Appendix

User Journey / Storyboard

3a. 14 Time User — Choose
Character Avatar /
subsequently, welcome
screen.

1. Welcome & registration screen, 2. REGISTRATION — Users must 3. LOGIN - User logs in. They will 4. Reception — START OF DAY — The 5. Office - The player navigates the
Login, Register or Exit (remove register an account if they do not choose their character for the 1% player is greeted and told to find the office. The game-clock has started.
About). Forgot Password. already have one to login. session, subsequent sessions loads Manager for their daily tasks.

the last known saved game.
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6. Managers Office - The player 8. Work Station — Login - The 8a. Wrong Work Station — The 9. Work Station - Desktop. The 10. Work Station — Test - At
talks to the Manager and decides Player has sat at a hot-desk in Player is in the wrong place, so Desktop shows modules that they the end of a madule, the
which department to work in. They When at a Hot a department. they can’t Togin’. can attempt and previous * rating Player Is presented with the
CAN switch during a day if they like. Desk, tap SPACE The current time is always They can return to the Manager  gcores. Modules are locked until the test, which may be in multiple
to sit down {we displayed in the top right {even to change department or go to Pprevious test Js passed". steps. They can save/exit part
don’t need to see during a test). the correct department {or A player needs: way through if they like.
the animation). wander around the office if they >80% for 3*
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11. Work Station — Module In Progress 13. Mentor - The Player goes to talk to 14. Navigate 15. Work Station — Login - Tf!e 16. Work Station — Moduie In Progress -
- The Player has saved the current their department mentor to get help Office Player has sat at a hot-desk in The Player clicks the RED module to
module and wants to talk to their with their current module. They will get a department. continue fnow they have clues/answers).

mentor about it. help with the test, but it costs time. SEE MODULES ELSEWHERE.
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;:—::;r;e reitp a‘:::et:smeﬂ to  thenexttestis unlocked. The Player perform care loop actions workers for career path and misc.
the Desktop screen. hits BACK. until the end of the day. flavor text.
NOTE - If the Player
was part way through
a module and the
k clock hits <5pm>, DAY 2
then they are allowed

to continue the test,
but if they save & exit
the module session,

23. Core Loop — END OF DAY —

25. Managers Office - The Player

26. Reception — The Player cannot

i 24. Navigate Office it -
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advice and say goodbye.

Figure 1: Storyboard of the proposed game.



MANAGER
OFFICE |

“Welcome to Tech-co, I'm sure you'll fit in just fine around here...
And if you don’t, well, you’ll be fired!
Ha ha... Only joking. You’ll get used to my sense of humour. Now let me show you around...”

Figure 2: The office environment.
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Core Loop
“What you do” (Not, how you do it).

End Week — Continue ->

GET A GOOD INTERNSHIP
REPORT _

Learn / Choose the

Development Paths Global

Clock Mechanics

<30>min  OUt of player
per day control

Reward:
Tests can be

scored &
contribute to the
overall grade.

alk to Mentor for

help on tasks and .
co-workers for career 2. Navigate the Office
path text

Figure 3: Core engagement loop.

Figure 4: Interactive coding screen.



