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FOCUS: FEEDBACK, CAUSE AND EFFECT, AND ACTION HISTORY 

 
 

Original testing mockup of conceptual PeaceMaker interface 

After playing the game, brainstorming, revising, and testing, we decided on 

design changes that address the issues of cause and effect, feedback, and 

history. Although the limited feedback and random events in the current model 

of the game reflect the nature of real life, in the current model it is difficult to 

strategize, learn, and move forward in the game to create a meaningful 

empathetic experience.  

We focused on displaying condensed, centralized feedback within a daily news 

report, including progress on actions, indications on overall game score, and 

events that occur in the area. The ability to understand cause and effect during 

gameplay was brought up multiple times in testing of the current game design, 

so we addressed this problem by including an option to review action history. 

Through a bookshelf-icon archive, users would be able to see past daily briefs 

and review past actions. Smaller design details were included to show visual 

feedback, such as poll indicators on a global map as well as progress bars on a 

local map. The importance of including information before and after actions in 

both comprehensive briefs and condensed visual formats was clearly indicated 

through testing gameplay before and after design changes. 
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TESTING: PROCEDURES AND RESULTS 

In the process of testing the original game, we employed both primary and 

secondary research methods. In addition to each of us playing the game, we 

employed a third party to quickly run through the basics of the game and 

provide feedback to the team. We interviewed the primary creator of the 

original game, Asi Burak, and conducted some secondary research online. After 

developing our initial sketches and a paper prototype, we user tested with 

multiple people.  

When playing through the game ourselves, we came to a consensus about the 

primary issues through taking notes as we played and discussing our thoughts 

afterward, and by comparing our biggest issues with the analysis made by 

Elaine Fath. Our play tester, Scott Currie, played the original game briefly while 

the team questioned him about his experience, the user interface, how he felt 

about design elements and feedback, and where he felt the need for 

elaboration or improvement.  

Some key points the user liked:  

• Picking sides screen [Israeli, Palestinian] was simple, intuitive, liked that 

you could roll random 

• Zoomed out map doesn’t provide much functionality but he liked it 

• When he got a good result after an action, pleased with the outcome 

 

Some key points the user disliked:  

• Events don’t affect the map 

• Advisors are extreme, no middle ground 

• “I can’t do anything with Jerusalem?” when clicking on the city 

• “Completely useless snippets of information, educational but useless” 
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• Wanted more feedback on what effects future actions will cause 

• “Why is so much of this screen this map if all it does is tell me useless 

info about the cities?” 

• The actions are confusing, not informative enough, even a short 

description would help 

• Too many icons everywhere, needs more info  

 

The transcript of our interview with Asi Burak is included at the end of this 

document, some interesting points that we took away from it were the 

following:  

• “There’s definitely a lot of motivations and complex systems 

to understand” 

• “At the end of the day, we have a pretty simple engine behind it that 

becomes much more complex as a result of the pure mathematical idea 

that, even if each one of the.. let’s call them stakeholders or agents, even 

if each one of them is pretty primitive, the combination of all of them 

together created this much more complex simulation. Same with events, 

the fact that they start to pile up, it creates in the player’s eyes a picture 

that is more realistic than what we really have in the engine.” 

• “If I would have done it again, I would probably say that the audience is 

much more high school students.” 

• “I think that the game is… first of all, it’s old-fashioned because of 

the technology. I think the game needs to be online, needs to react in 

real time. The whole idea that you install this game, it’s a bit… ten years 

ago, right? I think that the whole social element, the whole idea that it’s… 

do you know how many times we heard, “Why can’t people play it against 

each other… why can’t Israelis and Palestinians play it and figure out the 

solution?” I think definitely it’s a huge issue to tackle but making it 

more social would be great. And maybe a little longer.” 
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After we had developed some concepts from our research, we created a simple 

prototype and conducted several user tests.  

The following tasks were assigned to our first two testers: 

• Task one - starting at the main desk screen, find and access data 

regarding actions that completed in September of 2016.  

• Task two - starting again at the main desk view, find and complete a 

police action, then assuming time passes and the action completes, find 

info pertaining to how nations and factions felt about it. 

Some interesting points they had after attempting our tasks: 

Jordan Rader (Interface Designer for Cook): 

• “I guess the daily brief and the map seem too disconnected maybe? 

Maybe if I saw a little bit of what happened here on the map without 

having to go to a separate screen for it … the main stuff about it I would 

like it to be here in a news ticker or something.” 

• “I kinda missed that the archives were back here, because it didn’t look 

like any other of the three buttons. I didn’t recognize it as a way to get 

there.” 

Scott Currie (Quality Control Inspector):  

• “The sketches you guys have there look good. The addition of the briefing 

history is a nice touch, as I didn't really have a strong sense of continuity 

for my actions. I think at one point the game had a politician call me 

schizophrenic.” 

• He felt the interface was intuitive, “Having the shelf of books on the main 

screen makes it very obvious at a glance what it is. I'm noticing on the 

brief page you guys have here, there is a section that lists my 

actions (presumably for that month or whatever) and I like that it give me 
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info about how far along projects are. While playing the current game I 

ran into times where, for example, I'd start a construction project about 

hospitals, a turn or two later I'd be blocked from starting one about 

education because my hospital one wasn't done yet. I had no idea that 

they were going to take a few turns to complete, and it would've been 

nice to be able to plan that better.” 

• “I definitely don't feel like there is information that I cannot find, if that 

makes sense. I don't think there is very much work to do to streamline 

the process between action and feedback, that's pretty much 

as economical as you're going to get. As for the map, I'm wondering why 

it's even in the game, outside of just providing visual variety. It's not like 

when the events happen in a particular city, I have an option to do 

something about it at the city level.” 

We also tested with Mitchell Trachtenberg, who interned at the Israeli 

Parliament in 2016. Here are some of his major points: 

• “I would obviously use the advice button here in the beginning. It feels 

like a start button. I’m not quite sure where to begin with this.” 

• “I don’t think it’s too clear that you can get to the map by clicking on it. I 

had a little trouble figuring that out. I think [it would be helpful] if you 

went straight to the globe, to the map fullscreen, and flip the map there.” 

• “If an event occurred, I would like to see exactly where it happened. I 

need to know exactly where it is. I can see a red marker on the map and 

the marker can describe in detail what happened on this highway, and in 

this place. It can have a menu there for you to respond, like if you click 

on the red icon and then it leads you to the report, and then the report 

would link you to your different options.” 

• [If I wanted to look up an event that previously happened,] I would go to 

the daily brief. Actually, if it’s history, I’m not sure. I’ll go to news. In the 

daily brief, I find something really exhausting about the data when there 

is a news section. I don’t mean it in a negative way. I just mean that it 
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covers everything. I noticed that there is an archive. I would like for that 

to be in the home menu.” 

Another user test, with Jessica Kim, a senior at Indiana University, resulted in 

the following dialogue: 

Team [G]enius:  

Where would you think you would see feedback from doing an action? 

Jessica Kim: 

“I’d assume it would be under advice” 

Team [G]enius: 

If what you were looking for was not under advice where would you look 

next? 

Jessica Kim: 

“I’d assume news, feedback on what you yourself, and everyone else has 

been doing.” 

Finally, we tested with three students, Danny Im, Mark Yoon, and Peter Won. 

The people interviewed were American born Koreans (Danny, Mark) and also a 

Korean native (Peter) who already had much experience with mobile games. 

However, they were not familiar with the cultural background of the game 

PeaceMaker. 

Pros: 

• Setting where user feels like he/she is sitting on a desk, feels more 

intuitive. 

• Scrolling feature of archives 

• Icons represent well of its functions. 



 

TEAM [G]ENIUS 8 

• Brief where users can see the summary of the current status 

Cons: 

• Not so sure whether switching many pages is necessary. Danny and Mark 

wanted to see the larger view of the map on the default page. 

• Since this is a diplomatic game where each move is important, they want 

to be well advised about what action causes which result instead of trying 

first and figuring out the outcome. 

• Thought that globe leads to the map, maybe the globe should lead to the 

map and have a button within the map that leads to the world map? 

Taking the reactions of the all the user testers under consideration, we met 

again and revised our prototype to a design better suited to intuitively meet the 

users’ needs while maintaining an entertaining and informative experience.  

Neither Jordan nor Jessica had played the original game before testing and 

they didn’t find the interface immediately intuitive as far as feedback was 

concerned (lacking any tutorial to get them started). In response to this test 

and also concerns expressed by Mitchell, we renamed icons on the main screen 

(the desk) to increase their usability. 

Scott had played the original game at great length by the time he took part in a 

user test with our paper prototype. He liked the interface, but thought the 

indicators for peace (0-100) should be visible in more places. We decided he 

was right and added them to several screens. We also took his advice about 

showing current progress on actions the user had taken and added those 

progress bars to our revised prototypes. 

 

We also took and modified the advice given by Danny, Mark, and Peter and 

changed the map-switching functionality to be a little more intuitive from within 

the maps themselves.  
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SKETCHES AND PROTOTYPES 

Our initial prototypes were sketches, post-its, sketches over printouts of the 

original game, and whiteboard sketches. We then made some simple Illustrator 

versions of sketches we had made. Eventually these turned into sketch-based 

Photoshop illustrations for use in our user tests, and the final versions were 

modified from the Photoshop originals.  

Below are some of our sketches, mockups, whiteboards, and prototypes: 

 
Before sketching, we utilized some of the lenses to find a focus 
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Brainstorming with printouts and post-its 
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The genesis of the desk idea 
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Elaboration upon the desk theme
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Working on the maps and brief 
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Iterations of brief ideas 
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The first mockup of our desk idea for use in user testing 

 
The monitor where the player sees news, maps, and takes action 
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The daily brief, where the player finds useful info about the game in progress 
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The global map, which helps the user understand the global impact of their actions 

Our revisions, based on user input: 

 

The revised desktop 
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The revised local map screen

 
The revised world map screen 
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The daily brief remained the same except for the removal of extra buttons 
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The archive screen remains unchanged 

 

 

Finally, we created an InVision version of the final prototype which can be 

found and interacted with at the following link: 

https://projects.invisionapp.com/share/6CA852PG2#/screens/216516791 

 

 

 

  

https://projects.invisionapp.com/share/6CA852PG2#/screens/216516791
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