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[bookmark: _Toc237854732]Introduction 
Campus Rescue is a cooperative mobile game concept inspired by Pandemic. It is designed for up to six players who work together to respond to outbreaks across UWTSD campus locations. Players can choose different roles, plan actions, move between locations, treat infections and share resources.
This project continues the work completed in Assignment 1, where questionnaires and interviews were used to identify user needs and create personas, user requirements and the initial storyboard. In Assignment 2, the design was developed further in Figma, moving from the initial wireframe to a full-colour high-fidelity storyboard. Feedback from the first assignment helped guide the changes made to the design.
The final design follows the same user journey as the original storyboard, based on the scenario of Alex, one of the four personas created in Assignment 1. It keeps the main user needs identified in the original research while improving the visual design, navigation, feedback and accessibility.
This report focuses on the design and evaluation of the high-fidelity storyboard rather than a working version of the game. It explains the main design decisions, the changes made following feedback and the results of the final user evaluation. It also considers what data could be collected from a working version and how usability and user experience were balanced in the final design.
[bookmark: _Toc237854733]2. Full Colour Design Storyboards
[bookmark: _Toc237854734]2.1 Design Improvements from the Initial Wireframe

The full-colour storyboard was developed from the initial low-fidelity storyboard presented in Appendix A, Figure A.1. The same eight-stage user journey was kept because the first evaluation showed that users found the flow logical and easy to follow. However, the content and visual presentation were developed further as the wireframe moved into a high-fidelity storyboard.
Feedback from Assignment 1 identified some areas for improvement. During the Assignment 1 evaluation, one participant found the Plan Together screen slightly overloaded, while other comments suggested larger text, icons and a clearer visual legend. These changes also supported the original user requirements for large interface elements, clear objectives and simple instructions (Appendix A, Table A.1). The main changes are summarised in Table 1.
Table 1 Main changes from the initial storyboard to the final design
	Initial design
	Final design
	Evidence / reason for change
	Design rationale

	Plan Together contained several locations and dialogue boxes
	Information grouped into clearer sections
	Screen felt slightly overloaded
	Assessment 1 feedback; Aesthetic and Minimalist Design [1]

	Some text, icons and the visual legend were small
	Larger text and visual indicators
	Users asked for larger elements
	Assessment 1 feedback; WCAG readability and accessibility [2]

	
Greyscale design
	Full-colour system with text and icons
	Required development to full-colour design
	Colour is not used alone to communicate status; WCAG 1.4.1 [2]

	Simple sketches around some screens
	Alex shown in campus situations
	Give clearer context to the journey
	User-Centred Design / context of use [3]

	
Basic action controls
	Consistent labelled action buttons
	Make actions easier to identify
	Recognition Rather than Recall; Consistency [1]

	Simple completion screen
	Mission status, team success and reward
	Give clear confirmation of completion
	Visibility of System Status [1]



The changes were not made only to improve the visual appearance. The Plan Together screen was reorganised to group the mission locations and team assignments more clearly. This reduced the amount of information competing for attention and follows Nielsen's Aesthetic and Minimalist Design principle. Figure 1 shows the initial and final versions side by side.
Figure 1 Comparison of the initial and final Plan Together screens[image: ]    [image: ]


[bookmark: _Toc237854735]2.2 Colour Scheme and Visual Design
The colour scheme was based on the user requirements identified in Assignment 1 rather than being used only for decoration. Users needed clear game status, simple navigation and visible feedback (Appendix A, Table A.1). Red was used for infection and outbreak states, while green identifies clear locations, successful states and primary actions. Teal is used for cooperation and resource sharing, navy provides a consistent structure, and gold identifies achievements and rewards. These colours can be seen in the final Plan Together screen in Figure 1.
The use of consistent colours also helps players recognise related information across the interface. For example, infection states use the same red treatment on different screens, while successful actions and clear locations use green. This supports the Gestalt principle of similarity, where visually similar elements are perceived as belonging together [4]. The complete colour system is shown in Figure 2.[image: ]

Figure 2  Visual legend used in the final Campus Rescue design

Accessibility was also considered because some users may have difficulty distinguishing colours. Game states therefore use labels such as INFECTED, CLEAR and OUTBREAK, together with icons, so important information does not depend on colour alone. This follows WCAG 2.2 Success Criterion 1.4.1 [2] and supports the accessibility needs identified for Mila (Appendix A, Table A.4). Research on colour blindness in digital games also shows that colour-related design choices can affect player engagement and emotional experience [5].
[bookmark: _Toc237854736]3. Prototype Feedback and User Testing
Feedback on the final storyboard was collected using a 13-question Google Forms questionnaire with four participants. The same participants took part in the research for Assignment 1, which was used to develop the four personas. This helped review the design against different needs, including accessibility, short game sessions and beginner support. 
The questionnaire covered game flow, clarity, readability, colour, accessibility, cooperation and emotional response. Most questions used a five-point scale, with one open question for comments and improvements. The full results are provided in Appendix C.
Overall, the feedback was positive. Plan Together received a mean score of 5.0, suggesting that the changes made after Assignment 1 improved the clarity of this screen. Readability, colour and accessibility, and cooperation also received the highest score from all four participants. Enjoyment had a mean of 4.5 and confidence 4.75.
However, this result should be interpreted carefully. The participants had already seen the earlier design, so they may have understood the screen more easily than a new user. The score therefore supports the design change, but it does not prove that the screen would be equally clear for first-time players.
Some weaker areas were also found. For beginner usability, one participant gave a score of 3 while the other three gave 5. This was lower than expected because the other clarity results were very positive. Open feedback also showed that the game could explain errors and mission progress more clearly.
A heuristic evaluation using Nielsen's ten usability heuristics [1] supported this finding. The main weakness was the lack of clear error recovery, which was also mentioned by a participant. This gives more confidence that error recovery is a real weakness rather than an isolated comment. However, the heuristic evaluation was completed by one evaluator, so it may also reflect my own interpretation of the interface. Using several evaluators can identify a wider range of usability problems [6]. The full heuristic evaluation is provided in Appendix D.
There are some limitations to these results. Only four people took part, and the storyboard was static, so they could not perform real tasks. The results therefore show how users perceived the design rather than how they would actually use a working game. Future testing should use an interactive version with new users.
[bookmark: _Toc237854737]4. Data Collection in a Working Version

If Campus Rescue were developed into a working game, usage data could be collected automatically through event logging. This could include mission completion rates, time spent on each stage, tutorial use and how often players leave and rejoin. These measures relate to requirements such as short sessions, clear instructions and automatic saving (Appendix A, Table A.1). For example, repeated drop-offs at the same stage could show that something is unclear.
A commercial service such as GameAnalytics could be used instead of building the full analytics system from scratch. It supports event tracking and funnels, which can show how players move through stages and where they leave the game [7]. A bespoke logging system could also be created if more control over the collected data was needed.
There is a trade-off between these approaches. A commercial service may be easier to implement, but it gives the developer less control over how data is processed. A bespoke system could provide more control, but it would require more development and maintenance.
Usage data shows what players do, but not how they feel. Short in-app surveys or interviews could therefore collect feedback about enjoyment, confidence and frustration. This would add context to the automatic data and continue the approach used in the final evaluation (Appendix C).
 Usage data can also be misleading when considered alone. For example, leaving a mission early may suggest that the interface is confusing, but the player may simply have been interrupted. For this reason, usage data should be considered together with direct user feedback before making design changes.
Only data needed to improve the game should be collected. Players should be told what information is collected and why, and an appropriate lawful basis would need to be identified. Where consent is used, it should be informed and freely given. Data should also be anonymised where possible and stored securely [8]. This follows UK data protection principles including transparency, data minimisation and security [9].
Together, these methods could help guide future improvements. Usage data could identify where problems occur, while surveys or interviews could help explain why players experienced them.
[bookmark: _Toc237854738]5. Usability vs User Experience

Usability is about making an interface clear and easy to use, while user experience also considers how users feel when using it [10]. If Campus Rescue focused only on usability, the design would probably be simpler, with fewer graphics, rewards and game elements. However, the research in Assignment 1 showed that users also wanted teamwork, rewards and replayability (Appendix A, Table A.1).
One example is the Plan Together screen (Figure 1). Players needed to see the infected locations and team assignments, but the first version had too much information in one place. Removing information was not a good solution because players still needed it to plan as a team. Instead, the information was grouped into clearer sections. This kept the important details while making the screen easier to understand. In the final evaluation, all four participants gave this screen the highest score (Appendix C).
This was a compromise rather than a complete solution. Keeping the information still makes the screen more complex than a minimal interface, but removing it could reduce the value of team planning. In this case, I considered the additional complexity acceptable because cooperation was one of the main requirements identified by users (Appendix A, Table A.1).
The Mission Complete screen is another example. A simple message saying that the mission was complete would have been enough from a usability point of view. However, the final design also includes a trophy, XP and a team reward to make the ending more enjoyable. At the same time, the mission status clearly tells players that the task is finished. Figure 3 shows the difference between the initial and final designs.[image: ][image: ]

Figure 3 Comparison of the initial and final Mission Complete screens
These examples show how usability and user experience were considered together. The aim was to keep the game clear and easy to use, while also making it enjoyable for the players.
[bookmark: _Toc237854739]6. Reflective Summary

This project showed me that a design can look clear from my point of view but still need changes when users see it. In Assignment 1, the questionnaire and interviews helped me understand different user needs before creating the first storyboard. The personas helped me remember these needs when making later design decisions, instead of designing only around my own preferences.
The feedback also changed some of my decisions. For example, I originally included more information on the Plan Together screen because I thought it would help players. However, the feedback showed that the screen felt slightly overloaded. Reorganising the information helped me understand how Nielsen's Aesthetic and Minimalist Design principle [1] can be used in a real design.
I also learned that making something easy to use is not enough. The game should also be enjoyable and make players want to work together. This reflects the difference between usability and user experience [10]. For this reason, I used colour, rewards and visual feedback together with clear labels and simple navigation.
Overall, involving users at different stages was one of the most useful parts of the project. Their feedback influenced both the initial requirements and the final design. However, using the same small group also limited the evaluation. This showed me that positive feedback does not always mean that a design is finished. The high scores were useful, but the small sample and static storyboard limited how strongly I could judge the success of the final design. If I continued the project, I would create an interactive version and test it with new users completing real tasks. This would give better evidence of how the design works in practice.
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Appendix A - Initial Research, Personas and Wireframe Evidence

This appendix presents supporting evidence from Assignment 1 that informed the final Campus Rescue design. It includes the user requirements, the four personas developed from the questionnaire and interviews, and the initial wireframe storyboard. The material is included as evidence for the design decisions discussed in the main report.
A.1 User Requirements from Assignment 1
The requirements below were identified from the questionnaire and semi-structured interviews and were prioritised using the MoSCoW method.
	ID
	User Requirement
	Evidence
	Priority
	Reason

	UR1
	Support 10–20 minute play sessions.
	Questionnaire; interviews
	Must
	62.5% of questionnaire respondents preferred 10–20 minute sessions.

	UR2
	Support cooperative multiplayer gameplay.
	Questionnaire; interviews
	Must
	Teamwork was the feature most frequently preferred by participants.

	UR3
	Use large text, large buttons and a simple layout.
	Questionnaire; interviews
	Must
	Small text and buttons were the most common accessibility issues identified.

	UR4
	Provide a short and easy-to-follow tutorial.
	Questionnaire; interviews
	Should
	Preferences were split between a short tutorial and learning through gameplay, so an optional tutorial supports both.

	UR5
	Automatically save progress and allow players to rejoin after an interruption.
	Interviews
	Must
	Participants wanted to avoid losing progress if the game was interrupted.

	UR6
	Provide clear objectives and simple instructions.
	Questionnaire; interviews
	Must
	Participants preferred clear objectives and easy-to-understand instructions.

	UR7
	Include rewards and achievements to encourage replayability.
	Questionnaire; interviews
	Should
	Rewards and achievements were suggested to increase motivation and repeated play.

	UR8
	Minimise loading times and maintain good performance.
	Interviews
	Should
	Long loading times and performance problems were common reasons for stopping mobile games.

	UR9
	Use real UWTSD campus locations.
	Questionnaire; interviews
	Must
	Most participants preferred real UWTSD campus locations, although one participant raised concerns about real university names.

	UR10
	Support resource sharing as part of cooperative gameplay.
	Questionnaire; interviews
	Must
	Resource sharing is a core mechanic needed to support cooperation.

	UR11
	Include random events to vary each session.
	Questionnaire; interviews
	Could
	Suggested by participants to improve replayability.

	UR12
	Provide different difficulty levels.
	Questionnaire; interviews
	Could
	Suggested to support replayability and different experience levels.


Table A.1 User requirements, supporting evidence and MoSCoW priorities
Won’t Have in the first prototype: in-game voice calls, leaderboards and player profiles.
A.2 Personas from Assignment 1
Four personas were developed from themes identified in the questionnaire and interviews. They represent different contexts of use, levels of mobile gaming experience and usability needs.
A.2.1 Persona 1: Marco - The Commuter Student
	Category
	Details

	Age & Role
	35, university student

	
Tech Experience
	Uses a smartphone daily and occasionally plays mobile games while travelling. Prefers learning through gameplay instead of following a tutorial.

	Primary Goal
	Enjoy short cooperative game sessions that fit around travelling and university.

	
Secondary Goal
	Continue previous progress, play with friends online, and feel a sense of achievement.

	
Frustrations
	Losing progress, long loading times, repetitive gameplay, intrusive adverts, and mandatory tutorials.

	
Context of Use
	Usually plays on public transport or while waiting between university activities. Sessions typically last 10–20 minutes.

	
Main UX Requirements
	Short missions, automatic saving, easy rejoin after interruptions, simple navigation, a skippable tutorial, and in-game hints.

	

Research Basis
	Based on themes identified in Assignment 1, including short play sessions, automatic saving, teamwork, interrupted gameplay, and a preference for learning through gameplay rather than a mandatory tutorial.


Table A.2 Marco - The Commuter Student
A.2.2 Persona 2: Alex – The Busy Working Student
	Category
	Details

	Age & Role
	31, university student working full-time

	Tech Experience
	Uses mobile apps every day but has limited free time for gaming. Prefers games with clear objectives and meaningful progress.

	Primary Goal
	Complete enjoyable game sessions during short breaks without wasting time.

	Secondary Goal
	Unlock achievements, complete different missions, and cooperate with friends.

	Frustrations
	Repetitive gameplay, confusing layouts, long loading times, and games that do not feel rewarding.

	Context of Use
	Plays during lunch breaks, between lectures, or after work when only a short amount of free time is available.

	Main UX Requirements
	10–20 minute sessions, clear objectives, organised layout, rewards, and achievements.

	
Research Basis
	Based on themes identified in Assignment 1, including limited free time, short play sessions, teamwork, replayability, rewards, and achievements.


Table A.3 Alex - The Busy Working Student
A.2.3 Persona 3: Mila – The Accessible Player
	Category
	Details

	Age & Role
	48, mature university student

	Tech Experience
	Uses a smartphone regularly and prefers applications with clear, consistent interfaces.

	Primary Goal
	Play comfortably without struggling to read information or understand the controls.

	Secondary Goal
	Enjoy teamwork and complete game sessions without unnecessary confusion.

	Frustrations
	Small text, small buttons, and confusing interfaces reduce confidence and enjoyment.

	Context of Use
	Plays during free time on campus or at home using a smartphone.

	Main UX Requirements
	Large text, large buttons, clear navigation, consistent layout, and simple instructions.

	
Research Basis
	Based on the accessibility themes identified in Assignment 1, including small text, small buttons, clear navigation, and simple instructions.


Table A.4 Mila - The Accessible Player

A.2.4 Persona 4: Rohan – The Social Beginner
	Category
	Details

	Age & Role
	32, university student

	Tech Experience
	Uses a smartphone every day but rarely plays mobile games unless recommended by friends.

	Primary Goal
	Learn the game quickly and enjoy playing cooperatively with others.

	Secondary Goal
	Understand the rules, contribute to the team, and build confidence through successful gameplay.

	Frustrations
	Complicated controls, unclear instructions, and confusing gameplay reduce motivation to continue playing.

	Context of Use
	Plays with friends during breaks on campus or in the evening after university.

	Main UX Requirements
	Short guided tutorial at first launch, simple instructions, cooperative gameplay, positive feedback, and rewards.

	
Research Basis
	Based on themes identified in Assignment 1, including beginner-friendly gameplay, teamwork, tutorial support, and motivation through rewards.


Table A.5 Rohan - The Social Beginner

A.3 Initial Low-Fidelity Storyboard
The initial storyboard was created to show the main interaction flow and the context of use based on Alex's scenario. It follows an eight-stage journey, from receiving a mission alert to completing the mission as a team. At this stage, the design was mainly greyscale because the focus was on structure, sequence and content rather than the final visual style.

[image: ]

Figure A.4 Initial low-fidelity storyboard for UWTSD Campus Rescue, based on Alex's scenario (Assignment 1)

A.4 Key Low-Fidelity Screens 
The three screens below show some of the main interaction decisions from the low-fidelity design in more detail. The Campus Map keeps the game state and available actions visible, Confirm Move allows the player to review a movement before confirming it, and Treat Infection presents the information needed to complete one of the main game actions. These screens were later developed into the full-colour interface shown in Appendix B.
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Figure A.5  Key low-fidelity screens: Campus Map, Confirm Move and Treat Infection
A.5 Design Continuity
The table below is included only as a navigation aid to the supporting evidence. The evaluation and justification of these decisions are discussed in the main report.
	Design need
	Supporting requirement
	Relevant persona(s)

	Short mission and visible mission time
	UR1
	Marco; Alex

	Cooperative team play and resource sharing
	UR2; UR10
	Marco; Alex; Rohan

	Large text, buttons and simple layout
	UR3
	Mila

	Optional tutorial and guidance
	UR4; UR6
	Marco; Rohan

	Auto-save and rejoin
	UR5
	Marco

	Clear objectives and instructions
	UR6
	Alex; Mila; Rohan

	Rewards and achievements
	UR7
	Alex; Rohan

	Real campus locations
	UR9
	All personas / research participants


	Table A.6 Link between initial research evidence and design needs	

	

Appendix B - Final Full-Colour Storyboard
B.1 Purpose
This appendix presents the final full-colour storyboard developed from the low-fidelity design shown in Appendix A. The final version keeps the same main user journey while developing the visual design, screen content and interaction details.
The storyboard is based on Alex's scenario and shows how he moves through a complete Campus Rescue mission. The main design decisions and the reasons for the changes from the initial storyboard are discussed in Section 2 of the report.
B.2 Complete Full-Colour Storyboard
The final storyboard follows Alex through the same eight main stages: Mission Alert, Choose Your Role, Game Lobby, Plan Together, Move to Location, Treat Infection, Share Resources and Mission Complete. Each stage shows the mobile interface together with the situation in which Alex uses it.
The full-colour version adds a consistent colour scheme, clearer visual hierarchy, labelled actions and more detailed game information. The visual context around each screen also shows how the interface fits into Alex's journey at UWTSD London Campus.[image: ]

Figure B.1 Complete full-colour storyboard showing Alex's eight-stage Campus Rescue mission journey
B.3 Key Full-Colour Screens
The screens below show some of the main design decisions from the final interface in more detail. Mission Alert introduces the mission and gives the player the main information before starting. Plan Together supports team coordination and shows how the earlier design was reorganised following feedback. Treat Infection presents the information and controls needed to complete one of the main game actions, while Mission Complete provides clear feedback when the team completes the mission.[image: ]

Figure B.2 Mission Alert screen

Figure B.3 Plan Together screen
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Figure B.5 Mission Complete screen

Figure B.4 Treat Infection screen



B.4 Design Continuity
The final design keeps the main structure and purpose of the original storyboard rather than creating a different user journey. Alex remains the main persona and the mission continues to focus on short cooperative gameplay, team planning and clear actions. Changes were mainly made to improve the presentation of information, readability and visual feedback as the prototype moved to high fidelity.
The complete storyboard therefore shows the development of the original concept into a more detailed mobile interface while keeping the user needs identified in Assignment 1.





Appendix C - Final Prototype User Feedback
C.1 Feedback Questionnaire
A structured questionnaire was used to collect feedback on the final high-fidelity storyboard. Four participants reviewed the storyboard and completed 13 questions through Google Forms.
Questions Q1–Q7 and Q9–Q12 used five-point scales. Q8 used a multiple-choice question, while Q13 allowed participants to provide an open response.
	Question
	Area evaluated
	Response type

	Q1
	Game Flow
	1–5

	Q2
	Clarity
	1–5

	Q3
	Plan Together
	1–5

	Q4
	Readability
	1–5

	Q5
	Colour and Accessibility
	1–5

	Q6
	Beginner Usability
	1–5

	Q7
	System Feedback
	1–5

	Q8
	Auto-save and rejoin
	Multiple choice

	Q9
	Cooperative Experience
	1–5

	Q10
	Guidance vs Information Overload
	1–5

	Q11
	Emotional Response – Enjoyment
	1–5

	Q12
	Emotional Response – Confidence
	1–5

	Q13
	Errors and Final Improvement
	Open response



C.2 Google Forms Results
The figures below present the responses collected through Google Forms from the four participants.



Figure C.1 Q1 Game Flow [image: Forms response chart. Question title: Q2. Clarity   Was it clear what the player should do at each stage of the game?. Number of responses: 4 responses.][image: Forms response chart. Question title: Q1. Game Flow   How easy was it to follow the game from Mission Alert to Mission Complete?  . Number of responses: 4 responses.]
[image: Forms response chart. Question title: Q1. Game Flow   How easy was it to follow the game from Mission Alert to Mission Complete?  . Number of responses: 4 responses.]

Figure C.2 Q2 Clarity[image: Forms response chart. Question title: Q3. Plan Together  How clear and easy to scan is the information on the Plan Together screen?. Number of responses: 4 responses.]

Figure C.3 Q3 Plan Together

Figure C.4 Q4 Readability[image: Forms response chart. Question title: Q5. Colour and Accessibility  Are the INFECTED and CLEAR game states easy to understand from the text and icons, as well as the colours?. Number of responses: 4 responses.]
[image: Forms response chart. Question title: Q4. Readability  How easy is it to see and read the text, icons and main buttons in the storyboard?  . Number of responses: 4 responses.][image: Forms response chart. Question title: Q3. Plan Together  How clear and easy to scan is the information on the Plan Together screen?. Number of responses: 4 responses.]

Figure C.5 Q5 Colour and Accessibility[image: Forms response chart. Question title: Q6. Beginner usability   Do you think the game would be easy to understand for someone who does not usually play mobile games?  . Number of responses: 4 responses.][image: Forms response chart. Question title: Q5. Colour and Accessibility  Are the INFECTED and CLEAR game states easy to understand from the text and icons, as well as the colours?. Number of responses: 4 responses.]

Figure C.6 Q6 Beginner usability

Figure C.7 Q7 System feedback[image: Forms response chart. Question title: Q8. Auto-save and rejoin   Is it clear that the game saves your progress automatically and lets you rejoin a saved mission after an interruption?  . Number of responses: 4 responses.][image: Forms response chart. Question title: Q7. System feedback  After an action, such as moving, treating an infection or sharing a resource, is it clear that the action was successful?. Number of responses: 4 responses.][image: Forms response chart. Question title: Q6. Beginner usability   Do you think the game would be easy to understand for someone who does not usually play mobile games?  . Number of responses: 4 responses.][image: Forms response chart. Question title: Q5. Colour and Accessibility  Are the INFECTED and CLEAR game states easy to understand from the text and icons, as well as the colours?. Number of responses: 4 responses.]
[image: Forms response chart. Question title: Q7. System feedback  After an action, such as moving, treating an infection or sharing a resource, is it clear that the action was successful?. Number of responses: 4 responses.][image: Forms response chart. Question title: Q6. Beginner usability   Do you think the game would be easy to understand for someone who does not usually play mobile games?  . Number of responses: 4 responses.][image: Forms response chart. Question title: Q5. Colour and Accessibility  Are the INFECTED and CLEAR game states easy to understand from the text and icons, as well as the colours?. Number of responses: 4 responses.]

Figure C.8 Auto-save and rejoin[image: Forms response chart. Question title: Q9. Cooperative experience  Does the game feel like a team game where players work together?. Number of responses: 4 responses.][image: Forms response chart. Question title: Q8. Auto-save and rejoin   Is it clear that the game saves your progress automatically and lets you rejoin a saved mission after an interruption?  . Number of responses: 4 responses.][image: Forms response chart. Question title: Q7. System feedback  After an action, such as moving, treating an infection or sharing a resource, is it clear that the action was successful?. Number of responses: 4 responses.][image: Forms response chart. Question title: Q6. Beginner usability   Do you think the game would be easy to understand for someone who does not usually play mobile games?  . Number of responses: 4 responses.][image: Forms response chart. Question title: Q5. Colour and Accessibility  Are the INFECTED and CLEAR game states easy to understand from the text and icons, as well as the colours?. Number of responses: 4 responses.]

Figure C.9 Q9 Cooperative experience

Figure C.10 Q10 Guidance vs information overload[image: Forms response chart. Question title: Q11. Emotional response - enjoyment  How enjoyable did the game experience feel to you?. Number of responses: 4 responses.][image: ][image: Forms response chart. Question title: Q9. Cooperative experience  Does the game feel like a team game where players work together?. Number of responses: 4 responses.][image: Forms response chart. Question title: Q8. Auto-save and rejoin   Is it clear that the game saves your progress automatically and lets you rejoin a saved mission after an interruption?  . Number of responses: 4 responses.][image: Forms response chart. Question title: Q7. System feedback  After an action, such as moving, treating an infection or sharing a resource, is it clear that the action was successful?. Number of responses: 4 responses.][image: Forms response chart. Question title: Q6. Beginner usability   Do you think the game would be easy to understand for someone who does not usually play mobile games?  . Number of responses: 4 responses.][image: Forms response chart. Question title: Q5. Colour and Accessibility  Are the INFECTED and CLEAR game states easy to understand from the text and icons, as well as the colours?. Number of responses: 4 responses.]
[image: ][image: Forms response chart. Question title: Q9. Cooperative experience  Does the game feel like a team game where players work together?. Number of responses: 4 responses.][image: Forms response chart. Question title: Q8. Auto-save and rejoin   Is it clear that the game saves your progress automatically and lets you rejoin a saved mission after an interruption?  . Number of responses: 4 responses.][image: Forms response chart. Question title: Q7. System feedback  After an action, such as moving, treating an infection or sharing a resource, is it clear that the action was successful?. Number of responses: 4 responses.][image: Forms response chart. Question title: Q6. Beginner usability   Do you think the game would be easy to understand for someone who does not usually play mobile games?  . Number of responses: 4 responses.][image: Forms response chart. Question title: Q5. Colour and Accessibility  Are the INFECTED and CLEAR game states easy to understand from the text and icons, as well as the colours?. Number of responses: 4 responses.]

Figure C.11 Q11 Emotional response - enjoyment[image: Forms response chart. Question title: Q12.  Emotional response - confidence  How confident did you feel that you understood what was happening in the game?. Number of responses: 4 responses.][image: Forms response chart. Question title: Q11. Emotional response - enjoyment  How enjoyable did the game experience feel to you?. Number of responses: 4 responses.][image: ][image: Forms response chart. Question title: Q9. Cooperative experience  Does the game feel like a team game where players work together?. Number of responses: 4 responses.][image: Forms response chart. Question title: Q8. Auto-save and rejoin   Is it clear that the game saves your progress automatically and lets you rejoin a saved mission after an interruption?  . Number of responses: 4 responses.][image: Forms response chart. Question title: Q7. System feedback  After an action, such as moving, treating an infection or sharing a resource, is it clear that the action was successful?. Number of responses: 4 responses.][image: Forms response chart. Question title: Q6. Beginner usability   Do you think the game would be easy to understand for someone who does not usually play mobile games?  . Number of responses: 4 responses.][image: Forms response chart. Question title: Q5. Colour and Accessibility  Are the INFECTED and CLEAR game states easy to understand from the text and icons, as well as the colours?. Number of responses: 4 responses.]

Figure C.12 Q12 Emotional response - confidence


C.3 Open Feedback
Q13 allowed participants to identify anything unclear or missing and suggest a final improvement.[image: ][image: Forms response chart. Question title: Q12.  Emotional response - confidence  How confident did you feel that you understood what was happening in the game?. Number of responses: 4 responses.][image: Forms response chart. Question title: Q11. Emotional response - enjoyment  How enjoyable did the game experience feel to you?. Number of responses: 4 responses.][image: ][image: Forms response chart. Question title: Q9. Cooperative experience  Does the game feel like a team game where players work together?. Number of responses: 4 responses.][image: Forms response chart. Question title: Q8. Auto-save and rejoin   Is it clear that the game saves your progress automatically and lets you rejoin a saved mission after an interruption?  . Number of responses: 4 responses.][image: Forms response chart. Question title: Q7. System feedback  After an action, such as moving, treating an infection or sharing a resource, is it clear that the action was successful?. Number of responses: 4 responses.][image: Forms response chart. Question title: Q6. Beginner usability   Do you think the game would be easy to understand for someone who does not usually play mobile games?  . Number of responses: 4 responses.][image: Forms response chart. Question title: Q5. Colour and Accessibility  Are the INFECTED and CLEAR game states easy to understand from the text and icons, as well as the colours?. Number of responses: 4 responses.]

Figure C.13 Q13 Errors + final improvements
C.4 Full Response Table
	Question
	P1
	P2
	P3
	P4

	Q1
	5
	5
	4
	5

	Q2
	5
	5
	4
	5

	Q3
	5
	5
	5
	5

	Q4
	5
	5
	5
	5

	Q5
	5
	5
	5
	5

	Q6
	5
	5
	3
	5

	Q7
	4
	5
	5
	5

	Q8
	Both clear
	Both clear
	Both clear
	Both clear

	Q9
	5
	5
	5
	5

	Q10
	5
	5
	4
	4

	Q11
	5
	5
	4
	4

	Q12
	5
	5
	5
	4


Table C.3 Individual responses to the final prototype questionnaire

			






Appendix D - Heuristic Evaluation

D.1 Purpose and Method
A heuristic evaluation was carried out to review the eight high-fidelity storyboard screens against Nielsen's ten usability heuristics [1]. The evaluation was completed by the author as a single-evaluator inspection and was used as supporting evidence alongside the user questionnaire in Appendix C.
Issues were rated using Nielsen's severity scale: 0 = not a usability problem, 1 = cosmetic, 2 = minor, 3 = major and 4 = usability catastrophe. As this was a single-evaluator review of a static storyboard, the findings are used to identify possible usability issues rather than to represent observed task performance.
D.2 Nielsen's Ten Heuristics
	No.
	Heuristic
	Simple definition

	H1
	Visibility of system status
	Keep users informed through clear feedback.

	H2
	Match between system and the real world
	Use familiar language and concepts.

	H3
	User control and freedom
	Provide clear exits and ways to recover from actions.

	H4
	Consistency and standards
	Use consistent words, controls and patterns.

	H5
	Error prevention
	Prevent problems before they happen.

	H6
	Recognition rather than recall
	Keep actions and choices visible.

	H7
	Flexibility and efficiency of use
	Support efficient use for different users.

	H8
	Aesthetic and minimalist design
	Show relevant information without unnecessary clutter.

	H9
	Help users recognise, diagnose and recover from errors
	Explain errors clearly and show how to recover.

	H10
	Help and documentation
	Provide easy-to-find guidance when needed.


Table D.1 Nielsen's ten usability heuristics used in the evaluation
D.3 Evaluation Results
The review found that most heuristics were supported by the storyboard. The main usability issue was the lack of a clear error-recovery state. This was also raised independently in the open feedback question (Q13), where one participant asked what would happen after a wrong move or when action points run out (Appendix C).


	No.
	Finding
	Heuristic
	Severity
	Comment

	1
	No clear error-recovery state after a wrong move or when actions run out.
	H9 / H3
	3
	Add a short warning and a clear way to recover or cancel. This matches the issue raised in Q13.

	2
	The Plan Together screen contains several locations and team assignments, but the information is grouped into clear sections.
	H8
	1
	The screen was improved from Assignment 1. Q3 received a mean score of 5.0.

	3
	Game status uses red and green, but text labels and icons are also used to show INFECTED, CLEAR and OUTBREAK.
	H4
	0
	The meaning is not dependent on colour alone. Q5 received a mean score of 5.0.

	4
	Guidance is available through the optional tutorial, but there is limited help for unusual situations during play.
	H10
	1
	Keep the tutorial and add short contextual help for errors or unfamiliar actions.


Table D.2 Main heuristic evaluation findings
Positive findings. The storyboard provides clear system feedback through mission status, progress indicators, auto-save information and the Mission Complete screen (H1). Roles, locations and actions are also visible on screen rather than relying on memory (H6). These findings are consistent with the positive questionnaire results for clarity, system feedback and confidence in Appendix C.
Main finding. The most important weakness was error recovery (H9). The heuristic review and the open participant feedback identified the same issue, giving supporting evidence that this area should be improved in a future interactive version.
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it clear that the action was successful?

4 responses

3 (75%)

1 (25%)
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Q9. Cooperative experience Does the game feel like a team game where players work together?

4 responses

4 (100%)
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Q9. Cooperative experience Does the game feel like a team game where players work together?

4 responses

4 (100%)
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Q11. Emotional response - enjoyment How enjoyable did the game experience feel to you?

4 responses

2 (50%) 2 (50%)

0 (0%) 0 (0%) 0 (0%)
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Q10. Guidance vs information overload Does the game give enough guidance without showing too
much information at once?

4 responses

2 (50%) 2 (50%)

0 (0%) 0 (0%) 0 (0%)
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Q11. Emotional response - enjoyment How enjoyable did the game experience feel to you?

4 responses

2 (50%) 2 (50%)

0 (0%) 0 (0%) 0 (0%)
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Q10. Guidance vs information overload Does the game give enough guidance without showing too
much information at once?

4 responses

2 (50%) 2 (50%)

0 (0%) 0 (0%) 0 (0%)
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Q12. Emotional response - confidence How confident did you feel that you understood what was
happening in the game?

4 responses

3 (75%)

1 (25%)
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Q12. Emotional response - confidence How confident did you feel that you understood what was
happening in the game?

4 responses

3 (75%)

1 (25%)
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Q13. Errors + final improvement

Was anything unclear or missing from the game? For example, what should happen if a player
makes a wrong move or runs out of actions? What would you improve?

4responses

The game was easy to follow overall. However, it was not completely clear what would happen if | made a

wrong move or ran out of actions. | would add a short warning message explaining what happens before the
actionis confirmed.

The game was very clear and easy to understand. Nothing is missing

no. not at all

It was genuinely well made. Maybe adding a mission progress indicator/bar could be interesting
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Q13. Errors + final improvement

Was anything unclear or missing from the game? For example, what should happen if a player
makes a wrong move or runs out of actions? What would you improve?

4responses

The game was easy to follow overall. However, it was not completely clear what would happen if | made a

wrong move or ran out of actions. | would add a short warning message explaining what happens before the
actionis confirmed.

The game was very clear and easy to understand. Nothing is missing

no. not at all

It was genuinely well made. Maybe adding a mission progress indicator/bar could be interesting
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