


Introduction
Pandemic is a cooperative strategy board game in which players work together as a team of specialists to stop the spread of deadly diseases across the world. Each player has a unique role with special abilities, and the team must travel between locations, treat infections, share resources, and discover cures before the diseases spread out of control. The game emphasises teamwork, communication, strategic planning, and decision-making under pressure. [1]
This assignment adapts the core gameplay of Pandemic into a digital game set at the University of Wales Trinity Saint David (UWTSD). Instead of stopping global diseases, players work together to contain outbreaks across university buildings, complete objectives, and protect the campus using different specialist roles.
The Pandemic game was redesigned for the University of Wales Trinity Saint David (UWTSD) to create a more relevant and engaging experience for students and staff. By replacing global cities with familiar university buildings, such as the Library, Lecture Hall and Student Union, players can easily recognise the game environment and relate it to their daily campus life. The university setting also supports the development of teamwork, communication and problem-solving skills in a familiar context. Adapting the game to UWTSD makes it more meaningful for its target users while maintaining the cooperative strategy and decision-making elements of the original Pandemic game. [2]
The aim of this report is to present the user research and initial design for a UWTSD version of the cooperative strategy game Pandemic. The report explores user needs through interviews, develops personas, prioritises requirements using the MoSCoW method, and presents a storyboard and low-fidelity wireframes. These design activities provide the foundation for developing a high-fidelity prototype in the next stage of the project.
Game Concept
Game Story
UWTSD Outbreak: Campus Pandemic is a cooperative strategy game inspired by the original Pandemic board game. The game is set on the University of Wales Trinity Saint David (UWTSD) London Campus, where a dangerous virus has spread across several university buildings. Players take on different university roles and must work together to contain the outbreak before it spreads throughout the campus. By treating infected buildings, sharing resources and discovering a cure, players aim to protect the university and successfully complete their mission. [3]


 Game Objectives
The main objective of the game is for all players to cooperate and stop the virus from spreading across the university campus.
Players must:
· Work together as a team. 
· Treat infected buildings. 
· Share resources and information. 
· Build research stations. 
· Discover the cure before time runs out. 
· Prevent outbreaks from spreading to neighbouring buildings. 

Winning the Game
Players win the game when they successfully discover the cure before the outbreak becomes uncontrollable.
To achieve victory, the team must:
· Discover the cure. 
· Keep the outbreak level below the maximum limit. 
· Prevent the campus from becoming fully infected. 
· Successfully complete the final mission. 
A victory screen is then displayed showing the team's performance and mission completion.

Losing the Game
The team loses if any of the following conditions occur:
· The outbreak meter reaches its maximum level. 
· Too many university buildings become infected. 
· Players fail to discover the cure before all event cards have been used. 
· The campus enters complete lockdown due to the spread of the virus. 
A defeat screen informs players that the outbreak has overwhelmed the university.

Player Roles
Each player selects one of several university roles, each with a unique ability that encourages teamwork and strategic decision-making.
	
	
	Role
	Ability

	
	
	 Medical Officer
	Treats infected buildings more efficiently.

	
	
	 IT Technician
	Repairs infected computer laboratories and technical facilities.

	
	
	 Lecturer
	Supports research and helps discover cures more quickly.

	
	
	 Security Officer
	Moves quickly between campus buildings and protects infected areas.

	
	
	 Facilities Manager
	Builds research stations and maintains university facilities.

	
	
	 Student Representative
	Shares resources with teammates and improves team collaboration.



Campus Buildings
The game replaces the cities from the original Pandemic board game with familiar UWTSD London Campus locations.
Buildings included in the prototype are:
·  Reception 
·  Library 
·  Computer Laboratory 
·  Lecture Hall 
·  Café 
·  Student Union 
·  Administration Office 
·  Research Centre 
Each building can become infected and requires players to cooperate in order to contain the outbreak before it spreads to neighbouring locations. [4]
Storyboard
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Figure 1. Storyboard illustrating the gameplay flow of UWTSD Outbreak: Campus Pandemic.

User Research
Before designing the game interface, user research was conducted to understand the needs, preferences and expectations of potential players. A user-centred design approach was followed to ensure that the interface was based on real user feedback rather than assumptions. The information gathered from the interviews was later used to develop personas, identify user requirements and influence the storyboard and wireframe designs.

Research Method
Four semi-structured interviews were conducted with participants aged between 31 and 33 years. The participants were asked a series of open-ended questions about their gaming experience, mobile game preferences, accessibility requirements and opinions on the proposed UWTSD Outbreak game. Semi-structured interviews were selected because they allowed participants to freely explain their experiences while ensuring that all key usability topics were discussed. [5]
 Participant Information
	Participant
	Age
	Gaming Experience

	Marina
	33
	Mobile gamer

	Mariana
	33
	Occasional player

	Emi
	32
	Rarely mobile gamer

	Davion
	31
	Non-gamer



Interview Findings
Simplicity
Most participants preferred games with simple controls and clear instructions. Complicated interfaces or confusing navigation reduced their enjoyment.
Design decision:
A simple main menu, large buttons and an easy-to-follow tutorial were included.

Teamwork
All participants agreed that playing with friends or classmates would make the game more enjoyable.
Design decision:
The game includes cooperative gameplay, team chat and role selection.

Accessibility
Participants preferred large text, clear icons and readable layouts.
Design decision:
The wireframes use clear navigation, simple language and accessible button sizes.

Game Length
Most participants preferred game sessions lasting between 20 and 45 minutes.
Design decision:
The game was designed as a short cooperative experience that can be completed within one session.

Motivation
Participants enjoyed games that rewarded progress and gave them clear objectives.
Design decision:
A victory screen, progress indicators and mission objectives were included.

Summary of Findings
		
	
	User Finding                                          
	Design Response
	
	
	
	

	
	
	Simple controls preferred
	Simple interface and tutorial
	
	
	
	

	
	
	Large buttons and readable text
	Accessible wireframe layout
	
	
	
	

	
	
	Teamwork is important
	Cooperative gameplay and team chat
	
	
	
	

	
	
	Clear objectives
	Mission tracker and outbreak meter
	
	
	
	

	
	
	Short sessions
	Gameplay designed for 20–45 minutes
	
	
	
	

	
	
	Progress motivates users
	Victory screen and progress tracking
	
	
	
	






 How the Research Influenced the Design
The findings from the interviews directly influenced the design of the UWTSD Outbreak game. User feedback was used to create four personas representing different types of players. The identified user requirements were prioritised using the MoSCoW technique, while the storyboard and wireframes were developed to address the usability issues and preferences highlighted during the interviews. This user-centred design process helped ensure that the proposed interface meets the needs and expectations of its intended users. [6]

 How the Interview Findings Influenced the Design
			Evidence (Interview Findings)
	Interpretation
	Design Decision

	Three participants stated that they only play mobile games occasionally or rarely.
	The target audience includes casual or inexperienced gamers, so the game should be easy to learn.
	A simple interface with clear navigation and an introductory tutorial was included.

	Participant 1 and Participant 2 stated that too many advertisements reduce enjoyment and interrupt gameplay.
	Frequent interruptions negatively affect the user experience.
	The game was designed without advertisements to provide a smoother gameplay experience.

	Participant 2 explained that games should be easy to understand and not too complicated.
	Users prefer intuitive gameplay that requires little time to learn.
	Simple controls, clear objectives and straightforward navigation were prioritised in the wireframes.

	Participant 1 stated that simple instructions would help the most.
	Clear guidance is important, particularly for first-time players.
	A How to Play screen and simple on-screen instructions were added.

	Participant 1 considered accessibility important and highlighted the need for clear instructions. Participant 2 requested larger text, clear colours and easy-to-use buttons.
	Accessibility improves usability and allows a wider range of users to enjoy the game.
	Large buttons, readable text and a clean layout were incorporated into the interface design.

	Participant 3 disliked confusing controls, repetitive gameplay, bright colours and very small buttons.
	Poor interface design can discourage users from continuing to play.
	The interface uses a simple layout, readable colours, large buttons and varied gameplay mechanics.

	Participant 3 wanted clear objectives, different player roles and rewards.
	Users remain motivated when they understand their goals and feel rewarded for their progress.
	Unique player roles, mission objectives and a victory screen were included in the game design.

	Participant 3 suggested automatic progress saving and short game sessions.
	Players value convenience and flexibility during gameplay.
	The design includes an auto-save feature and gameplay designed to last approximately 30–45 minutes.

	Participant 2 said playing with friends makes games more enjoyable and encourages teamwork. Participant 3 also preferred teamwork and problem-solving.
	Cooperative gameplay is a key expectation for the target audience.
	Team chat, role selection and cooperative objectives were incorporated into the storyboard and wireframes.

	Participant 4 stated that a responsive design and enjoyable gameplay would encourage them to play, despite not usually playing games.
	The interface should remain responsive and engaging to attract both gamers and non-gamers.
	The wireframes focus on responsive navigation, simple interactions and an engaging university-themed environment.

	Participant 4 stated that a university-based strategy game would be interesting because of its learning potential.
	Educational value can increase user interest and engagement.
	The game uses real UWTSD campus buildings and university roles to create a familiar and meaningful learning environment.

	Participant 1 suggested that new levels, different challenges and an interesting story would improve the game.
	Variety helps maintain player engagement over time.
	Multiple missions, outbreak events and progressive challenges were included within the storyboard. [7]









The interview findings directly influenced the design of the UWTSD Outbreak game. Participants consistently emphasised the importance of simplicity, accessibility, teamwork and clear objectives. These findings guided the creation of the personas, the MoSCoW prioritisation, the storyboard and the low-fidelity wireframes. As a result, the proposed design follows a user-centred design approach by ensuring that key interface decisions are supported by evidence collected from potential users.

Personas
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User Requirements (MoSCoW)

[image: ] [8]

Low-Fidelity Wireframes

The low-fidelity wireframes were created to visualise the layout and functionality of the UWTSD Outbreak game before developing a high-fidelity prototype. These wireframes focus on the placement of interface elements, navigation and usability rather than colours or detailed graphics. The design decisions were informed by the interview findings, user personas and prioritised requirements identified during the user research stage.
7.2 Main Menu
[image: ]
Figure 8. Main Menu Wireframe

Description
The Main Menu is the first screen users see when launching the game. It provides simple navigation through clearly labelled buttons for Play, How to Play, Settings, and Exit.
Design Rationale
The interface was intentionally kept simple with large buttons and minimal text to ensure it is easy for first-time users to navigate. This design reflects interview feedback indicating that users preferred clear instructions and uncomplicated interfaces.

Role Selection
[image: ]
Figure 9. Role Selection Wireframe
Description
Players choose one of several university roles before starting the game. Each role has a unique ability that supports teamwork during gameplay.
Design Rationale
Role descriptions were included to help users understand the purpose of each character before making a selection. This encourages cooperation and supports the collaborative gameplay identified as important during the interviews.

Campus Map
[image: ]
Figure 10. Campus Map Wireframe
Description
The Campus Map displays university buildings where outbreaks may occur. Players can move between locations, identify infected buildings and plan their next actions.
Design Rationale
The map was designed to provide a clear overview of the game state while reducing unnecessary visual complexity. Familiar campus locations help users quickly understand where events are taking place.

 Action Screen
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Figure 11. Action Selection Wireframe
Description
Players can perform actions such as treating infections, moving to another building, sharing resources or constructing research stations.
Design Rationale
Action buttons were grouped together to minimise the number of taps required and improve usability. Large buttons also improve accessibility for all users.

 Team Chat
[image: ]
Figure 12. Team Chat Wireframe

Description
The Team Chat enables players to communicate and coordinate their actions during the game.
Design Rationale
Interview participants stated that teamwork would make the game more enjoyable. Including a dedicated communication area supports cooperation and strategic decision-making.

 Outbreak Event
[image: ]
Figure 13. Outbreak Event Wireframe

Description
Event cards introduce unexpected challenges that require players to adapt their strategy.
Design Rationale
The event screen provides concise information using large text and clear buttons to avoid overwhelming players during gameplay. [9]

7.8 Victory Screen

[image: ]
Figure 14. Victory Screen Wireframe

Description
The Victory Screen is displayed when players successfully discover the cure and prevent the outbreak. It summarises the team's performance and offers the option to replay the game.

Storyboard Feedback

The storyboard was reviewed by participants to determine whether the sequence of events was clear and easy to understand. Overall, participants found the gameplay easy to follow and understood how players joined a team, selected roles and treated infected buildings. Some participants suggested simplifying certain screens and making objectives more visible. This feedback was considered when developing the low-fidelity wireframes.
To evaluate the storyboard and wireframes, feedback was collected using a Google Forms questionnaire. Four participants reviewed the prototype and answered questions about usability, clarity and overall design. The responses indicated that participants found the interface easy to understand and appreciated the cooperative gameplay. Suggestions for improvement included making objectives more visible and simplifying some interface elements. These comments were used to refine the design.
Feedbacks
[image: ] [image: ][image: ]
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Conclusion
This report presented the initial user research and interface design for UWTSD Outbreak, a cooperative strategy game inspired by Pandemic and adapted for the University of Wales Trinity Saint David (UWTSD). A user-centred design approach was followed throughout the project to ensure that the proposed interface was based on the needs and preferences of potential users.
Primary research was carried out through four semi-structured interviews, which identified important usability requirements such as simple navigation, accessibility, teamwork and clear objectives. These findings were used to develop user personas, prioritise requirements using the MoSCoW method, and guide the creation of the storyboard and low-fidelity wireframes. As a result, each design decision was informed by user feedback rather than personal assumptions.
The proposed design provides a clear and accessible interface that supports cooperative gameplay while using familiar UWTSD campus buildings and university roles to create an engaging experience. Although the project is currently at the low-fidelity design stage, it establishes a strong foundation for future development.
The next stage of the project will involve creating a high-fidelity interactive prototype, conducting usability testing with a larger group of users, and refining the design based on additional feedback. These activities will help improve the usability, accessibility and overall user experience of the game before implementation.
Overall, the project demonstrates the importance of user research in designing effective digital interfaces and shows how user-centred design principles can be applied to develop an engaging educational game for the UWTSD community.
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PERSONA 2

Mariana Lewis

Age:33
Occupation: Administrative Assistant
Gaming Experience: Occasional Player

Goming | Preferred Play Tech
Frequency | Devi Confidence

Strategic

66 1 enjoy games that make me think

and have a clear goal or reward.”

Work with teammates to complete objectives
and earn rewards.

Track personal and team progress
throughout the game.

Mariana plays mobile games occasionally. She
enjoys strategy and problem-solving games
that provide clear goals and rewards. She
values progress tracking, achievements and a

an, easy-to-use interface.

 Too many adverts interrupt the experience. « Bright colours strain the eyes.
« Confusing controls make the game frustrating. « Repetitive gameplay reduces motiv:

« Small text and buttons are hard to use.

Observed Behaviours

« Prefers games with clear objectives and tasks « Enjoys tracking progress during gameplay.

« Likes realistic environments and relevant themes. « Chooses games that make her think

E ne lve problem:
« Appreciates visible achievements and rewards. anclzoEs pities

50 players always understand the goal

Q
Clear Objectives on Campus Map
@ Show outbreak level, time remaining and team members clearly on the Campus Map screen
(=] Easy-to-Use Actions
{b Make action buttons (e.g., Send Supplies, Reduce Outbreak Level) large, clear and consistent
on the Take Action screen.
Readable and Accessible Design
AA  Uselarger text, clean fonts, appropriate colour contrast and avoid overly bright colours
to reduce eye strain.

Achievements and Progress Tracking
Include achievement badges and a victory summary so players feel a sense of progress
and accomplishment.

Provide an easy-to-access Team Chat to help teammates share updates and plan actions
together during the game

@  Encourage Team Communication
5
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PERSONA 1

Marina Petrova
Age: 33
Occupation: Office Administrator
@ Gaming Experience: Casual Mobile Gamer

Gaming Proferred Tech
Frequency Device Confidence.

0 ()

rally | smartoh Medium

€€ clear and simple instructions

are the most important thing for me.”

PRIMARY GOAL
Complete missions without confusion while
enjoying teamwork and interesting challenges.

SECONDARY GOAL
Relax after work by playing a strategy game
with friends.

Marina plays mobile games occasionally to rel:
after work. She enjoys story-driven games with
new levels and challenges. She prefers simple
interfaces and doesn't want anything that wastes
her time, like ads or confusing instructions.

« Too many advertisements interrupt gameplay.  Games without new challenges

« Complicated instructions make her lose interest. are not enjoyable.

* Repetitive gameplay becomes boring.

© Observed Behaviours

* Prefers easy-to-learn games. * Values teamwork more than competition.

« Enjoys story-driven gameplay. « Plays only during free time.

« Likes discovering new levels and challenges. « Usually stops playing when a game
becomes repetitive.

Simple Onboarding
(] Keep the Main Menu clean and include a clear *How to Play* option. Provide a short,
interactive tutorial before role selection so new players can lea quickly.

Engaging Roles
Present roles clearly with simple descriptions (e.g., Student Support, Data Analyst).
Each role should feel unique and valuable to encourage teamwork.

Variety in Gameplay
Introduce different campus events and outbreak cards to keep the game exciting
and avoid repetition.

Do

Encourage Communication
Make the Team Chat easy to access 5o players can share updates and plan together.

Reward Achievement
Provide a clear victory summary showing time, outbreak level and objectives completed
to give a sense of accomplishment.

q]
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PERSONA 4

) |
Davion Smith
Age: 31
Occupation: IT Support Technician

Gaming Experience: Non-Gamer

Gaming Proforred Play Toch
Frequency Device style Confidence

0 @ &

Rarly/Never | Smartphone | Goal-Oriented | High

€6 ‘Learning ability would

encourage me to play.”

Gain something educationel while working
together to solve problems and achieve
meaningful objectives.

Complete a full game session in around
45 minutes.

Davion does not usually play games,
but he is interested in activities that

have learning value. He is open to trying
a university-themed strategy game if it is
well-designed, educational and offers a
smooth, responsive experience.

* Poorly responsive

terfaces are frustrating. « Not normally interested in mobile games.
* Lack of engaging gameplay makes him lose interest. * Needs a clear purpose to continue playing

©  Games with little educational value are not motivating.

© Observed Behaviours

* Rarely plays games. * Appreciates teamwork and collaboration.

« Interested in learning and development.  Would try a university-based strategy game

o Prefers structured tasks with clear objectives. O

Design game sessions to last around 3045 minutes so he can complete a full match
without feeling it takes too long,

Educational Value
Integrate learning elements such as problem-solving, resource management and understanding
of outbreak response. Show how actions impact the campus and team.

Responsive and Reliable Interface
Ensure all screens (e.g., Take Action, Ecent Card) are responsive with taps, smooth transitions
and no lag.

Meaningful Teamwork
Encourage collaboration through clear roles, shared goals and Team Chat so every player
contributes to the outcome.

Clear Progress and Feedback

Provide visible progress indicators (outbreak level, time remaining, team members) and a detailed
victory summary to show achievements.

Use Real UWTSD Context

Using real UWTSD buildings and locations will make the game feel relevant, engaging

and meaningful.





image7.png
PERSONA 3

|

Emi Bushi

Age: 32
Occupation: University Student
Gaming Experience: Rare Player

Gaming P Play Tech
Frequency |  Device Stfle | Confidence

0 (2

Rarely Smartphone C;pp;’;’m Medium

“Playing with friends makes
the game more enjoyable.”

Enjoy a fun cooperative game with friends
that is easy to learn.

Relax and have a good time without
complicated rules or long tutorials.

Emiis a university student who doesn't play
games often. She prefers relaxing, simple
experiences and enjoys multiplayer games
with her friends. She appreciates accessibility
features such as larger text and clear buttons.

« Too many instructions make games confusing. « Complex controls are difficult to understand.
« Confusing gameplay makes her lose interest  Games that are hard to learn are not enjoyable.

« Repetitive activities quickly become boring.

Observed Beha

« Only plays games occasionally. « Needs games that are easy to understand.

« Prefers relaxing and fun experiences. « Appreciates accessibility options such as

« Enjoys multiplayer and playing with friends. larger text and clear buttons.

Easy Onboarding
m Provide a short, step-by-step tutorial before the game starts so new players can
learn through playing, not reading long instructions.

=) Encourage Team Play
892 Make Team Chat easy to use and highlight teamwork in the game. Include simple ways

to share updates and plan actions together.

Accessibility First
AA  Use larger text, clear colours, and easy-to-read fonts. Ensure buttons and icons
are large and easy to tap.

Simple and Fun Gameplay
Keep rules simple and focus on cooperative missions. Add mini-goals and short tasks
to keep gameplay fun and not repetitive.

Short and Relaxing Sessions
@ Design sessions that can be completed in 20-45 minutes so players can enjoy the game
without feeling overwhelmed.
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Appendix C - MoSCoW Requirements Table

The following user and experience requirements were identified from interview findings and personas and are prioritised using the MoSCoW method,

D
R1
R2
R3
R4
RS
R6
R7
RS
R9

R10

R11

R12

R13

R14

R15

R16

R17

R18

R19

R20

User Requirement
The game must provide clear and simple instructions before gameplay.

The interface must use large, readable text and buttons.

Players must be able to communicate through a team chat.

Players must be able to choose different university roles with unique abilities.
The Campus Map must clearly show outbreak locations and player positions.
The game must have clear objectives during every mission

Buttons and menus must respond quickly without delays

The game should automatically save player progress.

The game should include achievements or rewards after completing missions.
The game should contain different missions and challenges to avoid repetition.
Game sessions should last approximately 30-45 minutes.

Players should receive a summary screen after completing the game.
Accessibility options such as larger text should be available.

Players should be able to customise game settings.

Optional sound effects and audio feedback could be included.

Players could unlock additional university roles in future updates.

Player avatars could be customised.

Voice chat will not be included in the first prototype.

Online matchmaking with strangers wil not be included.

Microtransactions and advertisements will not be included.

T Must Have | Should Have

Essontial requirements. The game cannot function Important requirements that improve the
without these. experience but are not essential.

MoSCoW Priority

Evidence / Source
Marina, Emi
Meriana, Emi
Storyboard, Emi, Marina
Storyboard, Mariana
Storyboard, Mariana
Mariana, Davion
Davion
Mariana
Mariana
Marina
Davion
Storyboard
Emi
Storyboard (Settings menu)
Marina (audio not important)
Derived from interest in progression

Enhancement suggestion

Won't Have (This Version)  Outside prototype scope
Won't Have (This Version)  Prototype limitation
Won't Have (This Version)  Interviews: adverts are a negative experience
[0 Could Have Won't Have
Nice-to-have features that wouid improve the Features not ncluded in this version
game i time allows. of the prototype
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Looking at the storyboard, do you think the overall game flow is clear?

4 responses

@ Very Clear
@ Clear

@ Neutral

@ Unclear

@ Very Unclear
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Is it easy to understand how the player progresses through the game?

4 responses

@ Very Easy
@ Easy

@ Neutral

@ Difficult

@ Very Difficult
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Does the storyboard clearly show how the player interacts with the game?

4 responses

@ strongly Agree
@ Agree

@ Neutral

@ Disagree

@ Strongly Disagree
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Are the gameplay actions (choosing a role, moving around the campus, taking
actions and communicating with teammates) easy to understand?

4 responses

@ Very Easy
@ Easy

@ Neutral

@ Difficult

@ Very Difficult
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Do you think the game encourages teamwork?

4 responses

@ strongly Agree
@ Agree

@ Neutral

@ Disagree

@ Strongly Disagree
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Is the storyboard descriptive enough to explain how the game works?

4 responses

@ Yes
@ Mostly
® Partly
® No
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Which part of the storyboard did you like the most?

4 responses

| liked the teamwork and communication part because it shows how players work together to solve problems.
Panel 3 Campus Map
Team chat

Game map Panel
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Was there anything confusing or difficult to understand?

4 responses

No, the storyboard was easy to follow. Adding a little more detail about the role abilities would make it even
clearer.

No, everything was clear and easy to understand.

No. The storyboard was easy to follow, and each step was shown in a logical order. The only small
improvement would be to make the role abilities a little clearer, so new players can choose the most suitable
role more easily.

Not really, | am mutual regards this question.
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. Do you have any suggestions to improve the storyboard or the game?

4 responses

Add a short tutorial at the beginning and include more information about each player’s role and abilities. This
would help new players understand the game faster.

The storyboard is clear. | would only make the campus map slightly larger so the locations are easier to see.

| would add a little more information about the role abilities so that new players can understand the
differences more easily. | would also include achievements or rewards for completing missions, as this would
encourage players to keep playing.

| think the game concept is precise
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