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JOINING IDEAS

Creative processes are not easy, and they are even

more difficult when the creation is collective but

people cannot meet. Work@ble team had the

challenge of designing together the game concept,

the puzzles, the outlook of it....but for months

was not possible to get together. 

The partners thought alone on possible ideas

for our game, called eachother or sent emails

to comunicate the rest the new ideas, but we

all felt that we needed an enriching discussion

face to face. 

Finally last October we could join in Tallin

and in some hores our game concept was there,

just by joining our ideas.

In the present newsletter we want to share with

you the creative process of our game. 

By María Carracedo, INTRAS Foundation (Spain)
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Personas & Scenarios



CREATIVE PROCESS
By María Carracedo
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The task was not easy.

Last spring we started by

identifying those skills that

needed to be assessed by

the game, those trained in

the job coaching processes.

Then with the key skills

identified, we passed the

summer thinking and figuring

out different ways to assess

those skills, imagining

possible puzzles for the

game.
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The creat ion of  the game idea has been a colaborat ive process.
We want to create a game to test  and train the job ski l ls  of  people wi th
dissabi l i t ies,  that  is  to say,  something useful  for  our job coaches; but  and at
the same t ime we also want make a joyful ,  mot ivat ing,  appeal ing. . .game.

Final ly at  the end of  October 2021, we could get together in Tal l in.  The
br i l l iant  ideas, the l is tening to eachother,  the exchange of  thoughts,  the
good communicat ion,  the shared object ives. . .made the game concept born.
The puzzles were selected and sorted in a logical  sequence, the ideas f lew
among us easi ly,  growing and gett ing concrete l i t t le by l i t t le,  stroke by
stroke, each one of  us added something to def in ing the concept and at  the
end of  the meet ing we could get in mind a c lear idea of  what our game wi l l
be.

Everything thanks to a great team work!

At the same time, Social IT guided us to identify the personas and scenarios behind 
our game ideas and to make it relevant to our aims and targets. 



PERSONAS 
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SCENARIOS 
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The Work@ble plat form wi l l  be developed fol lowing the phi losophy of  User
Centered Design (UCD). The UCD phi losophy involves f inal  users dur ing

each step of  the plat form analysis,  so,  the f i rst  requirement that  r ises up is
to def ine the target users of  the plat form and their  needs.



The def in i t ion of  personas and scenar ios is a user exper ience(UX)

technique adopted to def ine the target of  users that  wi l l  use the plat form.
This al lows developers and designers to center the analysis on user needs,

strengths,  d i f f icul t ies and more, in order to help them into the design and
the creat ion of  a structure that  better f i ts  the users’  requirements.  The

resul t  of  personas is a set  of  f ic t ional  characters that  represents di f ferent
types of  users which wi l l  use the service analyzed.  For each persona

should be speci f ied some informat ion considered important in the plat form
context  i .e.  personal  detai ls (  age, some relevant demographic informat ion

etc.  ) ,  l i fe context ,  abi l i t ies and ski l ls ,  l ikes and dis l ikes,  needs and
expectat ions focused on the plat form scenar io and so on. 

 
The scenar io,  on the other hand, is a detai led reconstruct ion of  a s i tuat ion

of use, descr ib ing how and why the persona would use the product to
complete a speci f ic  task in a speci f ic  context .  The main aim of  the scenar io
is to picture how, when and why personas would interact  wi th the plat form

in real  l i fe s i tuat ions.  



Dur ing the requirement el ic i tat ion of  the Work@ble project ,  personas and
scenar ios were created by al l  the partners.  The template used has been
modeled for the Work@able context ,  t ry ing to guide the creat ion of  the

personas and scenar ios on  speci f ic  Work@ble requirements.  This has been
done by emphasiz ing some personal  aspects considered important in job

search, such as technical  abi l i t ies,  sof t  ski l ls  and working interests.



Then we moved the requirements el ic i tat ion on the game creat ion,  asking to
partners some ideas about escape rooms puzzles,  and how the puzzles

selected would involve users’  abi l i t ies.  The fol lowing informat ion has been
gathered through a quest ionnaire.   

By Davide Lisoni (Social IT)
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PERSONAS AND SCENARIOS RESULTS

The analysis of  the resul ts was made by grouping al l  the personas and
scenar ios gathered from al l  the partners and merging the main
informat ion in order to create a s ingle target user.

The resul t ing user is a person between 18 and 45 years of  age with
minor mental  d isabi l i t ies related to social  interact ion and low-sel f -
esteem problems. The person is dissat isf ied wi th his/her current work
si tuat ion but his/her problems deter him/her f rom searching for a new
job. The awareness of  their  problems cause in the person states of
anxiety,  which are also manifested dur ing job interviews. The person
also struggles to have a cr i t ical  opinion towards himsel f ,  fa i l ing to
out l ine his strengths and weaknesses. This also prevents him/her f rom
understanding what he would l ike or what he would not l ike to do.

The person also has di f f icul ty in f inding new opportuni t ies,  due to lack
of knowledge of  job search plat forms

The person has a digi ta l  knowledge of  medium-low level ,  wi th higher
knowledge on mobi le device usage than computer usage.

QUESTIONNAIRE RESULTS 



The quest ionnaire was focused on the col lect ion of  puzzle
requirements.  Partners were expl ic i t ly  asked to adapt answers
based on the persona and the scenar io they created. This helped
them to col lect  puzzles ideas keeping design user centered.

The f i rst  sect ion of  the quest ionnaire was about the def in i t ion of
most important users ski l ls  to be successful  in a job search, and
some puzzle ideas in order to test / t ra in them.
Here the l is t  of  the most ment ioned ski l ls ,  sorted by number of
ment ions:
● Reading comprehension;
● Problem solv ing;
● Mot ivat ion/  Tolerance to f rustrat ion in task achievement;
● Logical  th inking;
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A successful  escape room should immerse players in every aspect of
the exper ience.  Second part  of  the quest ionnaire covered this topic,  by

asking partners some ideas in order to at t ract ,  entertain and retain 



the player.   According to al l  partners,  the story plot  that  accompanies
the escape room is the feature that  plays the most important role in

terms of  the player 's immersion. In part icular the scenar io   shouldn' t  be
too chi ld ish and the history must contain some real  l i fe problems

emulat ion.  Furthermore the possibi l i ty  of  customizing the character was
considered very important.



Last  sect ion of  the quest ionnaire was about some game sett ings such
as game t ime and di f f icul ty levels.   The resul ts showed that the total
playing t ime should not exceed 30 minutes,  having a maximum of 5

minutes per puzzle.  I t  was also requested the possibi l i ty  of
di f ferent iat ing the puzzles through di f ferent di f f icul ty levels based also

on the character ist ics of  the user

WORK@BLE PROJECT 

Semestral newsletter

D E C E M B E R  2 0 2 1 ,  I S S U E  N O .  2



DECEMBER 2021 ,  

Issue No.  2

www.workable-project.eu


