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[bookmark: _Toc234642251][bookmark: _Toc236625587]1. Introduction
Campus Crisis is a joint mobile version of Pandemic[14] for UWTSD campuses. Library, IT, Wellbeing, Estates, Registry and Students' Union assume their roles and coordinate their efforts to prevent further disruption of the campus before outbreaks spread throughout the network.
Coloring in your wireframes, creating the personas and the formative tests were completed for assignment 1 with Priya Nair, Eleri Thomas and Ryan O'Connor, and you had peer review feedback from Jordan Mercer. At this stage the following 5 revisions were prioritised: Larger Map Targets with a magnifier, a persistent Action Point (AP) counter, larger Crisis typography on high contrast, a review screen after defeating the mission, and a toggle for the lobby. These include the complete colour storyboards, an assessment of the changes using the same persona-matched participants, a data plan for a working release and analysis of the usability–experiences tensions[10][13].
[bookmark: _Toc234642252][bookmark: _Toc236625588]2. Full-Colour Design Storyboards
[bookmark: _Toc234642253][bookmark: _Toc236625589]2.1 Colour schemes and graphics
The incorporation of colour was only added after the greyscale navigation had been tested in the Assignment 1, and is done using an iterative human centred cycle[10][2]. Navy was chosen to reinforce the university identity, gold highlights primary actions to improve discoverability, teal communicates successful actions, while coral was reserved for crisis situations to increase urgency without relying solely on colour. Colour is not the only way to indicate urgency: all alerts include an icon, fulfilling WCAG-oriented non-colour cues[11]. Flat role icons, building glyphs and progress meters ensure the UI remains readable on a commuting phone, aligning with the context of intermittence in a personae's connectivity. Simple, familiar icons were selected because they can be recognised more quickly than text alone, reducing cognitive effort while supporting accessibility for users with different reading abilities and language backgrounds.

[image: ]
Figure 1. Campus Crisis colour, brand, and accessibility system used across the Assignment 2 storyboards.
[bookmark: _Toc234642254][bookmark: _Toc236625590]2.2 Key screen designs and navigation
 Figure 2 introduces the Assignment 1 onboarding path (splash with early access to settings, main menu (Create, Join, Help, Preferences), lobby, and role select), plus per player Ready toggles and Room Code UWT987 for interrupted joiners to let others know they're ready without a restart. To recognise rather than recall, role cards are named for Library, IT, Wellbeing, Estates, Registry and Students' Union.
[image: ]
Figure 2. Full-colour onboarding storyboard: splash, main menu, lobby with Ready toggles, and role selection.
The center turn loop is the 3rd loop. The header of the campus map now displays a persistent AP counter, Turn and Infection Rate and a persistent Outbreak Stacks, to address Ryan's Assignment 1 question “Did that use my whole turn?” and Jordan Mercer's request on the peer list of a visible status for the system[1][5]. Buildings are extended to be touched, and Priya and Eleri have a magnifier. Over the dimmed map, Location Detail provides the Move, Contain, Share and Special buttons. In the case of ‘stressful but fair' responses, as reported in both assignments, Crisis Event employs large typography of coral, while the map is still visible.
[image: ]
Figure 3. Full-colour gameplay storyboard: campus map with persistent AP counter, location actions, player cards, and crisis event.
Figure 4 facilitates Team Coordination via some quick-action chips such as “Meet at Library,” Solution Progress via Digital Failure, Estate Hazard, Wellbeing Strain, and Academic Backlog, and a Map Thumbnail for teammates' positions[9]. Figure 5 ends with Victory and Defeat, reviews what we missed (outbreak summary requested by Jordan and supported by Chloe's concern about opaque failure) and on the splash path for personas Amina and James[11][3] Accessibility Settings (Large Text, High Contrast, Reduced Motion, colour-blind markers, non-colour cues).
[image: ]
Figure 4. Full-colour cooperation storyboard: team coordination with quick-action chips, solution progress, and map thumbnail.
[image: ]
Figure 5. Full-colour end-state and accessibility storyboard: victory, defeat, Review what we missed, and accessibility settings.
[bookmark: _Toc234642255][bookmark: _Toc236625591]2.3 Changes from Assignment 1 wireframes
Figure 6 shows the five revisions that were actually implemented on the greyscale wireframes: Permanent AP in the header of the map; Building targets & magnifier are larger; Crisis text is dual coded and bigger; Ready toggles are in the lobby; Defeat leading to Review what we missed. When the task sequence does not change, gold CTAs and teal confirmations take the place of the anonymous grey bars. In the navigation model, as displayed in figure 7, the accessibility, review, victory and defeat are made explicit, both visually and with informative feedback[5] (consistent bottom action bars), which are the reasons for this. The complete list of inventory is provided in Appendix A.
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Figure 6. Annotated comparison of Assignment 1 greyscale wireframes and Assignment 2 full-colour revisions.
[image: ]
Figure 7. Updated Campus Crisis navigation flow including new Assignment 2 screens and victory/defeat paths.
[bookmark: _Toc234642256][bookmark: _Toc236625592]3. Prototype Feedback and User Testing
[bookmark: _Toc234642257][bookmark: _Toc236625593]3.1 Process and persona coverage
The three remote think aloud sessions, conducted on the participants own smartphone, were carried out between 2nd July and 4th July (c. 30 minutes per session): Priya Nair (6.4" Android, persona Amina), Eleri Thomas (6.1" iPhone with magnification, persona James) and Ryan O'Connor (6.5" Android, persona David). Re-confirmed verbal consent and notes taken, utilising the screen share function of the storyboard PDFs. The revised features were targeted using the tasks and then the System Usability Scale[8] was used. The scores were: Priya 82, Eleri 78, Ryan 80 (mean 80.0) which is higher than the mean score for the Assignment 1 wireframes (71.3).
[bookmark: _Toc234642258][bookmark: _Toc236625594]3.2 Usability and emotional findings
Comments were mostly positive about the AP header and the Ready toggle. “When I was there the last time, I was missing the points and now I can see them, that's what I need to do,” Ryan said. She was able to find Accessibility within the first minute, and reported fewer mis-taps on Library and IT, but brushed Halls once when zoomed out to 100%. Eleri said that the messages (crisis text) are “[now] big enough that I am not guessing the event,” when they are displayed in High Contrast. Interestingly, when asked to remember zoom between turns, Priya asked the magnifier to zoom in between turns, which is planned for the working build.
Centrally, I found that emotional design arguments citing the fact that “visceral cues influence appraisal”[4] matched that coral had a higher emotional tone than greyscale placeholders, raising the urgency. When the map was visible and dimmed, all three still said that there were no crises. Ryan described the Review screen as "useful", indicating that the redesigned feedback was supportive rather than punitive. Chloe Davies (4 July follow-up; persona Sarah) also liked the university gold tone, but cautioned that ongoing pulses on coral would cause anxiety, making it a Must-have product.

[bookmark: _Toc234642259][bookmark: _Toc236625595]3.3 Peer evaluation
On 5 July 2026, Jordan Mercer did a short walkthrough of the colour storyboard PDFs. He said the persistent AP counter and Review what we missed control matched his requests for Assignment 1 and he added new requests for role-colour dots next to Ready states to ensure that those who are playing offline are clearly identified without having to read names. A change like that is approved to be implemented. The away status cues will be further refined in Team Coordination.
[bookmark: _Toc234642260][bookmark: _Toc236625596]3.4 Improvements linked to findings
	Finding
	Design response

	AP cost unclear (Ryan/Jordan)
	Persistent AP header (Fig. 3)

	Map mis-taps (Priya)
	Larger targets + magnifier; remember-zoom planned

	Crisis text small (Eleri)
	Larger High Contrast crisis type (Fig. 3)

	Opaque defeat (Jordan/Chloe)
	Review what we missed (Fig. 5)

	Interrupted join (Ryan)
	Lobby Ready toggles (Fig. 2)

	Offline status (Jordan A2)
	Role-colour Ready dots (accepted)


[bookmark: _Toc234642261]These findings confirmed that relatively small interface refinements can significantly improve usability while preserving the cooperative and emotional experience intended for the game.
Overall, the findings were consistent with the expected improvements introduced after Assignment 1, particularly regarding navigation clarity and readability. The only unexpected finding was Priya's request for remembered zoom between turns, which highlighted the need to better support returning users and informed the planned enhancement for the working prototype.
[bookmark: _Toc236625597]4. Data Collection for a Working Version
[bookmark: _Toc234642262][bookmark: _Toc236625598]4.1 Usage and emotional data
There should be a distinction between records of behavioural use and records of emotional responses in a working release[12][13]. Like the cooperative task, usage data indicate whether a task can be performed efficiently, while emotional data indicate how tense a situation is for the persona, Sarah—whether it is fair. Automatic events planned for will include session length, drop-off screen, AP spent by action type, building tap-miss rate, Ready latency after reconnect, crisis acknowledge time, containment outcomes, and Defeat path (Retry versus Review).
[bookmark: _Toc234642263][bookmark: _Toc236625599]4.2 Automatic versus direct methods
Firebase Analytics or Unity Analytics can provide funnels from Splash to Lobby to First Contain, and crash-free sessions and retention; Mixpanel or Amplitude can provide a tag for campus and role. Commercial templates don't include such custom events as outbreak increments or trades of shared intel, so a custom endpoint is still required. There are still areas where emotion needs direct methods: a 3-item post-match pulse (tension, fairness, pride) (optional), SUS every major patch[8] and opt-in interviews. It is not possible to automatically determine anxiety or pride from automatic logs[7].
[bookmark: _Toc234642264][bookmark: _Toc236625600]4.3 Ethics and next-version use
Informed consent at first launch, anonymised tokens, limits on retention and a settings control to stop analytics are among the features that must be included in collection. Tap-miss heatmaps would expand Halls and Labs further, and slow crisis read with the High Contrast option off would increase the default type size, while repeated Defeat→Menu skips without Review would result in a one-shot Coach Mark. If there were low emotional pulses after coral heavy sessions they would be cross-checked before any softening of animation is considered, with Reduced Motion.
[bookmark: _Toc234642265][bookmark: _Toc236625601]5. Usability versus User Experience
The colour palette and interface elements were intentionally selected to balance usability and user experience. Gold buttons were used to make primary actions immediately recognisable, while coral was reserved for crisis events to create a stronger sense of urgency. Although a more neutral interface could reduce emotional impact, participants responded positively to the increased visual feedback during testing. This demonstrates the trade-off between efficient task completion (usability) and creating an engaging emotional experience (user experience), as described by Hassenzahl [7] and Law et al. [13].
The larger crisis text and dual-coded warning icons were selected because Assignment 1 testing showed that users sometimes overlooked important events. These changes improved readability without removing the emotional tension created by crisis alerts. Similarly, the Review What We Missed screen was kept optional to support user learning while respecting player choice. These design decisions were directly informed by participant feedback reported in Section 3 and reflect an appropriate balance between usability and user experience.
[bookmark: _Toc234642266][bookmark: _Toc236625602]6. Reflective Conclusion
Campus Crisis was redesigned into a full-colour mobile interface with usability theory and a focus on returning users in Assignment 2. Colour and graphics helps for institutional recognition, accessible and controlled emotional tone and dual coding. Assignments 1 revisions were applied (Figures 2-6), and they were then retested with the same persona-matched participants, and they increased the mean SUS score from 71.3 to 80.0. A live build should be made up of commercial analytics, custom events and direct emotion measures. When these two requirements clashed, designs were retained that maintained readability of tension without sacrificing the simplicity of usability. Implementing it, remembering zooming the map and Jordan's Ready-status dots are the next steps.
[bookmark: _Toc234642267][bookmark: _Toc236625603]Appendix A: Complete Colour Storyboard Inventory
Figures 1–7 in Section 2 are the complete colour storyboard set. Inventory used in the July sessions:
	Figure
	File
	Screens / content

	Figure 1
	1.jpg
	Colour, brand, accessibility system

	Figure 2
	2.jpg
	Splash; Menu; Lobby + Ready; Role Select

	Figure 3
	3.jpg
	Map + AP; Location; Cards; Crisis

	Figure 4
	4.jpg
	Team; Progress; Map thumbnail

	Figure 5
	5.jpg
	Victory; Defeat; Review; Accessibility

	Figure 6
	6.jpg
	A1 → A2 annotated changes

	Figure 7
	7.jpg
	Navigation flow with new A2 paths


[bookmark: _Toc234642268][bookmark: _Toc236625604]Appendix B: Colour Prototype Test Summary
	Participant
	Persona link
	Device
	SUS
	Key quote

	Priya Nair
	Amina Khan
	6.4" Android
	82
	Fewer mis-taps; wants remembered zoom

	Eleri Thomas
	James Owen
	6.1" iPhone + mag.
	78
	Crisis text finally large enough

	Ryan O’Connor
	David Mensah
	6.5" Android
	80
	Can see AP before tapping Contain


Peer review: Jordan Mercer, 5 July 2026 — confirmed AP header and Review control; requested role-colour Ready-status dots. Mean SUS = 80.0 (Assignment 1 mean = 71.3).
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