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1. INTRODUCTION
UWTSD Campus Crisis is a cooperative strategy game designed around the University of Wales Trinity Saint David (UWTSD) campus environment. Inspired by the cooperative principles of Pandemic, the game requires players to work together to respond to outbreaks occurring across different university locations. The main aim is to control these outbreaks before they spread further by making appropriate decisions and using the available resources effectively.

The cooperative element of the game is supported through different player roles, shared decision-making, resource management and team communication. During Assignment 1, initial low-fidelity wireframes and storyboards were developed and evaluated with potential users. The feedback collected during this stage helped identify areas where the interface, navigation and presentation could be improved. These findings informed the development of the final full-colour interface. [1]
The final storyboard demonstrates the complete player journey through the Main Menu, Role Selection, Campus Map, Take Action, Outbreak Alert, Team Chat and Victory stages. This report evaluates the development of the final interface, the findings from usability testing, potential data collection in a working version of the game, and the relationship between usability and user experience throughout the design process.

The game focuses on teamwork and strategic decision-making, requiring players to work together to respond to outbreaks occurring across different university locations before the situation becomes uncontrollable.

During gameplay, players select different roles with specific responsibilities, manage available resources, move between campus locations and communicate with other members of their team. These cooperative features encourage players to discuss situations and make shared decisions rather than playing individually. The final full-colour storyboard demonstrates the complete player journey, beginning with the Main Menu and Role Selection, followed by the Campus Map, player actions, Outbreak Alert and Team Chat, before reaching the final Victory screen.

The interface was developed through a user-centred and iterative design process. Initial wireframes were created during the first stage of the project and subsequently refined using feedback collected from potential users. This allowed usability issues and opportunities for improvement to be considered when developing the final interface. This report evaluates the final interface design, usability testing and user feedback, potential data collection within a working version of the game, and the relationship between usability and user experience throughout the design process.

2. Full-Colour Interface Design and Storyboard
                              [image: image2.jpg]UIITSD CAMPUS CRISIS —~
CANE DESICN STORVBOARD

Play

TAKE ACTION

==
© = ©
==
o

Settings

Exit





                                                           Figure 1. Full-Colour Storyboard for UWTSD Campus Crisis

Development of the Final Interface
The final full-colour interface for UWTSD Campus Crisis was developed from the initial wireframes produced during the first stage of the project. The purpose of moving from low-fidelity wireframes to a full-colour design was not simply to improve the visual appearance of the game, but also to refine the interaction between the player and the interface. Feedback gathered from potential users during the initial design stage was considered when reviewing navigation, information presentation, gameplay controls and the overall clarity of the interface.

A user-centred and iterative approach was followed, allowing identified usability issues to inform later design decisions. The final storyboard therefore presents a clearer visual hierarchy, more recognisable controls, consistent navigation and stronger feedback about the current state of the game. The interface also combines functional usability with visual elements intended to make the game more engaging and appropriate for a university-based cooperative game. [2]
The final storyboard demonstrates the complete interaction sequence rather than presenting individual screens in isolation. It follows the player from the Main Menu and Role Selection to the Campus Map, resource-based actions, Outbreak Alert, Team Chat and finally the Victory screen. This sequence demonstrates how navigation, decision-making, system feedback and communication work together to support the cooperative gameplay experience.
Main Menu and Role Selection
The Main Menu provides a simple starting point with four clearly labelled options: Play, How to Play, Settings and Exit. Large buttons, short labels and consistent spacing create a clear visual hierarchy and help users identify available actions quickly. This supports usability principles such as visibility, consistency and recognition rather than recall.

The Role Selection screen allows players to choose between Student Support, Data Analyst, Logistics Coordinator and Security Officer. Each role uses an icon, title and short description, allowing users to compare options without excessive information. The different roles also reinforce the cooperative nature of the game by giving players individual responsibilities while working towards a shared objective. Consistent colours, typography and controls are maintained across both screens to provide a predictable and accessible interaction experience.

Campus Map and Player Actions
The Campus Map acts as the main gameplay screen and provides a visual overview of important UWTSD locations. Clear location markers allow players to identify affected areas and decide where action is required. Game information, including outbreak status and remaining time, is kept visible to provide continuous feedback and support decision-making.

The Take Action screen allows players to select an action and decide how many resources to use. Simple controls and clear Confirm and Cancel options give users control over their decisions and help prevent accidental actions. Together, these screens support visibility of system status, user control and efficient navigation while allowing players to make strategic decisions during the game. [3]
Outbreak Alert and Team Communication

The Outbreak Alert screen provides immediate feedback when a new outbreak occurs and clearly identifies the affected campus location. Warning colours and prominent information create visual urgency, helping players recognise that action is required quickly. This supports visibility of system status and allows players to respond to changes during gameplay. [4]
The Team Chat screen supports the cooperative element of the game by allowing players to communicate, share updates and coordinate their next actions. Players can discuss where resources are needed and agree on priorities before making decisions. Combining clear system alerts with team communication encourages collaborative problem-solving while keeping players informed about changes in the game.
Victory Screen and User Feedback.
The Victory screen provides clear feedback that the team has successfully completed the game. A trophy icon, congratulatory message and final results create a sense of achievement and provide clear closure to the gameplay. The screen also gives players options to view a summary or return to the lobby, allowing them to decide what to do next. This positive feedback supports motivation and contributes to an engaging user experience. Most importantly, the victory outcome reinforces the cooperative purpose of the game by showing that successful teamwork and shared decision-making lead to the overall goal. [5]
Colour Scheme, Graphics and Accessibility.
The colour scheme was selected to create a clear, consistent and engaging game interface. Blue and purple are used as the main interface colours, while contrasting colours help communicate different game states, such as warnings and successful actions. Icons and graphics support the text by helping users recognise locations, roles and actions quickly.

Accessibility was also considered through readable typography, clear button labels, appropriate spacing and strong visual contrast. Information is communicated using both text and visual elements rather than relying only on colour, helping make important game information easier to understand. Maintaining consistent colours, icons and interface components across the screens also improves recognition and creates a more coherent user experience.

Changes Following User Feedback
Feedback collected from the initial wireframes was used to refine the final interface. Particular attention was given to making navigation clearer, improving the visibility of important game information and helping users understand what actions were available at each stage. The final design therefore uses clearer buttons, consistent navigation, recognisable icons and more structured information across the screens.

The outbreak and progress information was also presented more clearly so that players could understand the current game situation and respond appropriately. These changes demonstrate an iterative, user-centred design process in which feedback from potential users influenced the development of the final interface rather than design decisions being based only on the designer's assumptions.

3. User Feedbacks
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Testing Method

Usability testing was conducted to evaluate the final full-colour prototype and identify any remaining usability or user experience issues. Participants were shown the complete storyboard and asked to follow the game journey from the Main Menu to the Victory screen. Feedback was collected using a Google Forms questionnaire containing rating scales, multiple-choice and open-ended questions. The questions examined navigation, role selection, the Campus Map, player actions, outbreak alerts, team communication, visual clarity and overall satisfaction.

Usability and User Experience Findings
4. Usage Data Collection
If UWTSD Campus Crisis were released as a working application, usage data could be collected to understand player behaviour and identify usability problems. This could include session duration, selected roles, actions performed, resources used, task completion times and game outcomes. Most information could be collected automatically through application logs or analytics without interrupting gameplay. For example, repeated errors or unusually long completion times could indicate unclear controls or navigation. Analysing these patterns would provide evidence for improving future versions of the interface. [6]
User Experience and Emotional Data.

Usage statistics alone cannot fully explain how players feel when using the game. Therefore, emotional and user experience data could also be collected through short questionnaires, satisfaction ratings and optional feedback after gameplay. This could measure enjoyment, confidence, frustration, confusion and perceived difficulty. Combining emotional feedback with behavioural data would provide a more complete understanding of the user experience and help identify improvements that usage statistics alone may not reveal.
Data Collection Methods
A combination of automatic and direct data collection methods would be appropriate. Gameplay information, such as actions, session duration and outcomes, could be recorded automatically through system logs. In contrast, questionnaires and optional feedback forms would be used to collect opinions and emotional responses. Combining both methods would provide quantitative evidence of player behaviour alongside qualitative information explaining why users experienced difficulties or enjoyed particular features. [7]
Privacy and Ethical Considerations
User privacy should be considered when collecting gameplay data. Only information necessary for evaluating and improving the game should be collected, following the principle of data minimisation. Players should be informed about what data is collected and why, with appropriate consent obtained where required. Personal information should be avoided where possible, while collected data should be stored securely and anonymised to reduce privacy risks.

Using Data to Improve Future Versions
The collected data could guide future improvements to UWTSD Campus Crisis. Patterns such as frequent errors, slow task completion or negative feedback could identify areas requiring redesign. Positive results could also show which features should be retained. Using both behavioural and emotional data would support evidence-based decisions, allowing future versions of the game to improve usability, engagement and the overall user experience.

5. Usability versus User Experience

Usability-Focused Design
If UWTSD Campus Crisis had been designed purely from a usability perspective, the interface would have focused mainly on efficiency, simplicity and task completion. Screens could contain fewer decorative elements, simplified graphics and only the information required to complete each action. However, this could reduce the engaging game-like experience. The final design therefore combines clear navigation, readable controls and consistent layouts with visual elements that make the campus environment and outbreak scenario more engaging.

User Experience-Focused Design
User experience was considered alongside usability to make the game engaging and enjoyable rather than simply functional. The use of campus graphics, different player roles, outbreak alerts, team communication and a positive Victory screen creates a stronger sense of involvement. These elements encourage teamwork and provide emotional feedback throughout the game. Therefore, the interface aims to make players feel engaged and motivated while still allowing them to understand and complete gameplay tasks efficiently.

Usability and User Experience Trade-offs
Some design decisions required a balance between usability and user experience. For example, the Campus Map needs enough graphics and information to create an engaging university environment without becoming visually cluttered. Similarly, outbreak alerts use prominent visual elements to create urgency while remaining easy to understand. Team Chat adds interaction and supports cooperation but also increases the amount of information displayed. These conflicts were addressed through clear layouts, consistent controls and visual hierarchy. The final design therefore aims to maintain efficient interaction while providing an engaging cooperative experience. [8]
Conclusion

The development of UWTSD Campus Crisis demonstrated how user-centred design and usability principles can be applied to create a cooperative and engaging game interface. The design progressed from initial wireframes to a full-colour storyboard, with user feedback helping to guide improvements to navigation, visual presentation and interaction.The final design provides a clear journey from role selection and campus navigation to outbreak management, team communication and successful game completion. Throughout the process, usability was balanced with user experience to ensure that the interface remained understandable while also creating an engaging and collaborative environment. Usability testing provided an opportunity to evaluate the design from the perspective of potential users rather than relying only on designer assumptions.

Overall, the iterative design process demonstrated the importance of combining usability theory, user feedback and continuous evaluation. Future development could involve creating a fully interactive prototype, conducting testing with a larger user group and using behavioural and emotional-response data to further improve the game.
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