this process and not just your final designs.



No assets? No problem. Don’t have a lack of assets stop you from developing your UI. Collaborate with a 
friend who’s an artist who can provide assets like chests or characters, or get affordable assets from 
sources like the Unity Asset Store. Get creative! Develop your own place holder asset and mark it as “FPO” 
which stands for “For-Placement-Only”.



Design with accessibility in mind. Think about how players with visual or motor impairments would see 
and use your design. Color, size, and contrast are just a few elements to keep in mind as you create.



Share and get feedback! Go over it with a peer, professor, or post online with the tag #GameUIChallenge.




T E M P L A T E M O O D  B O A R D

G A M E u i C H A L L E N G Ex a m a C r e a t i v e . c o m /

P r o m p t

Create a moodboard for your screens’ UI. Look for references that can inspire your UI’s color palette, 

textures, shapes, and typography. 



T E M P L A T E H O R I Z O N T A L  ‘ L A N D S C A P E ’  W I R E F R A M E

G A M E u i C H A L L E N G Ex a m a C r e a t i v e . c o m /

w i r e f r a m e  a n n o t a t i o n s

o p t i o n a l  w i r e f r a m e

P r o m p t



T E M P L A T E H O R I Z O N T A L  ‘ L A N D S C A P E ’  T H U M B N A I L S

G A M E u i C H A L L E N G Ex a m a C r e a t i v e . c o m /



T E M P L A T E V E R T I C A L  ‘ P O R T R A I T ’  W I R E F R A M E

G A M E u i C H A L L E N G Ex a m a C r e a t i v e . c o m /

w i r e f r a m e  a n n o t a t i o n so p t i o n a l  w i r e f r a m e

P r o m p t



T E M P L A T E v e R T I C A L  ‘ P O R T R A I T ’  T H U M B N A I L S

G A M E u i C H A L L E N G Ex a m a C r e a t i v e . c o m /




