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[bookmark: _Toc237848686]1. Introduction
This report continues the work completed in Assignment 1 for Pandemic: UWTSD London Campus Edition. The project takes the cooperative strategy used in Pandemic and changes the setting from cities around the world to locations around the UWTSD London Campus. Players work together as university specialists and must control infections, treat high-risk areas and complete research before the outbreak becomes impossible to manage.
The aim was not to make an exact digital copy of the original board game. Instead, the main ideas of cooperation, limited actions and disease control were kept while the locations, player roles and interface were adapted to a university environment.
Assignment 1 focused mainly on research, requirements and low-fidelity wireframes. That stage showed that users wanted clear navigation, readable text, recognisable icons, visible objectives and an easy tutorial. It also showed that the design could not assume that every user already understood Pandemic or regularly played games. For Assignment 2, the wireframes were developed into a full-colour storyboard and then tested again with users.
The final design mainly uses black and dark grey, with red as the main accent colour. This gives the application a serious outbreak theme while keeping information readable. Green, amber and blue are used only when they communicate something specific, such as safe areas, warnings, disease types or player status.
The design was informed by usability theory. Nielsen's usability heuristics were used for consistency, visibility of system status and feedback [2]. Norman's design principles influenced the way controls and signifiers were presented [3]. Fitts' Law supported the use of larger touch targets [4], while Hick's Law influenced the decision to keep menu choices limited [5]. GameFlow was also relevant because a game needs clear goals, feedback, challenge and player control as well as basic usability [7].
[bookmark: _Toc237848687]2. Full-Colour Design Storyboards
[bookmark: _Toc237848688]2.1 Complete Storyboard
The final storyboard contains ten major screens: Splash / Launch Screen, Main Menu, Main Campus Map Gameplay, Player Turn / Action Panel, Treat Infection / Location Detail, Research / Cure Screen, Tutorial / How to Play, Crisis Event / Outbreak Alert, Mission Outcome and Settings Screen.
The storyboard shows the complete flow through the application. The player starts at the launch screen, moves to the main menu and then enters the main gameplay area. From the campus map, other screens are opened depending on the action being carried out. A player can treat an infected location, move to another area, research a cure, respond to a crisis or open settings and tutorial support.
[image: ]Figure 1. Complete full-colour storyboard for Pandemic: UWTSD London Campus Edition.
One important improvement was consistency. Earlier versions did not look as if they belonged to the same game. The final version uses the same dark panels, red borders, white headings, button style and icon design throughout.
[bookmark: _Toc237848689]2.2 Main Menu and Gameplay
The main menu was kept simple and contains New Game, Continue, Tutorial, Settings and Exit. New Game is highlighted in red because it is the main action for a new player. The other options remain visible but are given less emphasis.
This supports Hick's Law because the user is not overloaded with unnecessary choices [5]. Each option also uses the same button size, icon position and text style, which makes the navigation easier to learn.
[image: ]Figure 2. Main menu screen.
The campus map is the most important gameplay screen because it shows the current state of the mission. The map contains locations including Reception, Library, Lecture Hall, IT Lab, Student Hub, Admin Office, Cafeteria and Seminar Room. These locations are connected visually so players can understand where they are able to move.
The interface also displays the current objective, infection rate, outbreak count, current player, remaining actions and player tokens.
[image: ]Figure 3. Main campus gameplay map.
Keeping this information visible follows Nielsen's visibility of system status principle [2]. Players do not need to open another screen just to check how many actions remain or whether the outbreak situation is getting worse. The main actions also combine icons and text. This became especially important during testing because some inexperienced players found icon-only controls difficult to understand.
[bookmark: _Toc237848690]2.3 Colour Scheme and Graphics
The final visual scheme uses charcoal black, deep black, crisis red and alert red as the main colours. Red was selected because it fits the outbreak theme and creates a feeling of danger and urgency. However, red is not used for everything. If every control was red, the important warning information would become harder to identify.
Green is used for positive states and success, amber for warnings, blue for some disease or player information, and light text is used against the dark background for readability.
[image: ]Figure 4. Colour palette and visual style guide.
The graphics follow a consistent game-style design. Simple icons are combined with text and the London skyline is used as a background element without distracting from the controls.
Accessibility was also considered. WCAG guidance recommends good contrast and states that information should not depend only on colour [6]. The prototype therefore also uses labels, icons and different shapes to communicate important states.
[bookmark: _Toc237848691]2.4 Changes from the Wireframes
The Assignment 1 wireframes established the basic position of controls and information, but they had limited visual hierarchy. The main changes in the full-colour version were larger buttons, stronger contrast, clearer infection colours, visible objectives, clearer actions remaining, improved icons, stronger map hierarchy, better tutorial guidance and a more consistent visual identity.
[image: ]Figure 5. Comparison between the wireframe and final design.
The structure of the wireframes was not completely replaced. Instead, it was improved. The map still contains the same basic game information, but important states are easier to identify. The action panel still provides the same main actions, but they now use larger controls and clearer labels.
The final version therefore keeps the useful wireframe structure while adding stronger hierarchy and a more engaging visual style.
[bookmark: _Toc237848692]3. Final Prototype Testing
[bookmark: _Toc237848693]3.1 Participants and Method
Two questionnaires were used during the final stage. Questionnaire 1 was completed before participants reviewed the prototype. It collected information about gaming experience, previous Pandemic experience, confidence using mobile applications, accessibility requirements and interface preferences.
Questionnaire 2 was completed after participants worked through the final storyboard. It focused on navigation, gameplay, tutorial support, accessibility, visual design and emotional response.
[image: ]
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Ten participants took part and all were UWTSD students aged between 19 and 30. The group included three very experienced gamers, three experienced gamers, two users with average experience and two users with limited gaming experience.
The participants also had different levels of previous Pandemic experience. Three had played several times, three had played once or twice, two knew the game but had not played it, and two had never played it. This gave a useful mix because the interface should work for both experienced users and people who need more explanation.
Six participants preferred a combination of icons and text, two mainly preferred icons and two mainly preferred text. Accessibility needs were also mixed: six required no adjustments, two selected larger text, one selected high contrast and one selected colour-blind support.
[bookmark: _Toc237848694]3.2 Testing Process
Participants were shown the final storyboard and asked to follow the main application flow. The tasks included starting a new game, understanding the main menu, identifying an infected location, selecting a player action, finding cure progress, understanding a crisis event and locating settings and accessibility controls.
The prototype was not fully programmed, so the testing focused on whether users could understand the intended interaction and move through the storyboard without constant explanation.
After completing the tasks, participants filled in Questionnaire 2. Most questions used a five-point rating scale, while the final section contained open questions. This combination was useful because numerical results show the overall pattern while open responses explain the reasons behind lower or higher scores [11].
[bookmark: _Toc237848695]3.3 Results
The prototype received positive ratings overall.
Navigation and Usability averaged 4.44 out of 5. Campus Map and Gameplay also averaged 4.44. Tutorial and Accessibility averaged 4.46, while User Experience and Emotional Response was the highest section at 4.55. Overall Ease of Use and Overall Enjoyment both averaged 4.40 out of 5.
[image: ]Figure 6. Final usability testing results from 10 participants.
Seven participants said they would play a working version of the game and three answered Maybe. Nobody selected No. Clear navigation was the most frequently selected important feature, chosen by seven participants. Clear objectives were selected by six and an easy tutorial by five.
These results support keeping objectives visible, combining icons with labels and using clear navigation. The highest score for User Experience and Emotional Response also suggests that the campus setting and visual style added engagement.
[bookmark: _Toc237848696]3.4 Positive and Negative Feedback
The UWTSD campus setting was one of the most common positive comments. Participants said it made the game feel more personal and relevant. Experienced users also liked the connection with Pandemic and the strategic nature of the design. The red and black colour scheme was generally seen as suitable for the outbreak theme, while large text and buttons were considered useful.
The main negative comments concerned the Research/Cure screen. Several participants said cure progress was not always obvious. A clearer progress bar, percentage or step indicator would improve this. Some icons were also unclear to users with less gaming experience. In particular, Research and Treat Infection needed to be more visually different.
The campus map received mixed feedback. Some participants liked the amount of detail while others wanted clearer labels, a map legend, clearer connection lines, less visual clutter and zoom or filtering controls. The crisis event screen could also explain the possible consequences of each decision more clearly before a user selects an option.
Colour-blind accessibility needs further improvement. One participant suggested adding patterns or shapes so risk information does not depend mainly on colour. Less experienced players also asked for more tutorial guidance and text labels beside icons.
[image: ]
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Figure 7. Positive feedback and areas for improvement.
The next version would therefore improve cure progress, icon clarity, tutorial support, crisis explanations, map readability and colour-blind support.
[bookmark: _Toc237848697]4. Data Collection in a Working Version
If the game was developed into a working application, usage data could help improve future versions.
Automatic gameplay information could include games started and completed, session length, win/loss rate, roles selected, infection locations, number of treatment actions, research actions, outbreaks, cure completion and common reasons for failure.
This could show whether parts of the game are too easy, too difficult or rarely used. If most players lose after the same crisis event, that event may need balancing.
Interface information could also be collected, including tutorial completion, screens visited, settings used, accessibility options selected and places where users leave the game. If many players repeatedly return to the tutorial, normal gameplay may not provide enough guidance.
However, automatic data cannot fully explain how users feel. A long time spent on one screen could mean that the player is interested or that they are confused. Emotional response should therefore still be collected through post-game ratings, enjoyment scores, difficulty ratings, optional comments and occasional questionnaires.
GameFlow shows that enjoyment is affected by feedback, challenge, clear goals and control [7]. These areas cannot be measured completely through usage statistics. The best approach would therefore combine anonymous usage analytics with direct user feedback.
Only information with a clear purpose should be collected. Names, student numbers, exact location or contact details would not be required. Anonymous session identifiers would be enough for most usage data.
[bookmark: _Toc237848698]5. Reflection on Usability and User Experience
If the application had been designed only from a usability perspective, the interface could have been much simpler. The map could have used plain circles and lines, colours could have been neutral and most decorative graphics could have been removed. This may have improved clarity in some places, but the game would lose much of its atmosphere.
The final design therefore tries to balance usability with user experience. Red outbreak warnings, London graphics and disease cubes create tension, while repeated layouts, labels and consistent controls keep the interface understandable. Hassenzahl and Tractinsky argue that user experience includes emotional qualities as well as traditional usability [8].
The campus map is the clearest example of a conflict between usability and user experience. More detail makes the game feel more strategic, but it also creates more visual clutter. The final feedback confirmed this because some participants liked the detailed map while others wanted clearer labels and fewer elements. The solution would be to organise the detail better using zoom, filters, legends and stronger highlighting.
Icons create a similar issue. They save space and make the interface feel more like a game, but inexperienced users may not understand them. The questionnaire showed that six out of ten participants preferred icons combined with text, which supports the final design approach.
Accessibility also influenced the project. Large buttons improve touch accuracy and follow Fitts' Law [4]. Strong contrast supports readability, while labels reduce dependence on colour. The feedback also showed that colour-blind support should be improved further through patterns and shapes.
The project followed an iterative user-centred process. Assignment 1 collected user expectations before the full interface was created. Those findings influenced tutorial support, text size, visible objectives and navigation. Assignment 2 then allowed users to respond to a much more realistic prototype.
This follows ISO 9241-210, which recommends involving users throughout the design process [1]. One important thing I noticed is that experienced and inexperienced gamers do not always understand the same interface in the same way.
For this reason, usability theory and user feedback were both important. Theory supported the design decisions, while testing showed whether those decisions worked in practice. The final design is stronger because the two were used together rather than treating the first prototype as finished.
[bookmark: _Toc237848699]6. Conclusion
This assignment developed Pandemic: UWTSD London Campus Edition from the Assignment 1 wireframes into a complete full-colour storyboard. The final design uses a consistent black and red style, clear objectives, large controls, colour-coded infection information and a campus-based strategy map.
Ten UWTSD students evaluated the prototype. The results were positive, with section averages between 4.44 and 4.55 out of 5. Overall ease of use and enjoyment both received 4.40 out of 5. Seven participants said they would play a working version and three answered Maybe.
The testing also identified areas that still require improvement, particularly cure progress, icon clarity, tutorial support, map clarity, crisis information and colour-blind accessibility.
The overall process showed that usability and user experience need to work together. A game must be easy to understand, but it also needs to create interest and atmosphere. Using usability theory, full-colour prototyping and user feedback helped develop the original wireframe into a much stronger and more complete game concept.



[bookmark: _Toc237848700]References
[1] International Organization for Standardization, Ergonomics of Human-System Interaction—Part 210: Human-Centred Design for Interactive Systems, ISO 9241-210:2019, 2nd ed., Geneva, Switzerland, 2019. [Online]. Available: https://www.iso.org/standard/77520.html. [Accessed: Aug.  2026]. 
[2] J. Nielsen, Usability Engineering. San Francisco, CA, USA: Morgan Kaufmann, 1994. 
[3] D. A. Norman, The Design of Everyday Things, rev. and expanded ed. New York, NY, USA: Basic Books, 2013.
[4] P. M. Fitts, “The information capacity of the human motor system in controlling the amplitude of movement,” Journal of Experimental Psychology, vol. 47, no. 6, pp. 381–391, 1954, doi: 10.1037/h0055392.
[5] W. E. Hick, “On the rate of gain of information,” Quarterly Journal of Experimental Psychology, vol. 4, no. 1, pp. 11–26, 1952, doi: 10.1080/17470215208416600.
[6] World Wide Web Consortium, Web Content Accessibility Guidelines (WCAG) 2.2, W3C Recommendation, Dec. 12, 2024. [Online]. Available: https://www.w3.org/TR/WCAG22/. [Accessed: Aug. 2026]. 
[7] P. Sweetser and P. Wyeth, “GameFlow: A model for evaluating player enjoyment in games,” Computers in Entertainment, vol. 3, no. 3, 2005, doi: 10.1145/1077246.1077253.
[8] M. Hassenzahl and N. Tractinsky, “User experience—A research agenda,” Behaviour & Information Technology, vol. 25, no. 2, pp. 91–97, 2006, doi: 10.1080/01449290500330331. 
[9] Y. Rogers, H. Sharp, and J. Preece, Interaction Design: Beyond Human-Computer Interaction, 6th ed. Hoboken, NJ, USA: Wiley, 2023. 
[10] B. Shneiderman, C. Plaisant, M. Cohen, S. Jacobs, N. Elmqvist, and N. Diakopoulos, Designing the User Interface: Strategies for Effective Human-Computer Interaction, 6th ed. Boston, MA, USA: Pearson, 2016. 
[11] J. Lazar, J. H. Feng, and H. Hochheiser, Research Methods in Human-Computer Interaction, 2nd ed. Cambridge, MA, USA: Morgan Kaufmann, 2017. 

Appendices
Appendix A – Complete Storyboard
[image: ]



image6.png
PANDEMIC UWTSD LONDON CAMPUS EDITION

QUESTIONNAIRE 1 - PARTICIPANT PROFILE AND PREVIOUS EXPERIENCE

[Participant 1 [ Gender: Femate

[age:22

Q. Whatis your age group?
182
oz
o3
o5
osie
e
Q2. Are you currantly & UWTSD student or mambor of staff?
EUWTSD studant
[EIT e —
CNaithe

Q3. How often do you play mobile or computer games?
B Every day.
0 Sevarat times a wask
[ETT————
O About oncs s month
OReraly
ONevar
Q4. How would you describa your gaming experience?
EVery sxperienced
OBxparienced
OAverage
O Limitad axp
£No gaming experience

s, v
[ERpp————
D1 know the game but have not played it
Dihave nover played it

Q. Have you proviously used strategy or cooperative games?
B Fraquently
[Eps—
OReraly
ONevar
Q7. How confident are you when using mobile applications?
01~ Not confident at
D12 Siighty confident
D13 Modorataly confident
04— Confidant
95 Very confident

Q8. Do you normally require any accessibility adjustments when using mobils applications?

ano
O Larger taxt

O High contrast
0 Colourbiind support
[EEe——

0 Audio support
Cothar

Q9. Which typa of intarfaca do you normellyfind
O Maintyicons
O Mainlytaxt
5 Combination of icons and taxt
NG preference
Q10 What s most important to you whan using a new mobils game?
Ghoose up to thrss.
5 Clear navigation
0By tutorial.

D Lorgo readsblo toxt
[Ep—
D Attrsctive grophics
5 Fastgameplay
B Cloar objectives
[EL e pa—————
D Accessibilty options
C0thar
Complated qusstionnaire




image7.png
PANDEMIC: UWTSD LONDON CAMPUS EDITION Gt convast

0 Colourbiind support

QUESTIONNAIRE 1 - PARTICIPANT PROFILE AND PREVIOUS EXPERIENCE i
[Participant3. T Gender: Femate [age:20 iOther
Q0. Which type i
Q1 Whetiayouragagroup? [ —
e & Mainytot
e D Combination fcana and et
B it T
s T T T B T e S )
asieo e———
aere DClearnaviation
PO S R —— -
BUwTSD sudent B Lo rondablott
CUWTSD saf mamber B Clearbton
Gl e
B e e T OFaat gamoriay
— Diear sbjocies
By DIGond fosdhack ata actors
i Dhcoesabiityoptons
Cihvout noea ot oter
iy rm—
CiNeer
U e e e
OVary epacianced
OEparenced
B e
S e

£No gaming experience

[ER——
[ERpp————
3 1knowth game but hava not played i
Dihave nover played it

Q. Have you previously used strategy or cooperative games?
DFrequentyy

Q7. How confident are you when using mobile applications?
01~ Not confident at
D12 Siighty confident
53— Modorataly confident
B4 Confident
15— Very confident
Q8. Do you normally require any accessibility adjustments when using mobils applications?
oNe
B Lergertent





image8.png
F7 - USABILITY TESTING RESULTS (10 PARTICIPANTS)

PANDEMIC: UWTSD LONDON CAMPUS EDITION

4. 4.46 4.55 OVERALL EASE OF USE OVERALL ENJOYABILITY

TOTAL PARTICIPANTS

B~ Go

*
/
“
.
‘\
=Y
>

.
' i O]
Navigation & Campus Map & User Experience &
Usablty Gameplay

Emotional Response

Clear navigation

8 8
® Yes 6 Clear objectives 6
7(70%) (£ (et 5
@ Maybe Sed o4
& 3(30%) g, E, 2 2
g g
° 'Uk:o“/) 0 .—L- - 0 - - Good feedback after actions [ 3
¢ S ha oo Largeresdabletoxt [ 2
None Larger Nluh Colour-blind Combination of  Mainly Mainly Accessibility options I 2
vequired text  conrast  support fcons and text  icons text
Students rated the prototype positively overall, with strong scores across all sections 2
and the highest in User Experience & Emotional Response. e
Clear navigation and clear objectives were identified as the most valued . * #*

interface qualities by participants. 3 b





image9.png
PANDEMIC: UWTSD LONDON CAMPUS EDITION

QUESTIONNAIRE 2 - FINAL STORYBOARD PROTOTYPE FEEDBACK

[Participant 1 [ Gender: Femate [age:22 [ Gaming: Very Experienced

'SECTION A~ NAVIGATION AND USABILITY

Q. 1twas casyto understand how to start a new game.
0102030488

Q2. The navigation batween screens was cloar.
0102030488

Q3. The buttons were Large anough and easy toidentiy.
0102030488

0102030488

Q5. Theicons were easy to undarstand.
0102038408

[N R —————————
0102030488

Q. The numberof actions remaining was
0102030488

oy tofind.

QB.The current game objective was oasy to dentit.
0102038408

'SECTION B CAMPUS MAP AND GAMEPLAY

Q3. The campus map wa
0102030488

Q0.1 coutd easity dantifyLocations with high nfection Lovel
0102030488

Q1. The colours helped me undarstand the leval of danger.
0102030488

oy to understand.

‘Q12.The difforance betwean safe, warning and high.risk locations was clsar.
0102030488

R T SR ———
0102030488

Q4. The Research/Cure screen cloarly showad progress towards complating a cure.
0102038408

Q5. The outbrask/erisis event scroen clearly explainod what docision  needed to make.
0102038408

'SECTION C- TUTORIAL AND ACCESSIBILITY
Q6. Tha tutori
0102030488

xplained the main game actions clearly.

Q17.The intarface provided enough information for someona who had never played Pandemic before.
0102038408

Q8. The intarface was visualy clear and not overcrowded.
0102030488

Q19.The contrast batwean the background, text and conirols mads the game easy to read.
0102030488

Q20.The accessibility settings wore sasy to understand.
0102038408

'SECTION D - USER EXPERIENCE AND EMOTIONAL RESPONSE
Q21,1 found the visual design ttractive.
0102030488

Q2. Tha red and biack visual theme suitad the outbrask/strategy theme of the game.
0102030488

Q23.The intarface mads the outbreak fosl urgent without becoming confusing.
0102030488

Q24.Ieitinvolvad in the decisions prasented by the gam:
0102030488

'Q25.The university campus setting made the game mors interesting.
0102030488

Q2. would be interested in playing a working version ofthis game.
Eves
OMaybe
oNe

Q27. Overall, how sasy was the prototypa to use?

01— Very ciicutt
O2-Diffcutt

[EE—
D4-Easy]|
5 Vry sssy
Q28. Overall, how snjoyabla did you ind the prototype?
01~ Notenjoyatle
D12 Siighty snjoysble
03— Neutral
D4-Enjoyable
95 - Very enjoyable.
'SECTION E - OPEN FEEDBACK

'Q25. What did you like most about the prototype?

1 1oved the campus mop it el 5o farmillersesing our ctual UWTSD London Gampus. e infaction spread mechanics.
wers intuitive and mads strtogic planning oally ngaging:

'Q30. Was there anything that you found confusing or difficult to use?

[oeRossaric:

Scraen could have basn olssrer [wasn 't tways sura how closa [ws

o completings cure.

Q31 Which scroen do you think nesds the most improvement?

[TheFscarch seroen & progress br wout resty

Q32 Were anyicons, buttons orlabals unclear?

and"Ressarch icons ware a bt il

[oe rast st

Q33 What would you change about th campus map?

(120 buiing marves dvetty o e map without needmg o,

Q34 What would you change about the colours or visual design?.

[Theredblack thame s pertacty. eybe sdd mere conrestfor werning vl

[ T R ———————Y




image10.png
PANDEMIC: UWTSD LONDON CAMPUS EDITION

QUESTIONNAIRE 2 - FINAL STORYBOARD PROTOTYPE FEEDBACK

[Participant3. [ Gender: Femate [age:20 T Gaming: Average.

'SECTION A~ NAVIGATION AND USABILITY

Q. 1twas casyto understand how to start a new game.
0102038408

Q2. The navigation batween screens was cloa
0102038408

Q3. The buttons were Large anough and easy toidentiy.
0102030488

IR T ——
0102030488

Q5. Theicons were easy to undarstand.
01028304 08

Q.1 coutd sasity undsrstand which actions ware available during my turn.
0102038408

O T ——
0102038408

QB.The current game objective was oasy to dentit.
0102038408

I

'SECTION B CAMPUS MAP AND GAMEPLAY

Q3. The campus map was sasy to understand.
0102038408

Q0.1 coutd easity idantify Locations with high nfection Lovels.
0102030488

Q1. The colours helped ma undsrtand the lovel of daner
0102030488

Q12.Tha diffarance batwasn safe, warning and high-
0102038408

Q3. Tha Trast Infaction action was
0102038408

Q4. The Research/Cure screen cloarly showad progress towards complating a cure.
01028304 08

Q5. The outbraak/crisis event scroen clearly explained what docision  needed to make.
0102038408

RA——

oy to understand.

'SECTION C- TUTORIAL AND ACCESSIBILITY
Q6. Tha tutoriat xplained tha main game actions clearly.
0102038408
Q17.The intarface provided enough information for someona who had never played Pandemic before.
0102038408
Q8. The intarface was visualy clear and not overcrowded.
0102030488

Q19.The contrast batwean the background, text and conirols mads the game easy to read.
0102030488

Q20.The accessibility settings wore sasy to understand.
0102038408

'SECTION D - USER EXPERIENCE AND EMOTIONAL RESPONSE
Q21,1 found the visual design ttractive.
0102038408
Q2. Tha red and biack visual theme suitad the outbrask/stratagy thema of the game.
0102030488
Q23.The intarface mads the outbreak fosl urgent without becoming confusing.
0102038408
Q24.Ieitinvolvad i tha decisions prasentad by tha game.
0102038408
'Q25.The university campus setting made the game mors interesting.
0102030488
Q2. would be interested in playing a working version ofthis game.
Oves
B Mayne
oNe
Q27. Overall, how sasy was the prototypa to use?

01— Very ciicutt
O2-Diffcutt

[EE—
E4-Easy
D5 Verysasy
Q28. Overall, how snjoyabla did you ind the prototype?
01~ Notenjoyatle
D12 Siighty snjoysble
03— Neutral
B4 Enjoyable
D5 Very enjoyable
'SECTION E - OPEN FEEDBACK

'Q25. What did you like most about the prototype?

[ eal 3 ¥ ormpo seting— et gome feelmore Ttavant Theerge vt sl gt or ey

'Q30. Was ther anything that you found confusing or difficult to use?

e

1had to guess whats couple of them meant

Q31 Which screen do you think nesds the most improvement?

[oe Rossarcca

oroen —1 waan't sura how close | was t finding 2 cur.

'Q32.Were any icons, buttons orlabels unclear?

[Tosicon for"Gurs" ke T ot e bt Twasr ¥ 1005 sre

Q33 What would you change about th campus map?

(20 ool o o oap ol rther han having o s o bt

Q34 What would you change about the colours or visual design?.

ro Eood. Maybe sdd 8 slghly ighter background o educs eye stran

any foature or information you think should be added?

e e





image1.png
7 PANDEMI

UWTSD LONDON CAMPUS EDITION

= STORYBOARD - FINAL PROTOTYPE (10 SCREENS)

Edn
ﬁ%a» i,

B

. PLAYER TURN / ACTION PANEL

. TREATINFECTION  LOCATION DETAL

t SPLASH / LAUNCH SCREEN . MAIN MENU . MAIN CAMPUS MAP GAMEPLAY
3 o o s sosun || — YOUR TURN
PANDEMIC: DAADENE: - Rl el STUDENTHUB v
0 e MOVE HIGH RISK LOCATION ceeee
OWTSDLONOON,. | oy % || | o2 o | g
CAMPUS EDITION i ot e
- 4o . i '3'*\- " 3& R BTN o QUTHRERK RISK
O contimue  § - e, HIGH
* 4 ||o000 s f
4 o wow s | o AAAAD
Caopete,Cati, e x pae -y
SETINGS SHARE KNOWLEDGE
Y, s 0®
5 o SEas i =
2 e
ENOTURN pl—
L di2 e M
Launch screen with game title, Access core game modes, Explore the campus, manage infection levels, Choose an action to help the team View location details and treat
tagline and quick start options. ‘settings and tutorials. ‘and complete objectives. control the outbreak. infection to reduce outbreaks.
. RESEARCH / CURE SCREEN . TUTORIAL / HOW TO PLAY . CRISIS EVENT / OUTBREAK ALERT . MISSION OUTCOME . SETTINGS SCREEN
cune posaess SAMPLES COUCTEO FOUR KEY ACTIONS 1
Saialmiut () VICTORY! DEFEAT ||| 00 | e
YT % W m O bos = | B i -
# S| T (s R e | = it S
L L] et aesfams kel
(s 1 pe, prsche y CoesOsoeed 4 | ComDsmens 1 R oy | S
FT [ty oats 2 | omes . —— m
WecionRae B 3| et itenced 6 =
Turs Toen B T " R Accessmury | TS
[ —— 3 mstacns v (4 woncasaron o W) R (%
piremall | ya—— o o] A =
sampies to cure. nd plan
BKTOMRP [ Coou Bindlode (@ O
i 2222 2282 Z
DI ——— €« b T s
eoccee Toke o mmedate action PLAY AGAIN TRY AGAIN
Callect matching samples and research Learn the core actions and how to React o crsis events and Review your final results and Adjust game settings to personalise
to discover a cure, work together as a team. contain the outbreak. play again or return to menu. your experience.

)

COOPERATE. CONTAIN. CURE.

ONE CAMPUS. ONE TEAM. ONE CURE.

)





image2.png
MAIN MENU

PANDEMIC:

UWTSD LONDON X

~— CAMPUS EDITION

' 3 CONTINUE
= ¥
' B8 TUTORIAL
L3 SETTINGS
[ Exr

Access core game modes,

settings, and tutorials.

r@, NEWGAME | x )g





image3.png
F3 - MAIN CAMPUS MAP GAMEPLAY

" INFECTION DISCARD

p

222

N —— PANDEMIC: UWTSD LONDON CAMPUS EDITION —— —- T g
OBJECTIVE RECEPTION LIBRARY LECTURE HALL
Discover 4 cures to e Y
stop the outbreak. > ' '
p > @ =&
‘ INFECTION RATE ) tﬁ
.
§0jef JC
‘ OUTBREAKS  STUDENT Hug
‘ CURRENT PLAYER
®
| (@ Researcher
[acronsierr 3
PLAYER TOKENS
| @





image4.png
‘
t ) ~—— PANDEMIC: UWTSD LONDON CAMPUS EDITION
CORE & ACCENT COLOUR PALETTE
CHARCOAL BLACK DEEP BLACK CRISIS RED ALERT RED WARM IVORY WARNING AMBER MUTED GREEN STEEL GREY
#IA1CTF #0DOE10 #C8102E | #FF3B30 #F2EDE1 #F5A623 #4CAF50 #687177
Primary backgrounds, Deep backgrounds, Primary brand colour. Urgency and danger. Primary text colour. Warnings and caution. Recovery and success. Borders, dividers and
panels, and surfaces. shadows and borders. Highlights key actions, Used for outbreaks, Ensures readability and Highlights secondary Used for positive states, disabled states.
Provides depth and Used to create strong. critical states and alerts, and immediate: creates a warm, tactile ‘actions and resource cures, and supportive Balances contrast
reduces eye strain. contrast and hierarchy. important information. attention cues. contrast on dark UL or status signals. information. ‘without distraction.
COLOUR MEANING TYPOGRAPHY & ICON STYLE INTERFACE MOOD
COLOUR CCOMMUNICATES TYPOGRAPHY HIERARCHY ) = ICO\N s',“[ e STRATEGIC :::p:::::;:::';.gmnns and
O Charcoal Black  Stability, depth, focus. Forms the calm base of the U. '"TLE / HEADL'NE @ ‘ A | x ‘
() peepBack Authariy, seriousness,immersion. Dives contrast. BEBAS NEUE BOLD J ) | - SERIOUS :::f;:f:::ﬂ'”;;::::.‘:““
’ | wecw  ResewRcw  sueoRT  FACLITES
© crisisRed Critcalimportance, igh stakes,brand identity. SECTION HEADING el st e sth ¥ wibosr

@ Hertred
@ vornvory
@ Warning Amber
@ Muted Green
. Steel Grey

#

Immediate danger, urgency, outbreaks.

Clarity readabilty guidance, trst.
Cavtion, attention,lmited resources.
Recovery, success, progress, safe states.

Neutrality, structure, separation, balance.

OSWALD SEMIBOLD
STATUS EXAMPLES

EINIC

OUTBREAK  WARNING  CURED

Body Text (Ul / Descriptions)
INTER REGULAR | (&

Clean, modern and highylegibefor LOCKED  DISABLED

st Juecey ¥l ong essiont. Bold, game-inspired icons with clear sillovettes

for instant recognition and accessibilty.

DARK. CLEAR. FOCUSED. TOGETHER AGAINST THE OUTBREAK.

READABLE

MODERN

COOPERATIVE Desones for teamvor. shred

High contrast, clearierarchy and
accessible typography.
goals and collective impact.

Clean, minimal and purpose-built
for a premium game-Ul experience.

¥




image5.png
%:

ASSIGNMENT 1 WIREFRAME
MAIN MENU [
GAME TTLE
e )
|
e |
5 ]
MAIN CAMPUS MAP

‘5 kiLD—F!
e
Z/CQD

PLAYER TURN ! ACTIDN PANEL

=

=

£ [roe >

S

=t
J

i | suacwomet

=

76 - WIREFRAME VS FINAL STORYBOARD COMPARISON

~— PANDEMIC: UWTSD LONDON CAMPUS EDITION

MAIN CHANGES

Larger buttons for touch use

Stronger contrast and readability

Clearer infection colour coding

Visible objectives and actions left

Improved icons and labels

Better map hierarchy

Wt @ O

Stronger tutorial guidance

% More engaging visual identity

% 4 @ suﬁMAkv

~ FINAL FULL-COLOUR STORYBOARD

MAIN MENU wecsn
PANDEM(C: | S @/~ o
UWTSD LONDON conthur oo )
caupys oo e 2 & 5 &
& e swom  oiss  wsn swos
o on e
(MO M e o —
e L et e EY"
B! 9 e S ® muan
e R et o) ot e
123 Mgp’,pia oo
P Y i \siumn:;w e oscad
PR oD D g
d2dd M
| PLAYERTURN / ACTIONPANEL oo [ e
e s ceseo 2
4 2 o wscron 2 [ RTINS 56 2
L+ wstscusmas [ 9 ] > L e | R
it wrwon " )y :

o

The final full-colour storyboard significantly improves usability, accessibility, and visual engagement.
Clearer information hierarchy, stronger contrast, and better guidance help players make faster,
more confident decisions—while preserving the original game flow and mechanics.





