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From the personas:
Paul (29 years old, no mobile gamer): 
· Story game engagement
· No adds interruptions.
Athenea (31 years old, the commuter): 
· One handed usability.
· Clear Interface elements structure and flow interaction.
· Auto-save/resume where the interaction was interrupted.(To resolve signal dropped)
· Short burst playability.
Linda (56 years old, low-tech confidence):
· Large, clearly-labelled buttons.
· Readable text and strong colour contrast.
· Plain, clear and no technical term instructions.
· Constant visible “back”, “help” for freedom to explore without fear of breaking the flow. (Provide confident feeling).
David (28 years old, limited dexterity)
[bookmark: _Toc237857528]2.Interface Design
The visual identity of “Outbreak: Canary Wharf” adopts a deliberately cartoon-like, friendly aesthetic. Because the game's subject (a disease outbreak) could feel dramatic or distressing, a soft, approachable style was chosen to lower the emotional intensity and make the game feel welcoming rather than threatening. This reflects the principle of emotional design, where visual tone shapes how users feel before they engage with any functionality
Font Justification:
A rounded sans-serif typeface was selected for the game interface, as it directly reinforces the friendly, approachable aesthetic that is central to the design. The soft, rounded forms convey warmth and a welcoming feel, helping to soften the game's epidemic outbreak theme and temper its dramatic tone [1]. At the same time, sans-serif fonts offer excellent readability on small mobile screens [2],ensuring the text remains clear and easy to read for all users, including older players and those prone to eye strain. This combination of a friendly character and excellent readability makes the rounded sans-serif typeface the ideal choice for both the visual identity and the interface.
Font branding: Fredoka One (Google fonts)
Font interface: Nunito (Google fonts)
Colour Justification:
Green was chosen as the primary background for the main screens and branding because it is associated with safety, calm and reassurance , helping to soften the game's outbreak theme and create a friendly, positive first impression. Navy (dark blue) was selected for the logo lettering and buttons, as blue conveys trust and stability [3], reinforcing an approachable and dependable brand identity. The light-green and dark-navy pairing also provides strong contrast, meeting WCAG guidance for readability [4] and supporting users with eye strain.
[bookmark: _Toc237857529]3. Feedback Collection Process
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*Figure 1:High-fid Application flow interface Wireframe
Two methods were used to evaluate the full-colour storyboards: task-based usability testing and a semi-structured post-task feedback interview. These are the same two methods used to evaluate the wireframe prototype in the previous assignment, applied again here to the coloured version.
Task-based usability testing involves asking participants to attempt specific, realistic actions within the interface (for example, locating the mute control or exiting a mini-game mid-play)  while being observed. This reveals genuine points of friction directly, rather than relying on participants' general opinions of the design [5].
Semi-structured post-task interview followed immediately after the tasks, using a small set of fixed questions, referenced in full in Appendix 1. This mirrors the semi-structured approach already used for the original persona research questionnaire, which balances a consistent core of questions with flexibility to probe interesting responses [6].
The two methods produced two distinct types of data. Task-based testing captured usability data (whether the task was completed, how long it took, and where the participant hesitated or erred). The post-task interview captured emotional response data, the more subjective, experiential dimension of the design, particularly relevant given the intentional emotional-design choices (colour, tone, typography) made in Section 2. A screen can be fully usable while still feeling cold or off-putting, or feel appealing while hiding real usability problems.
Usability Results: All testers were able to complete every task without external help or guidance (see full responses in Appendix 1), confirming the wireframe-stage navigation issues had been resolved in the coloured prototype. Testers described the interface as "simple and easy" and "intuitive with no unexpected steps," and specifically praised the "naïf" cartoon style and colour contrast for making screens easy to read at a glance. Two points of friction emerged despite the overall positive result. First, one tester noted receiving a phone call mid-session, prompting the question of what happens to game state during a real-world interruption, a scenario the current design does not visibly address. Second, one tester pointed out that while a mute control exists in the general settings, they expected to find it directly within each mini-game screen rather than needing to exit to the settings menu, echoing feedback already raised at the wireframe stage in Assessment 1, suggesting this fix has not yet been fully resolved in the current build.
Emotional response Results: Testers reported feeling confident overall using the app, and rated the game consistently high on the friendliness-vs-stress scale, suggesting the intentional colour and character design choices in Section 2 achieved their intended effect.
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If a working version of "Outbreak: [Campus]" were built and released, two distinct categories of data would need to be gathered: usage data and emotional/experience data.
Usage data covers how players actually interact with the app — completion rate per mini-game, time taken per level, retry/failure counts, drop-off points (where players quit mid-session), interruption events (e.g. incoming phone calls during a session), and how often controls such as the mute button or adjustable difficulty setting are actually used, and from which screen. This type of data answers whether the app functions as intended and where players struggle in practice, beyond what a small test group can reveal.
Two points raised during prototype feedback illustrate exactly why this level of detail matters. One tester noted: "Yes I did. But doing this questionnaire I have received a phone call, what make me think what if I'm getting a phone call while playing a game, what's happening?" — highlighting that real-world interruptions (calls, notifications) are a usage scenario that cannot be fully anticipated at design time, but could be monitored in a live version by logging how often sessions are interrupted and whether players resume or abandon afterward. A second tester commented: "Yes. But maybe I missed a button for mute the game on each mini-game window and not only from the general app settings." — this points to a specific, trackable usage metric: how often players attempt to find a mute control from within an individual mini-game screen rather than the general settings menu. If telemetry showed repeated attempts to locate mute controls mid-game, this would confirm the need to add a persistent, per-screen mute button rather than relying on player feedback alone to catch the issue.
Emotional/experience data covers how players feel while using the app (confidence, frustration, enjoyment, tension) which usage numbers alone cannot capture. A mini-game with a low completion rate could be failing for a usability reason (unclear controls) or a design reason (deliberately difficult but still enjoyable), and only emotional data distinguishes between the two.
A key difference between these two types is how they are collected. Usage data can be gathered automatically and passively, through in-app event logging/telemetry, every tap, completion, retry, or interruption recorded without requiring the player to do anything extra. Emotional data, by contrast, generally requires actively prompting the player, a short in-app rating after a session, an optional feedback button, or periodic survey, because feelings cannot be inferred reliably from behavioural logs alone. This means usage data scales easily to the full player base at low cost, while emotional data is harder to collect at scale and risks low response rates if not kept brief.
This data would directly inform the next design iteration. For example, if analytics showed a particular mini-game (e.g. the IT Technician puzzle, already flagged as "unclear" in wireframe testing) had an unusually high drop-off rate, this would prioritise it for redesign ahead of other, better-performing mini-games. Similarly, if telemetry confirmed the mute-button pattern raised above, this would directly justify adding a persistent mute control to every mini-game screen, not just the settings menu — turning a single piece of qualitative feedback into a validated, data-backed design decision for the next version.
[bookmark: _Toc237857531]5. Usability vs UX Reflection
Usability and user experience (UX) are related but distinct. Usability concerns efficiency, learnability, and error-free task completion; UX is broader, covering the emotional and experiential quality of the interaction [7]. This project surfaced several points where a purely usability-driven design would have differed from the UX-informed one actually produced.
The outbreak theme itself. Persona research showed the theme divided opinion. A pure usability standpoint would treat theme as functionally irrelevant and could drop it entirely, but it was retained because it is central to the emotional engagement and narrative identity of the original Pandemic game, based on the persona research carried out earlier in the project.
Timers and pace. Timed, fast-reflex mini-games (Security, Student) create time pressure that a strict usability lens would flag as a barrier for some users, likely recommending removing timers to cut errors. But that pressure is also what recreates the tense, cooperative urgency central to the original game's UX. This was resolved through an adjustable difficulty/timer-speed setting, lowering the usability barrier without removing the pacing that defines the experience by default.
Narrative/story elements. Narrative framing and character-driven storyboard sequences add content a strict usability view would trim as unnecessary friction. They were kept because they directly support the emotional engagement goals identified in user research.
Each conflict was resolved through iterative, user-informed design (ISO 9241-210) rather than optimising usability alone, using real feedback to find a compromise, such as adjustable difficulty, rather than defaulting to whichever goal was easier to design for.
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[image: ]The kids can feel the different emotions through the different mini games characteristics 
They getting ready to start challenging each other. 

Kids are finishing school and they going to play 
Who is completing the whole path (6minigame) first wins.


[image: ]One of them reaching the target after complete all the different challenges path after and mix of  different skills.
As long they are completing each minigame and going through each different challenge they can see their progress status path to reach successfully end.
While ‘The IT Technician’ requires the most intellectual and fast thinking logic mentally skill.
Being is different stages of the game. ‘The Student’ is the most action and Physical skills required.
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Usability-confirmation questions
1. Were you able to complete each task without needing help or guidance? If not, where did you get stuck?
· “Yes I did. But doing this questionnaire I have received a phone call, what make me think what if I’m getting a phone call while playing a game, what’s happening?”
· “Yes. But maybe I missed a button for mute the game on each mini game window and not only from the general app settings.”
2. Was it always clear what to do next, or were there moments where you weren't sure?
· “Yes, It’s very simple and easy.”
· “Yes, intuitive with no unexpected steps.”
3. Did anything on screen (icon, label, colour) make you hesitate or misread what it meant?
· “No, here the ‘naif’ design help to be easy to read and interpretate the whole screen at once.”
· “No, Good colour contrast and icons design.” 
Emotional-response questions
4. How did using the app make you feel overall — e.g. calm, stressed, confident, confused?
· Response : 100% Confident.
5. Did the way the game looked make you more or less likely to want to keep playing? Why?
· 100%  4.
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Usability Confirmation Questions
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Were you able to complete each task without needing help or guidance? If not, where did you get
stuck?
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Was it always clear what to do next, or were there moments where you weren't sure?
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