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Artifact: Journey Map for AFROTC

Key Experiences Join ROTC detachment Learn about road to commisioning Learn about ACE and wargames Be taught the software for Wargaming

Parents pushed Arrived at lowa Setup dorm room Attend Air Force Be taught the
Actions them to look into State and navigated class and get info info at
What does the user applying and so new on what this Leadership
do? they applied environments looks like Laboratory

Aot Contes

Use the software

Touchpoints

What part of the Air Force Comms with Air Force Wargame
product/service instruction supervisors objectives and software
the user curriculum

interacts with?

feid Cootes

Thoughts
What is the user
thinking?

New friends Places to explore Working through New schedule
info overload and being away
from family

Pain points

New information Confusing

What problems i
does the user Oxeroa instructions

encounter?

Opportunities

How can we Give lots of lowa State info
improve the resources for for new students
user's what todo in

experience? unfamiliar places

Breakdown of Air Manual to help use
Force langauge software

to simple

explainations




Artifact: Pros and Cons for market alternatives
Our current solution vs. researched alternatives

Pros { Cons
What are the advantages? What are the disadvantages?

—

Warhammer does Warhammer is
War hammer is very popular and War hammer is a not actually teach expensive to play
has a huge community to help huge company the ACE strategy
WARHAMMER learn how to use it and the very with multiple
niche aspects of the game content updates
occurring every
year.

WARHAMMER 40,000

Total War does Total War does
not actually teach not offer an
Total War games are relatively Total War games the ACE strategy environment to
affordable and are optimized to have multiple learn in a
run on a wide variety of factions and take modern- day
computing hardware. place over a huge ik setting.
time range as
opposed to one
decade.

Kingfish ACE is a Kingfish ACE is a
complex game board game that
that takes a long has a cost to
Kingfish ACE is an established KF ACE has the time to learn acquire all of the
game that has already all of the full support of the pieces, and is
rules implemented and would be DoD and mimics e also less
easier to teach from the reality very accessible as a
perspective of instructors who closely leading to result of having to
already have experience with the being complex acquire physical
but accurate game pieces

TOTAL WAR




Artifact: Design Visuals (MVC / Layered Design)
Presentation Map/Game Login Game Select
& Views Screen Screen Screen
Game Loo Coordinate Inject Card Game Account
P Calculation Flag Setting Retrieval Verification
Game Account
Controller Controller
Account Game Join Code
Database Database Database

Business &
Controller

Persistence
& Controller

Database &

Model




Make account

: Are there \
Load games list Ves games?
No
No
No
Load game? New game?
No
Yes Yes
Load single game Tutorial game Join game




y (Use Case Pt 2)

Load single game Tutorial game Join game

Create game

Load updated state
after backend math

Submit move

Y

Enter Game Loop

Yes

Load submitted move |
not old board state

Refresh Game over?




Human Aspects

Consider the information overload and confusion
experienced by users in war games.

We can Improve user experience by making a set of
instructions and simple buttons for navigating the
player’s assets and controls.

Breaking down the Air Force acronyms would
enhance the solution's usability.




Economic Factors

e (ost savings compared to board games like
Warhammer and Kingfish ACE; no need for purchase of
physical game pieces.

e [Drawback: future updates must be made by an
engineer. This is justifiable because the the nature of
the software must be complex in order for the game to
benefit its users.

e Smaller costs associated with maintenance of the
physical hardware that holds the database in future
years; plan is to host the backend system on a
Raspberry Pi as opposed to a VM



Technical Justifications

Using layered design and frontend/backend uses skills
taught in previous classes. We have expanded by adding
security ideas taught in our design classes and by taking a
physical experience and turning it digital which uses the
skills taught by completing assignments and projects after
finding our own constraints.
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