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[bookmark: _Toc235780967]Statement of Academic honesty and Integrity:
In this report for UWTSD primary research based cooperative strategic game design has been presented.
The personas are designed artifacts based on evidence, relevant users’ groups and human- computer interaction literature but quotation of the participants, questionaries, total and pair evaluation power should be collected from the real participants. Therefore, in section 7 and 8 a clear format for evaluation process, for example structure for result record has been given which needs to be updated after completing the research. Presenting invented feedback of the participants as a real research result is inappropriate academically.



[bookmark: _Toc235780968]1.Introduction & Game Idea:
Pandemic is a cooperative strategic Board Game, in which leading expert players using limited resources travel different places, contain escalating outbreak and work collectively to find out the solutions before the time finishes [1].  The value of the origin game of this project is not its visual identity which will not be copied but the underline pattern that means interpersonal dependency, specialized role, uncertainty, limited action and combined win or loss interaction will be used [15].
The proposed name of the computer game is “UWTSD Campus Crisis”. This is a mobile-first cooperative strategy game, where maximum number of players will be six and they will perform different roles in different departments. In the map of this game there will be Swansea, Carmarthen, Cardiff, London and Birmingham campus beside that campus there will be an imaginary Learning Hub [2]. The role of the players will be;
1.Student Representative, 
2.lecturer, 
3.It Services specialist,
 4.Wellbeing Adviser,
 5.Facilities Officer and 
6.Library & Learning Resources Officer.
 Instead, four types of university diseases will be used: Cyber failure, resource shortage, wellbeing pressure and transport disruption. The players will move in the campus, remove the disruption maker, distribute support cards and will create four resilience plans before the crisis reaches its peak. As a result, the UWTSD crisis Game   will be independent and relevant though it uses the theme of the Pandemic Game [1],[15].
The main objective of this game design is to make it faster understandable, clear feedback, stay cool & take decision in the intense pressure and keep doing the teamwork. This game will be not only for under aged or Expert gamers; this needs to be effective for all the people including mature learner, commuter, international student, staff members, casual gamer and assistive technology users. According to 
ISO 9241-210 in a human-centered design, users, work, user environment and analysing repetition should be considered   in full life cycle of the design [3],[4].
[bookmark: _Toc235780969]2. Gathering information to create personas: 
The persona designer is not an imaginary person; it is way of presenting briefly in the context of various behavior and limitations [5],[16].
So that before finalising the four personas real information needs to be collected from real users. For this task using online questionnaires and semi-structured interviews is appropriate. In the questionary; age range, relation with UWTSD, campus or study model, mobile and board-game experience, gaming frequency. Preferred device, accessibility requirements, preferred session length, opinion regarding cooperative gameplay and problems of learning new application related question can be asked [6]. Unnecessary sensitive information should not be gathered and there should be an option for skipping the question for the participant.
Nearly 10-15 questionary respondents and 5-6 interview participants can be realist sample tasks for this project. 

Using purposive sampling should include residential students, commuters, mature students, international learners, staff members, experienced gamers, non-gamer and accessibility features. The persona diversity will be weaker if same age and friends of the same course are used. Questionary data can be saved by numbers, percentage, and by general chart. The questionary can be divided by using Interview note thematic coding, learnability, collaboration, pace, accessibility, emotional pressure, confidence & trust [6]. Contradictory opinion should be kept also because the experienced gamer may ask for informative interface quickly on the other hand novice user may ask for an explanation step by step.
[bookmark: _Toc235780970]2.1Proposed Research Questionaries:

	Topic
	Question 
	Uses in Design

	Game experience
	How frequently do you play mobile, computer or board games?
	Tutorial level and information density

	Seeking helps
	How would you prefer to communicate with other players and receive team decisions?
	Quick-message and proposal tool

	Accessibility
	 What problems might small buttons, dragging actions, timers or animations create for you?
	Alternative input and adjustable settings

	Emotion
	 What would make the game exciting without making you feel under pressure?
	Feedback tone and event presentation


[bookmark: _Toc235780971]3.Four experimental personas, scenario & experience requirements:
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[bookmark: _Toc235780972]3.1 Farah Ahmed
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[bookmark: _Toc235780973]3.2 David Morgan:
[image: ]
[image: ]





[bookmark: _Toc235780974]3.3 MS Rehman Siddique 
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[bookmark: _Toc235780975]3.4 M Islam 
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Finalisation rule: After completion of the research, it needs to be validated with age/context, descriptive detail and participant cluster. Every   final persona should have at least one anonymised direct quotation, primary and evidence of secondary goal, observed behavior, pain point and reliable, related traceability note of design implication. Un- validated details need to be deleted or be kept as hypothesis.
[bookmark: _Toc235780976]4.Consolidated users and experience requirements:
[bookmark: _Toc235780977]General Functional Requirements are,[1],[2],[3],[4].
GFR 1. Game creation or Join
GFR 2. Specialist role selection
GFR 3. Checked shared objective
GFR 4. Use list or campus map
GFR 5. Complete valid action
CUER 6. exchange cards
GFR 7. teammate communication
GFR 8. watch team status
GFR 9. understand pause/reconnect and victory/defeat.
[bookmark: _Toc235780978] Main Experience requirements [2],[3],[5],[6],[7].
MER 1. Clarity
MER 2. Inclusion
MER 3. Competence
MER4.Teamwork
MER 5. Manageable tension and
MER 6. Trust
David wants faster and dense on the other hand Farah and Islam want instruction. This conflict will be resolved by progressive disclosure. In the main there will be essential information but detail, forecast and explanation can be opened when required [7], [8].
Timer will be optional; tutorial can be skipped and there will be alternative button for gestures, so that no need to make separate games for the new and expert gamer rather than the interface can be made simple. In the appendix requirement priority will be given by MoSCoW method.
[bookmark: _Toc235780979]  MoSCoW :

	Class 
	Need
	Importance & why?

	Must Have
	Create/join; 2–6 players; role selection; shared objective; map and list; active turn; valid-action guidance; confirmation; communication; pause/reconnect; screen-reader label; scalable text; non-colour identification; tap alternative; adjustable timer; clear outcome
	Main task completion, accessibility is very important for cooperative play.

	Should Have
	Skippable tutorial; optional suggestion; limited undo; difficulty; reduced motion; high contrast; captions; preview; session duration
	Increase usability and learner confidence.

	Could Have
	Solo practice; campus information; haptic feedback; replay history; private invite; Welsh interface; team achievement
	After the first release can add value.

	Won't Have (first release)
	AR, GPS tracking, stranger chat, real emergency data, in-app purchase, individual leaderboard
	Save the Scope, privacy, safety and cooperative aim.




[bookmark: _Toc235780980]5. Usability and accessibility Design:
[bookmark: _Toc235780981]5.1 Keeping System status visible: 
In the header active player, remaining actions, connection status, crisis track and complete plan will be seen permanently. Map will be updated after each action, and the result will be shown in a short sentence. It supports visibility of system status, feedback and consistency [8], [10], [17].
[bookmark: _Toc235780982]5.2 Recognition rather than recall
Need to reduce dependency on remembering of role power, card rules and symbol. unavailable action will be disabled but reason will be given for unavailability. campus name map will be written in same way in card and notification.  [17].
[bookmark: _Toc235780983]5.3 Error prevention and recovery
 There will be a confirmation option before using rare card, finishing the turn early or leaving the active game.  Undo will be possible until hidden random event becomes visible. message will be in positive way like” these 2 cars may be needed for planning-do you want to play this now?” there will be no blaming word like “Bad move” [9].
[bookmark: _Toc235780984]5.4 Mobile accessibility
Primary target will be bigger and separated.  Name, symbol and pattern will be used with color. Control will not be hidden if text is resized.  Screen reader, voice access, switch input, reduced motion, caption and link on the map list will be alternative. in WCAG 2.2 perceivable, operable, understandable and robust policies need to be followed [11], [12].
[bookmark: _Toc235780985]5.5 Emotional Experience:
In the game there will be high tension but no visual chaos or public blame. Collective message such as “Team resilience plan completed” will be used proposal tool will give suggestion but not take control the turn of others. So that relatedness will improve and individual competence remains as it is [14], [15]








[bookmark: _Toc235780986]                                                Story Board of the proposed Game:
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                                                                                                             UWTSD CAMPUS CRISIS
                                                                                                            Initial users research,
Usability & Low fidelity wireframe Storyboard report:
Pandemic inspired UWTSD cooperative strategic Mobile Game.
[image: ]
                          Fig 1: FIG High Profile Architecture of the Proposed Game.
[bookmark: _Toc235780987]                                                     5.6 Explanation of Main mobile screen.
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In the main map shared state, campus risk and navigation button have been displayed together. Location sheet reduces the cognitive load by dividing the information between Status and action. Team panel helps by showing every role, location, card count and quick communication.
[bookmark: _Toc235780988]Designing Low-fidelity storyboard:

In low-fidelity wireframe intentionally color, brand illustration and final typography have been removed, so that evaluator can give attention on layout, information hierarchy, navigation task flow. Paper prototyping and low-fidelity prototype can help with important usability problems before implementation [7].
[bookmark: _Toc235780989]                                                                  Storyboard A:
[bookmark: _Toc235780990]                                               Full Low-Fidelity Wireframe Storyboard(A).

[image: ]
                                                             Entrance accessibility setting, game creation/join. Lobby and role selection flow.





[bookmark: _Toc235780991]                                                                        Full low fidelity Storyboard B
                                                      [image: ]

 Shows role preview, in three stages tutorial and reaching in main map, gives guidance to new gamers but experience gamers can skip the tutorial.







[bookmark: _Toc235780992]                                                                      Storyboard C:
                                        [image: ]
 Displays a full turn: campus select → status inspect → action choose → confirmation → map update → event card → turn summary. Before and after every turn system status has been kept visible.
                                                                      







[bookmark: _Toc235780993]                                                                                                       Storyboard D:
[bookmark: _Toc235780994]                                                                                   Full low fidelity story board D:
                                                              [image: ]
                                                         Shows collaboration: team status → quick message → proposal → resource share. 
                                                                                   




                                                                                           

[bookmark: _Toc235780995]                                                                                                       Story board E:
[bookmark: _Toc235780996]                                                                                 Full low fidelity story board E:

                                                          [image: ]
                                                                   Includes map list alternative, contextual help, pause & reconnect. 
                                                                                                    








[bookmark: _Toc235780997]                                                                                                  Storyboard F:
                                       [image: ]                    
[bookmark: _Toc235780998]                                                                                               Full low fidelity story F:
                                                               
                                    Shows collective victory, explanatory defeat & non-competitive contribution summary. 
[bookmark: _Toc235780999] 7. Prototype and process of feedback collection:(All the feedback data are in appendix)

 Wireframes should be tested by 6 to 8 participants so that 4 catachrestic can be identified. Every participant will be given same introduction and will do 5 tasks joining in existing game, identifying shared objective role selection & interpretation, disruption resolve and sending team proposal.
Moderator will tell the participants to think aloud & will record the task completion, error, help request & emotional reaction. Think-aloud method helps to differentiate between users’ mental model and expected design [6[,[13].
After finishing the task, it can be measured by scale of 5 points based on ease of use, confidence, visual pressure and enjoyment. System Usability scale can be used if interactive prototype is enough but in small sample scores need to be explain carefully [18],[19].
Peer evaluation should be done separately. 4 Partners can inspect prototypes by Nielsen heuristic, mobile accessibility, storyboard completeness and according with persona alignment [17],[20]. Severity 0-4 will be used where 4 means problems that create obstacles to complete the task. In the appendixes the completed form has been given.
 

[bookmark: _Toc235781000]8. Feedback analysis & development plan.:
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[bookmark: _Toc235781001]8.1 Probable positive result: 
Participant may like specialist role, persistent objective, labelled action & quick-message control. Experienced user action preview & new novice user optional suggestion may be evaluated positively. If such evidence is available then role ability, shared progress, action preview & predefined communication will be kept.
[bookmark: _Toc235781002]8.2 Probable Negative result: 
 Unclear crowded map, unfamiliar symbol, active turn, not finding collaboration control, in location Sheet more text & in a large-text mode may create problems in cramped control. As reduced dexterity participant campus node is small, that is why it is hard to identify.
[bookmark: _Toc235781003]8.3 Proposed correction: 
Campus target will be made bigger and will add list view. Active-player banner will stay permanently at the top. Crisis name, symbol, pattern will be expressed in color. Team bottom will be at the navigation. Location Sheet will be divided between Status & Actions tab. Every time only one event will be shown, and location map will be on. 
[bookmark: _Toc235781004]8.4 Judging Peer feedback:

After back & Close’s consistency, arrow’s completeness, disabled buttons’ explanation, reconnect flow and large-text representation related suggestion will be accepted. As propose of individual leaderboard is against the cooperative experience that will be converted into team contribution summary.


	

	Severity
	Design change
	Justification

	Hard to select Campus node.
	3
	Target Big and list view
	Motor accessibility

	Un clear Active player 
	3
	Persistent turn banner
	System visibility

	Crisis only color based.
	4
	Name, symbol and pattern
	WCAG-aligned perception

	Hard to find Team panel 
	2
	Team is on Bottom navigation.
	Collaboration

	Leaderboard proposal
	1
	Team contribution summary
	Keeping the Cooperative goal.




[bookmark: _Toc235781005]9. Conclusion:

UWTSD Campus Crisis converts the Pandemic cooperative structure for up to six mobile players’ university -resilience individual game. Its initial interface design is done by diverse persona, progressive disclosure, accessible mobile interaction, visible team status and based on iterative low-fidelity evaluation.
Most important principle is not to consider any persona specially. novice support, scalable information, alternative input and clear feedback improve whole group experience. In the future high-fidelity interactive prototype will be created by revising wireframe with real feedback visual identity, colour system and typography. 
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                                 Feedback question and answer:
                                            Questions:
                                   1.Is this story board understandable or not?
                                   2. Do you recommend any specific features?
                                 3. If developed will people play this game?

                                        Participant 1. Feedback question answer.

                                                      Q 1. Understandable
                                                       Q 2. No features to be added
                                              And Q 3. People will play.

                                                        Participant 2 Feedback:
 Your low fidelity looks good, but I cannot properly understand it. The sequence looks right to me. Now I think you must work on the interface to make it clearer

1
image3.png
wrrysgor Gyme

UWTSD Cooperative Game Persona Qi

Built from survey and design research for the UWTSD cooperative game. Each detail maps to a real research finding

Long onboarding may delay her first tu
Unfamilar terminology can cause hesitation
Afterintertuption, she may need teammate help.
Dense text can reduce confidence.

® Needs and Behavioural Considerations

Plain language and simple icon abels
Two-minute progressive tutorial

Persistent shared objective and tum recap
Safe reconnection after leaving the screen.

Farah Ahmed

I like to work in a team and simple instruction.”

Use short promps, abelled icons, persistent shared objectives, session-duration estimates and clear confirmation before using rare cards
PRIMARY GOALS

-+ Complete 2 valid fum wihout reading a long rle book. + Persona User Story
+ Understand her own role and avaiable actions quickly.

+ Refoin the game easiy afer an interruption.

DESIGN MPLICATION As Farah, | want to understand my role and available actions quickly o that | can contribute to my team without embarrassment with more
experienced players.

Use shortprompts, abelled icons, persstent shared objeciives, session-duration estimates and clear confirmaion before.
using rare cards
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UWTSD Cooperative Game Persona Wizt

Farah joins a four-person game after a classmate invites her. She takes the Wellbeing Advisor role. English may be her additional language and
her avaiiable time i limited. After an important phone call, she needs a quick recap of the shared objecive, current crisis and remaining actions

Farah Ahmed

Interface Requirements

+ Two-minute tutorial before the first turn.
+ Show current crisis and role actions on one screen.
+ Add a ‘refum to game" recap after interruption

+ Use examples rather than long rule text

+ Confirm important card actions before they are used.

I like to work in a team and simple instruction.”

USER STORY

As Farah, | want o understand my role and available actions quickly so that  can

without embarrassment with more experienced players.
+ Complete a vaiid turn without reading a long rule book.

+ Understand her own role and avallable actions quickly.
+ Re-join the game easly after an nterruption.
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UWTSD Cooperative Game Persona Wizt

Built from survey and design research for the UWTSD cooperative game. Each detail maps to a real research finding

Unskippable tutorials may frustrate him.
Slow animations interrupt strategic planning
Hidden numerical effects imit decision making.
He may unintentionally dominate team decisions

® Needs and Behavioural Considerations

‘Skippable onboarding

Fast navigation and responsive contros.
Optional advanced statstics.

Action preview and difficulty settings.

David Morgan

I would improve the graphics and make the control more responsive.”

Keep expert features optional: advanced statistics, action history and higher difficuty should be available without making the basic game too
complex for new players.

+ Persona User Story

DESIGN IMPLICATION As David, | want diflerent emergency scenarios, clear objectives and useful hints so that | can plan strateay and stll support nex players.

PRIMARY GOALS

+ Plan team strategy several tums ahead.
+ Compare campus routes,rsks and acion consequences.
+ Replay with new roles and higher diffculy.

Keep expert eatures opional: advanced staisics, acion history and higher difcuty should be avaiable without making
the basic game 100 compiexfor new payers.
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UWTSD Cooperative Game Persona Wizt

‘Scenario and interface requirements for David Morgan

David creates an advanced six-player game and selects the Digital Services Specialstrole during a cyber-disruption scenario. He checks route
consequences, avalable resources and forecasts, then uses a proposal feature to suggest a team plan without choosing actions for other
players.

David Morgan

Interface Requirements

+ Let experienced players skip basic tutorial steps.
-+ Show action preview before confirmation

+ Provide foute, risk and resource information.

+ Include adjustable dificulty and scenario variety
+ Make proposal tools advisory, not controling,

I would improve the graphics and make the control more responsive.”

As David, | want different emergency scenarios, clear objectives and useful hnts 5o that | can plan sirategy

‘and il support new players
+ Plan team strategy several tums ahead

+ Compare campus foutes, risks and action consequences.
+ Replay with new roles and higher difcutty.
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UWTSD Cooperative Game Persona s

Built from survey and design research for the UWTSD cooperative game. Each detail maps to a real research finding

Small text or icons reduce confidence

Unexpected screen changes can be confusing.

She may ask teammates for confirmation before acting
Time pressure may cause missed information

® Needs and Behavioural Considerations

Ms Rehman Siddique

Plain-language instructions
Predictable controls and simple menus
Large readable text and labelled icons.
Clear confirmation after each action

I would like simple controls and instruction.”

The game should reduce cognitive load: use clear labels, short instructions, visible action feedback and supportive team
status messages.
PRIMARY GOALS

+ Understand the lecturer ole quickl.
+ Make confdent decisions wihou! gaming jargon.
-+ Follow nterface feedback and coniribute fo the team.

+ Persona User Story

As Ms Rehman Siddique, | want plain-language explanations and predictable controls so that | can understand the
game quickly and participate confidently with my team

DESIGN IMPLICATION

‘The game should reduce cogniive load: use clear labels, short instructions, visible acion feedback and supportive feam
status messages.
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Scenario and interface requirements for Ms Rehman Siddique.

In an induction session, Ms Rehman Siddique takes the lecturer role in the UWTSD cooperative game. She notices a flashing campus waming
and checks the team briefing. The interface explains the suggested action in simple language, so she can support the group without feeling
blamed or confused.

Ms Rehman Siddiqu

Interface Requirements

+ Use short instructions before complex actions,
+ Label every icon clearly

+ Show why the suggested action maters

+ Provide a visible “action complete” message.

+ Keep team progress and role status easy to scan

I would like simple controls and instruction.

USER STORY

As Ms Rehman Siddique, | want plain-ianguage explanations and predictable controls 5o that  can understand

the game quickly and participate confidently with my team.
+ Understand the lecturer role quickly

+ Make confident decisions without gaming jargon.
+ Follow interface feedback and contribute 10 the team.
CORRECTION NOTE

Neme correction spplied il references use Ms Rehman
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UWTSD Cooperative Game Persona Wit

Built from survey and design research for the UWTSD cooperative game. Each detail maps to a real research finding

Drag-only interaction can block completion
‘Small or closely spaced targets may be difficult
Stict fimers can create unfair pressure.
Visual-only map information may exclude him.

® Needs and Behavioural Considerations

Tap altematives for every drag action.
Logical focus order and screen-reader labels
Large separated targets

Adjustable timers and reduced motion

I would like good navigation, visible icons and text™

Accessibilty is a mandatory design consiraint: every map acion needs a st alteative, colour-independent wamings and consistent labels for
screen feaders and switch access.

PRIMARY GOALS

+ Gomplete core game actons independertly. + Persona User Story
+ Avoid drag-only gestures and smal oispols

+ Control communication and fiming seftings vthout help.

DESIGN IMPLICATION AS M Islam, | want to use altemative input to conirol actions so that | can complete the game without depending on other players.

‘Accessiilty s a mandatory design constraint every map acton needs a st llemative, colourindependent warmings and
consistent abels for screen readers and swich aocess.
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UWTSD Cooperative Game Persona (Nt

‘Scenario and interface requirements for M Islam.

M Islam joins remotely as a Student Representative. Instead of dragging on the campus map, he uses  campus lst, opens the action menu in a
logical focus order, confirms his action, sends predefined team messages and adjusts timer and animation settings to match his needs.

Interface Requirements

+ Provide campus lst and map altemaives
+ Keep controls reachable by keyboard, switch or voice input
+ Use Screen-reader labels for all buttons and icons.

+ Allow adjustable timing and reduced motion

+ Do not rely on colour alone for wamings.

I would like good navigation, visible icons and text™

USER STORY

As Mslam, | want to use altemafive input to conirol actions 5o that | can complete the game without

‘depending on other players.
+ Complete core game actions independently

-+ Avoid drag-only gestures and small hotspots.
+ Conirol communication and timing settings without help.
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1 Untitled Question What features would you like to see in the UWTSD Campus Crisis game?

‘Teamwork, aifferent player roles, 3 clear campus map and automatic saving

2. Which university role would you prefer to play, and why?

1 would prefer the IT Technician role because | enjoy solving technical problems.

3. What would make the game easy for you to understand and use?

A short wtorial, lear instructions, simple menus and easy-to-understand icons.

4. What problems might you face when playing the game on a mobile phone?

‘Small buttons, confusing menus, game lag and 190 much information on the screen.
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Logic
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Student, because | am alreacy current student

3. What would make the game easy for you to understand and use?

Easy and quick steps
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Fluency

5. What changes would improve the game's design and make it more enjoyable?

Comfortable
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