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THE PROBLEM: 
We have chosen the first of Elaine’s 3 Big Problems to tackle in our approach 
of this project: “How do I know my objectives, gameplay options, and start 
forming strategies in my head from the beginning? Do I feel that I have enough 
information to do so?” A game is only as good as a user’s ability to play it. The 
famous artist Leonardo da Vinci studied and developed many great ideas, 
however he wrote much of it down in his journals which he formatted in a sort 
of coded mirror-writing. By the time anyone had simplified his writings 
everything he had discovered had been found independently. This is the 
importance of clarity of design. 

 
Asi Burak’s original game, PeaceMaker, is very intricately detailed. His goal 
was to inspire optimism by simulating an achievable peace, while elucidating 
the real-world problem and the factors that influence it. As a result of this the 
game is fairly complicated and difficult to grasp completely. Members of our 
team had trouble understanding what to do and how to do it. It could be 
argued that this serves the realism of the game itself. However, there are 
factors of the game that the player is not really made aware of until it is too 
late, if at all. 

 
Our team wanted to take the noble goal the game establishes, and refine it to 
try and increase its ease of playability without losing too much of its complexity 
and realism. To that effort we began our research. 

 
OUR DESIGN: 
 Our final design takes the existing PeaceMaker interface and phases out 

unnecessary information, streamlines user play options, yet maintains the 
initial interface look and feel. 
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The first change we have made is the addition of the tutorial button. When a 
user clicks on the question mark located on the upper right; it re-runs the 
tutorials screens seen below.   
 

 
 
Another change our team decided to implement was to alter the first event text 
and remove the initial video. The users we tested did not enjoy the videos and 
said these made them feel uncomfortable. They also stumbled over the play 
button on the event pop-ups, misinterpreting the “play video” button as an 
invitation to begin playing the game.  
 
With this new event interface, pictured 
at right, we give the user information 
that s/he needs for game play. We also 
guide them to their next interaction, 
which is to click on an action.  
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This leads to our next design change. Our team has separated out the actions 
buttons for the user. We did this so the user is always thinking about the three 
options they can do. Within each category we have also changed the way 
actions are displayed to the user. Previously, options were listed and users’ 
needs to scroll thru options. Our re-design allows users to see all of their 
options at once.  
 

 
 
 

When a user has selected an action (security, political, or 
construction) the options for each category are displayed over 
the map. There is a dropdown giving the user options for how 
s/he wants to implement that change. (For example: a user 
wants to use police security as a protocol. The user selects 
police and the options “maintaining order, increasing police 
funding, and training” are dropped down.) While a user is 
selecting an option, they can always see the options laid out 
for them. The advisor on the far right automatically displays 
their advice for the user’s action. We achieved this interface by 
shrinking the map. The map still has all of the functionality as 
before, however it is now smaller to allow the user more 
useable and interactive space in the interface. 
 
Instead of having an advisor button on each option that the 
user had to click, (as was the case in the original PeaceMaker 
game) there is now only one central Advisor. The current 
status of the country is displayed (for example: “20 were killed 
in a bombing”) as is the advice for the user’s decisions (such 
as: “increasing police force may frighten the population”). The 
Advisor always available for the user without them having to make a direct 
interaction. 
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Finally, we have synthesized the Groups & Leaders, and Polls options into one 
interface. From our own primary research and user reports, many users did 
not use these functions and got stuck in an information hole when trying to do 
so. We did not want to delete this function of the game because this 
information is helpful for users if they know how to use it, and if they simply 
want to learn about these groups (education: part of the initial purpose of 
PeaceMaker!). 
 
We have now designed the POLLS button on the far-left bottom to be like 
another additional information hub.  
 
There is still a timeline button on the 
left corner of this interface.  We have 
also kept the interfaces generally the 
same. We hope our tutorial will better 
explain how this function works and 
users will be able to use this as a 
resource.  
 
The user can click on a country or 
group to learn more about their 
interests and desires. The first ranked 
are those who are happy in 
descending order.  
	 	

Our Process: 
 

Research-  
 

As a team, we felt the best way to research was to start playing the game 
itself. We all sat down separately and began playing PeaceMaker, trying to 
take note of our struggle, overall gameplay experience, even things we 
enjoyed. After our initial gameplay experiences, we all came together as a 
group and compared our results. As a team, we all (with different levels of past 
experience with videogames) began to notice overlapping issues and positive 
elements of the game. At this meeting, we realized the large scope of the 
game and began focusing in on our key issues. We also noted that for some 
users the tutorials were time consuming, unnecessary, and a barrier to 
gameplay entry. However, for users who lacked past videogame experience, 
the tutorials were essential for initial gameplay. Another issue our primary 
research shed some light on was the mass amounts of information thrown at 
the user specifically at the beginning of the game. This amount of information 
became another barrier to entry for some users. 
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 One of the team members remarked about her experience of trying to 
start the game in between classes and did not have enough time to read all 
the information before really beginning gameplay. As a team, we realized we 
could not solve all of the issues in the game within the short time frame we 
were given. This is how we ended up voting to focus on the first of Elaine’s 
“Big Three” redesign strategies. 
  
To begin our research and get a better idea of where exactly we would need to 
improve various individual features of the game, we sketched out a quick 
gameplay walkthrough of the original PeaceMaker game: 
 
 

 
 
 
 These sketches helped to deconstruct the various elements of PeaceMaker 
and outlined for us which different elements we would need to focus on as we continued 
our re-design process for this game.  
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Sketched-Findings: 
 The main issue we noted in our “Sketched Findings” above was the bulbous 
nature of the formatting on screen. When playing on a computer and not a mobile 
device the game is still visually set up for a mobile device. This can make the game feel 
clumsy and slightly obnoxious. 
 Elaine Faith also noted the game has a tendency to inundate the player with text. 
This isn’t limited to the real-world historical context of the game. There is a plethora of 
tutorials that pop-up repeatedly, even when the information they convey has been 
understood. 
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Personas-  

Gamil Hama  
“Average Everyday Male”   
“I love to play soccer.” 
 
Background:  

• Took over family shoe store business in Egypt. 
• Has worked at the same location in Cairo for the last two years. 
• Currently single and not looking for a relationship.  
• Hobbies include: taking pictures of nature and playing soccer. 
• Graduated from University of Cairo with a degree in Business. 

 
Demographics:  

• Gender: Male 
• Age: 24  
• Income: $51,510 
• Live in Urban suburbs 

 
Social Media 

• Uses Facebook to keep up with friends from across the world. 
• Uses email to message shoe suppliers from different cities. 
• Recently joined twitter to keep up with news and to learn new facts every day. 
• Uses Instagram to follow his favorite photographers and soccer players.  

 
Content he follows 

• Since he loves to play soccer, he follows WorldSoccer and Soccer360 magazines. 
• He also follows the local Newspaper in Cairo to keep up with new news in his local 

community.  
• He reads digital photography and design magazines to discover new shoot locations and 

photography tips.   
 
Devices Used 

• Android 
• Pc  
• Magazines  
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Craig Peterson  
“Marathon Runner”   
“Working out and training for marathons are my hobbies.” 
 
Background:  

• Graduate assistant in Political Science school at Indiana University. 
• Married for the last 4 years.  
• Additional hobbies: collecting antiques and traveling. 
• Went to UCLA for undergraduate Degree in Political Science. 

 
Demographics:  

• Gender: Male 
• Age: 27  
• Income: $35,150 
• Lives in Bloomington    
• Urban rural 

 
Social Media 

• Not into much of social media. 
• Uses Facebook to keep up with friends and family. 
• Uses twitter to check on Airlines deals. 
• Uses personal email to review his bank statements.  

 
Content he follows 

• Since he loves to travel, he follows Afar and Road Runner magazines. 
• He also follows National Geographic History to keep up with new historical discoveries.  
• He enjoys historical fiction such as The Diary of a Young Girl by Anne Frank.   

 
Devices Used 

• IPhone 
• Mac Laptop 
• Books 
• Magazines 
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Keana Klein   
“Technology Enthusiast”   
“Israel will always feel like home.” 
 
Background:  

• Keana is a recent graduate from IUPUI with a degree in Computer 
Science.  

• Originally from Israel with a multicultural background.  
• She is currently a software developer at Salesforce. 
• Recently engaged to her high school sweetheart and boyfriend of 10 years.  
• Hobbies include: watching movies and TV shows. 
• Also enjoys: cooking new recipes from around the world. 

 
Demographics:  

• Gender: Female 
• Age: 28 
• Income: $87,387 
• Lives in downtown Indianapolis  

 
Social Media 

• Uses Pinterest to keep up with the latest recipes and new cooking tips. 
• Uses Facebook to keep up with family back in Israel.  
• Uses YouTube to watch reviews of top new technologies.  
• Uses Snapchat to send pictures of what she is doing every day to friends. 

 
 
Content she follows 

• Follows Wired and Techlife magazines to read up on new technologies and keep up to 
date on the topics of her field.  

• Reads online news articles such as CNN and BBC to keep up with current events in 
Israel and Palestine.  

• Uses snapchat to follow news like NowThis and CNN. 
 
Devices Used 

• IPhone 
• Surface 
• Mac Desktop  
• Magazines  
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First Designs 
 Our initial idea to improve both the design and the functionality of PeaceMaker 
was to consolidate the gameplay options and the information that allows players to act. 
In the original game, the selectable actions are segregated from the feedback relating to 
what the system thought about the player’s decisions. The Groups & Leaders / Polls 
panels are useful from a historical context but it is difficult to understand how the ratings 
they give you affect the game directly. By pairing these ratings with the factors they 
affect, users can more easily decide what needs to be done and which actions to carry 
out next. 
 
 To that end we enlisted “the Secretaries”. These icons would serve to hone each 
area of options and information to its own point. Instead of organizing the game’s 
options and information by format it could be organized by each Secretary’s categorical 
role: Defense, Diplomacy, Infrastructure, and Intelligence. 
 

 
 

The sketch shown above depicts the initial Secretary format sketch. Ideally this 
formatting would serve both to clean up the interface and to make it more interactive 
after some experimentation with the set-up. 
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We had believed the initial few steps of the game were simple and effective enough 
they would not need much revision. The first significant change came at the difficulty 
screen. 
 
Instead of the difficulty only affecting the violence level or the rate at which incidents 
occur it would also set the starting percentages for each side. ‘Calm’ would set each 
team at 35%, ‘Tense’ at 25%, and ‘Volatile’ at 15%. 
Upon entering the game the map would be laid out in a grid format. The different areas 
of the original game may have been laid out somewhat realistically / geographically. 
They also appeared somewhat disorganized. It is difficult to identify which area is which 
and whom it belongs to. 
 
The map itself would be flanked by a zoom-in / zoom-out slider and the game’s violence 
level. In the original game the violence level was not viewable and was only reported on 
at the end of the game. 
 
The Secretaries would sit on a toolbar located beneath the map and be accessible from 
there. 
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This is a page of sketches involving the mechanics and iconography of our design. The 
features involved: condition indicating color-coding1, event timeline2, Secretaries and 
their icons3, and the map’s sectional function. These will be detailed in the next section. 

 
 

1 

2	
	

3	
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Mock-Up 
This section of the document will include a more in-depth description of our initial 
revision ideas and how they would function. After sketching our ideas and forming a 
more cohesive approach we created our first mock-up to have a more visual item that 
could be better understood through interaction. 
 
 
 
 
 
 
 
 
 
 
 
 
 

As previously stated, the first few pages of the game’s introduction would retain the 
same functionality. The first significant change came with the selection of the game’s 
Difficulty/Stability. Instead of only affecting the rates of events occurring it would also set 
the starting level of stability to raise the stakes. The percentage scale would be reset 
also. The scale would be a simpler 0 to 100 instead of -50 to 100. 

 
 
 

 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Event pop-ups would remain 
essentially the same: notifying 
the player of incidents as they 
unfold across the map. They 
would be coupled with footage 
specifically pertaining to that 
type of event that the player 
could view at his or her 
discretion. 
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The above sketch depicts the map screen itself. 
Each of the secretaries was delegated a symbol to make them visually distinct and 
identifiable despite the consistency of their forms. Defense = shield, Diplomacy = olive 
branch, Infrastructure = hammer & screwdriver, Intelligence = book. 
 
The grid layout would serve to organize the map into sectors, and cities and regions 
would fall within these sectors. When selected, the map would focus on a given sector 
and the user would be able to see what was within that sector. 
 
The color of a given sector would change based on its condition: the redder it became 
the worse conflict was and as it improved, the sector’s color would eventually fade to 
white. 
 
On the right side of the Map would be the zoom function, starting at minimum 
magnification. This would allow the player to immediately see the full span of the 
territory concerned. 
 
On the left side of the Map is the violence level of the player’s current round. This level 
was not well indicated in the original game but is very important as it indicates whether 
or not the peace a player establishes will even last. 
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The sketch on the right is an arrangement of the 
panels that pop-up when a secretary is selected. 
 
The top panel is the starting point. When 
selected, this pops-up above the respective 
Secretary. The given options are for the player to 
select that Secretary’s Status or available 
Actions. 
 
When selecting Status, the player is shown a 
series of conditions and their relevant 
information. For example, the Secretary of 
Defense may have Hamas listed as one of their 
conditions. By viewing this, the player can see 
how aggressive Hamas is being and thus 
degrading general security. 
 
When selecting actions, the player is shown the 
sequence of actions available to them to help 
them deal with a given scenario. As with the 
previous version of the game, selecting an overall 
Action category expands it to show the different 
options relating to that Action. However, instead 
of taking the form of a drop-down menu the 
options are expanded to the right of each action. 
This way all of the other Actions can still be 
viewed. 
 
Both the Status & Action panels of each secretary 
are connected to the Secretary of Intelligence. 
 

The sketch on the left depicts 
the map screen zoomed in to 
focus on a specific sector 
selected by the player. This part 
of the paper mock-up was 
overlaid onto the map on the 
previous screen. The 
Secretaries, score, and other 
options would not be obscured. 
The color of a given area would 
be determined by the percent 
conditions of that specific sector 
of the map. These percentages 
would be averaged out to create 
the overall score for the game, 
indicated at the bottom of the 
screen. The player’s control over 
the game would be more 
specific by applying specific 
decisions to specific areas. For 
example, instead of deploying 
the police to the entire country 
they can be sent to a specific 
area that needs them instead. 
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The panels pictured above are 
indicators of how the sectors would 
look when an action was considered 
from them, then applied. The transition 
from red to yellow would occur as the 
area became increasingly stable.	

This sketch to the left 
represents the timeline we 
had developed for the 
game. One of Elaine Faith’s 
issues with the game was 
the lack of feedback and 
inability to track progress 
easily while playing the 
game. To this end, we 
developed an idea for an 
event and score tracking 
timeline that could be 
accessed by clicking the 
main score for the game. 
When accessed, it would 
shoot up from the score 
and remain directly above 
it. Progress could be 
tracked going all the way 
back to the beginning of 
the game if necessary and 
the scores’ changes could 
be charted. 
	

The sketch to the left is a collection of 
the panels relating to the Secretary of 
Intelligence. This Secretary does not 
have any Actions of their own. 
Instead, they act as a sort of glossary 
of information regarding Israel and 
Palestine. 
 
The information can either be 
browsed manually or by selecting 
specific keywords on the map or 
other Secretaries. When the user 
does this, the Secretary of 
Information chimes in with the 
information specifically relating to that 
person, place, thing, etc. 
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Prototype 
 Having established a mutually satisfying format for the changes we had in mind 
we moved forward with creating a more clean and comprehensive representation of the 
game upon which we could do user testing. This version was also paper like the initial 
mock-up. It was comprised of a series of panels that could be arranged and rearranged 
to suit the user’s reactions to the game. 
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The Secretary’s pop-ups 
were each made to be 
more detailed and specific. 
This way the player would 
have a better idea of what 
navigation looked like. 

(To revise the map we removed the grid and the violence meter) This	tutorial	page	above	
would	appear	over	the	
main	game-screen	to	
clarify	the	places	and	roles	
of	its	various	features.	
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The	Secretary	of	Intelligence’s	level	of	detail	in	interaction	was	also	expanded.	
We	had	hoped	our	users	would	be	able	to	see	an	approximation	of	the	variety	
of	information	available.	Allowing	the	user	to	learn	more	about	the	real	
conflict	when	they	felt	the	need	for	additional	context.	
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User Testing- 
Round 1—Prototype 1 

  
After several meeting with our team and mentor with design changes each time, we 
started our user testing. We first developed mock-ups with paper cutouts and created a 
task list. This list comprised of all the options a player could us. We wanted our user to 
get the full scope of the game within a short amount of time. The task list we used is 
listed below. We had two initial test subjects.   

 
Test #1 
Conductor: Amelia  
Observers: Laney, Austin 
Location: INFO West A100 

 
Goals: 

  
1.) See if users could navigate interfaces to begin game play  
2.) See if users can make informed actions within the game 
3.) See if users understand the Polls and Information within them 

 
Tasks: 
 
Task 
Number: 

Direction User Response 

1 “Please start a new game” “Easy enough” Clicks start new 
game 

2 “Select a Player” Clicks “Random” 
3 “Select a starting stability” Clicks “ Calm” 
4 “Decide a first action” “How?” “I’m guessing this pop-up 

will give me more information.” Feels 
desensitized to conflict with video; 
hit’s play button to play game; 
instead video plays—goes to 
Information advisor; gets stuck; 
wants to go action with information 

5 “Submit first action” N/A 
6 “Find score of game” “Why percentages?” 
7 “Check public polls” Clicls on Polls, reads and 

understands meaning 
8 “Make a political action” Clicks “Diplomacy” “How do I know 

which one to use?” 
9 “Make a construction 

action”  
Clicks “Infrastructure” ,randomly 
clicks action 
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10 “Check infrastructure 
status with advisor” 

Clicks “Information Advisor” 

 
 

Commentary After Test: 
a. User would stop playing after a few videos 
b. User still does not have a clear sense of direction 
c. Information is less about game and more about real life 

 
Changes Implemented: 

a. Remove videos 
b. Give users a sense of direction via the first event screen 
c. Take out majority of irrelevant information  

 
Test #2 
Conductor: Austin  
Observers: Laney, Amelia  
Location: INFO West A100 

 
Goals: 

1.) See if users could navigate interfaces to begin game play  
2.) See if users can make informed actions within the game 
3.) See if users understand the Polls and Information within them 

 
Tasks:  

 
Task 
Number: 

Direction User Response 

1 “Please start a new 
game” 

“Easy enough” Clicks start new game 

2 “Select a Player” Clicks “Random” 
3 “Select a starting 

stability” 
Confused about difficulty; went with 
calm because meaning of word; 
unsure about percentages 

4 “Decide a first action” Secretary of Intelligence chosen 
-Read up on Israel 

“Probably wouldn't go with diplomacy.” 
Investigates Secretary of 
Infrastructure 
Investigates Secretary of Defense 

Assumes colored bars in Status 
section indicated objectives to 
complete. Color indicates 
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emotional climate. 

 
5 “Submit first action” When user clicks button; and submit 

button appears; user thinks blue has a 
meaning; does not submit 

6 “Find score of game” “Why percentages?” 
7 “Check public polls”  
8 “Make a political action” Clicks “Diplomacy” “ 
9 “Make a construction 

action”  
Clicks “Infrastructure”  

10 “Check infrastructure 
status with advisor” 

Clicks “Information Advisor”; a lot of 
information; wanted to do more with it 

 
 
Commentary After Testing: 

a. Wanted the Intelligence to do more 
b. Didn’t feel the need to click on secretary of diplomacy 
c. Did not like the percentages on the bottom 
d. Playing the game with essentially bottom 1/8 pf screen; did not like map 

 
Changes Implemented: 

a. Change Score to 0/100 like original game 
b. Scrap the advisors on the bottom 
c. Move buttons and rename (Security, Political, Construction) 
d. Remove submit button 
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Round 2 – Final Design 
 

Test #1 
Conductor: Laney  
Location: The Village; Living 
 
Goals: 

1.) See if User has a sense of direction from start 
2.) See if Information is enough for user 
3.) See if Interface is missing any details 

 
Tasks: 
 
Task 
Number: 

Direction User Response 

1 “Decide a first action” “Well based on the event, personally 
I would select a security” 

2 “Find score of game” Points at the bottom; however how 
is the score conducted 

3 “Check public polls” Clicks on Polls, reads and 
understands meaning 

4 “Make a political action” Clicks “Political”  
5 “Make a construction 

action”  
Clicks Construction” 

6 “Check Stat Points to advisor and their status  

 
Commentary After Test: 

a. Liked how she could see everything  
b. Confused about how the score is calculated  
c. Felt it was start forward; simple 
d. Still wanted more out of the information  

 
Conclusion: 
This has been an interesting and intensive process. We each brought our thoughts to 
the table and the more we worked as one, the more we could accomplish. We were 
comfortable with our initial developments and designs. We believed they organized the 
game more effectively and would allow for better playability and interaction, taking the 
huge amount of detail within the game into account. However, when that work did not 
hold up under user testing it was cleared away as it needed to be. We think we have 
reached a stable conclusion at the end of our time allotted, but we are eager to hear 
how it can be improved. We will look forward, and take this eagerness with us to Part 2. 
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