



Contents
1. Introduction and Game Concept.	3
2. User Research Methodology	4
2.1 Questionnaire	4
2.2 Semi-Structured Interviews	4
2.3 Ethics and Research Limitations	5
Participants were made aware of the study's objectives, the fact that participation was entirely optional, and the fact that their answers would remain anonymous. At any point, participants could cease taking part or decline to respond to a question. The report did not include names, phone numbers, or email addresses. After the interview was finished, the materials were converted to limited access.	5
Only UWTSD classmates made up the small convenience sample employed in the study. As a result, its conclusions cannot be applied to all college students. Participants who had already seen the questionnaire would have been familiar with the idea of the game, and the written interview style might have resulted in shorter responses than an in-person discussion. However, integrating information from four in-depth interviews with questionnaire data produced equivalent outcomes and qualitative explanations.	5
3. Research Findings	5
3.1 Questionnaire Findings	5
3.2 Interview Findings	7
4. Personas, Scenarios and Requirements	8
4.1 Scenarios and Requirements	9
Each persona would use the game in a slightly different way. Jordan may play while travelling, so automatic saving is important if the game is interrupted. Daniel prefers playing with invited friends and wants control over communication and the amount of guidance provided. Morgan has limited free time and may play during a short university break, so clear controls and quick team decisions are essential. Sam plays more regularly with classmates and expects the roles, navigation and communication tools to be easy to understand.	9
5. Designing for Usability	9
5.1 Usability Principles	9
5.2 Accessibility and Emotional Experience	9
5.3 Application to the Storyboards	10
6. Wireframes and Scenario Storyboards	11
6.1 Interface Wireframe Flow	11
6.2 Scenario Storyboard	12
7. Prototype Evaluation and User Feedback	13
7.1 Evaluation Method	13
7.2 Prototype Evaluation Findings	13
8. Peer Evaluation and Design Improvements	14
9. Conclusion	15
Appendix	16
Appendix A – Questionnaire	16
Appendix B – Questionnaire Results	19
Appendix C – Semi-Structured Interview Guide	21
Appendix E – Persona Cards and Scenarios	23
Appendix F – MoSCoW Requirements	26



[bookmark: _Toc235784151]1. Introduction and Game Concept.
Cooperative strategy game Pandemic, players cooperate to contain outbreaks and find treatments before the situation gets out of control. Inspired by this cooperative idea, this project suggests a mobile game tailored to the UWTSD London Campus. Up to six players can represent various university departments in the game and cooperate to achieve a common goal. During the game, a fictional epidemic spreads between campus locations. Players must communicate, move between buildings, control affected areas and use the abilities associated with their university roles. Possible roles include a student representative, lecturer, IT technician, health and wellbeing adviser, security officer and library support officer. By containing the epidemic and finishing the necessary fixes before time or resources run out, the team triumphs.
This report focuses on the initial user research and interface design rather than the development of a functional game. It presents questionnaire and interview findings, four research-based personas, user and experience requirements, low-fidelity mobile wireframe storyboards, prototype feedback and proposed design improvements. [1]


[bookmark: _Toc235784152]2. User Research Methodology
[bookmark: _Toc235784153]2.1 Questionnaire
Google Forms questionnaire was created especially for this project's objectives. The development of diverse personas was aimed by demographic inquiries. When and where the game might be employed were determined by asking questions regarding gaming frequency, session length, and playing context. Interest in cooperative strategy play was assessed using game-type and teamwork questions. While the final open question allowed for the emergence of unforeseen requirements, the usability question examined navigation, control size, visibility, performance, and information overload.
The questionnaire included a consent statement and nine research questions. It was distributed to UWTSD classmates via a shared online link. Participation was voluntary, and responses were collected anonymously. Closed questions enabled comparison and presentation of results through charts, while the open question provided qualitative suggestions. Convenience sampling was employed, as participants were accessible members of the target university audience. A total of six valid responses were collected.
[bookmark: _Toc235784154]2.2 Semi-Structured Interviews
According to the research notes, four UWTSD students—P1, P2, P3, and P4—participated in semi-structured interviews. To prevent participants from seeing or changing each other's answers, separate Google Docs were made available. WhatsApp messages were sent seeking clarifications or further explanations after the initial responses were provided online.
Participants' mobile gaming experiences, preferred game length, attitudes toward teamwork, communication preferences, thoughts on using actual UWTSD locations, and prior mobile usability concerns were all covered in the interviews. Additionally, questions concerning tutorials, automatic saving, and other enhancements to the suggested game were posed to the participants. All four participants utilised the same set of questions to make comparison easier, and follow-up questions allowed for more examination of intriguing or ambiguous answers
The participants represented different behaviours, including frequent and occasional mobile players, commuting students and students combining study with employment. This variation helped the research consider differences in available time, gaming confidence, preferred complexity and context of use.
[bookmark: _Toc235784155]2.3 Ethics and Research Limitations
[bookmark: _Toc235784156]Participants were made aware of the study's objectives, the fact that participation was entirely optional, and the fact that their answers would remain anonymous. At any point, participants could cease taking part or decline to respond to a question. The report did not include names, phone numbers, or email addresses. After the interview was finished, the materials were converted to limited access.
[bookmark: _Toc235784157]Only UWTSD classmates made up the small convenience sample employed in the study. As a result, its conclusions cannot be applied to all college students. Participants who had already seen the questionnaire would have been familiar with the idea of the game, and the written interview style might have resulted in shorter responses than an in-person discussion. However, integrating information from four in-depth interviews with questionnaire data produced equivalent outcomes and qualitative explanations. [2] [3]
[bookmark: _Toc235784158]3. Research Findings
[bookmark: _Toc235784159]3.1 Questionnaire Findings
The questionnaire received six valid responses. Participants represented a varied adult student population: 50% were aged 33–40, 33.3% were aged 41–47 and 16.7% were aged 25–32. Four participants were full-time students, while two combined studying with employment.
All participants preferred mobile game sessions lasting between 10 and 30 minutes. Three normally played while travelling, two played at home and one selected another context. Mobile gaming frequency was generally low: three participants played approximately once per month, two played very rarely and one played more than three times per week.
Because participants could select multiple game types, the totals exceeded 100%. Logic games were selected by four participants, while strategy and problem-solving games and puzzle games were each selected by three. Cooperative or multiplayer games were selected by two participants. Five participants answered that they enjoyed teamwork games, while one preferred teamwork games only when playing with friends.


[image: Forms response chart. Question title:   Preferred game types  . Number of responses: 6 responses.]

Figure 3. Preferred mobile game types selected by questionnaire participants


[image: Forms response chart. Question title: Which of the following issues have negatively affected your experience when playing mobile games?

Select all that apply.. Number of responses: 6 responses.]

Figure 4. Mobile gaming usability problems reported by questionnaire participant
Five participants said that having too much information presented at once was the most frequent usability issue. Two players complained about game latency, tiny controllers, and extra menus. Difficult hues, short decision times, and ambiguous directions were also noted in individual responses. No prior usability issues were mentioned by one participant.
Role advancement, accomplishments, prizes, a variety of assignments, and the capacity to complete sessions swiftly were all mentioned in the open responses. These results provided support for a design that included short missions, large controls, simple screens, friend-only teams, clear directions, automatic saving, and visible progress toward incentives and the cure.
[bookmark: _Toc235784160]3.2 Interview Findings

These results show that the players want to return without losing progress, support short stages, and save progress after significant actions.
Small buttons, interface, difficult controls, overly complicated menus, and an overabundance of information on the screen were all cited by participants.
While the academic environment might facilitate immersion, it shouldn't take the place of captivating gameplay and well-defined interface design.
The results were utilised to create the personas, scenarios, and design specifications that are shown in the next section, as well as to identify four behavioural user categories.

















[bookmark: _Toc235784161]4. Personas, Scenarios and Requirements
Based on the behavioural patterns found during the study, four personas were created. They stand for varying degrees of gaming experience, free time, desired interaction, and guiding requirements. Instead, than being exact replicas of each participant, they are composite profiles. 

	Personas
	Context 
	Behaviour
	Main user needs
	Experience goals

	Jordan – Occasional Strategist
	Final-year student; plays at home or while travelling
	Puzzle and strategy player; approximately 20-minute sessions
	Simple layout, clear instructions, teamwork, varied missions and autosave
	Feel useful, confident and focused

	Daniel – Independent Commuter
	Student working part-time; age 30–35; frequently travels
	Plays chess and card games occasionally; prefers playing with friends
	Friends-only sessions, text chat, optional guidance, safety controls and autosave
	Feel autonomous, safe immersed

	Morgan – Time-Poor Working Student
	Combines university with full-time work
	Rare mobile player; prefers 10–20-minute sessions during breaks or travel
	Large buttons, clear text, quick messages, voting, short tutorial and autosave
	Feel Calm, included and not overwhelmed

	Sam – Social Regular Gamer
	UWTSD student who mainly plays at home
	Plays puzzle, strategy and multiplayer games 3–4 times per week
	Simple navigation, clear roles, text chat, voting and short tutorial
	Feel social, engaged, and able to act quickly




[bookmark: _Toc235784162]4.1 Scenarios and Requirements
[bookmark: _Toc235784163]Each persona would use the game in a slightly different way. Jordan may play while travelling, so automatic saving is important if the game is interrupted. Daniel prefers playing with invited friends and wants control over communication and the amount of guidance provided. Morgan has limited free time and may play during a short university break, so clear controls and quick team decisions are essential. Sam plays more regularly with classmates and expects the roles, navigation and communication tools to be easy to understand. [2]
[bookmark: _Toc235784164]5. Designing for Usability
[bookmark: _Toc235784165]5.1 Usability Principles
Usability is defined by effectiveness, efficiency, and satisfaction: users should be able to execute their duties correctly, with minimal effort, and with a satisfactory experience. These concepts are especially critical for this game, as the interface must display a campus map, player roles, team communication, and outbreak information on a mobile device.
As a result, interactive features in the wireframes will appear selectable and will feature both an icon and a text label. Immediate feedback will be displayed following an action, including changes in the campus threat level, remaining actions, and confirmation that progress has been stored.
An indicator, epidemic meter, and team progress display will help to ensure system state visibility. Error prevention will involve confirming the conclusion of a turn or abandoning a team session.
Recognition rather than recall will be supported by keeping role abilities and valid actions visible instead of requiring players to remember
[bookmark: _Toc235784166]5.2 Accessibility and Emotional Experience
The study identified small buttons, imprecise controls, extensive menus, and crowded screens as potential usability impediments. As a result, the wireframes will feature understandable text, large touch targets, straightforward navigation, and a restricted number of activities per screen. Important information will not be transmitted solely through colour; labels, icons, and patterns will also distinguish threat types. Audio information will be shown visually, and players will have immediate access to sound controls.
Different participants required varying levels of instruction. A brief tutorial and contextual suggestions will be provided, but advanced users will be able to skip them. Automatic saving protects users who are interrupted while travelling or studying. 
Team communication will be via text, fast messaging, and voting, eliminating the need for voice communication.
Emotional design considers not just whether a system works, but also how the user feels during the encounter. Clear progress feedback, relevant duties, and encouraging team messaging should make participants feel more secure, socially included, and useful to the group.

[bookmark: _Toc235784167]5.3 Application to the Storyboards
	Usability issue
	Design principle
	Storyboard response

	Unclear navigation
	Affordances and signifiers
	Labelled buttons, consistent navigation and obvious selectable elements

	Unclear game status
	Visibility and feedback
	Turn indicator, actions remaining, threat meter and save confirmation

	Errors during actions
	Error prevention and user control
	Confirmation, Back, Cancel and valid-action highlighting

	Too much information
	Minimalist design and recognition
	Progressive disclosure, simplified screens and visible role information

	Different user abilities
	Effectiveness and accessibility
	Readable text, large controls, optional tutorial and non-colour indicators [4]





[bookmark: _Toc235784168]6. Wireframes and Scenario Storyboards
[bookmark: _Toc235784169]6.1 Interface Wireframe Flow
Low-fidelity mobile wireframes were created using the personalities and criteria discovered during user research. The goal was to evaluate screen layout, navigation, and system response before creating a full-colour visual design. The wireframes contain minimal shapes, labels, and greyscale features to ensure that feedback focuses on utility rather than appearance.
[image: ]The interface wireframes are organised into three main flows. The first shows how a player joins a game, enters the team lobby and selects a university role. The second presents the main game turn, including the campus map, affected locations, available actions and team communication. The third shows outbreak updates, automatic saving, interruption recovery and the result. Arrows between screens indicate the user’s actions and movement through the interface.

Figure 1. Overview of the interface wireframe flow for the UWTSD London Campus Epidemic game.

[bookmark: _Toc235784170]6.2 Scenario Storyboard
A scenario storyboard was created. Morgan joins a private team, selects the IT Technician role, and studies the campus map. After discovering an infection near the Library, Morgan consults with the other players, votes in a team vote, and heals the infection while another player provides research. The game then saves its progress automatically. This scenario demonstrates short-session play, university roles, and collaborative decision-making. [5]

[image: ]Figure 2. Scenario storyboard showing Morgan using the UWTSD Campus Epidemic game during a short university break.






[bookmark: _Toc235784171]7. Prototype Evaluation and User Feedback
[bookmark: _Toc235784172]7.1 Evaluation Method
The low-fidelity interface wireframe and scenario storyboard were provided via WhatsApp to the four previously interviewed participants. Using the same participants ensured continuity between the initial user requirements and the evaluation, as well as coverage of the four behavioural profiles represented by personas.
Participants finished an asynchronous scenario-based walkthrough. They were asked to describe how they would join a team, choose a job, identify and treat an infection, interact with teammates, and comprehend the outbreak and treatment information. They also considered whether the scenario storyboard effectively communicated Morgan's condition and actions. We recorded both usability and emotional responses, including positive aspects, confusing sections, and suggestions for changes.
This was a formative test designed to discover issues prior to constructing the full-colour interactive prototypes. One restriction was that participants evaluated static images rather than a functioning interface, therefore actual tapping behaviour and task completion durations could not be measured.

[bookmark: _Toc235784173]7.2 Prototype Evaluation Findings
Three out of the four invited participants completed the prototype review. All three found the process of joining a team, choosing a role, locating an infected building, and treating the virus simple and straightforward. The discussion, voting mechanism, and yellow storyboard arrows were all understood without assistance. Participants described the design as simple, structured, and easy to use.
However, participants noted some usability enhancements. Two participants said some text and icons were too small for a mobile device. One participant felt that the location-details screen provided too much information. The outbreak track, infection rate, and cure progress were obvious, however people suggested explaining them with a short tutorial, hints, or helpful icons. Important actions and warnings should also be made more visible in the full-colour design.
These findings were mostly expected because readability, information overload and guidance had already emerged during the initial research. Based on this feedback, the next prototype will use larger controls, simplified information, contextual help and carefully applied colour highlighting. [3] [2]
[bookmark: _Toc235784174]8. Peer Evaluation and Design Improvements
Two students worked as peer assessors, looking at the interface wireframe and scenario storyboard. They liked the clear step-by-step flow and consistent design. They understood how Morgan joined a group, selected a role, explored the campus map, voted, and completed the task.
Both reviewers reported identical usability issues. The map and location-specific pages were crowded, and certain text and symbols may be too small for a cell phone. The rules regulating available actions, infection levels, and voting may also require clarification. PE1 proposed making important buttons more apparent and adding help icons or tooltips. PE2 proposed streamlining crowded displays, including a brief introduction, and delivering more specific feedback after actions.
This comment was expected given that information overload and readability had already been identified in the questionnaire and prototype evaluation. As a result, the new design will feature larger text and controls, less secondary information, and more progressive introduction of information. Contextual help will explain game indicators, whereas notifications like "Infection treated - two actions remaining" will confirm actions right away. [6]



 


[bookmark: _Toc235784175]9. Conclusion
This project created an initial user-centred design for a collaborative UWTSD London Campus pandemic game. The questionnaire and interview findings were used to develop four personas, determine user needs, and guide the low-fidelity wireframe and scenario storyboard. Prototype testing revealed that the game flow, teamwork features, and college environment were all clear and compelling. However, participants noted small text, cluttered screens, and insufficient guidance as potential usability issues. The next full-colour prototype will thus have larger buttons, simplified information, sharper feedback, and optional contextual support. Overall, the research laid a solid foundation for creating an accessible and compelling cooperative mobile game.
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Appendix 
[bookmark: _Toc235784177]Appendix A – Questionnaire

User Research Questionnaire: UWTSD Campus Epidemic Game
The following anonymous questionnaire was distributed to UWTSD classmates using Google Forms. All questions were required unless otherwise indicated.
Consent statement
I confirm that I am taking part voluntarily and understand that my anonymous responses will be used only for this university assignment.
· Yes, I agree to take part 
· No, I do not agree 
Questionnaire items
1. What is your age group?
Multiple choice
· 18–24 
· 25–32 
· 33–40 
· 41–47 
· Other 
· Prefer not to say 
2. Which option best describes your current situation?
Multiple choice
· Full-time student 
· Part-time student 
· Student who also works 
· Other 
3. Which option best describes how frequently you play mobile games?
Multiple choice
· Daily 
· More than once a week 
· More than three times a week 
· Once a month 
· Very rarely 
· Never 
4. How long would you prefer one mobile game session to last?
Multiple choice
· 10–30 minutes 
· 30 minutes–1 hour 
· More than 1 hour 
5. When do you normally play mobile games?
Multiple choice
· Between lectures 
· While travelling 
· At home 
· Before bed 
· In the morning 
· Other 
6. Which types of games do you prefer?
Select all that apply
· Strategy and problem-solving games 
· Puzzle games 
· Educational games 
· Logic games 
· Sports and racing games 
· Cooperative or multiplayer games 
· Team games 
· Survival games 
· Other 
7. Do you enjoy games where players work together as a team?
Multiple choice
· Yes 
· Yes, a lot 
· Only occasionally 
· Only with a group of friends 
· No 
· I have never played a teamwork game 
8. Which of the following issues have negatively affected your experience when playing mobile games?
Select all that apply
· Having to open additional menus during an action 
· Buttons or controls that are too small 
· Slow response or game lag 
· Colours that make information difficult to see 
· Not having enough time to make a decision 
· Too much information displayed at once 
· Instructions that are difficult to understand 
· I have not experienced any of these issues 
· Other 
9. If you could add one feature to the UWTSD London Campus teamwork game, what would it be, and why?
Open-text response


[bookmark: _Toc235784178]Appendix B – Questionnaire Results
Six valid anonymous questionnaire responses were collected through Google Forms. Selected quantitative results and the open-text responses are presented below.
[image: Forms response chart. Question title:   Preferred game types  . Number of responses: 6 responses.]
[image: Forms response chart. Question title: Which of the following issues have negatively affected your experience when playing mobile games?

Select all that apply.. Number of responses: 6 responses.]
[image: Forms response chart. Question title: Which option best describes how frequently you play mobile games?. Number of responses: 6 responses.]
[image: Forms response chart. Question title: When you normally play. Number of responses: 6 responses.]


[bookmark: _Toc235784179]Appendix C – Semi-Structured Interview Guide
The following interview guide was used consistently with participants P1–P4. Follow-up questions were asked through WhatsApp when clarification was required.
Participant code:
Age group:
Student situation:
Interview method: WhatsApp / Face-to-face
Date:
Consent received: Yes / No
Introduction and consent
Thank you for taking part. This interview is part of my UWTSD Usability Engineering assignment. Your answers will be anonymous and used only for this project. The interview should take approximately 10–15 minutes. You may stop the interview at any time. Is it okay for me to take notes?
Interview questions
1. Can you tell me a little about yourself and your experience with playing games on a mobile phone? 
2. What types of mobile games do you normally play, and how often? 
3. What are your first thoughts about a teamwork game where players stop a fictional epidemic on the UWTSD London Campus? 
4. How long would you want one game session to last, and where would you normally play it? 
5. What do you like or dislike about working with other players as a team? 
6. How should players communicate and make decisions during the game? 
7. How do you feel about using real UWTSD buildings and university roles in the game? 
8. What problems have you experienced while playing mobile games, and what would make the game easier for you? 
9. Would you prefer a short tutorial before playing or instructions shown while playing? Why? 
10. What should happen if you must close the game suddenly? 
11. If you could add or change one thing in this game, what would it be and why?


Appendix D – Anonymised Interview Summaries 
Four UWTSD students participated in the semi-structured interviews. The participants are identified only as P1, P2, P3 and P4. All participants provided consent for their anonymous responses to be used in this assignment.

[image: ][image: ][image: ]   
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Figure D1. Separate Google Docs used to collect the anonymised interview responses from participants P1–P4.

[bookmark: _Toc235784180]Appendix E – Persona Cards and Scenarios

The complete interview responses were retained securely by the researcher. Concise anonymised summaries are presented below to provide evidence of the main behaviours, needs and design requirements identified.
Participant P1
· Final-year Applied Computing student and occasional mobile gamer. 
· Normally plays puzzle and strategy games once or twice per week. 
· Prefers approximately 20-minute sessions at home or while travelling. 
· Enjoys sharing ideas and solving problems as a team. 
· Requires a simple layout, clear instructions, automatic saving and varied missions. 
Participant P2
· UWTSD student aged 30–35 who also works part-time. 
· Occasionally plays card games and chess while travelling. 
· Prefers 15–30-minute sessions and playing with friends rather than strangers. 
· Wants text chat, player invitations, safety controls and optional guidance. 
· Requires autosave, possible cloud saving and visible sound controls. 
Participant P3
· Combines university study with full-time employment and has limited free time. 
· Plays puzzle or strategy games rarely, usually during breaks or while travelling. 
· Prefers 10–20-minute sessions, quick messages, voting and suggested actions. 
· Experiences problems with small text, small buttons and excessive information. 
· Requires clear controls, calm presentation, a short tutorial, hints and autosave. 
Participant P4
· UWTSD student who plays puzzle, strategy and multiplayer games several times per week. 
· Prefers 15–20-minute sessions, mainly at home. 
· Enjoys teamwork, problem-solving and sharing ideas. 
· Prefers simple text chat, voting and a short introductory tutorial. 
· Experiences frustration with confusing controls and excessive menus and requires automatic saving.

Four composite personas were developed from recurring patterns identified in the questionnaire and interview findings. They represent different behaviours and requirements rather than individual research participants.
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[bookmark: _Toc235784181]Appendix F – MoSCoW Requirements 
The following requirements were identified from the questionnaire and interview findings. U indicates a user requirement and UX indicates an experience requirement. 
Must Have
· U: Create or join a private team of up to six players.
· U: Select a university role with a special ability.
· U: View the campus map and treat infections.
· U: Communicate using text, quick messages and voting.
· U: Automatically save and resume progress.
· UX: Provide short 10–30-minute sessions.
· UX: Use readable text, large controls and clear feedback.
Should Have
· U: Provide a short, optional tutorial.
· U: Show outbreak, infection and cure progress.
· U: Allow players to pause or leave safely.
· UX: Provide simple navigation and accessibility settings.
Could Have
· U: Add achievements, rewards and varied missions.
· U: Add difficulty levels and role progression.
· U: Provide suggested actions and cloud saving.
· UX: Include optional music and visible audio controls.
Won’t Have in This Version
· Voice communication or public matchmaking.
· Advertisements or in-app purchases.
· Locations outside the UWTSD London Campus.
· Full-colour interface design.
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Scenario Storyboard — Morgan Uses the UWTSD Campus Epidemic Game
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+ Play with trusted friends || * Toxic strangers & FRIENDS ONLY teams

+ Explore independently (=) TEXT CHAT

Q) Safety controls

Q" OPTIONAL HINTS

¢ AUTOSAVE or cloud saving

]) Visible audio controls

« Excessive adverts

+ Communicate using text || * Forced tutorials

+ Control settings
and saving

@ oonLs: l /N FrusTRATIONS: || (@) USER NEEDS:

+ Lost progress ‘

(ﬁ EXPERIENCE GOALS:  Feel autonomous, safe and immersed.
SCENARIO:

=LENS

Daniel starts a He invites He selects He uses He uses He exits when
private game on  classmates.  Security Officer.  text chat and optional hints the train arrives
the train. optionl hints.  when needed.  The game saves

automaticaly.

(Q RESEARCH BASIS:  Maily P2 and questonnare patterns. )

J
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PERSONA 4 — SAM

Social Regular Gamer

8 PROFILI

« Age: 33-40
+ Full-time UWTSD student

+ Plays puzzle, strategy and
multiplayer games

)

Plays 34 times per week,

mainly at home
&)

PUZZLE & STRATEGY  COOPERATIVE PLAY ACHIEVEMENTS | AUTOSAVE

D @

CLASSMATES

oo

(X) FRUSTRATION:

@ GOAL!

« Play cooperatively vith classmates Confusing controls and too many menus

Share ideas and salve problems
Understand every university role
Earn progress and achievements

Teammates who do not communicate
Unclear roles or objectives
Repetitive missions

USER NEEDS:

E Sl
. Feel socially Feel
engaged challenged quickly
SCENARIO:

Sam crates a privte game at home
and invites classmates. Sam selects
the Library Support Offcer roe,
shares research cards and joins &
vote on the nxt campus location.
The team discovers the cure and
Sam urlocks an achievemert.

Developed from recurring patterns in Participant P4 ard the
questionnaire Findings: regular play, cooperative intraction,
simple controls and.continued engagement

RESEARCH BASIS:
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PERSONA 3 — MORGAN

Time-Poor Working Student

8 PROFILE:

« Age: 33-40
UWTSD student with full-time
employment

Rare mobile player; puzzle and
strategy games

Plays 10-20 minutes during
breaks or travel

GRS

MoBILE  SHORTSESIONS  yjp g stupy  TEAMWORK

GOAL!

+ Join and understand the game quickly
* Make fast team decisions

+ Read information without effort

+ Stop safely and continue later

(X) FRUSTRATIONS:
Small text and difficult controls

Too much information on one screen

« Tnactive teammates

Long compulsory tutorials

USER NEEDS: ﬁ EXPERIENCE GOALS:

® a8 ©

Feel calm  Feel included ~ Feel in control

SCENARIO: (@ Morgan hs a shor break at unversty MSSON CoMPLETE
= and jins & private team. [
@ Morgan selcts the IT Technician role. =
(3 Morgan natices an infection near the —
Library.
@ Morgn dcsis snd vt ith e (1500,

teammates
(8) Morgan treats the infection.

o e @Pﬂmﬂs e
(© Morgan closes the game. Autosave AUTOSAVE

protects the teans progress.

RESEARCH BASIS:  Developed from recurring patterns in Participant P3 and the

questionnaire findings: short sessions, information overload,
teamwork and interruption recovery.
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J ORDAN OCCASIONAL STRATEGIST

Composite Persona 1

8 PROFILE:

Age 25-32.

Final-year UWTSD student.
Puzzle and strategy player,
1-2 times per week.
Preferred session: about

120 MIN, at home or while

travelling.
MOBILE TRAIN TEAMWORK
@ GoALs: @ FRUSTRATIONS:

+ Learn quickly

+ Contribute to the team
+ Play varied missions

* Continue without losing progress |

« Complex layouts
« Unnecessary adverts
« Repetitive missions
« Lost progress

USER NEEDS:

¢ EXPERIENCE GOALS:

Feel useful, confident

5t and focused.

(D Jordan plays while travelling home.
(@) Joins classmates using a private code.
(@ Selects Student Representative.

(® Votes on an infected building

() Stops after 20 minutes.

(® Progress saves automatically.

RESEARCH BASIS:

Mainly P1 and questionnaire patterns.
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Preferred game types
6 responses

Strategy and problem-solving g...
Puzzle games

Educational games

Logic games 4 (66.7%)
Sport and Racing games
Cooperative or multiplayer games
Team games

Surviving games .3%)

Other|—0 (0%)




