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The design of UWTSD Outbreak: Campus Crisis, a cooperative mobile game based on Pandemic, is presented in this study. In this game, players handle university-based emergencies such IT malfunctions, problems with student welfare, false information, and a lack of resources. This strategy is in line with research showing that game-based learning works best when it is based on genuine and significant situations.

To guarantee accessibility and usability throughout development, the project employs a User-Centred Design (UCD) methodology. Following mixed-method UX methodologies, personas and design requirements were informed by user research conducted through surveys, interviews, and focus groups. WCAG 2.2 and other accessibility standards were used to guarantee a useable and inclusive interface for a variety of learners.


2. User Experience Requirements, Personas, and Scenarios
Four personas were developed using user input gathered via surveys, interviews, and casual conversations with students on three UWTSD campuses. This approach corresponds with existing user-centred design approaches, which highlight the necessity of employing empirical user research such as interviews and surveys to influence design decisions and verify that personas accurately represent genuine user demands and actions in context [1]. To guarantee inclusivity in the system's architecture, each persona represents a unique demographic and accessibility profile.
To satisfy these needs, the UX design prioritises straightforward onboarding and tutorial systems, streamlined vocabulary, and explicit iconography to minimise cognitive load and improve usability. To guarantee that the interface is suitable for a variety of learners, including those with accessibility requirements, accessibility principles like WCAG 2.2 are also employed [2].


Persona 1: Aisha Khan, an international master's student
26 years old
Device: Android mobile phone
After work and school, Aisha frequently spends her late evenings playing mobile games. She enjoys playing cooperative games, but she finds it difficult when there are confusing directions or new cultural allusions. She often plays asynchronously with friends who live in other time zones.

· Requirements for User Experience:
· Clear tutorial and onboarding procedures
· Simplified vocabulary and little text
· Icons that are culturally neutral
· Options for asynchronous play
· High contrast mode
· International students frequently encounter difficulties with unfamiliar metaphors, language complexity, and cultural interpretation [3].

Persona 2: Will Smith, an undergraduate with dyslexia
Device: iPhone; Age: 19
Will likes strategy games, but complicated menus and thick writing overwhelm him. He favours dyslexia-friendly fonts, voice narration, and visual hints.
· Requirements for User Experience
· Typefaces that are suitable for dyslexics
· Narration in voice
· Actions based on icons
· Very little text on each screen
· Text size adjustment
· Multimodal instruction and a lower cognitive load are beneficial for dyslexic students [4], 

Persona 3: Priya Patel, a part-time learner
Device: Samsung tablet; Age: 23
During her work breaks, Priya plays for little periods of time. She need quick play modes, quick decision-making, and speedy save/resume capabilities.
· Requirements for User Experience:
· Quick-play mode
· Quick rounds
· Save and resume whenever you like.
· Push alerts
· Simplified navigation
Mobile learning with short sessions helps students with hectic schedules [5].
Gareth Bale, a mature student with mobility issues, is Persona 4.
29 years old
Device: Tablet with a large screen
Because of his limited mobility, Gareth prefers to play on a tablet. He requires easy navigation, scalable UI components, and big touch targets.

· Requirements for User Experience
· Big touch targets
· UI that is scalable
· High contrast mode
· Easy navigation
· Tablet-optimized design
· High contrast and flexible UI scaling are necessary for accessible mobile interfaces [6].

[bookmark: _Toc233973161]3. User Research Methods
A mixed-methods approach was employed to make sure the game design reflected actual user needs. This is in line with current recommendations for UX research, which support integrating qualitative and quantitative data to gain deeper understanding [7].

3.1 Semi‑Structured Interviews
Participants: 6 students
Method: 20–30 minute interviews

Key Findings:
· Students prefer short, impactful sessions
· Clear instructions and visual cues are essential
· Cooperative games are more engaging when roles feel meaningful
· Semi‑structured interviews allow flexibility while maintaining comparability [8].
Quick Survey (Google Forms)
Reactions: 18
Goal: Compile more comprehensive information about play frequency, device usage, and accessibility requirements.
Results:

Mobile gaming is preferred by 83%.

61% play in brief bursts.

44% of people need accessibility features like colour-blind settings or bigger text.

Assumptions from interviews can be validated and trends can be found using questionnaires [9].

· 3.3 Focus Group
Participants: four pupils
· Important Results:
· Communication is improved by defined roles.
· Confusion is caused by ambiguous icons.
· Screen transitions must be quicker.
· Focus groups show cooperative behaviour and emotional reactions [10].

4. MoSCoW Requirements:

· Must have 

· Unambiguous onboarding instruction
· Dyslexia-friendly typefaces
· Big touch targets
· High contrast mode
· The ability to save and resume
· Very little text on each screen
· Actions based on icons
· UI that is scalable
· Get rid of crisis alerts
Should to have:
· Narration in voice
· Asynchronous multiplayer
· Quick-play mode
· Push alerts
· Colour-blind markers
· Cultural impartiality

· Not having:
Three-dimensional characters
VR compatibility
Desktop version
Maps of many campuses
Considerations for Usability Engineering
The interface's efficiency, accessibility, and intuitiveness are guaranteed by usability engineering. The design is based on well-known usability ideas such as cognitive load theory [17], WCAG 2.2 guidelines [10], and Nielsen's heuristics [11].
Important Usability Concerns Resolved:
· Clarity: A detailed guide for Aisha
· Cognitive Load: Will's icon-based activities
· Efficiency: Priya's quick-play mode
· Accessibility: Gareth's scalable user interface
· Consistency: Consistent iconography minimises misunderstandings [12].
· Error Prevention: Screens for confirmation
4 Storyboard Flow

Home Screen
     ↓
Role Selection
     ↓
Campus Map (Main Game)
     ↓
Crisis Event → Back to Campus Map
     ↓
Action Confirmation → Back to Campus Map
     ↓
End Turn Summary → Next Player → Campus Map
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Feedback Form
Prototype walkthroughs, peer evaluation exercises, and casual playtesting sessions were used to get feedback for the early prototype. These techniques provide a comprehensive picture of how students engaged with the cooperative mechanics and the interface. Participants noted that the interface was intuitive and that the team-based structure promoted communication, and they generally responded favourably to the game's collaborative character and clear layout. Nonetheless, a number of enhancements were recommended, such as the requirement for larger icons to better visibility on mobile devices, more color-blind-friendly markers to help accessibility, and quicker screen transitions to preserve a more fluid gaming experience. The next design iteration will be directly influenced by these insights, guaranteeing that the interface becomes more user-centred, responsive, and accessible.
Peer Assessment
Additional structured input was given by peer evaluators, who emphasised how well the prototype adhered to user-centred design (UCD) principles. They saw that the personas were well-developed and backed by research, indicating a thorough comprehension of the various demands of the student body. The interface's uniformity and the design rationale's clarity were both commended by the evaluators. However, they found that in order to improve replay value and deepen strategic decision-making, more specific and varied crisis scenarios were required. Future improvements will be guided by this input, guaranteeing that the game develops with greater content and better adherence to UCD best practices and gameplay standards.
conclusion
The first design phase of UWTSD Outbreak: Campus Crisis, a cooperative mobile game based on Pandemic, is detailed in this report. The project creates a solid basis for future development through usability analysis, storyboard design, persona construction, and user research. High-fidelity prototypes, colour design, and more gameplay mechanics will be included at the following stage.
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