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1-Abstract.

This report presents a comprehensive account of the design and development process for a UWTSD-themed mobile Murder Mystery Game interface, with a particular emphasis on usability, accessibility, and inclusive interaction design. The project aimed to create a user experience that is engaging, intuitive, and accessible to a wide range of players, regardless of their individual needs or abilities.
To achieve this, four detailed student personas were created to represent the target audience, capturing different user backgrounds, motivations, and accessibility requirements. These personas informed the initial design concepts and guided the creation of a series of low- and high-fidelity wireframe prototypes. The prototypes were then tested with real users in a series of usability sessions, where participants were asked to perform key gameplay tasks such as exploring clues, interacting with suspects, and piecing together evidence to solve the mystery.
The feedback gathered from these user tests was systematically analysed to identify areas for improvement in layout, navigation, and visual communication. Based on this analysis, several refinements were made to enhance clarity, responsiveness, and overall user satisfaction. The iterative nature of this process ensured that each design decision was grounded in user-centred evidence and best practices in inclusive design.
Drawing on contemporary research in universal accessibility, interaction design, and mobile usability[1], the study highlights how thoughtful interface design can promote equal participation and enjoyment among all players. The findings not only demonstrate the effectiveness of integrating accessibility principles into game interface design but also provide valuable insights for the future development of a fully functional, immersive, and visually engaging mobile murder mystery game for the UWTSD community and beyond.



2-Introduction.
This report outlines the redesign of a Murder Mystery game into a mobile application created for students at the University of Wales Trinity Saint David (UWTSD). The project aims to deliver an interactive, accessible, and immersive gaming experience that promotes collaboration, critical thinking, and engagement. By adapting the game for mobile platforms, the redesign seeks to make it more inclusive and aligned with the digital lifestyles of modern students[2],[3].
The design process was informed by four student personas, each representing distinct needs, preferences, and accessibility considerations. These personas guided both the visual and functional design decisions, ensuring the interface supports a diverse user group. Insights from the personas shaped an iterative design process, leading to the development and refinement of wireframe prototypes.
Usability testing and emotional engagement studies were then conducted with real users to evaluate the interface’s effectiveness. Feedback on navigation, clarity, and overall experience informed a series of improvements that enhanced usability and interaction flow.
The project drew upon principles of interaction design, accessibility, and user-centred development, while maintaining GDPR compliance to ensure user privacy and data security.
In summary, this report presents the research, design methods, and evaluation outcomes that led to the creation of an inclusive, intuitive, and engaging mobile interface, designed to offer UWTSD students a seamless and secure mystery-solving experience.

Overview of the Murder Mystery Game.

a- How to play the game.

The Murder Mystery Game is an engaging and interactive deduction-based experience designed for groups of two to eight players. At the start, participants prepare by assigning the role of Host or Game Master, who narrates the story, manages clues, and oversees the investigation. In the digital version, this role is handled automatically by the system, allowing players to focus on solving the mystery.
Once the game begins, the Host introduces the crime scene setting—often a grand mansion or a similar atmospheric location where a mysterious murder has taken place. Players are then presented with a range of suspects, possible weapons, and locations connected to the crime. One combination of suspect, weapon, and room is secretly chosen as the true solution to the mystery.
During gameplay, players take turns investigating, exploring rooms for clues, questioning suspects, and analysing evidence to develop their theories. Each move or action consumes a turn, so strategic thinking and careful planning are essential. When a player believes they have solved the case, they can make an accusation by naming the murderer, the weapon used, and the scene of the crime. A correct accusation wins the game, while an incorrect one allows the investigation to continue until the true culprit is revealed.
The game’s structure promotes logical reasoning, observation, and collaboration, blending suspense and strategy to create an enjoyable and intellectually stimulating experience[5],[6] for all participants.
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Figure 1
b- Selecting the Detective.
Before starting the game, the group should nominate one player to become the Detective — the lead investigator responsible for uncovering the truth behind the mystery. The Detective’s role involves gathering clues, questioning suspects, analysing evidence, and connecting details to solve the case. This player must listen closely to every statement, pay attention to subtle hints within each location, and record all relevant findings throughout the investigation.
Depending on the group’s preference, the Detective may work independently or collaborate with others, guiding the team toward solving the mystery. Choosing a player who enjoys critical thinking, logical reasoning, and problem-solving helps ensure that the experience remains immersive, challenging, and enjoyable for everyone involved.
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Figure 2
c-Communicating with the Detective.
Effective communication is essential for solving the mystery successfully. Throughout the game, players should share information, observations, and suspicions with the Detective to help piece together the evidence. Open discussion allows the group to connect clues that might otherwise be overlooked and to test different theories about the crime. Players are encouraged to speak clearly, listen actively, and respect each other’s ideas, ensuring that collaboration remains smooth and enjoyable. Whether the Detective is leading the conversation or gathering subtle hints from others, strong communication keeps the investigation focused and increases the team’s chances of uncovering the truth.
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Figure 3

d- Exploring the Crime Scene and Gathering Evidence
After selecting the Detective, the investigation officially begins. The Detective leads the team in examining the crime scene thoroughly, paying close attention to any details that could shed light on what really occurred. This may involve inspecting objects, searching for fingerprints, identifying footprints, or noticing anything unusual or out of place. Every piece of information has the potential to be significant, so players must observe carefully and think critically about how each clue might fit into the larger story. It’s important for the group to record their discoveries and share insights, as some evidence may directly point to the culprit, while other clues may serve as deliberate distractions. The ultimate objective is to collect enough reliable evidence to reconstruct the events and reveal the true murderer.
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Figure 4
e- Interpreting Clues and Advancing the Investigation.

Once the clues have been collected, the next phase of the game involves decoding and interpreting their meaning to move closer to uncovering the truth. Each clue may hide symbols, numbers, or cryptic messages that, when correctly understood, provide vital insight into the murderer, weapon, or location. Players must collaborate to analyse patterns, solve riddles, and piece together hidden connections that lead them to the next part of the mystery. These puzzles not only challenge logical thinking and teamwork but also enhance the suspense and immersion of the game. Successfully deciphering the clues allows the team to advance the investigation and draw nearer to revealing the true culprit behind the crime.
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Figure 5
f- Entering the Code and Proceeding to the Next Stage
After successfully decoding the clues, players must input the discovered code to unlock the next section of the game. This code serves as a gateway to new information, revealing additional evidence, suspect statements, or hidden locations that deepen the investigation. Once entered correctly, the game automatically advances to the next page or level, allowing players to continue their search for the truth. Accuracy is essential at this stage—an incorrect code may delay progress or require players to re-examine previous clues. By entering the correct code, the team demonstrates their deductive reasoning and teamwork, bringing them one step closer to solving the mystery.
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Figure 6
g- 🏆 Solving the Final Code and Concluding the 
When the final code is successfully deciphered, the mystery comes to an exciting conclusion. The player or team that cracks the code first is declared the winner and receives the agreed-upon reward, which could range from a small prize or privilege to the simple satisfaction of being recognized as the top detective. Solving the final code serves as the ultimate challenge, testing the group’s collaboration, logical reasoning, and attention to detail. Achieving this milestone provides a sense of accomplishment and marks a satisfying conclusion to a game filled with suspense, clever deduction, and investigative teamwork.
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Figure 7
h- 🔍 Mystery Solved — Case Closed.

With the final clue uncovered and the truth brought to light, the mystery is officially solved and the investigation concludes. The 
Detective carefully assembles all the evidence, links the critical details, and identifies the perpetrator, bringing the case to a satisfying resolution. As the tension dissipates, players can celebrate their teamwork, keen observation, and deductive reasoning. Successfully solving the mystery provides a rewarding sense of achievement and marks the thrilling end of the investigation, leaving participants eager and motivated for the next challenge.
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Figure 8

Test personas.
The following four personas were selected for the UWTSD Murder Mystery game. The needs and requirements of these personas informed the creation of wireframe layouts and guided the development of the final storyboard. Additionally, the MoSCoW prioritization technique was applied to the user experience requirements to ensure that the most critical features were addressed first, helping to shape a more effective and user-cantered game design


Test persona 1
Student B (The Visually Impaired Gamer)
· Age: 24
· Location: UWTSD Lampeter Campus
· Student: Level 5 Media and Design
· Background: Full-time student, partially sighted
· Technological comfort: High; familiar with accessibility tools such as screen readers and magnifiers
a) User and Experience Requirements
· Must have high-contrast visuals and scalable text
· Should include audio cues for navigation and clue discovery
· Compatible with screen readers and voice commands
b) Insights Gained to Support Design
Student B relies on assistive technology to interact with digital content. A visually impaired-friendly interface with clear audio instructions, minimal reliance on fine visual details, and flexible text scaling ensures accessibility while maintaining engagement.

Test persona 2.
Student C (The Casual Gamer)
· Age: 19
· Location: UWTSD Carmarthen Campus
· Student: Level 4 Business Management
· Background: First-year student, enjoys mobile games occasionally
· Technological comfort: Moderate; prefers simple, intuitive interfaces
a) User and Experience Requirements
· Game must be easy to pick up and visually appealing
· Should provide optional guidance for new players
· Encourages short, casual play sessions
b) Insights Gained to Support Design
Student C wants lightweight, visually engaging gameplay with minimal learning curve. Emphasis on intuitive navigation, clear prompts, and optional tutorials ensures they can enjoy the game without frustration.

Test Persona 3
Student D (The Neurodivergent Thinker)
· Age: 21
· Location: UWTSD Lampeter Campus
· Student: Level 6 Psychology
· Background: Full-time student, ADHD and mild anxiety
· Technological comfort: High; enjoys strategy and puzzle games
a) User and Experience Requirements
· Clear, structured interface with minimal distractions
· Step-by-step guidance or hints for complex tasks
· Ability to pause or save progress easily
b) Insights Gained to Support Design
Student D benefits from a calm, structured interface with clear guidance and predictable interactions. Providing optional hints and flexible pacing helps them remain engaged without feeling overwhelmed.




Test persona 4.
Student E (The Mature Learner with Low Digital Literacy)
· Age: 47
· Location: UWTSD Carmarthen Campus
· Student: Level 5 Education
· Background: Returning student, limited experience with mobile games
· Technological comfort: Low; uses mobile apps for basic tasks only
a) User and Experience Requirements
· Simple, step-by-step instructions
· Large buttons and minimal menu layers
· Must be forgiving of mistakes and easy to navigate
b) Insights Gained to Support Design
Student E needs a highly intuitive interface with clear instructions and minimal cognitive load. A guided, forgiving experience with large interactive elements ensures they can play confidently and enjoyably.

Information Gathered to Support All Four Personas and Designs.
To ensure that the UWTSD-themed mobile game addressed the needs of real users, a user-centred design approach was employed. A mixed-method research strategy combined questionnaires, structured interviews, and focus group sessions to collect authentic feedback. This process ensured that the personas reflected genuine user diversity, including variations in abilities, age, cultural backgrounds, and learning needs. Insights from these methods were mapped to the personas, informing design[3],[9] decisions and helping identify preferred features for the game.
Methodology Overview
Structured online questionnaires were distributed to UWTSD students aged 18 and above. These questionnaires included multiple-choice questions and rating scales to gather data on device usage patterns, including mobile phones, tablets, and PCs. Participants were also asked about their preferred gameplay styles and in-game interactions. Accessibility considerations, such as dyslexia, low vision, and neurodivergence, were explicitly included to ensure the design accommodated all players. Additionally, students’ views on UWTSD-themed humour and familiarity with the campus environment were captured to make the game relatable, engaging, and tailored to the student experience.
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Feedback on the Prototypes.
Feedback on the prototypes was collected through structured user testing sessions using wireframes and mobile device simulations. Participants were encouraged to think aloud while interacting with the interface and to provide written feedback on their experience. Overall, the responses were positive, with many users praising the clarity of the interface, intuitive navigation, and accessibility features. This feedback was instrumental in identifying areas for improvement and refining the design to better meet the needs of all users[4],[6].
Participants with neurodivergent conditions and visual impairments particularly valued the clean, student-friendly layout, describing it as engaging and easy to follow. Some participants suggested adding sound effects or animated elements in future versions to increase immersion and excitement.
To ensure broad representation, participants were recruited to reflect the four previously defined student personas: a neurodivergent student, a visually impaired gamer, a mature student with lower digital literacy, and a casual gaming student. This approach ensured that testing addressed a diverse range of accessibility and usability needs rather than focusing solely on digitally fluent users.
The testing environment adhered to ethical standards, with each participant provided a GDPR-compliant consent form and information sheet. Participants were introduced to the prototype through scenarios tailored to their backgrounds, promoting authentic interactions and meaningful feedback. By incorporating insights from this diverse group, the design was refined to support a wide spectrum of users, ensuring an inclusive and user-friendly experience.

Conclusion.
The development of the UWTSD-themed Murder Mystery game centred on designing a mobile interface that is inclusive, engaging, and accessible for all users. Insights drawn from four diverse student personas guided the creation of wireframes and storyboards, which were iteratively refined based on feedback from user testing. The use of the MoSCoW prioritization method ensured that the most critical features were implemented, enhancing both usability and overall player experience. By integrating best practices from interaction design and accessibility research, the interface effectively supports players in exploring clues, questioning suspects, and solving the mystery[2],[5],[8] in an intuitive and enjoyable way. This design process establishes a solid foundation for the continued development of a fully accessible, visually appealing, and immersive mobile murder mystery game for UWTSD students.
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Appendix.

Moscow category and requirements.
Must have -User research with four personas.
 Should have- wireframes showing basic functionality and user flow.
Could have -emotional response feedback via early prototype.
Won't have -final colour prototype or animated transitions.
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