



 
Table of Contents
1.	Introduction	2
2.	7. User Research Methodology	3
3. Personas Background Goals User Experience Requirements Frustrations	4
2. Game Concept Contents	6
INTRODUCTION:	7
4. Storyboarding & Wireframe Design  Screen	8
1: Main Menu	8
Screen 2: Select a role	8
Screen 5: Research Institute	9
5. Process of collecting feedback	10
Negative Feedback	10
Wireframe Storyboard Designed:	10
Improvements in design	13
Findings	13
9. Moscow Requirements	14
Feedback on Usability	15
Peer review	15
However, some improvements were recommended:	15
Analysis	16
10. Conclusion	17
References	18
Appendix	19

















































1. [bookmark: _Toc235736066]Introduction 
This report aims to present the initial user research and design ideas for a computer game adaptation of the cooperative board game Pandemic (Leacock, 2008). Pandemic is a cooperative strategy game in which players work together to stop global disease outbreaks and find cures. The game involves teamwork, communication, resource management and strategic thinking under pressure. 
The original Pandemic idea has been modified for this project to a University of Wales Trinity Saint David (UWTSD) context. Rather than dealing with disease outbreaks in major cities around the world, players team up to stop an infectious outbreak on college campuses and in university buildings. The aim is to keep the campus running, to keep the infection from spreading, and to find a cure before the outbreak overwhelms the university’s capabilities. 
It’s a multiplayer co-op game for up to six players. Each player plays a different role in the university community, bringing unique skills to the team. 
The design process considers the principles of User-Centred Design (Norman, 2013), which means that user needs, goals and experiences are thought of throughout development. [1] [2]















2. [bookmark: _Toc235736067]7. User Research Methodology 
Data for persona development were collected through a questionnaire and informal interviews with 4 potential users (undergraduate students). Participants were asked about:             

Persona 1: Student                                                                                                                                     Buba Green. 
1. How did the COVID-19 pandemic affect your learning experience? It didn’t affect my learning experience, as I wasn’t studying during the time. 
2. Would you play a pandemic simulation game for learning? No! Why?  Not a Fan of it. 
3. What will be the fun and educational features of the game? Don’t Know. 
4. What do you want players to learn from the game? Not sure!

Persona 2: student                                                                                                                                                                     Samanthi Author
1. Do you believe that a pandemic simulation game enhances student learning? Yes 
2. What are the key learning outcomes the game should achieve? Team learning. 
3. How arguable are the pandemic scenarios? 3. Critical scenario
4. What characteristics would make the game suitable for classroom use? Should be available for students. 

Persona 3: student
Anthony Smith
1. What are the major concepts about pandemics that students need to learn? Pandemics can spread like wildfire, but sometimes they don't; with measures in place, they can be contained. 
2. How close should the game be to the real spread and prevention of disease?
 It should be closely assembled to mimic a real-world scenario from a pandemic learning experience. 
3. What public health measures should be included in the game? 
Training, public info, social media.  
4. How can the game promote responsible decisions? 
There should be haptic feedback to signal whether or not decease speading too much, or it’s being contained.  

Persona 4:    student  
Efi Taylor:                                                                                                                                                                 
1. Do you believe that a pandemic simulation game enhances student learning? Yes. It makes learning more interactive and improves decision-making skills.
2. What are the key learning outcomes the game should achieve? . Key outcomes: Understanding disease spread, critical thinking, teamwork, and public health decision-making.
3. How arguable are the pandemic scenarios? Reasonably arguable. The scenarios should be realistic, evidence-based, and allow for different strategies.
4. What characteristics would make the game suitable for classroom use? Suitable features: Easy to use, engaging, educational, age-appropriate, and provides feedback on decisions.
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3. Personas Background Goals User Experience Requirements Frustrations 
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[bookmark: _Toc235736069]2. Game Concept Contents 
The game takes place on the UWTSD London campus map of:                                                                                                                       • Library 
• Lecture Theatre 
- Union of Students 
• Cafeteria 
• Sports Complex 
• Students Accommodation 

The locations play the role of cities in Pandemic. 
Goal Players need to: 
• Stop the infection from spreading. 
• Manage the limited university resources. 
• Work with team members. 
• Develop a cure prior to the infection reaching critical levels. 


Winning Conditions 
If the team wins:
       • A cure is found.
       • Infection levels are being contained. 
       • Campus operations are still running. 


      Conditions for Loss 
      The team loses if: 
     • There are 6 outbreaks. 
     • Infection markers exhausted
        Resource cards are spent. 


      Player roles Role Special power 
      Student Representative communicates information well 
      Health Officer: Remove 2 infection cubes for each action 
      Lecturer, Team activities coordinator 
      IT Officer: Show outbreak details 
      Facilities Manager – Building repairs 
      Student Union Head: Produce more resources 


[bookmark: _Toc235736070]
INTRODUCTION: 
Hafiz Author is a regular student with health and safety responsibilities and values good communication. 
Objectives:
 • Respond quickly to outbreaks. 
• Efficiently use resources
 • Limit the spread of infection. 
                                                                                                                                                                    Frustrations:
 • Delays in notification. 
• Unclear warnings 

Situation: 
Hafiz Author receives an outbreak alert and must quickly decide where to deploy resources. 
User Experience Requirements: 
• Real-time alerts.
 • Colour-coded alerts
 • Obvious priority indicators. 
[4]
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4. Storyboarding & Wireframe Design 
Screen 
[bookmark: _Toc235736072]1: Main Menu 
Objective: 
Give an entry point to the game. 
Functions: 
• Begin Game 
• Protocols 
• Principles of Exit UX: 
• Unfussiness 
• Navigation is easy 
• Instant access 
[5]
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Screen 2: Select a role 
Players have six university roles to choose from. 
Features 
•Character profiles 
• Summary of skills 
• Overview of Team 

UX Principles:                                                                                                                                                     • Visibility into system status 
• Recognition rather than recall 
[5]
Screen 3: Map of Campus 
The main gameplay interface. 
Screens:                                                                                                                                                                                               • College campuses 
Levels of infection 
• Positions of players 
• Resources UX Principles: 
• Situation awareness 
• Hierarchy of information 

Screen 4: Alert for Outbreak 
Triggered when infection surpasses safe limits. 
Exhibitions:                                                                                                                                                                          • Outbreak location 
• Impact summary 
• Options for response 
UX Principles:                                                                                                                                                                                 • Instant feedback 
• Prevention of mistakes 
[5]
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Screen 5: Research Institute 
Players can contribute research resources. 
Displays:                                                                                                                                                                                     • Progress to healing 
• Contributions of resources 
• Team collaboration status UX Principles: 
• Goal transparency 
• Progress monitoring 


Screen 6: Success or failure 
Provides end-game feedback, performance statistics 
Screens:                                                                                                                                                                                        • Team Points 
• Number of outbreaks 
• Cure development 
UX Principles:                                                                                                                                                                          • Reflection 
• User satisfaction 
[6]
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5. Process of collecting feedback 
Method 
Low-fidelity paper prototypes and wireframes were used to collect feedback. 
Persons:                                                                                                                                                                              • Three students from UWTSD                                                                                                                                                     

Method 
The participants performed tasks: 
1. Explore the main menu. 
2. Choose a role. 
3. Reaction to an outbreak 
4. Find a cure 
A think-aloud test was used to collect the user's thoughts and actions while interacting. 


Positive Response 
Participants reported the following:                                                                                                                                   • Map presentation.                                                                                                                                                     • Simple role selection.                                                                                                                                                            • Strong cooperative aspect.                                                                                                                                        • Familiar pandemic-style mechanics. 
[bookmark: _Toc235736076]

Negative Feedback 
Participants said:                                                                                                                                                                           “ • Hard to notice indicators of cure progress                                                                                                                     • Building labels were too small.                                                                                                                                                     • Further explanation of resource information is needed.                                                                                               • Some users wanted tutorial help. 
[2]
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Wireframe Storyboard Designed:
                      [image: ]



Low-fidelity Prototype
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Improvements in design 
Issue Proposed Improvement. 
Signs of a small cure: Bigger progress bar. 
Confusing role capabilities, Extensive Role Tooltips.
Outbreaks are poorly visible. Blinking notifications.
Absence of onboarding, Interactive lessons. 
Restricted visual feedback, sound, and Animation. 

These improvements are consistent with usability principles proposed by Norman (2013) and Nielsen (2020). 



[bookmark: _Toc235736079]
Findings                                                                                                                                                                                    • 70% enjoyed cooperative games.                                                                                                                                                    • 90% wanted clear visual indicators and easy navigation.                                                                                                            • 80% asked for a tutorial for new players.                                                                                                                 • Several participants mentioned that larger text, high-contrast interfaces and clear notifications are important. 

The findings were then used to develop the four personas and to identify the key user and experience requirements for the game. 



8. Usability Considerations 
Usability Problem Design Fix 
Users may not understand the game state. The main screen always shows infection level, resources, and the number of outbreaks. 
A small mobile screen can get cluttered.  The only information shown is essential, with actions at the bottom of the screen. 
It may be hard for new users to learn the game. It includes a tutorial/help screen. 
Accessibility needs: Considerations are made for large text, clear icons and high-contrast design. 
Users may not notice important events. Outbreak alerts are pop-up notifications. 
Navigation is inconsistent. Buttons are not in the same place throughout the game. 


Recommendations in the Literature 
The following usability principles informed the design:                                                                                           • Visibility of System Status (Nielsen, 2020): Players are always aware of infection levels, resources, and cure progress.                                                                                                                                    • Consistency and Standards (Nielsen, 2020): Navigation buttons and layouts are consistent throughout the screens.                                                                                                                                                  • Match Between System and the Real World (Norman, 2013): Use familiar locations within the university, such as the Library, Lecture Hall and Student Union.                                                                                                               • Recognition Rather Than Recall (Preece, Rogers & Sharp, 2019): Important actions are presented as buttons so that the user does not need to remember commands.                                                      • Accessibility and Inclusive Design (Preece et al., 2019): The interface is designed to accommodate users with varying abilities through clear labels, readable text, and simple layouts. 
These usability principles help to make the game intuitive, accessible and fun for a wide range of UWTSD students and staff. 
[6]
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9. Moscow Requirements 
Things You Must Have                                                                                                                                                   • Map of London Campus 
• Tracking infections 
• Players roles 
• Collecting Resources 
• Cure development 
• Co-op multiplayer Would Have 
• How-To 
• Changeable font size 
• Accessibility options 
• Alerts to the concurrent outbreak

Might Have                                                                                                                                                                                      • sound effects 
• Accomplishments 
• Player stats  
• Multiple campuses 
• Character customisation 
• VR support 
[2]

Evaluation of Prototype 
We conducted usability testing with five participants representing the different personas identified in the user research. The wireframe prototypes were tested for feedback. Participants were undergraduate students with varying levels of gaming experience, a student who uses accessibility features on a regular basis, and a regular mobile gamer. This ensured feedback contained a mix of ages, abilities and gaming experience levels. 
Participants were asked to complete several tasks, including choosing a role, responding to an outbreak, and finding information about cure progress. We used a think-aloud approach, where participants were asked to verbalise their thoughts while interacting with the wireframes. 
[5]
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Feedback on Usability 
The positive feedback was: 
The campus map was easy to follow. 
Role selection was easy and clear. 
Alerts about outbreaks were visible and easy to find. 
The negative feedback was: 
Progress towards a cure wasn’t visible enough. 
Some of the building labels were too small. 
New users were looking for a tutorial or help screen. 
Emotional reaction 
Most participants stated that the game was engaging, cooperative and relevant to university life. However, the quantity of information displayed on the main game screen initially seemed a bit overwhelming to some users. This was not entirely unexpected, as the design aimed at presenting all the important information in one place. This resulted in suggestions for improvements such as larger text, improved visual hierarchy and a tutorial system to enhance the overall user experience. 
[6]
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Peer review 
Peer evaluation was done by reviewing other students’ storyboard prototypes and providing feedback on their interface design, navigation, usability and accessibility. In return, peer evaluators reviewed my wireframe prototypes and recommended how to make them better. 
The feedback from peer evaluators was mostly positive. They observed that the campus-based theme was easy to understand and that the game structure was a close adaptation of the original Pandemic gameplay. The campus map and role selection screen were straightforward to manoeuvre. 
[bookmark: _Toc235736083]
However, some improvements were recommended:                                                                                       • Increase the visibility of outbreak alerts.                                                                                                                                    • The main screen displays more progress.                                                                                                                      • Create a tutorial or onboarding screen for new players.                                                                                       • Enlarge the labels for some of the campus locations.                                                                                                           • Simplify the information to improve visual hierarchy. 

This feedback was mostly expected, as similar issues had already been identified during prototype testing. A surprise, however, was the suggestion to display cure progress on the main game screen. Initially, there was only visual feedback in the Research Centre screen, but feedback from peers was that the visual feedback at all times would help players make better strategic decisions. 
The feedback will be used to improve the final design, including larger outbreak notifications, enhanced location labels, a tutorial system, and a visible cure progress bar on the main game interface. These changes are aimed at improving usability, accessibility, and the overall experience for players. 


[bookmark: _Toc235736084]Analysis

	Excerpt
	Initial code(s)
	Potential theme
	Notes

	Buba Green
	The game doesn’t interest the player
	The game is boring 
	Need to make the game more fun.

	Samanthi author
	The game should enhance learning ability 
	Learning through Games. 
	Available for UWTSD students

	Anthony Smith
	Real world experienced 
	Realistic virtual Game
	Virtual feel of reality. 

	Efi Taylor 
	Evidence based 
	Report records
	Evidence 



[7]



























[bookmark: _Toc235736085]10. Conclusion  
This report presented early research and design ideas for a UWTSD version of Pandemic. Created Personas, user scenarios, wireframes and user feedback activities to define key usability requirements. The research was oriented toward understanding the needs of different users, such as mobile gamers, strategy game players, users with accessibility requirements, and players responsible for monitoring and coordinating team activities. This information guided the overall design of the game and ensured the users’ needs were a focus throughout development. 

The results indicate that clear communication, visual feedback and cooperative game mechanics are important. The usability testing and peer evaluation sessions provided valuable feedback to improve the game, including easy navigation, clear outbreak notifications, visible cure progress, larger text, accessibility features, and tutorial support for new players. Participants enjoyed the campus-based theme, cooperative gameplay and simplified role selection, but also identified areas for improvement that can enhance the overall user experience. 

Future work will involve high-fidelity colour prototypes, further refinement of the interaction design and further usability evaluation. These future developments will allow the design to be explored in more detail and provide opportunities to improve accessibility, visual hierarchy, and gameplay feedback. In summary, the project shows how the user-centred design principles can be implemented to create a collaborative, engaging and accessible digital adaptation of Pandemic within the UWTSD environment.
[2] [5] [6] [3]
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Anthony smith
Do you think the storyboard has a clear flow of the game?
Yes. I can see a steady flow there.
Is the game easy to navigate through?
Yes. Easy to navigate because they are also numbered
If this game should be fully developed, would you play it?
Yes. It is a good ground for learning and understanding
Is the storyboard descriptive enough?
Yes. Fantastic!
Is there anything that could improve the game development?
I can’t think of anything else because the storyboard is clear and descriptive


Efi Taylor 
1. Do you think the storyboard has a clear flow of the game?
 Yes. The numbered panels make it easy to follow the sequence of events, from the introduction of the outbreak to the resolution. The overall progression is logical and easy to understand.
2. Is the game easy to navigate through?
Yes. The storyboard presents each step in a straightforward order, making it easy to understand how the player progresses through the game. The actions and transitions are clear.
3. If this game should be fully developed, would you play it?
Yes. The concept is interesting, especially because it is based on the UWTSD campus and encourages teamwork. It looks like an enjoyable cooperative game.
4. Is the storyboard descriptive enough?
Yes. Each panel includes enough information to explain what is happening and how the story progresses. The handwritten descriptions help clarify each stage of the game.
5. Is there anything that could improve the game development?
The storyboard could be improved by adding a little more detail about the player's decisions and showing one or two examples of how different player roles work together. A small indication of the game objective or win condition at the beginning would also make the gameplay even clearer.

Buba Green 
Do you think the storyboard has a clear flow of the game?
Yes, it’s 
Is the game easy to navigate through?
 Yes, it’s easy to navigate, but you need to add more options 
If this game should be fully developed, 
would you play it?
Yes, I would try it 
Is the storyboard descriptive enough?
Maybe if you can can bit more 
Is there anything that could improve the game development?
There would be some


Samanthi Author
1. Do you think the storyboard has a clear flow of the game? Yes!                              
2. Is the game easy to navigate through?  I think so!                                                      
3. If this game should be fully developed, would you play it? Yes, I think!                
4. Is the storyboard descriptive enough?  I think that’s enough.                                                 
5. Is there anything that could improve the game development? I think you’ve entered important features. 
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'I'm looking to potentially play the game, which | believe will enhance my learning ability.
About Samanthi Author:
Hafiz believes that the game will support teamwork and will enhance student learning ability.
Behavioural Considerations
The interviewee believes that the game should be available to all students on the UWTSD London campus.
Potential Player

"l crave a more efficient learning practice.
Frustrations
Not clear
Goals
Available to London UWTSD students.
Tasks
Teamwork.




image3.png
Pandemic viruses spread fast, but they can always be contained and kept under control.
About Anthony Smith:
Anthony believes that the game should be closely assembled to the real-world scenario.
Behavioural Considerations

Haptic feedback in game control or on a mobile device to give a signal to the user that they’re in an infected
area.

Potential Player

"l would like the game to be like the real-world scenario.
Frustrations
Spread of disease.
Goals
Haptic feedback.
Tasks
Training, public information and social media.
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Pandemic game enhances student learning and decision-making abilities.
About Efi Taylor:
Afi believes that the game enhances student learning abilities and decision-making skills.

Behavioural Considerations
Understanding disease spread, critical thinking, teamwork and public health decision-making.
Potential Player

"l would like to see clear game navigation so | can understand how to play easily and understand the
spread of disease.

Frustrations
Understanding the spread of disease.
Goals
Suitable features
Task
Realistic, evidence-based, and different strategies.
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'I'm looking to potentially play the game, which | believe will enhance my learning ability.
About Buba Green:
Buba is a computer science student who doesn’t like the game as he believes it’s boring to play.
Behavioural Considerations
The interviewee is not interested in the game, which does specify his behavioural consideration
Potential Player

"l crave more of a fun factor game design.
Frustrations
Interviewee is not interested in the game.
Goals
Unclear
Tasks
Unclear




