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1. Introduction
UWTSD Campus Crisis is a collaborative strategy game set within the University of Wales Trinity Saint David campus. The concept takes inspiration from cooperative board games such as Pandemic, but adapts the experience to a university setting. Players must respond to incidents appearing at different campus locations and prevent the situation from becoming more serious. Success depends on communication, careful use of resources and decisions made as a team.
The project was developed through a user-centred process. Earlier low-fidelity designs were used to explore the basic structure of the game before visual detail was added. Comments from potential users were then considered when refining navigation, controls, screen organisation and the way important information was displayed. This reflects the principle that an interface should be improved through observation and evaluation rather than being based only on the designer's assumptions [1].
The completed storyboard presents the player's journey from entering the game to reaching the final outcome. It includes the Main Menu, Role Selection, Campus Map, action controls, outbreak notifications, Team Chat and the Victory screen. This report explains the final interface, evaluates feedback from usability testing, considers information that could be collected if the game were implemented, and discusses the balance between usability and the wider user experience.
2. Final Interface Design and Storyboard
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2.1 Development from the Initial Design
The final interface was produced by developing the earlier wireframes into a more realistic full-colour prototype. The change was not limited to adding colours and graphics. The purpose was also to make the interaction clearer, improve the order in which information is noticed, and ensure that players can understand what they are expected to do on each screen.
Consistency was treated as an important design requirement. Similar buttons, labels, spacing and navigation patterns are used throughout the screens so that players do not need to relearn the interface at every stage. The design also makes important game information more visible, especially when the player needs to make a decision or react to an outbreak. These choices follow established usability principles concerning consistency, feedback and recognition [2].
Rather than showing unrelated screens, the storyboard demonstrates a connected sequence. A player starts at the menu, selects a role, enters the campus map, chooses actions, responds to an outbreak, communicates with the team and eventually reaches the result screen. Presenting the screens as a journey makes it easier to evaluate whether the flow of the game is logical.
2.2 Main Menu and Role Selection
The Main Menu is intentionally simple. The four main choices—Play, How to Play, Settings and Exit—are displayed as clearly labelled controls. Keeping the wording short reduces unnecessary reading and allows a new user to understand the available options quickly. The layout also establishes a clear starting point and avoids presenting too many decisions at once.
On the Role Selection screen, players can choose from roles such as Student Support, Data Analyst, Logistics Coordinator and Security Officer. Each option combines a role name with an icon and a short explanation. This makes comparison easier while avoiding large amounts of text. Giving each player a different responsibility also supports the cooperative purpose of the game, because team members contribute in different ways toward the same objective.
2.3 Campus Map and Game Actions
The Campus Map functions as the central gameplay area. It provides an overview of university locations and allows players to recognise where an incident is taking place. Status information remains visible so that the team can understand the current situation while deciding what to do next. Maintaining awareness of system status is important because users should be able to see the effect of their actions and understand what is happening [3].
The action interface allows a player to select an available response and choose the resources to use. Confirm and Cancel controls give the player an opportunity to check a decision before it is applied. This reduces the chance of accidental actions and gives users a stronger sense of control. The screen therefore supports both strategic gameplay and basic error prevention.
2.4 Outbreak Alerts and Team Communication
When a new outbreak occurs, the alert screen interrupts the normal flow and clearly identifies the affected location. Strong visual emphasis is used to show that the event requires attention. The alert is designed to be noticeable without requiring the player to search the screen for important information. Clear and timely feedback is a key part of human-centred interaction design [4].
Team Chat adds a communication layer to the game. Players can exchange information, suggest priorities and coordinate the use of resources before taking action. This feature is particularly important because the game is designed around cooperation rather than individual play. The chat therefore has both a functional role, by helping players organise decisions, and an experiential role, by making teamwork feel more active.
2.5 Victory Screen
The Victory screen gives a definite ending to a successful session. A congratulatory message, trophy imagery and final information confirm that the team has achieved its goal. Options such as viewing a summary or returning to the lobby also make the next step clear. Positive feedback at the end of a task can strengthen satisfaction and help users understand that their actions produced the intended result [5].
2.6 Visual Style and Accessibility
The interface uses a consistent blue and purple visual theme, supported by contrasting colours for warnings and successful outcomes. Icons are used alongside written labels so that important actions and locations can be recognised quickly. The design avoids depending on colour alone to communicate meaning, which is useful for accessibility.
Readable text, sufficient spacing, clear labels and predictable control placement were also considered. These decisions help reduce visual confusion and support users who may be unfamiliar with the game. A consistent interface can lower the amount of information a player must remember and makes movement between screens more predictable.
2.7 Improvements Based on Feedback
Feedback from the earlier prototype influenced the final version. The main improvements focused on making navigation more obvious, presenting game status more clearly and ensuring that available actions were easy to identify. Buttons and icons were made more consistent, while important information was organised so that it could be scanned more quickly.
The outbreak indicators and progress information were also made easier to notice. These changes demonstrate an iterative design process: a design is created, evaluated, revised and then evaluated again. This approach is useful because usability problems can become clearer when real users interact with a prototype.
3. Usability Testing and User Feedback
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3.1 Testing Method
The final full-colour prototype was evaluated through usability testing. Participants were shown the storyboard and asked to follow the intended journey from the Main Menu through to the Victory screen. A Google Forms questionnaire was used to collect responses. The questions included rating scales, closed questions and open comments so that both measurable results and individual opinions could be gathered.
The evaluation considered whether users understood the overall flow, whether the Main Menu and Role Selection were clear, how easily they could interpret the Campus Map, whether actions and resources were understandable, and whether the outbreak warning and Team Chat communicated their purpose. Participants were also asked about visual clarity, satisfaction and any confusing or unnecessary elements.
3.2 Main Findings
The responses were generally positive. Participants appeared to understand the overall game sequence and found the menu and role selection straightforward. The action screen was also viewed positively, suggesting that the relationship between choosing an action and using resources was communicated successfully.
The Campus Map received good ratings overall, although the feedback indicates that some parts of the interface could still be refined. The outbreak alert was understood by most participants, but not every response was fully positive, suggesting that the warning could be made even more immediate or explicit. Team Chat was also regarded as useful for showing how players could work together.
Open-ended comments highlighted the simple game flow, campus setting, player roles and cooperative features as positive aspects. Some comments suggested that small text and the connection between certain screens could be improved. These points are useful because high overall ratings do not mean that every usability issue has been removed.
3.3 Evaluation of the Feedback
The testing suggests that the final design communicates the main gameplay tasks successfully, but it also identifies opportunities for further refinement. In a future version, smaller text could be enlarged, transitions between screens could be made more explicit, and the relationship between alerts, the map and available actions could be reinforced. A further test with a larger and more varied participant group would provide stronger evidence about the accessibility and usability of the design.
4. Usage Data Collection
4.1 Behavioural Data
If UWTSD Campus Crisis were developed as a working application, behavioural data could be recorded to understand how the interface is actually used. Useful measures could include session length, selected roles, actions taken, resources spent, time required to complete tasks, navigation paths and final game outcomes. Application logs could capture much of this information automatically without interrupting the player.
Patterns in the data could reveal usability difficulties. For example, repeated cancellations might suggest that an action is unclear, while unusually long completion times could indicate that players are struggling to locate information. Analytics should therefore be used as evidence for design improvement rather than collected without a clear purpose [6].
4.2 Experience and Emotional Feedback
Behavioural measures cannot explain the complete experience because they show what a player did but not necessarily why. Short post-game questionnaires could therefore ask users to rate enjoyment, confidence, frustration, confusion and perceived difficulty. Optional written comments could provide further explanation. Emotional responses are relevant because an interface can be technically usable while still feeling uninteresting or stressful [7].
4.3 Combining Collection Methods
A mixed approach would provide the strongest understanding of the game. Quantitative information from logs and ratings could show patterns across players, while qualitative comments could explain the reasons behind those patterns. For example, analytics may show that users spend a long time on the Campus Map, while comments may reveal whether this is because the map is confusing or because players are discussing strategy.
4.4 Privacy and Ethics
Any data collection should be proportionate and transparent. Only information needed for evaluation should be gathered, and players should be told what is being collected and for what purpose. Where personal information is unnecessary, it should not be requested. Stored data should be protected and, where possible, anonymised. These steps reduce privacy risks while still allowing useful evaluation of the system.
4.5 Using Evidence for Future Development
Collected evidence could guide later versions of the prototype. Frequently repeated errors, slow tasks and negative comments would identify areas that require redesign. Positive results would show which features are already effective and should be retained. This creates an evidence-based development cycle in which future changes are supported by observed behaviour and user feedback.
5. Usability and User Experience
5.1 A Usability-Only Approach
If the game were designed only for usability, the interface would prioritise speed, simplicity and successful task completion. Decorative graphics could be reduced, screens could contain only essential controls, and the visual presentation could become more neutral. Such an interface might be efficient, but it could lose some of the atmosphere expected from a cooperative game.
5.2 A User-Experience Approach
User experience extends beyond completing tasks correctly. The campus theme, role identities, outbreak warnings, communication features and celebratory ending are intended to create involvement and motivation. These elements help the player feel that they are participating in a shared challenge rather than simply completing a sequence of interface tasks.
5.3 Balancing the Two
The final prototype attempts to balance usability with engagement. The Campus Map needs enough visual detail to create a believable setting, but too much detail could make important locations harder to identify. Outbreak alerts need to feel urgent without becoming confusing. Team Chat improves cooperation but also adds information to the screen. These trade-offs were managed through visual hierarchy, consistent controls and clear screen organisation.
A successful interactive system should therefore not treat usability and user experience as separate goals. Efficient interaction makes the game understandable, while engaging visual and cooperative features give users a reason to continue playing. The final design aims to support both objectives [8].
6. Conclusion
This assessment reviewed the development and evaluation of the UWTSD Campus Crisis interface. The final prototype transformed the original low-fidelity ideas into a consistent full-colour storyboard covering the complete player journey. User-centred design principles were applied to navigation, role selection, game actions, alerts, communication and feedback.
Usability testing indicated that the main interaction flow was understandable and that participants responded positively to the cooperative structure and visual presentation. At the same time, the feedback identified areas that could be improved, including text size and clearer connections between some screens. If the game were implemented, behavioural analytics and post-game feedback could provide further evidence for refinement.
Overall, the project shows that effective interface design requires both practical usability and an engaging user experience. Future development should include a functional interactive prototype, a larger usability test and further accessibility evaluation before implementation.
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