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1. Introduction
This report documents the continued development of ‘The Human Firewall’, an educational cybersecurity themed game. Building on the ideation phase completed in previous coursework, the project has progressed from an initial concept to a functional prototype. Through an iterative development process, the project has evolved by incorporating user feedback, refining design, and improving functionality to create an engaging and intuitive learning tool.

The author of this report will reflect on the development process, challenges encountered, and solutions applied, while also exploring the commercial potential of the project through the development of a startup concept and business analysis. Additionally, the author will reflect on academic and personal development, highlighting the transferable skills gained throughout the project such as technical skills, and understanding of project management.

[bookmark: _Toc226826507]2. Task 1: Practical Prototype Development / Implementation
[bookmark: _Toc226826508]2.1 Initial Data Collection & Feedback
[bookmark: _Toc226826509]2.1.1 Data Collection Method
To gather initial feedback on the project, a questionnaire was created using Microsoft Forms. Three participants were selected, all of whom were students.

The questionnaire aimed to gain both quantitative and qualitive data. Consisting of a combination of closed questions, such as rating the overall project idea, alongside open ended questions designed to collect more detailed feedback [1] [2]. These questions focused on areas including likes, dislikes, and suggestions for improvement.

Participants were asked to play the earliest prototype, which demonstrated the core gameplay concept, before completing the questionnaire. This ensured feedback was grounded in real user experience, making it useful for guiding further development.




[image: ][bookmark: _Toc226810417][bookmark: _Toc226826455][bookmark: _Toc226826592]Figure 1, Gathering feedback with Microsoft Forms


[bookmark: _Toc226826510]2.1.2 Summary of initial Feedback
The feedback collected from the participants was generally positive, with all respondents rating the overall project idea as either good or excellent. Most participants found the concept engaging and interactive, with the majority agreeing that the gameplay could achieve its educational purpose. The realism of the initial social engineering scenario was also viewed positively. However, some areas for improvement were identified. One participant noted that the purpose of the game was not clearly communicated within the gameplay, suggesting that more explicit educational messaging may be beneficial. A selection of feedback can be seen in figure 2, below.
[image: ][bookmark: _Toc226810418][bookmark: _Toc226826456][bookmark: _Toc226826593]Figure 2, Key feedback gained through MSforms


[bookmark: _Toc226826511]2.1.3 Implementation of Feedback
Given that the initial feedback was based on a rudimental prototype, no major changes would have been necessary at this stage. Instead, the feedback was used to influence the priorities of ongoing development. In particular, the responses emphasised the need for the games objectives to retain a clear educational focus and be easy to understand. As a result, development continued with attention to keeping interactions straightforward, and considerations for how text-based instructions and feedback support user understanding.

[bookmark: _Toc226826512]2.2 Implementation and Practical Work
[bookmark: _Toc226826513]2.2.1 Tools and Technologies Used
The game was primarily developed using ‘GB Studio’ [3], with ‘Tiled’ [4] used to design scenes. An external asset pack, “Game Boy Interior Master Pack” by Royal Graphics Resources [5], was used to support scene creation and ensure visual consistency across the game.

‘Aseprite’ [6] was used in an initial attempt to design custom assets. However, achieving an appealing visual style proved challenging and time consuming. Fortunately, this challenge was anticipated during the planning stage in previous coursework, with an asset pack already identified as a contingency. A small number of custom sprites were still used, including the doorway used across all scenes and a USB drive featured in the final scene. The decision to rely on the asset pack allowed greater freedom to focus on the technical design of the game rather than artistic details [7, pp. 6-8].

[image: ][bookmark: _Toc226810419][bookmark: _Toc226826457][bookmark: _Toc226826594]Figure 3, Using Aseprite to design assets: doorway & USB drive
[bookmark: _Toc226810420][bookmark: _Toc226826458][bookmark: _Toc226826595]Figure 4, Using Tiled to create scenes



[bookmark: _Toc226826514]2.2.2 Development Process and Key features
The finished prototype consists of five scenes, as well as a title screen. The title screen provides options to start a new game or continue from a saved state. Crucially, selecting “new game” resets all variables to their default values, ensuring that progress from previous sessions does not carry over to the new session, allowing for functional re-playability.
[image: ][bookmark: _Toc226810421][bookmark: _Toc226826459][bookmark: _Toc226826596]Figure 5, scenes overview






[image: ][bookmark: _Toc226810422][bookmark: _Toc226826460][bookmark: _Toc226826597]Figure 6, Save data handling example












Each playable scene required unique structured logic and event handling to achieve the desired outcomes, including managing player interactions, conditional events, and scenario progression. Due to the scale of implementation, only a limited selection of screenshots has been provided below to illustrate representative elements of the development.
[bookmark: _Toc226810423][bookmark: _Toc226826461][bookmark: _Toc226826598]Figure 7, Scene 1 programming example (1)

[image: ]
[bookmark: _Toc226810424][bookmark: _Toc226826462][bookmark: _Toc226826599]Figure 8, Scene 1 programming example (2)
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[image: ][bookmark: _Toc226810425][bookmark: _Toc226826463][bookmark: _Toc226826600]Figure 9, Scene 5 programming example



















[bookmark: _Toc226826515]2.2.3 Troubleshooting and Challenges
A key challenge during development was managing the flow of logic, and ensuring variables were in the correct state, at the correct time to produce the intended outcome. This required careful planning of the order of operations, alongside extensive validation to account for alternative user actions. It was necessary to consider not only the intended path through each scenario, but also how the game should respond if the user played in unintended ways, such as trying to go through a door before fully completing a scenario. As a result, additional safeguards were implemented to prevent the game from breaking and to maintain a consistent experience [8] [9, pp. 11-16].
[bookmark: _Toc226810426][bookmark: _Toc226826464][bookmark: _Toc226826601]Figure 10, Validation: Preventing users from skipping scenario
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[image: ][bookmark: _Toc226810427][bookmark: _Toc226826465][bookmark: _Toc226826602]Figure 11, Validation: Preventing users from accessing restricted area


























[image: ]An earlier challenge arose whilst learning to use Tiled to design scenes. Initially, overlaying assets in a scene caused visual issues, where underlying floor and wall elements would disappear due to incorrect application of transparency. A post from 2016 on the Tiled forums [10] provided the solution. This issue could be resolved by introducing additional tile layers, allowing assets with transparency to be overlaid correctly. Although the solution was simple, identifying the issue was not intrinsically obvious as a total novice.[bookmark: _Toc226810428][bookmark: _Toc226826466][bookmark: _Toc226826603]Figure 12, Layering & Transparency issue
[bookmark: _Toc226810429][bookmark: _Toc226826467][bookmark: _Toc226826604]Figure 13, Layering & Transparency resolved
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[image: ][bookmark: _Toc226810430][bookmark: _Toc226826468][bookmark: _Toc226826605]Figure 14, Solution found on Tiled Forums [10]















[bookmark: _Toc226826516]3. Task 2: Enterprise
[bookmark: _Toc226826517]3.1 Tech Start-up Proposal
[bookmark: _Toc226826518]3.1.1 Company Overview
To grow the project beyond a single product, the creation of a game development studio was identified as a logical progression. This would allow the concept to be expanded into a scalable business capable of producing multiple educational titles.

Company Name: Bitwise Games Ltd.
Business Type: Private Limited Company
Mission statement: ‘Transforming education through games. Play, Learn, Be a bit wiser.’
Values:
· P – Playful: Making education engaging through interactive gameplay 
· I – Inclusivity: Designing accessible experiences for a wide range of users 
· X – eXperience First: Prioritising intuitive, user focused design 
· E – Educational Impact: Ensuring meaningful learning outcomes 
· L – Learning Relevance: Reflecting real-world scenarios and applications

[image: ][bookmark: _Toc226810431][bookmark: _Toc226826469][bookmark: _Toc226826606]Figure 15, Bitwise Games Ltd. Company Logo [11]

The logo for Bitwise Games Ltd. was created using ChatGPT’s [11] image generation tool, using targeted prompts to achieve a fun aesthetic with a pixelated design that reflects the company’s identity.








[bookmark: _Toc226826519]3.1.2 Business concept
The aim of the company is to develop a portfolio of educational games that improve awareness and decision making in real-world scenarios. ‘The Human Firewall’ would be the company’s first product, focused on educating users about cybersecurity. However, the underlying concept is adaptable, allowing expansion into broader areas of educational requirements. For example, gamified training could be developed to support a wide range of organisational requirements, such as health & safety or food hygiene.

[bookmark: _Toc226826520]3.1.3 Business Strategy and Funding
The company would adopt a business-to-business model. A primary offer would provide access to a catalogue of existing educational games through subscription, producing a scalable source of recurring income. A secondary avenue focuses on commissioned work, where bespoke games would be developed in close collaboration with clients. These games would be uniquely tailored to meet specific organisational needs, including elements reflective of internal policies and branding, creating a more personalised learning experience. While the subscription model provides financial stability, it also serves a strategic role in building rapport with clients, creating opportunities for future commissioned work [12].

Early funding could be bolstered through initiatives such as Creative Wales, which offers grants through the Games Development Fund [13]. Securing this type of funding would support the development of an initial catalogue of games, placing the company in a strong position to attract its first clients, However, eligibility is uncertain, as the scheme appears geared toward entertainment projects, which this project may not fully align with.

[bookmark: _Toc226826521]3.2 PEST Analysis
[bookmark: _Toc226826522]3.2.1 Political
Organisations are often required to provide staff training across regulated areas, driven by legislation [14] which creates consistent demand for training solutions. This presents both an opportunity to meet a training need, but also a significant challenge as content must remain accurate and up to date with continually evolving requirements.

[bookmark: _Toc226826523]3.2.2 Economic
Training is often treated as a necessary expense rather than a priority, even in high-risk areas such as cybersecurity [15]. Although costly cyber incidents highlight the need for thorough training, organisations may limit spending unless clear value is recognised. A subscription model lowers the barrier of entry, however commissioned work would be inherently costly and could be viewed as an unnecessary expense.

[bookmark: _Toc226826524]3.2.3 Social
There would be a high expectation that training translates into real-world behaviour. This increases pressure to demonstrate effectiveness, where evidence such as reductions in security incidents would support credibility. However, outcomes may be misinterpreted, as correlations between training and incident rates do not necessarily imply causation. Trends could be attributed to the training even where other factors are responsible [16].
[bookmark: _Toc226826525]3.2.4 Technological
While individual browser-based games can support accessible learning, they may not meet wider organisational requirements. Larger organisations may expect integration with existing systems rather than standalone games, requiring evaluation functionality [17] [18] [19] such as tracking, analytics, and reporting. This introduces technological challenges. A completion marker and separate assessment could be implemented; however, deeper analytics, such as user progress within the game itself, are unlikely to be achievable given the limitations of the platform.

[11]
[bookmark: _Toc226826526]4. Task 3: Project Feedback & Reflection
[bookmark: _Toc226826527]4.1 Practical Feedback
The second round of feedback involved participants testing a near complete prototype of the game alongside an updated questionnaire. Participants included one returning student, an educator with experience in higher education teaching and currently leads an educational project within a large organisation. The final participant was an individual with industry experience in game design. It was particularly valuable to receive feedback from these varied and relevant perspectives.

[bookmark: _Toc226826528]4.1.1 Student Perspective
The returning participant found the game engaging and noted improvements from the initial version, particularly in environmental detail and interaction. However, it was highlighted that the game lacked a defined ending, resulting in an unclear sense of completion.

[bookmark: _Toc226826529]4.1.2 Educator Perspective
The educator recognised the potential of the approach as a more engaging alternative to traditional training, particularly compared to passive methods. It was noted that the game encourages deeper thinking, though the likely need for some form of assessment or tracking was identified for real world application.

[bookmark: _Toc226826530]4.1.3 Game Designer Perspective
From the game designer’s perspective, the concept and retro aesthetic were positively received, with feedback highlighting the engaging nature of learning through gameplay. Suggestions included exploring more immersive themes, storytelling and additional features.

[bookmark: _Toc226826531]4.1.4 Summary of feedback
The feedback raised key considerations for future development, particularly the need to incorporate assessment and tracking to support real world application, as well as further refinement of immersion, progression mechanics and including a defined ending. These observations are consistent with the current state of the project as a prototype but provide direction for how the concept could be expanded further.




[bookmark: _Toc226826532]4.2 Project Progress Diary Reflection
The project required ongoing planning and organisation to achieve development goals. Weekly progress sheets were used to track tasks and monitor progress, helping to keep the project on track. Through these progress sheets, it became clear that initial planning did not fully account for how the flow of the game would evolve over time. Development was not purely linear but instead often involved revisiting earlier work.

For example, when introducing a scenario involving an unattended computer, it was recognised that the player had not been required to secure their own device in the opening stage. This required revisiting the first stage design and introducing new triggers, and dialogue that had not been planned during storyboarding. This adjustment was necessary to maintain consistency and reinforce the intended learning outcome for the user.

In future, more time would be spent producing a comprehensive storyboard during the planning phase. While A basic storyboard was created to reflect an example scenario and the core gameplay loop, it did not account for how scenarios and desired learning outcomes would connect across the entire game. A more thorough approach would help ensure consistency from the beginning and reduce the need to revisit earlier stage design.

[bookmark: _Toc226826533]4.3 Skills Development
This project represented the author’s first experience of game development, an area that had previously seemed inaccessible. With prior experience in Python, it provided an opportunity to apply similar programming logic within a new environment. Although GB Studio uses a block-based system, it still relies on core concepts such as variables, conditional branching, and order of operations. This enabled the author to apply existing knowledge while developing a broader understanding of its application within game development.

Academically, the project contributed to the development of both technical and soft skills. Confidence increased through independent learning and creative problem solving, enabling the author to explore ideas beyond their initial comfort zone. Additionally, the project proved that game development can be more accessible than initially believed and provided a foundation of practical experience to support further exploration in this area.











[bookmark: _Toc226826534]4.4 Positive Social Impact
Current feedback suggests there is strong potential to positively impact cybersecurity awareness by offering a more engaging option compared to traditional training methods. Many organisations’ training approaches rely on passive learning through videos, or static content such as presentations or written materials, which produces limited engagement.
In contrast, this project uses gamification and decision making to actively involve the user in the learning process. A core design goal was for the learning outcomes to remain consistent regardless of choices made. The game intentionally allows players to select the ‘wrong’ option and to explore how each scenario unfolds. Learners are provided a safe environment to experiment, reflect and develop critical thinking skills [20] [21] [22].
[bookmark: _Toc226826535]5. Conclusion
This project provided an opportunity to explore game development for the first time, applying existing programming knowledge within a new context. Through this process, practical skills were developed alongside increased confidence in tackling technical and creative challenges independently.

A key outcome was recognising how an initial idea can rapidly evolve beyond its original scope into a broader concept, with potential for expansion into a commercial product, and additionally bring meaningful societal impact.

Furthermore, the project also highlighted that independent work does not necessarily mean working in isolation, as external feedback provided valuable insight that challenged assumptions and helped refine the project.

Finally, the importance of effective project management, supported through planning and progress tracking became evident. Development also required flexibility, as review would lead to ongoing refinement of earlier work, demonstrating that project development is not always linear and that adaptability is essential for meeting objectives.
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[bookmark: _Toc226826537]7. Appendices
[bookmark: _Toc226826538]7.1 Finished project: prototype/demo link

URL: https://dleone-uwtsd.itch.io/thehumanfirewall
Password: uwtsd[image: ][bookmark: _Toc226810432][bookmark: _Toc226826470][bookmark: _Toc226826607]Figure 16, Finished prototype deployed on web


















[bookmark: _Toc226826539]7.1 Progress sheets
[bookmark: _Toc226826540]7.1.1 Week 1 progress form


	Date: 11/03/2026
 
Progress:
· Rudimentary proof of concept prototype developed and deployed, includes core gameplay loop including one decision making option and branched outcomes. 
· Initial tests and survey undertaken.
 
Actions:
1. Review feedback from test participants
2. Attempt to produce custom assets, or source asset pack if required as contingency
3. Refine first stage design, populate level with assets like desks etc. Include Collisions.
4. Will need to experiment with Collison, how the player and NPC movement deals with obstacles.
 
Next review date: 18/03/2026.


























[bookmark: _Toc226826541]7.1.2 Week 2 progress form


	Date: 18/03/2026
 
Progress:
Initial feedback was reviewed to form a better understanding of general direction of the project. Work began on refining the first stage through the addition of assets and collision. Custom asset creation was explored, however it was decided to acquire a pre-made asset pack instead. Player and NPC movement and interaction with obstacles were also tested within the newly populated environment.

[image: ] [image: ]

Actions:
5. Resolve issues with NPC movement and collision behaviour
(NPC taking incorrect route and collision is not working for NPC as it does with player character - Turning on collision for NPC halts movement entirely so may just need to break movement into separate blocks to force correct order. E.g. block to move down first, and then second block to move to the right.
6. Begin design and development of the next stage
7. Implement the next scene into GB Studio, including initial event logic and interactions.
 
Next review date: 25/03/2026.












[bookmark: _Toc226826542]7.1.3 Week 3 progress form

	Date: 25/03/2026
 
Progress:
NPC movement and collision issues were resolved, didn’t need to implement previously discussed workaround Afterall. The next scene has been designed, and work began on implementing it within GB Studio, including initial event logic and character interactions. 

Actions:
8. Continue developing the second stage mechanics
9. Refine dialogue and feedback to improve clarity of desired learning outcome
10. Test overall gameplay flow between the two stages

Next review date: 01/04/2026.





[bookmark: _Toc226826543]7.1.4 Week 4 progress form

	Date: 01/04/2026
 
Progress:
The second stage was completed. Testing across the first two stages confirmed that progression worked as desired, with scenarios flowing logically between stages.
 
Actions:
11. Design third scene, this will likely be the largest area. Explore what’s possible with larger scenes and more assets to create an immersive environment.
12. Begin implementation of the third stage in GB studio (must include branch dialogue with NPC, dependent on outcome of previous stage)
13. Explore adding some interactive objects like vending machines, these will be unrelated to the main game objective.
14. Begin design of fourth scene


Next review date: 08/04/2026.








[bookmark: _Toc226826544]7.1.5 Week 5 progress form

	Date: 08/04/2026
 
Progress:
The third stage was designed and implemented, including branching dialogue linked to previous player decision in scene 2. Additional interactive elements were introduced to enhance environmental detail and make the scene feel more immersive. Fourth scene designed and implemented including programming logic.
It was recognised during testing that learning outcomes between stages had not remained consistent. Scene 4 contradicted players (in)action in scene 1.
 
Actions:
15. Revisit stage 1 to incorporate conditions and triggers which prevent player from progressing until they lock their own computer.
16. Test flow of game, refine interactions if necessary
17. Begin design of scene 5.

Next review date: 15/04/2026.





[bookmark: _Toc226826545]7.1.6 Week 6 progress form

	Date: 15/04/2026
 
Progress:
· Corrected educational inconsistency between stages 1 and 4. Designed scene 5 and began implementing in GB studio. Created and tested a sprite for an object (USB drive). Testing how player can interact with it in a meaningful way, such as picking it up and how this can successfully be incorporated into the scenario gameplay.
 
Actions:
18. Finalise development of scene 5
19. Gather feedback for the near complete prototype by contacting identified participants. Desired individuals include a student, an educator, and an individual with game design experience in industry. 
20. Upload newest build to itch.io, ready for external testers
21. Produce refined questionnaire to accompany testing


Next review date: 22/04/2026.





[bookmark: _Toc226826546]7.1.7 Week 7 progress form

	Date: 22/04/2026
 
Progress:
· Completed development of scene 5. 
· Corrected a couple minor consistency issues, including a missing event trigger to automatically move player away from door in scene 3 (Where it asks for door code, but player remained within the doorway). Not game breaking but wasn’t consistent with behaviour implemented to locked door in scene 5).
· Implemented solution to allow functional continuation of game saves and new game sessions through title scene.
· Implemented automated game save triggers in all five scenes
· Gathered feedback through updated survey and participants
· Personally conducted thorough QA testing, exploring all possible decision paths to identify potential issues, no bugs were identified.

Actions:
At this stage, the prototype is considered complete, and focus will shift towards project reflection, evaluation of feedback, considerations for further development, and reflection on personal learning outcomes. 
























[bookmark: _Toc226826547]7.2 Survey results
[image: ]The following screenshots detail a selection of survey results from the final phase of testing.[bookmark: _Toc226826471][bookmark: _Toc226826608]Figure 17, Survey Results




[bookmark: _Toc226826472][bookmark: _Toc226826609]Figure 18, Survey Results
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[bookmark: _Toc226826473][bookmark: _Toc226826610]Figure 19, Survey Results
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[image: ][bookmark: _Toc226826474][bookmark: _Toc226826611]Figure 20, Survey Results



[bookmark: _Toc226826548]7.3 Testing on native hardware
[bookmark: _Toc226826549]7.3.1 Summary of Experimental Testing
Although the project was designed with accessible deployment as a core requirement, the author also explored running the game on its’ native hardware platform. 

This test provides little value toward the wider objectives of the project but was undertaken out of curiosity to compare how the game would perform on original hardware versus the browser-based emulator solution.

This form of experimentation reflects the role of curiosity in fuelling innovation [23], where ideas can be extended beyond their planned scope simply to explore them further. Despite not being driven by a specific goal, this type of experimentation could lead to new insights and ideas.
















[bookmark: _Toc226826550]7.3.2 Testing outcome

YouTube video link:
https://www.youtube.com/watch?v=aQ-jf1p_itQ

Screenshots from video:
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[bookmark: _Toc226826475][bookmark: _Toc226826612]Figure 21, Testing on native hardware






[image: ][bookmark: _Toc226826476][bookmark: _Toc226826613]Figure 22, Testing on native hardware
























[image: ][bookmark: _Toc226826477][bookmark: _Toc226826614]Figure 23, Testing on native hardware














[bookmark: _Toc226826551]7.4 Continuing Professional Development

[bookmark: _Toc226826478][bookmark: _Toc226826615]Figure 24, CPD: Linkedin Learning course
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[image: ][bookmark: _Toc226826479][bookmark: _Toc226826616]Figure 25, CPD: Linkedin Learning course


[image: ][bookmark: _Toc226826480][bookmark: _Toc226826617]Figure 26, CPD: Linkedin Learning course
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1. Have you previously tested and provided feedback for this game? (0 point)

33%
® VYes 1
® No 2
67%
2. What do you think of the overall project idea? (0 point)
® Excellent 3
® Good 0
® Average 0
® Poor 0
® Very poor 0
100%
3. How clear is the purpose of the game? (0 point)
® Excellent 1 33%
® Good 2
® Average 0
® Poor 0
67%

® Very poor 0
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9. What part of the game interests you or did you like the most?

3 Responses

ID Name

Responses

anonymous

anonymous

anonymous

| liked that interacting with the drinks machines got a response, but | also appreciate
that interactions were for the most part kept focused on task.

The choice of a Gameboy based game is interesting. It's nostalgic and reminds me of
old old black and green monitors. | like the idea of learning from gameplay, it's visual,
it's engaging and it can be goal/quest orientated.

I've just completed our staff training for cyber security. Except it's a moodle-based
package of resources and | managed to just keep scrolling through whilst guessing
answers to get to the end. Comparatively, playing through scenarios feels more
engaging. As an educator, | think this genuinely has scope to become CPD. The only
challenge will be integrating an assessment of some form to recognise a member of
staff has completed, and learned, something as a result of the game.
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10. What did you not like about the game in its current state?

3 Responses

ID Name

Responses

anonymous

anonymous

anonymous

| felt that the end was undefined, just lingering in the game with no tasks left to do,
but | think this is only due to it's current unfinished state.

Nothing. | mean it's in it's early stages, so it's difficult to judge really.

I like the real world scenarios. It has to make me think - and there's some level of
consequence if | get it wrong. The alternative with a digital video-based package is to
watch a video. But they can be quite boring - and unauthentic (e.g., poor acting
skills). But that barrier is somewhat removed with a text-based game. | could probably
tell whether the intruder was a fake staff member if it was video-based, but not so
much as a pixel character. So | have to stop and think a little bit more about the
scenario (which is great for education).
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12. Do you have any other suggestions for improving the project?

3 Responses

ID Name

Responses

anonymous

anonymous

anonymous

No, I really like the furniture, it adds detail without being over cluttered. Great
improvement on the first iteration.

A goal/quest tree. So almost like the players a student. OR... a game that is infected,
and your job is to fend off attacks... that could be interesting.

| say 'maybe’ for the full version of the game because | wouldn't want to play it for the
sake of playing it. But if someone told me | get to play a game as a part of CPD then
I'm all in.
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O manufacturing approaches
2 text It's a team that follows all the practices that are laid out in the Agile Manifesto.
= Chapter Quiz
questior ° It's a team that embraces a mindset that's consistent with the Agile Manifesto.
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Haxeenialichtndsst Agile teams embrace a mindset that's consistent with the values and principles outlined in the Agile
Manifesto.

The agile manifesto: Values

" It's a team that values both individual interactions and detailed plans.
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Avoid PowerPoint software
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Question 1of 2

You're working on a software product that lists out reviews for nearby restaurants. The product
owner for your team wants to put most of the resources into graphic design. They feel that if
the design doesn't look appealing, then no one will download the software. So the first few
Sprints had potential icon designs. What's one of the main challenges with the product owner's
approach?

@ They're putting a lot of emphasis on something that the customer might not find valuable.
Correct

It's often difficult to find what the customer will see as the most valuable part of your product. Some
customers might put a lot of emphasis on good graphic design. But it's very unlikely that the
products icon design will be the 20% that the customer finds the most valuable.

It puts too little value on the product's look and feel.

Agile teams value aesthetics over working software, so the icon should have been finished in the first
Sprint.

It assumes that the restaurant reviews are the most valuable part of the product.
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3 Learning

Exam completed on: April 10, 2026 Score: 100% - 18/18

Exam questions

/ Question 10f18 )
How does the Pareto principle apply to product development?

/ Question 2 of 18

You work as a software developer on an agile team. Your manager has decided that the team must work off the existing requirements >
documents. What's one of the main challenges with this approach?

/ Question 3 of 18 >
What does it mean when you say that Scrum separates the "what" from the "how?"

/ Question 4 of 18 )
How are organizational silos related to the penny game?

/ Question 5 of 18 >
When working with an agile team, managers will often give up long term plans for predictability. So why are agile teams more predictable?
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Changemakers Project: Game Feedback

Game URL: https://dleone-uwtsd.itch.io/thehumanfirewall
Password: uwtsd

1. What do you think of the overall project idea?

O Excellent
O Good
(O Average
O Poor
O

Very poor
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10. Do you think the game could be implemented in a better way? If
so, how?

I think the gamification of the educational information would really suite a younger
audience. As a game it might miss with an audience of middle aged cleaners for
example. Point being I think it is very implemented for the right audience.

11. Do you have any other suggestions for improving the project?

The purpose of the game is not yet expressed in the game itself. Since it is
educational it might be good to be explicit about the purpose, since fun itself is
likely not going to be the biggest takeaway from this experience. But I do think the
gamification will encourage engagement with a younger audience.




