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[bookmark: _Toc234554998]1. Introduction
Campus Crisis is an idea for a mobile version of the co-operative board game Pandemic[12] at the University of Wales Trinity Saint David campus. The groups of up to six players have the roles of Library Services, IT Support, Student Wellbeing, Estates, Academic Registry and the Students' Union and work together to prevent campus incidents from escalating.
This report focuses on the user research, personas, usability planning, low-fidelity wireframe storyboards and formative evaluation of this assignment. Assignment 2 will only be full colour. The decision making process is done through a human centric approach [10][4].
[bookmark: _Toc234554999]2. Personas and Experience Requirements	
Not stereotypes but four persona were created using an interview with students and a questionnaire [8]. Throughout this project, the various types of players are summarised in Figure 1.
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Figure 1. Four UWTSD player personas derived from interview and survey data.
Not stereotypes but four persona were created using an interview with students and a questionnaire [8]. Throughout this project, the various types of players are summarised in Figure 1.
[bookmark: _Toc234555000]2.1 Amina Khan — postgraduate, Swansea Bay
Amina is a 32 year old international post graduate in Swansea Bay. She plays in accessible areas of the library, and uses a lightweight wheelchair. She requires clear typography, large taps to click and layouts where she doesn't have to drag her fingers with great precision on a dense map.
There she is a participant in an evening online session as “Library Services”. Lobby must have accessibility settings available before the lobby fills and buildings must be large enough to tap, without the outbreak counters being hidden.
· Required: High contrast mode, labels for the screen reader, single hand action bar and optional turn timer.
[bookmark: _Toc234555001]2.2 James Owen — mature student, Lampeter
James is a part-time, mature student (aged 45) with low vision at Lampeter. He uses magnification, and wants to have information about the state of the game instead of pretty graphics.
He plays a 4 player game as Estates. There should not be any map in the crisis pop up and there should be numbers as well as colour in the severity of the outbreak.
●	Scalable Text: Scalable text is a new option that lets you adjust the text size.	Scalable text: A new feature that allows you to resize text.
[bookmark: _Toc234555002]2.3 Sarah Evans — undergraduate, Carmarthen
Sarah, 20, is an undergraduate at Carmarthen, and suffers from anxiety and attention problems. She prefers sessions that are less than 40 minutes and have more direction of her turns.
You can also play a game at lunchtime as a Student Wellbeing. There is a brief tutorial at the end of the first turn, and everyone can follow the team, so there is less need to view all of the screens at once.
●	Students are taught to: Students learn to.
[bookmark: _Toc234555003]2.4 David Mensah — commuting student
David, 24, is working full time and studying part time through Birmingham. Uses an Android phone when travelling in the train with poor mobile signals.
Scenarios: No signals between stations, needs to return without losing team setting. Quick-action chips lessen the amount of typing on a moving train.
· Features: session recovery, compact lobby, fast team messaging and low bandwidth mode.
As a group, the personas reveal that UWTSD players are not a homogeneous group. Cognitive load is decreased when there are visible affordances, and consistent layouts, under time pressure [3][1].




[bookmark: _Toc234555004]3. User Research
Requirements were gathered between 18 and 19 July 2026 through semi-structured interviews, a ten-item online questionnaire, and a focus group [2] (Figure 2).
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Figure 2. User research methods: interviews, questionnaire, and focus group.
[bookmark: _Toc234555005]3.1 Interviews
The same guide was used to guide seven semi structured interviews of 20-25 minutes per interview either in the Swansea Bay library or via teams. An information sheet was given to the participants and verbal consent was obtained. The questions included: What are some of the cooperative games that were played in the past, how long are the mobile sessions, what might their needs be, and what were their reactions to a game focused on the University of Tasmania. Interviews notes and consent records were kept as research evidence, as were questionnaire exports.
Priya Nair, 31, who uses a wheelchair, told the Internet that the lack of contrast in “before the lobby, not buried three menus deep.” A low vision individual called Eleri Thomas (44) BA part-time in Humanities) said "I want numbers for outbreaks, not just coloured blobs. The explanation of ‘chloe Davies’ (19, BSc Education) is that he stops playing when “I can't tell if it's still my turn.” In the case when a player loses contact with the ball, Ryan O'Connor (24, blended MBA, Birmingham hub) requested rejoin. Mohammed Rahman, 27, Computing and Tom Williams, 21, Business, wanted on-campus work to be "real jobs. Accessibility must be "on the first path not as an afterthought," Helen Pryce (Disability Adviser) said.
These helped to create personas Amina, James, Sarah and David and provided input to the Must-have requirements on access to settings, numeric counters, clarity of turns, and session recovery.

[bookmark: _Toc234555006]3.2 Questionnaire
A 10 item Google Form was sent out on course Teams channels and a society WhatsApp group between 8 - 20 June 2026 (n (count) = 34 Swansea Bay 18, Carmarthen 9, Lampeter 4, blended hubs 3). Results indicated that 79% said they liked sessions less than 45 minutes, 68% said that they consider in-game chat important or very important, 71% said they like the accessibility toggles, and 82% said they liked the university theme. Open comments echoed the notions of better turn transitions, more visible team communication, and more descriptive building names.
[bookmark: _Toc234555007]3.3 Focus group
Printed wireframes were discussed with Priya Nair, Eleri Thomas, Chloe Davies, Ryan O'Connor and Tom Williams in a 50 minute focus group in a seminar room in Swansea Bay on 14 June 2026. The group accepted the campus map, but wanted the markers on the players a bit bigger, a team panel to be located one tap away and a brief first turn tutorial. Eleri wasn't able to render crisis placeholder text at default size. Chloe reported that when the map was still visible behind the modal, crises were "stressful but fair.
The findings were prioritised using MoSCoW prioritisation [23] and: Human-centred design [10] and WCAG oriented accessibility expectations [11] were used to help align findings with the priorities.

















[bookmark: _Toc234555008]4. Designing for Usability
Campus Crisis is a complicated ruleset set for a cooperative game, that fits onto a small touch screen. The learnability for new users, the efficiency for frequent users groups, the error prevention when actions are few and the emotional clarity during crisis [4] were the design areas that were centered in the development. These features include commuting, one handed and mixed confidence in games and accessibility.
Concrete choices of the interfaces were made using Nielsen's usability heuristics [1] and the playability principles for games [9]. Persistent incident counters, cure progress and remaining action points aid in visibility of system status. Campus building names provide support to recognition rather than recall. Error prevention: A confirmation dialog is shown before ending a turn without using all of the actions. The campus map is easily accessible in 3 taps from launch (Figure 3).
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Figure 3. Primary screen-flow diagram for Campus Crisis (mobile portrait).
Based on these golden rules, consistency and informative feedback, the golden rules of touch interaction were adapted from Shneiderman et al. [5]. Play-stability criteria ensure that the bottom action-bar used on the map screen also shows up on the location-detail screen so that players don't have to learn the controls twice. The visual feedback immediately provides players with an indication if a building was selected, a card, or the team panel was opened or not, as it was either the player lost a turn, or they did not. The ideas of affordance and feedback were influenced by Norman's concepts and led to the button sizing and feedback [3].
The accessibility controls on the splash path (text size, contrast, reduced motion and non-colour status cues) were added due to requests by interview respondents for accessibility controls before the lobby fills up. These are selections in line with WCAG expectations [11]. The wireframed user experience was presented to the participants in greyscale to allow comments on structure instead of branding colour [6].
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Figure 7. Accessibility settings wireframe (text size, contrast, reduced motion).
From research and literature, usability issues were identified, which were then being resolved in the storyboards:
· Overload the map with information and show it in a modal when clicked on.
· Ambiguous cooperation — icons for share and special-action buttons.
· Disorientation following crises — crumbled map still shows behind pop-up.
· Late discovery access – settings can be accessed from the splash screen.
· Not clear session ending screens: Win/lose stats and replayable path.
[bookmark: _Toc234555009]
. Wireframe Storyboards
The storyboards are low fidelity, greyscale and portrait for smartphone use. Navigation, not separate pages, between screens are indicated by arrows. The full set of figures (4-8) and Appendix B are reviewed with the participants.
The flow was interrupted by three common journeys – starting a multiplayer session, a regular turn and answering a crisis card.
[bookmark: _Toc234555010]5.1 Onboarding and gameplay
Figure 4 is a graph of the relationship between launch and play. The splash screen is accessible early, before gameplay, to link to settings. Create, Join, Help and Preferences are on the menu. There are six slots in the lobby, roles taken and a room code in the lobby. Library and IT are role cards, while the others are represented by the Wellbeing, Estates, Registry and Students' Union cards.
[image: ]
Figure 4. Onboarding wireframes: splash, menu, lobby, and role selection.
The central loop is as per the figure 5, campus layout with library, student union, halls, labs, registry and wellbeing nodes, location actions, card strip for cooperative planning and crisis modal with dimmed map in the background, which is based on the feedback of the focus group by Eleri and Chloe.
[image: ]
Figure 5. Gameplay wireframes: campus map, location actions, cards, and crisis modal.


[bookmark: _Toc234555011]5.2 Cooperation and outcomes
Figure 6 introduces a progress tracker for shared goals and some quick-action chips (e.g. 'Meet at Library') to add a team window. The flow is rounded out by the win and lose states as seen in figure 8, which display some statistics and replay buttons.
[image: ]
Figure 6. Cooperative wireframes: team panel and shared progress tracker.
[image: ]
Figure 8. Win and lose end-state screens with replay paths.



[bookmark: _Toc234555012]6. Evaluation and Peer Feedback
[bookmark: _Toc234555013]6.1 Usability testing process
Three remote think alouds (22-24 June 2026) on Microsoft Teams (with smartphone screen-share) were conducted with formative evaluation. Participants were assigned to personas: mobility/accessibility (Priya Nair); low vision (Eleri Thomas); commuting/interruption (Ryan O'Connor – Aligned with David). All the sessions were conducted for approximately 25 minutes, with a specific sequence of tasks, which included creating or joining a lobby, taking one map turn, reacting to a crisis event, accessing the team panel, and looking for accessibility settings.
[image: ]
Figure 9. Remote usability testing setup (think-aloud on smartphone wireframes).
Observations of task success, difficult points and comments made spontaneously were made. Following the tasks, each participant answered the System Usability Scale (SUS) [7] was completed. Scores were: Priya 74, Eleri 68, Ryan 72 (mean 71.3), which is considered a good score for an early low fidelity prototype.
[bookmark: _Toc234555014]6.2 Findings
Priya was able to locate the settings for accessibility in the first minute, but continued to tap surrounding buildings on the map on her 6.4-inch phone. Eleri said that while numeric outbreak counters were supported, he found that crisis modal text was still challenging, even if larger text was enabled. Ryan liked the action chips but asked twice, 'Did that use my whole turn?', which meant that this cost was not clearly reflected. All three got the idea of the theme of the campus that the cooperation as less confrontational being said as "shouting across the table" by the team panel as said by Priya.
Crisis was found to be a fair and stressful event emotionally when the map was visible in the background behind the modal. Positive responses focused on role clarity, and on the university environment; negative responses focused on map precision, typography of the crisis, and turn-cost feedback. Based on personas alone, map mis-taps were not predicted and were an issue for the next iteration.
[bookmark: _Toc234555015]6.3 Peer evaluation
[image: ]
Figure 10. Peer evaluation process and planned design revisions.
On 26 June 2026, peer reviewer Jordan Mercer reviewed exported storyboard PDFs and a five-minute walk through. Jordan expressed his praise about Figure 3 and mentioned the six university roles were easily readable. Jordan asked to have an action-point counter that will persist on the main map header, as well as a lose-screen control called "Review what we missed. The two suggestions were taken on board as both provide solutions to the turn confusion and focus-group anxiety over opaque failure; these are both issues that Ryan has experienced.
[bookmark: _Toc234555016]6.4 How feedback informs planned improvements
For Assignment 2: The mapping involved user/peer findings directly to design changes:
· Make it bigger - make the hit areas on the map bigger, and optionally add a magnifier (Priya, Eleri).
· Make it so that there is a persistent action-point counter on the map header (Ryan, Jordan).
· Make the text larger for the crisis in high contrast mode (Eleri) (default).
· Improved the Game Over screen for PC (Jordan, Chloe).
· Make sure that lobby is ready toggle for interrupted joiners (Ryan).
There were several outcomes that were predicted by persona, particularly ones in the readable status and clearer turns. The mis-taps were surprising and underscore the need for device testing. The revisions are based on an iterative human-centred practice [10][2] which will be tested on the full-colour prototype.
[bookmark: _Toc234555017]7. Conclusion
This report is a preliminary design baseline to Campus Crisis. Four Persona were developed based on interviews, a survey with 34 responses and a focus group. Priya, Eleri and Ryan tested wireframes and Jordan Mercer reviewed the wireframes. The campus metaphor and cooperative configuration of the space were successful; the precision of mapping, the typography of the crisis and clarity of the turn take precedence over full-colour design.
These wireframes will be used to validate the navigation model and inclusive features in the next assignment where the entire interface will be created in colour.


[bookmark: _Toc234555018]Appendix A: MoSCoW Requirements
	Req.
	Requirement
	Priority
	Source

	R1
	Six-player lobby and role selection
	Must
	Interviews

	R2
	Campus map with incident counters
	Must
	Focus group

	R3
	Accessibility settings on start path
	Must
	Personas

	R4
	Location actions and crisis modal
	Must
	Heuristics

	R5
	Team panel with quick actions
	Must
	Survey

	R6
	Win/lose summary screens
	Must
	Interviews

	R7
	Tutorial overlay
	Should
	Focus group

	R8
	Session reconnect
	Should
	Interviews

	R9
	Short-session preset
	Should
	Survey

	R10
	Leaderboards
	Won't
	Scope


[bookmark: _Toc234555019]Appendix B: Complete Wireframe Set
The full storyboard set contains all the scenes from Section 5 (onboarding splash screen, menu, lobby, roles, map, location, cards, crisis, team panel, progress tracker, settings, accessibility and win/lose end states). During the focus group (14 June) printed A4 copies were annotated, and subsequently were used for usability testing (22-24 June).


[bookmark: _Toc234555020]Appendix C: Questionnaire Summary
Google Form, 8–20 June 2026. Ten questions, 34 responses. Likert items scored 1 (low) to 5 (high).
	Q
	Question
	Summary (n=34)

	1
	Age group
	18–21: 14; 22–30: 11; 31+: 9

	2
	Main campus / study mode
	Swansea Bay 18; Carmarthen 9; Lampeter 4; blended 3

	3
	Hours of mobile gaming per week
	None 4; 1–3 hrs 15; 4+ hrs 15

	4
	Interest in cooperative games
	Mean 4.1 / 5

	5
	Preferred session length
	Under 30 min 9; 30–45 min 18; over 45 min 7

	6
	Importance of in-game chat
	Mean 4.0 / 5

	7
	Importance of accessibility options
	Mean 4.2 / 5

	8
	Appeal of university theme
	Mean 4.3 / 5

	9
	Primary play device
	Android 19; iPhone 12; tablet 3

	10
	Open comment (coded)
	Turn clarity 11; chat visibility 9; plain labels 8
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