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[bookmark: _Toc212773393]Abstract
[bookmark: _Hlk212772970]This study examines how Human-Computer Interaction (HCI) principles were incorporated into the design and development of the UWTSD Cluedo mobile game, with a focus on user engagement, usability, and accessibility. The project uses user-centred design techniques, such as focus groups and surveys, to create four comprehensive personas that represent a variety of university community members, guided by the usability theories of Don Norman and Nielsen. The MoSCoW framework was used to prioritise user experience (UX) requirements based on research findings, with a focus on inclusive features, responsive performance, and straightforward navigation. The wireframe storyboard prototypes that follow convert these specifications into workable design solutions that improve social interaction. Strong engagement, accessibility, and usability were confirmed by evaluation through user testing, which also revealed areas for improvement in interface intuitiveness and visual appeal. Overall, the paper shows how inclusive, entertaining, and effective gaming experiences are supported by HCI-driven design.

[bookmark: _Toc210127865][bookmark: _Toc212506779][bookmark: _Toc212773394]Introduction 
This study explores the use of Human–Computer Interaction (HCI) principles in game design with an emphasis on the creation of the UWTSD Cluedo mobile prototype, The project incorporates discoverability, understandability, and usability—three design principles developed by Don Norman—to improve user interface (UI) and user experience (UX) design. Four sample personas from the University of Wales Trinity Saint David (UWTSD) community were informed by data gathered via focus groups and questionnaires using user-centred design (UCD) techniques. By capturing a range of user attributes, including as abilities, motivations, and gaming experiences, these personas guarantee accessibility and inclusivity.
The study evaluates and improves interface design using well-known usability frameworks, such as Nielsen's heuristics and Schneiderman’s Eight Golden Rules [11]. To increase learnability and engagement, emphasis is made on responsiveness, clarity, and feedback-driven interaction. The resulting wireframe storyboards show how user insights and theoretical concepts guide the creation of a user-friendly, inclusive, and productive game interface.




Game designers and developers are incorporating Human Computer Interaction (HCI) approaches into their development processes, particularly for UI and UX, to create adaptable products and support profitable games [1]. Don Norman's theory outlines three key components of excellent design: discoverability (understanding how something functions), understandability (comprehending why it functions that way), and usability (using it successfully and efficiently) [2].

A. [bookmark: _Toc210127866][bookmark: _Toc212506780][bookmark: _Toc212773395]Four detailed personas & associated scenarios 
2. User Personas and Experience Requirements 
2.1 overview
To make sure the design is appealing to a wide range of users, user personas aid in identifying the demands of various players. To represent distinct users in the UWTSD community, four personas were created, each of which reflected a different age, skill level, and motivation.
Personas: 
Participant 1: Female Z (undergraduate student, 19) 
Background: computer science student based in Swansea who spends her free time playing mobile games.
Motivation: Enjoys playing games with friends and unwinding.
Challenges: Spends little time studying; likes quick, easy games.
Scenario: she plays the game throughout her lunch breaks with the goal of finishing the case before class.
UX Requirements: Clear icons, quick load times, and easy navigation.

Participant 2: Male T (Lecturer’s Assistant 21)
Background: Education lecturer’s Assistant; occasionally engages in gaming.

Motivation: Enjoys solving puzzles and laughing at jokes around campus.

Challenges: Little gaming experience; requires precise directions.

Scenario: Enjoys playing scholarly jokes with coworkers during breaks.

UX Requirements: Legible fonts, clear instructions, and less clutter.

Participant 3: Male S (Student with mild visual 20)
Background: Business Studies student enrolled part-time; utilises a cell phone with larger text settings.

Motivation: Prefers cooperative video games that promote team dynamics.

Problems: Severe visual impairment.

Situation: Plays with family at home and values inclusive design.

UX Requirements: Clear aural feedback, a text expansion option, and high contrast. 

Participant 4: Male K (Admin assistant 21) 
Background: Likes to play casual games and works in the university's registrar office.

Motivation: Enjoys healthy rivalry with coworkers.

Problems: Sometimes gets sidetracked during breaks from work.

Scenario: Tracks scores over time while playing brief sessions in between activities.

UX requirements include a straightforward primary menu, a clear layout, and fast save/resume.

User Experience survey summary: 
The survey indicates strong interest in a mobile Cluedo app, with 57.14% of respondents familiar with the game. Key features desired include logic puzzles (35.71%), multiplayer interactions (57.14%), and a preference for a gloomy graphic design (64.29%). A majority (78.57%) values problem-solving challenges, suggesting the app should focus on engagement. 64.29% of respondents would recommend the app with a good user experience, highlighting the potential for word-of-mouth promotion. The findings emphasize the need for a Cluedo mobile game that focuses on engaging gameplay, social interaction, immersive design, and user-friendly navigation to fulfil player expectations.

Information gathered to support the design of my personas: 

 Data Collection and Research Techniques

A mixed-method approach was used to make sure the personas represented real user needs:

Online Questionnaire

A QR code link sent via WhatsApp was used to disseminate a structured questionnaire.
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Fig 01: QR code of the User requirements experience 
key Findings: 
· 57.14% are familiar with the idea of the Cluedo game. 
· 71.43% of players mostly use mobile devices. 
· A dark, enigmatic visual motif was favoured by 64.29% of respondents. 
· 78.57% of respondents valued mental challenges and logic-based problem solutions. 
· 57.14% of respondents wanted both real and AI multiplayer options. 
· 42.86% desired a diversity of characters, settings, and weapons.
· Key UX priorities, including accessibility, smartphone compatibility, mystery-driven gameplay, and multiplayer engagement, were informed by these insights.

Discussions of the methods used and results of any focus groups, interviews, or questionnaires you used to elicit this information.

Meetings of focus groups

To talk about ideas and expectations for the Cluedo game, a Microsoft Teams group was established. Meeting screenshots were stored as proof. Participants talked about their preferences for in-game help, humour, accessibility, and gameplay pace.
The focus group emphasised the necessity of: 

· Easy, comprehensive onboarding for inexperienced users.
· Visual and aural signals to promote accessibility.
· Short play cycles that are appropriate for work or study breaks. 
· Features for social interaction, such as multiplayer and score-sharing.

I created the team group to discuss with the participants as can be seen down: 
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One of the Participant created group to discuss Cluedo game I attach screenshot:
[image: A screenshot of a chat
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Another Participant created group to discuss Cluedo game Usability.
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Prioritising requirements and synthesising data

A combined User Experience Requirement List was created from the survey and focus talks, and it was prioritised using the MoSCoW technique (Must have, should have, could have, Won't have).

Appendix A has an overview of the MosCow priority.

		[bookmark: _Hlk212762342]MoSCoW Category
	Example Requirements

	Must Have
	Clear navigation, fast load and save times, and a sharp contrast interface 
Logic-based puzzles, accessible font resizing, and multiplayer mode

	Should Have
	Clear navigation, fast load and save times, and a sharp contrast interface logic-based puzzles, accessible font resizing, and multiplayer mode

	Could Have
	       Humorous campus Easter eggs, progress leaderboard

	Won’t Have (for now)
	                  Full 3D environment or VR support







[bookmark: _Toc212773396]Usability Issues to be Addressed. 
4. Designing for Usability
I designed the UWTSD Cluedo computer game with a focus on usability to ensure that all users, from administrative staff to undergraduate students, can effectively interact with the interface and enjoy a seamless experience. The design follows recognized usability standards, emphasizing learnability, efficiency, clarity, accessibility, and feedback. It adheres to Nielsen's five key characteristics of usability: learnability, efficiency, memorability, mistakes, and satisfaction.

Inclusive Design and Accessibility

Accessibility is a significant usability issue identified in persona research. A participant with moderate visual impairment underscores the importance of scaled writing, high-contrast images, and auditory feedback. Studies by Schneiderman et al. (2016) [4] and W3C (2018) [15] advocate for inclusive design through flexible interfaces and multimodal feedback. Consequently, the prototype incorporates audio cues for visual elements, strong colour contrast, and adjustable font sizes, while ensuring compatibility with various devices and interaction methods, including mouse and touchscreen.
Navigation and Clarity

Both participants highlighted the importance of simple navigation and clear directions. Referencing Norman's affordance and signifier concepts, each interactive element in the storyboard, like buttons and icons, effectively expresses its purpose. Mayer's cognitive [19] theory of multimedia learning supports that clear icons with tooltips reduce cognitive load. Features such as a distinct "home" button, breadcrumb navigation, and quick access menus improve wayfinding and minimize user frustration.

Simplicity and Cognitive Load

The interface needs to reduce mental strain because players might interact during brief pauses. This is consistent with the minimalist and aesthetic design heuristic (Nielsen, 1994). As a result, the storyboard avoids clutter by restricting graphic components to crucial parts like player cards, clues, and map sections. Tuch et al. (2012) [18] claim that visually straightforward interfaces enhance performance and aesthetic appeal, particularly for inexperienced users like Participant 2.
4.Error Prevention and Feedback

Timely and insightful feedback enhances learning flow and engagement. Systems must notify users of their actions, as stated by Dix et al. (2004) [17]. The UWTSD Cluedo prototype features instant progress indicators, including pop-ups and auditory alerts. It applies Nielsen's (1994) error prevention heuristic by implementing techniques like confirmation pop-ups before quitting or rejecting clues.
Social Interaction and Engagement

Strong user interest in social play and score sharing was demonstrated by the questionnaire results. McGonigal (2011) [20] asserts that gamification features like progress monitoring and leaderboards improve motivation. To accommodate players who enjoy competitive play, such as the admin assistant (Participant 4), the storyboard incorporates multiplayer choices, quick-score monitoring, and shareable achievements.
Usability on Mobile Devices 

Performance optimisation and responsive design are essential because 71.43% of respondents use mobile devices. According to Marcotte (2010), [16] adaptive layouts and flexible grids guarantee that the interface works well on tablets and smartphones. Undergraduate students and other users with restricted gaming time will find the experience more pleasurable thanks to quick load times and simplified touch movements.
Accessibility, simplicity, responsive interaction, and feedback-driven engagement are the main goals of the usability design. Using universal design principles backed by usability research, every storyboard screen—onboarding, gameplay, and results—addresses user variety. This guarantees that the university community will have an inclusive, inspiring, and user-friendly experience with the UWTSD Cluedo prototype.

4.1 Examining Usability Principles
 Nielsen defines usability as a crucial aspect of interface design that influences user adoption. Key elements include learnability, which gauges the ease of executing basic tasks on initial use, and the overall user-friendly design that helps users understand the application’s purpose and information [3].

[image: A diagram of a company's company
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Fig 02: Usability Nielsen Model [3].
The program facilitates straightforward access to relevant information and features an easily recognizable navigation system, allowing users to navigate the application effectively [3]. 
4.2 Issues found with Usability: 
4.3 Literature Support
Most users found the software to offer flexibility and efficiency (68%) and noted its compatibility with standards (93%). The software also recognizes options and actions (71%) and provides documentation (61%) and assistance (71%) [4].

[image: A table with numbers and text
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Fig 03: Results of Nielsen's heuristics survey [4].

[5] Early user experience insights are essential for practitioners and developers, as addressing issues after completion can be expensive. Prototyping is critical in interactive product development, helping to uncover usability problems.

[image: A white background with black text
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Fig 04: assessment analysis of storyboard prototype [5].
Buchenau and Suri (2022) present "Experience Prototyping," a method that uses prototypes to gain insights into user experiences [5]. Law and Abrahão claim that because usability evaluation techniques and user experience evaluation techniques are so closely related, the former has evolved into the latter [6]. 

[image: A diagram of a product
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Fig 05: The Anticipated experience Evaluation analytical framework [7]
According to Norman, discoverability and feedback are crucial elements of successful design, and both were prioritised using animation cues and thoughtful button placement. [8]. The decision to involve real participants early in the process is influenced by Rogers, Sharp, and Preece's emphasis on user-centred design [9]
[bookmark: _Toc212773397][bookmark: _Toc212506782]. Initial Wireframe Storyboards 

The first greyscale wireframe storyboards for the UWTSD Cluedo Game are shown in this section after usability priorities and user requirements have been assessed. The theoretical usability principles and user research findings are translated into a visual and interactive framework in these early interface designs. The game's primary features, such as onboarding, investigation setup, gameplay interaction, and results feedback, are depicted in the wireframes. They guarantee that accessibility, clarity, and engagement stay at the centre of the design process as can be seen down while laying the groundwork for future development into a full-colour prototype.
See Appendix A for the complete wireframe set.
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[bookmark: _Hlk212804178]Fig 06: Prototype UWTSD Cluedo 


I created to highlight the main interactive elements and usability flow of the suggested mobile application of the UWTSD Cluedo Game's early wireframe storyboards. To emphasise organisation, structure, and user interaction over aesthetics, each screen was purposefully designed in greyscale. From starting the game to cracking the riddle and seeing scores, the wireframes show how users go through the many phases of the investigation. Throughout the design process, interaction design theories including Nielsen's usability heuristics (1994) and Norman's affordance and feedback principles (2013) were used to promote accessibility, effectiveness, and enjoyment.
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Fig 07: Prototype UWTSD Cluedo 
Main Menu & Navigation

The four key features of the game—Start Investigation, Scoreboard, Settings, and Accessibility Options—all have straightforward entry points on the Home Screen. Because visitors are presented with a familiar vertical button layout that ensures quick recognition, this is consistent with Schneiderman’s (2016) notion of consistency and predictability. To facilitate easy navigation back to the main menu and satisfy Nielsen's heuristic of user control and freedom, a home symbol is consistently positioned at the bottom of all screens.
Users are engaged by the headline "UWTSD Cluedo – Solve the Vice Chancellor’s Mystery!" which immediately sets the story background. The interface meets usability standards (Nielsen, 1994) by allowing users to quickly understand the application's objective.

Settings and Accessibility:

Users can customise gameplay to suit their tastes using the Settings panel. Difficulty levels, hints, and notifications are among the options that demonstrate adaptability and usability. To guarantee inclusivity for players with a range of needs, accessibility was given top priority.
The Accessibility Options panel provides font size adjustments, contrast options, and feedback controls to enhance usability, especially for users with visual impairments, such as Participant 3. The settings are designed with large buttons and clear labels to meet W3C accessibility standards. A keyboard navigation toggle is also included for users who prefer non-touch input, improving overall usability by allowing customization based on individual needs, as highlighted by Schneiderman et al. (2016).
Investigation Setting
Collaborative play and user customization are featured in the Investigation Setup storyboard, allowing players to select a campus location and a character. Focus group feedback highlighted the importance of social play, leading to the inclusion of solo, cooperative, and competitive game modes. Additionally, this page shows system status visibility (Nielsen, 1994); the "Select Campus Location" and "Game Mode" sections clearly direct users through setup, and the current options are indicated. This guarantees that even inexperienced gamers, like the lecturer's assistant avatar, may set up their game without difficulty.
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Fig 08: Prototype
Interface for Gaming

The gameplay elements include the Map and Investigation screens, allowing players to navigate university locations like the library, cafeteria, and gala event. Following Tuch et al. (2012), the design features large, clearly labelled buttons to minimize cognitive strain and improve usability and aesthetics.
Players have access to the Suspects, Locations, and Weapons panels on the Investigation screen, aiding in the recall of game mechanics through a consistent layout that Favors recognition. The "Make Accusation" button at the screen's bottom signifies an actionable step with clear affordance.

Game Development and Consequences

Real-time feedback on investigation performance is implemented in the Game Progress & Consequences storyboard, allowing users to easily assess their progress through clear data presentation, including "Cases Solved," "Time Spent," and "Current Rank." Dix et al. (2004) assert that well-structured feedback promotes continued engagement and enhances users' sense of mastery. 
Error messages and warnings that gently correct users, such as "Wrong accusation – Lose 1 clue card!", align with Norman's (2013) principles of feedback and error prevention. Additionally, the implementation of gamified elements like progress bars and badges, including Detective Apprentice, supports McGonigal's (2011) findings that these components enhance motivation and user retention.
Reward and Scoreboard

Positive feedback, such as "Excellent deduction, Detective!" and earned experience points (XP), enhances user satisfaction and engagement on the Reward & Progress Notification screen. Users benefit from flexible navigation that permits returning to the investigation, scorecard, or main menu.
The Scoreboard Screen facilitates teamwork and competitive play by combining results for all participants (Participants 01–04). One important user need noted in personalities is the ability for users to pause during brief study or work breaks, which is ensured via a "Save/Resume Game" feature. The option to "Share Score" promotes social interaction and strengthens the idea of the campus community.

Flow of Interaction

Together, the wireframes create the following logical, circular navigation flow: Home → Settings / Accessibility → Investigation Setup → Map → Investigation → Consequences → Rewards → Scoreboard → play again/resume. 

This flow ensures consistency, reversibility, and low user memory burden by adhering to Schneiderman’s (2016) Eight Golden Rules [11]. 

Reflection:
User research is transformed into a useful, inclusive design framework during the wireframe storyboard stage. It exhibits consistent interaction logic based on usability theory, visual hierarchy, and easy navigation. Accessibility, responsive performance, and engagement for various personas within the UWTSD community are given top priority in the design. The following assignment level, creating a fully coloured, interactive visual design, is built upon these greyscale prototypes.
[10] Interface design has evolved with technology, prioritizing efficiency in developing programs, applications, and websites. The user interface (UI) plays a vital role in facilitating interaction between users and applications, embodying the application's utility and credibility.
.

[image: ]
Figure 09: Model of the Human-Centred Design Process [10].
An effective UI engages users by providing essential information and includes components such as displays, keyboards, and screens. To design a successful UI, it is crucial to understand user needs, interactions, and motivations, as usability and friendliness are prioritized over aesthetics and task efficiency [10]. 

Schneiderman's eight golden rules of heuristics—consistency, shortcuts for frequent users, insightful feedback, dialogues for closure, straightforward error handling, action reversal, internal locus of control, and reduced short-term memory load—significantly enhance usability objectives. [11] 
Th UI system is based on the Human-Computer Interface (HCI) concept, applying Schneiderman's eight golden rules, which focus on consistency, helpful feedback, shortcuts, focused communication, error prevention, action returns, user control, and minimizing short-term memory load [12].
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Fig 10: Variable names and questionnaire outcomes

A user-friendly UI is defined as being "pleasant to use," indicating that the system includes features that simplify usage, like those found in application programs [12]. Storyboards in movie and video game production enhance understanding of environments, lighting, and camera motions, surpassing 2D techniques with advancements in 3D storytelling and XR technology [13].
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Fig 11: A narrative that illustrates how to use a digital touchpad to inspect a cabin [14].

[bookmark: _Toc212773398][bookmark: _Toc212506783]. Feedback Collection Process on Storyboard Design 
An online survey was used to get structured input on the usability and user experience of the first UWTSD Cluedo Game wireframes. The questionnaire was disseminated via QR codes on digital posters and shared via university channels. After reviewing the storyboard designs, each participant used their mobile device to access the feedback form and submitted written and rating-scale answers. Each respondent signed a consent form prior to participation, attesting to their voluntary engagement and the confidentiality of their data. As supporting documentation, the appendix contains copies of the QR codes and in report I have attached few signed consent forms also the participant sample included four predetermined personas: an undergraduate student gamer, a lecturer's assistant, a visually impaired student, and an administrative staff member. This selection aimed to promote inclusivity by providing a variety of ages, roles, abilities, and gaming experience levels in the comments collected.

Positive comments emphasised the game's approachable controls, simple navigation, and clean layout. The logical screen flow was applauded by participants, who also valued the choices for multiplayer games, font size adjustments, and difficulty levels. Requests for more thorough instruction, faster screen transitions, and richer visual contrast were among the negative comments. Stronger audio cues and a larger text toggle choice were recommended by the visually challenged participant.

Users found the topic amusing and captivating on an emotional level, especially the "Vice-Chancellor mystery" plot. Overall usability answers were in line with expectations, demonstrating the wireframe structure's efficacy. Future upgrades will include adding a quick interactive tutorial to help inexperienced players, improving auditory feedback for accessibility, and incorporating visual icons for quicker recognition.

I have attached consent form signed by participant 01 T.

[bookmark: _Hlk212764310]
I have attached consent form signed by participant 03 S.



Another participant consent form signed as can be seen down: k.
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Fig 12:  QR code feedback survey
User feedback on my prototype via survey response summary: 
[bookmark: _Hlk212681280]The survey results reveal key insights into user experiences and preferences for the game prototype. Notably, 75% of respondents have prior experience with similar mystery board games, potentially enhancing their engagement. The main menu layout, however, received mixed reviews, with only 62.5% finding it intuitive, highlighting a need for user interface improvements. In contrast, 75% expressed satisfaction with the settings and accessibility options, indicating a solid commitment to inclusivity. 87.5% of respondents found the investigation setup options clear, indicating effective communication of essential information. Additionally, 75% perceived navigation between sections as easy, suggesting a well-structured game flow. The findings indicate that 87.5% of respondents found the display of progress and consequences clear, alongside effective reward notifications, suggesting strong player motivation and information flow. The scoreboard's communication of player performance also garnered 87.5% approval, essential for fostering competition. However, opinions on the game's visual appeal were mixed, with only 25% rating it very appealing and another 25% remaining neutral, highlighting potential areas for design improvement. Seventy-five percent of respondents showed enthusiasm for a full version of the game based on its current design, indicating a solid foundation for further development.
In summary, the survey indicates strengths in the game's design but also points out the need for improvements in user interface intuitiveness and visual appeal, which are crucial for enhancing user experience and ensuring a successful game launch.

[bookmark: _Toc212773399]Conclusion
The UWTSD Cluedo game prototype effectively combines user-centred design and Human–Computer Interaction (HCI) concepts to produce an inclusive, entertaining, and accessible gaming experience. The design, which is based on the usability theories of Norman and Nielsen, prioritises simplicity, feedback, and clarity while attending to a variety of user needs as determined by focus groups and surveys. Strong user interest and happiness are confirmed by the results, especially about social engagement, logic-based gaming, and accessibility. A user-friendly, entertaining, and flexible mobile gaming experience will be ensured by additional enhancements to the final product's visual appeal and interface intuitiveness.
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Appendix:

1. User requirement survey of user experience for the Mobile App "Cluedo Game Board" 

I have used the following questionnaires in the QR code: 

 Usability Engineering Mobile App Development for the UWTSD Cluedo Game Board

Purpose: to gather user input and specifications to enhance the Cluedo mobile game's appearance, usability, and entertainment value.

Date: 29/10/2025 

[bookmark: _Hlk212573284]Section A: Overview

Have you ever played the classic board game Cluedo?
☐ Yes.
☐ No

How frequently do you play games on your phone or tablet?
☐ Every day 
☐ every week 
☐ occasionally 
☐ Rarely

Which gadgets do you primarily use for gaming?
☐ Mobile? 
☐ Tablet
☐ Laptop/PC 
☐ Console

Which age range do you belong to?

 ☐ 18–24 
☐ 25–34 
[bookmark: _Hlk212757623]☐ 35–44 
☐ 45–54
☐ 55+


Section B: Gameplay Preferences

What aspects of a mystery/detective game are most important to you?
☐ Character design. 
☐ Storyline/narrative depth 
☐ Logic problems and puzzles
Visuals & graphics 
☐ Competition and multiplayer 
☐ Easy play and simplicity

What would you like to see in the Cluedo game app?
☐ AI versus single player 
☐ Real users versus multiplayer 
☐ Both


Which Cluedo components should be included in the mobile version the most?

☐ Characters
☐ Locations and rooms 
☐ Weapons 
☐ Detective notebook 
☐ Logic deduction and mystery hints


Section C: Experience and User Interface

For this app, what kind of graphic design appeals to you?

☐ Thematic and immersive (dark, enigmatic atmosphere) 
☐ Modern and sleek (digital, minimalist interface) 
☐ Classic and traditional (like the board game)

For inexperienced users, how vital is tutorial guidance?

☐ Highly significant 
☐ Moderately significant 
☐ Unimportant

In what way would you like to engage with the game?

☐ Just tapping gestures 
☐ Drag-and-drop motions 
☐ Narration or voice-based hints 
[bookmark: _Hlk212573786]☐ All of the above combined

Do you want sound effects and background music?

☐ Indeed, it improves gameplay. 

☐ Perhaps if they can be disabled. 
☐ No, I like to play quietly.

How user-friendly should the navigation and primary menu be?

☐ Very basic (only a few buttons) 
☐ Moderately complicated with choices
☐ Extensive and feature-rich

Section D: User Experience Goals

Why do you enjoy playing puzzle or mystery games?
☐ Fun and leisure. 
☐ Problem-solving and mental challenge 
☐ Rivalry with others 
☐ Exploration of stories

If the Cluedo mobile game offers a positive user experience, how likely are you to suggest it to others?
☐ Very probable 
☐ probable 
☐ Neutral
☐ Unlikely


Thank you for participation!

Your suggestions will be used to create a fun and easy-to-use UWTSD Cluedo Game Board App.
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This is the response report of the survey on user experience:
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2. I have asked survey of the “User feedback on prototype” questionnaires with the multiple choice (with & select boxes and open question quest: 

· Have you previously played traditional Cluedo or similar mystery board games? 
☐ Yes  ☐ No  ☐ Unsure

· Did the main menu layout (Start Investigation, Scoreboard, Settings, Accessibility Option) feel intuitive?
☐ Very intuitive  ☐ Intuitive  ☐ Neutral  ☐ Confusing

· Did the Settings and Accessibility Options screens offer appropriate controls for different player needs (e.g., text size, contrast, sound, keyboard navigation)?
☐ Yes  ☐ Somewhat  ☐ No
· How clear were the Investigation Setup options (character selection, campus location, and play mode)?
☐ Very clear  ☐ Clear  ☐ Neutral  ☐ Confusing
· Was it easy to understand how to navigate between the game’s main sections (e.g., Investigation, Map, Scoreboard)?
☐ Very easy  ☐ Easy  ☐ Neutral  ☐ Difficult
· Was it clear how progress and consequences (e.g., cases solved, rank, updates) are displayed?
☐ Very clear  ☐ Clear  ☐ Neutral  ☐ Unclear
· How effective do you think the reward and progress notification design is in motivating the player?

☐ Very effective  ☐ Effective  ☐ Neutral  ☐ Not effective
· Did the Scoreboard screen clearly communicate each player’s performance?
☐ Yes  ☐ Somewhat  ☐ No
· How would you rate the overall visual appeal of the game board prototype?
[bookmark: _Hlk212669547]☐ Very unappealing  ☐ unappealing  ☐ Neutral ☐ Appealing ☐ Very appealing

· Overall, how user-friendly do you find this wireframe prototype?

☐ Very user-friendly  ☐ User-friendly  ☐ Neutral  ☐ Not user-friendly

· Would you enjoy playing a full version of this game based on the current design?

Open question:
What is one specific feature you liked most about the UWTSD Cluedo Game Board prototype? 

[image: A screenshot of a phone
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This is the response report of the surveys on game experience. 
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3. MosCow Requirement for the prototype: 

		MoSCoW Category
	Example Requirements

	Must Have
	Clear navigation, fast load and save times, and a sharp contrast interface 
Logic-based puzzles, accessible font resizing, and multiplayer mode

	Should Have
	Clear navigation, fast load and save times, and a sharp contrast interface logic-based puzzles, accessible font resizing, and multiplayer mode

	Could Have
	       Humorous campus Easter eggs, progress leaderboard

	Will not Have (for now)
	                  Full 3D environment or VR support






4. Screenshots of my prototype with explanations can be seen down: 

[image: A screenshot of a phone
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This “Home” screen displays the UWTSD Cluedo mobile game's main interface, allowing players to start their quest to uncover the Vice Chancellor's secret. Users can initiate the game, view scoreboard standings, adjust settings, or access accessibility features. The layout offers simplicity and clarity, facilitating easy navigation for players embarking on their interactive mystery journey.

[image: A screen shot of a card game
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The Settings tab allows users to tailor gaming to their preferences. Options that show flexibility and usability include notifications, hints, and difficulty levels. Users can customize gameplay via the Settings panel, allowing adjustments to difficulty, hints, and notifications. 


[image: A screenshot of a cell phone
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The Accessibility Options panel enhances inclusivity with font size changes, contrast settings, and feedback controls for visually impaired users. It includes large buttons, clear labels meeting W3C standards, and a toggle for keyboard navigation, improving usability based on individual needs.

[image: A screen shot of a screen
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Collaborative play and user customization are key features of the Investigation Setup storyboard, allowing players to choose their campus location and character. Input from focus groups highlighted the importance of social play, leading to the inclusion of solo, cooperative, and competitive modes. The design enhances system status visibility, facilitating an easy setup process for all users, including novice gamers.
[image: A white rectangular object with black text
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The gameplay features Map and Investigation screens, enabling navigation of university locations such as the library and cafeteria. The design incorporates large, labelled buttons for usability. 
[image: A screenshot of a game
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The Investigation screen includes panels for Suspects, Locations, and Weapons, supporting game mechanics recall through a consistent layout. A prominent "Make Accusation" button indicates an actionable step with clear affordance.
[image: A screenshot of a phone
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Real-time feedback in the Game Progress & Consequences storyboard allows users to monitor their investigation performance through clear data on "Cases Solved," "Time Spent," and "Current Rank. Gentle error messages, like "Wrong accusation – Lose 1 clue card!", are in line. Furthermore, gamified elements such as progress bars and badges, including Detective Apprentice, support research on motivation and user retention.


[image: A screenshot of a phone

AI-generated content may be incorrect.]

Positive feedback and experience points (XP) enhance user satisfaction on the Reward & Progress Notification screen, while flexible navigation allows users to return to various parts of the application. 

[image: A card with text on it
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The Scoreboard Screen supports teamwork by displaying combined results for all participants. Additionally, the "Save/Resume Game" feature caters to users' need for short breaks, and the "Share Score" option fosters social interaction and community among users.

Appendix Conclusion:
The UWTSD Cluedo game's design was informed by user research, survey results, and prototype assessments, which are compiled in the appendix. Results support usability heuristics and HCI principles by confirming the significance of accessibility, clarity, and engagement. The design priorities, which included responsive interaction, inclusive features, and easy navigation, were verified through persona building, focus groups, and feedback analysis. Given the circumstances, the appendix shows a user-centred strategy that guarantees the finished result is useful, inclusive, and entertaining for a varied university audience.
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Consent form UR T.pdf
Usability Engineering University of Wales Trinity Saint
David (UWTSD)

Participant Consent Form

Project Title: usability engineering, User Requirements in the Cluedo Game — Mobile App
Development

Researcher Name & ID: Nighat Irshad 2232921

Course/Module: BSc Applied Computing / Usability Engineering Module Supervisor:

Nassir Ibrahim

The Study's Goal
The purpose of this study is to determine and evaluate user needs for the creation of a mobile
Cluedo Game Board application. The data gathered will only be utilised for academic reasons

in order to enhance functionality recommendations and user experience design.

Statement of Participant Consent
To indicate your agreement, please carefully read the following declarations and sign them:
» [ certify that I have read and comprehended the study's information.

* I've received the chance to learn more about my involvement in the study and ask
questions.

» I am aware that participation is completely voluntary and that I may stop at any
moment before the data is anonymised, without penalty or explanation.
* I am aware that my answers will be kept private, anonymous, and used exclusively for

scholarly study.

* I am aware that the information gathered might be used in publications, reports, or
presentations, but that my identify won't be disclosed.

* I provide permission for the final project report and any associated appendices to use
my anonymised data.





Participant Details

Name (please print):  Toqeer shah
Signature:  togeer.shah
Date: 29.10.25

Researcher Declaration

I confirm that I have explained the purpose of the study, and the participant has freely given
their consent.

Researcher’s Name: Nighat Irshad
Signature: nighat
Date: 29/10/2025

Notice of Data Protection
All information gathered will be safely stored in compliance with the UK Data Protection Act
(2018) and the University of Wales Trinity Saint David's Data Protection Policy. The

anonymised data will only be accessible to the supervisor and researcher.





		The Study's Goal

		Statement of Participant Consent

		Participant Details

		Researcher Declaration

		Notice of Data Protection
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Consent Form User feedback on prototype (1).pdf
University of Wales Trinity Saint David (UWTSD)

Participant Consent Form 2 of User feedback prototype

Project Title: Usability Engineering User feedback in the Cluedo Game board — Mobile App
Development

Researcher Name & ID:  Nighat Irshad 2232921

Course/Module: BSc Applied Computing / Usability Engineering Module

Supervisor: Nassir Ibrahim

The research purpose

A user experience survey assessing the UWTSD Cluedo Game Board mobile app prototype
has been given to you. This study aims to gather input on the app’s usability, design, and gaming

experience in order to facilitate enhancements to user interaction and design effectiveness.

Recognition of Participants:
| attest by signing this consent form that:
o | freely filled out the user experience survey for the UWTSD Cluedo Game Board.

e | am aware that my answers will only be utilised for this project's academic study.

e | am aware that every piece of information will be kept private and anonymous.

e |'ve been told that the report will not contain any personally identifiable information.

e | am aware that participation was completely optional and that I can contact the
researcher to withdraw my data after it has been submitted.

e | give permission for the final report or appendices to quote or summarise my
anonymous comments.

e |'ve got a chance to ask questions regarding the study, and I'm happy with the
answers.

Participant Declaration





Participant Name: SHAKIL AKHTAR

Signature: SHAKIL AKHTAR
Date: 28/10/25

Researcher Declaration

I confirm that | have explained the purpose and nature of the research study to the participant
and have answered all their questions.

Researcher Name: Nighat Irshad
Signature: nighat
Date: 29/10/2025

Contact Information

For any questions or data withdrawal requests, please contact:

Nighat Irshad — Student Researcher
Email: 2232921 @student.uwtsd.ac.uk



SHAKIL AKHTAR



SHAKIL AKHTAR



28/10/25





		University of Wales Trinity Saint David (UWTSD)

		Participant Consent Form 2 of User feedback prototype

		Participant Declaration

		Researcher Declaration

		Contact Information
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Consent form UR (1).pdf
Usability Engineering University of Wales Trinity Saint
David (UWTSD)

Participant Consent Form

Project Title: usability engineering, User Requirements in the Cluedo Game — Mobile App
Development

Researcher Name & ID:  Nighat Irshad 2232921

Course/Module: BSc Applied Computing / Usability Engineering Module

Supervisor: Nassir Ibrahim

The Study's Goal
The purpose of this study is to determine and evaluate user needs for the creation of a mobile
Cluedo Game Board application. The data gathered will only be utilised for academic reasons

in order to enhance functionality recommendations and user experience design.

Statement of Participant Consent
To indicate your agreement, please carefully read the following declarations and sign them:
e | certify that | have read and comprehended the study's information.

e I've received the chance to learn more about my involvement in the study and ask
questions.

e | am aware that participation is completely voluntary and that | may stop at any
moment before the data is anonymised, without penalty or explanation.
e | am aware that my answers will be kept private, anonymous, and used exclusively for

scholarly study.

e | am aware that the information gathered might be used in publications, reports, or
presentations, but that my identify won't be disclosed.

¢ | provide permission for the final project report and any associated appendices to use
my anonymised data.





Participant Details

Name (please print): SHAKIL AKHTAR
Signature: SHAKIL AKHTAR
Date: 28/10/25

Researcher Declaration

I confirm that | have explained the purpose of the study, and the participant has freely given
their consent.

Researcher’s Name: Nighat Irshad
Signature: nighat
Date: 29/10/2025

Notice of Data Protection
All information gathered will be safely stored in compliance with the UK Data Protection Act
(2018) and the University of Wales Trinity Saint David's Data Protection Policy. The

anonymised data will only be accessible to the supervisor and researcher.



SHAKIL AKHTAR



SHAKIL AKHTAR



28/10/25
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Consent form UR_251029_215808.pdf
Usability Engineering University of Wales Trinity Saint
David (UWTSD)

Participant Consent Form

Project Title: usability engineering, User Requirements in the Cluedo Game — Mobile App
Development

Researcher Name & ID:  Nighat Irshad 2232921

Course/Module: BSc Applied Computing / Usability Engineering Module

Supervisor: Nassir Ibrahim

The Study's Goal
The purpose of this study is to determine and evaluate user needs for the creation of a mobile
Cluedo Game Board application. The data gathered will only be utilised for academic reasons

in order to enhance functionality recommendations and user experience design.

Statement of Participant Consent
To indicate your agreement, please carefully read the following declarations and sign them:
e | certify that | have read and comprehended the study's information.

e I've received the chance to learn more about my involvement in the study and ask
questions.

e | am aware that participation is completely voluntary and that | may stop at any
moment before the data is anonymised, without penalty or explanation.
e | am aware that my answers will be kept private, anonymous, and used exclusively for

scholarly study.

e | am aware that the information gathered might be used in publications, reports, or
presentations, but that my identify won't be disclosed.

¢ | provide permission for the final project report and any associated appendices to use
my anonymised data.





Participant Details

Name (please print):
Signaturez . Kosborn
Date: 29/10/2025

Researcher Declaration

I confirm that | have explained the purpose of the study, and the participant has freely given
their consent.

Researcher’s Name: Nighat Irshad
Signature: nighat
Date: 29/10/2025

Notice of Data Protection
All information gathered will be safely stored in compliance with the UK Data Protection Act
(2018) and the University of Wales Trinity Saint David's Data Protection Policy. The

anonymised data will only be accessible to the supervisor and researcher.



K.osborn



29/10/2025
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Consent Form User feedback on prototype_251029_215714.pdf
University of Wales Trinity Saint David (UWTSD)

Participant Consent Form 2 of User feedback prototype

Project Title: Usability Engineering User feedback in the Cluedo Game board — Mobile App
Development

Researcher Name & ID:  Nighat Irshad 2232921

Course/Module: BSc Applied Computing / Usability Engineering Module

Supervisor: Nassir Ibrahim

The research purpose

A user experience survey assessing the UWTSD Cluedo Game Board mobile app prototype
has been given to you. This study aims to gather input on the app’s usability, design, and gaming

experience in order to facilitate enhancements to user interaction and design effectiveness.

Recognition of Participants:
| attest by signing this consent form that:
o | freely filled out the user experience survey for the UWTSD Cluedo Game Board.

e | am aware that my answers will only be utilised for this project's academic study.

e | am aware that every piece of information will be kept private and anonymous.

e |'ve been told that the report will not contain any personally identifiable information.

e | am aware that participation was completely optional and that I can contact the
researcher to withdraw my data after it has been submitted.

e | give permission for the final report or appendices to quote or summarise my
anonymous comments.

e |'ve got a chance to ask questions regarding the study, and I'm happy with the
answers.

Participant Declaration





Participant Name: k.osborn

Signature: &=~ _ -
Date: 29/10/2025

Researcher Declaration

I confirm that | have explained the purpose and nature of the research study to the participant
and have answered all their questions.

Researcher Name: Nighat Irshad
Signature: nighat
Date: 29/10/2025

Contact Information

For any questions or data withdrawal requests, please contact:

Nighat Irshad — Student Researcher
Email: 2232921 @student.uwtsd.ac.uk



k.osborn



29/10/2025
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UWTSD Cluedo Game Experience - Default Report.pdf
UWTSD Cluedo Game Experience

Preface to the Survey Report

This report presents the findings from a survey designed to gather insights into user preferences
and experiences related to gaming, specifically focusing on the classic board game Cluedo. The
questionnaire aimed to explore various aspects, including gaming habits, preferred devices,
desired features in a mobile game app, and the importance of game elements such as storyline
and character design. As of now, we have not received any responses, which highlights a critical
opportunity for outreach and engagement with potential participants. The insights derived from
this survey will be instrumental in enhancing the Cluedo gaming experience and aligning it with
user expectations.

1. Have you ever played the classic board game
Cluedo??[Multiple Choice]

Analysis Conclusion: The survey indicates that a majority of respondents (57.14%) have played
the classic board game Cluedo, while a significant minority (42.86%) have not. This suggests that
Cluedo maintains a strong recognition and engagement among participants. To improve
outreach and increase participation, it may be beneficial to consider promotional activities or
events that encourage those who have not played to experience the game, potentially
highlighting its social and entertainment value. Additionally, exploring the reasons behind the
42.86% who have not played could provide insights for targeted marketing strategies.

No: 6






Answer Choices Responses Responses Percentage

Yes 8 57.14%
No 6 42.86%
Valid Count Per Participant 14

2. How frequently do you play games on your phone or
tablet?[Multiple Choice]

Analysis Conclusion: The data indicates that a significant majority of respondents (57.14%) play
games on their phone or tablet occasionally, while only a small percentage play daily (21.43%)
or weekly (7.14%). The "Rarely" category also accounts for 14.29% of the responses. This
suggests that while there is some engagement with mobile gaming, a large portion of users
does not play frequently.

To improve engagement, it may be beneficial to explore strategies that encourage more regular
play, such as introducing daily challenges, rewards for consistent play, or social features that
enhance the gaming experience. Additionally, understanding the reasons behind the occasional
and rare play could provide insights into barriers that prevent more frequent gaming.

Rarely: 2 —,

Daily: 3

Every week: 1

Occasionally: 8 _/





Answer Choices Responses Responses Percentage

Daily 3 21.43%
Every week 1 7.14%
Occasionally 8 57.14%
Rarely 2 14.29%
Valid Count Per Participant 14

3. Which age range do you belong to?[Vultiple Choice]

Analysis Conclusion: This survey indicates that the majority of respondents fall within the 25-34
age range, accounting for 35.71% of the total responses. The second largest group is the 35-44
age range, which represents 28.57% of respondents. The 18-24 and 45-54 age ranges have
lower representation at 14.29% and 21.43%, respectively, while there were no responses from
the 55 and above category.

To improve demographic representation, it may be beneficial to target outreach efforts towards
younger and older age groups to encourage their participation. Additionally, considering the
interests and preferences of these age groups in survey design could enhance response rates.

55+:0
45-54:3

25-34: 5
35-44: 4





Answer Choices Responses Responses Percentage

18-24 2 14.29%
25-34 5 35.71%
35-44 4 28.57%
45-54 3 21.43%
55+ 0 0%
Valid Count Per Participant 14

4. Which gadgets do you primarily use for gaming?

Analysis Conclusion: This survey reveals that mobile devices are the predominant choice for
gaming among respondents, with 71.43% indicating they primarily use mobile gadgets. In
contrast, tablets were not utilized at all, while laptops/PCs accounted for 21.43% of responses
and consoles represented only 7.14%.

To improve the gaming experience and broaden the appeal of other platforms, it may be
beneficial to invest in marketing campaigns that highlight the advantages of gaming on
laptops/PCs and consoles. Additionally, exploring partnerships with developers to enhance
mobile gaming could further solidify the existing user base.





Console: 1 —

Laptop/PC: 3

Tablet: 0
Mobile: 10
Answer Choices Responses Responses Percentage
Mobile 10 71.43%
Tablet 0 0%
Laptop/PC 3 21.43%
Console 1 7.14%
Valid Count Per Participant 14

5. What aspects of a mystery/detective game are most
important to you?
[Multiple Choice]

Analysis Conclusion: The survey results indicate that the most significant aspect of a
mystery/detective game, as perceived by respondents, is "Logic Problems and puzzles visuals &
graphic," which garnered 35.71% of the responses. This suggests that players prioritize engaging
and visually appealing puzzles in their gaming experience. Following this, "Competition and
multiplayer" received 28.57%, indicating a strong interest in social interaction within games.
"Storyline/narrative depth" was important to 21.43% of respondents, highlighting the value of a





compelling narrative. However, "Easy play and simplicity" received only 7.14%, suggesting that
players may not prioritize simplicity as much as other aspects.

The presence of an empty response indicates a potential area for improvement in ensuring that
all answer choices are relevant and engaging to the respondents.

Suggestions for improvement:

1. Enhance the visual and graphic elements of puzzles to align with the high importance placed
on this aspect.

2. Consider incorporating competitive multiplayer features to cater to the significant interest in
social gameplay.

3. Develop richer storylines to attract those who value narrative depth, potentially integrating
player choices that affect the storyline.

4. Evaluate the simplicity of gameplay to determine if it can be improved without sacrificing
depth and engagement, as it currently appears to be a lesser priority among respondents.

5

5

4

3

2

1

o 0

Character Design I Storyline/narrativ... Logic Problems and... Competition and m... Easy play and simp... (Empty)

Answer Choices Responses Responses Percentage
Character Design 0 0%
Storyline/narrative depth 3 21.43%

Logic Problems and puzzles visuals & graphic 5 35.71%





Answer Choices Responses Responses Percentage

Competition and multiplayer 4 28.57%
Easy play and simplicity 1 7.14%
(Empty) 1 7.14%
Valid Count Per Participant 14

6. What would you like to see in the Cluedo game
app?

Analysis Conclusion: The survey results indicate a strong preference for the inclusion of both Al
and real users in the Cluedo game app, with 57.14% of respondents favoring this option. The
multiplayer mode with real users also received notable support at 28.57%. In contrast, the Al
versus single player option was the least favored, attracting only 7.14% of the responses. The
empty response suggests that some participants may not have engaged with the question fully.

To improve the Cluedo game app, it is recommended to prioritize the development of a feature
that allows for both Al and multiplayer modes, as this aligns with the majority preference.
Additionally, enhancing the multiplayer experience by promoting social interaction and
competitive elements could further increase user engagement. Consider also addressing the
reasons behind the empty responses to ensure all users feel encouraged to provide their input.





(Empty): T — Al versus single player: 1

Real users versus multiplayer: 4

Both: 8 —

Answer Choices Responses Responses Percentage
Al versus single player 1 7.14%

Real users versus multiplayer 4 28.57%

Both 8 57.14%

(Empty) 1 7.14%

Valid Count Per Participant 14

1.

Which Cluedo components should be included in the mobile
version the most?

[Checkboxes]

Analysis Conclusion: The survey results indicate a clear preference for including "Logic deduction
and mystery hints" in the mobile version of Cluedo, with 50% of respondents selecting this
option. This suggests that players value strategic elements that enhance the gameplay





experience. Additionally, "Characters,"” "Weapons," and "Detective notebook" each received a
response rate of 42.86%, indicating a strong interest in these components as well. "Locations
and rooms" received the lowest support at 35.71%, suggesting that it may be less critical to
include in the mobile adaptation.

To improve the mobile version, it is recommended to prioritize the development of logic
deduction features and mystery hints, as these are highly valued by players. Furthermore, while
characters, weapons, and the detective notebook are also important, consideration could be
given to simplifying or streamlining the representation of locations and rooms, as they appear
to be less essential based on the feedback. Engaging players in further discussions or surveys
may help refine these components and ensure the mobile version meets user expectations
effectively.

Logic deduction and mystery hints: 7 Characters: 6

Locations and rooms: 5

A

Detective notebook: 6

Weapons: 6
Answer Choices Responses Responses Percentage
Characters 6 42.86%
Locations and rooms 5 35.71%
Weapons 6 42.86%

Detective notebook 6 42.86%





Answer Choices Responses Responses Percentage
Logic deduction and mystery hints 7 50%
Valid Count Per Participant 14

8. For this app, what kind of graphic design appeals to
you?[Checkboxes]

Analysis Conclusion: The survey results indicate a strong preference for "Thematic and
immersive (dark, enigmatic atmosphere)” with 64.29% of respondents selecting this option,
suggesting that users are drawn to designs that create an engaging and atmospheric
experience. "Classic and traditional (like the board game)" garnered a moderate response of
42.86%, indicating that there is also a significant appreciation for nostalgia and familiarity in
design. In contrast, "Modern and sleek (digital, minimalist interface)" received the least support
at 28.57%, which may suggest that users are less inclined towards minimalism in this context.

To improve the app's graphic design, it is recommended to prioritize thematic and immersive
elements in future updates, possibly incorporating darker tones and engaging visuals that
resonate with the majority preference. Additionally, considering a blend of classic elements
could enhance user satisfaction, appealing to those who appreciate traditional aesthetics. The
lower interest in modern, minimalist designs suggests that this approach might be deprioritized
or reimagined to better align with user preferences.

Classic and traditional (like the board game): 6

Thematic and immersive (dark, enigmatic...

Modern and sleek (digital, minimalist interface): 4





Answer Choices Responses Responses Percentage

Thematic and immersive (dark, enigmatic atmosphere) 9 64.29%
Modern and sleek (digital, minimalist interface) 4 28.57%
Classic and traditional (like the board game) 6 42.86%
Valid Count Per Participant 14

9. How user-friendly should the navigation and primary menu
be?

Analysis Conclusion: The responses indicate a clear preference for a moderately complicated
navigation and primary menu, with 57.14% of participants favoring this option. Only 42.86% of
respondents prefer a very basic menu, while a mere 14.29% opt for an extensive and feature-rich
navigation system. This suggests that users value a balance between simplicity and functionality,
indicating that a more complex navigation system could enhance user experience without
overwhelming users.

Suggestions for Improvement: Consider developing a navigation system that offers a moderate
level of complexity, incorporating essential features while maintaining a clean interface. User
testing could be beneficial to identify specific functionalities that users find most useful,
ensuring that the navigation remains intuitive while also being feature-rich enough to meet
diverse user needs.





Extensive and feature-rich: 2

Very basic (only a few buttons): 6

Moderately complicated with choices: 8

Answer Choices Responses Responses Percentage
Very basic (only a few buttons) 6 42.86%

Moderately complicated with choices 8 57.14%

Extensive and feature-rich 2 14.29%

Valid Count Per Participant 14

10. Why do you enjoy playing puzzle or mystery
games?|(Checkboxes]

Analysis Conclusion: The data presents a clear preference among participants for puzzle or
mystery games, with "Problem-solving and mental challenge" being the most favored reason,
receiving 78.57% of the responses. This indicates that the majority of players are drawn to the
cognitive engagement these games provide. In contrast, "Fun and leisure" received a notable
but significantly lower response rate of 28.57%, suggesting that while enjoyment is important, it
is secondary to the intellectual stimulation these games offer.

The options "Rivalry with others" and "Exploration of stories" garnered minimal interest, with
only 14.29% and 7.14% of responses, respectively. This could imply that competitive elements
and narrative depth are less appealing to the current player base, or that players may not





prioritize these aspects in their gaming experience.

The presence of one empty response indicates a slight disengagement or indecision among
some participants.

Suggestions for improvement include focusing on enhancing the problem-solving aspects of the
games, as this aligns with the primary interest of the audience. Additionally, exploring ways to
integrate competitive elements or rich storytelling could potentially attract a broader audience.
Engaging players through community features or narrative-driven content may also enhance
their overall gaming experience.

(Empty): 1
Exploration of stories: 1

Fun and leisure: 4

Rivalry with others: 2

Problem-solving and mental challenge: 11

Answer Choices Responses Responses Percentage
Fun and leisure 4 28.57%
Problem-solving and mental challenge 11 78.57%

Rivalry with others 2 14.29%

Exploration of stories 1 7.14%

(Empty) 1 7.14%





Answer Choices Responses Responses Percentage
Valid Count Per Participant 14

11. If the Cluedo mobile game offers a positive user
experience, how likely are you to suggest it to others?

[Multiple Choice]

Analysis Conclusion: The data indicates that a significant majority of respondents (85.72%) are
likely to recommend the Cluedo mobile game to others, with 64.29% stating they find it
"probable" and 21.43% saying "very probable." Only 14.29% are neutral, and there are no
respondents who find it "unlikely" to recommend. This suggests a generally positive perception
of the user experience.

To improve this further, the developers could focus on enhancing features that contribute to
user satisfaction, ensuring the game remains engaging and enjoyable. Additionally, gathering
feedback from the neutral respondents might provide insights into potential areas for
improvement that could convert them into advocates for the game.

Unlikely: 0
Neutral: 2

Very probable: 3

probable: 9

Answer Choices Responses Responses Percentage





Answer Choices Responses Responses Percentage

Very probable 3 21.43%
probable 9 64.29%
Neutral 2 14.29%
Unlikely 0 0%
Valid Count Per Participant 14

This survey provides valuable insights into user preferences and expectations for a mobile
version of the classic board game Cluedo. A significant majority of respondents (57.14%) have
played the game before, indicating a strong familiarity with the brand. Most participants play
games on their mobile devices, with 71.43% primarily using mobile gadgets for gaming,
suggesting that a mobile app could effectively reach the target audience.

When exploring what aspects of a mystery game are most important, respondents highlighted
logic problems and puzzles (35.71%) as the top priority, followed closely by competition and
multiplayer elements (28.57%). This indicates a desire for engaging gameplay that challenges
users intellectually while also allowing for social interaction.

In terms of desired features for the Cluedo app, a clear preference emerged for multiplayer
options, with 57.14% of respondents wanting both Al and real user interactions. Additionally, the
components that users wish to see included most in the mobile version are logic deduction and
mystery hints (50%), alongside characters, locations, and weapons (42.86% each).

Respondents also expressed a strong preference for thematic and immersive graphic design,
with 64.29% favoring a dark, enigmatic atmosphere, which aligns well with the mystery genre.
User-friendliness is another critical factor, with 57.14% of participants preferring a moderately
complicated navigation system that offers choices.

The motivations for enjoying puzzle and mystery games are predominantly centered around
problem-solving and mental challenges (78.57%), indicating that the app should focus on
delivering a stimulating and thought-provoking experience.





Finally, the potential for word-of-mouth promotion is promising, as 64.29% of respondents
indicated they would likely recommend the app if it provides a positive user experience.

Overall, these findings underscore the importance of developing a Cluedo mobile game that
emphasizes engaging gameplay, social interaction, immersive design, and user-friendly
navigation to meet the expectations of potential players.
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Preface for Survey Report

This survey aims to gather insights on user experiences and perceptions regarding a prototype for a mystery board
game. The questionnaire covers various aspects including familiarity with traditional Cluedo-style games,
intuitiveness of the main menu layout, accessibility options, navigation clarity, and overall user-friendliness of the

game design. As of now, we have received zero responses, which highlights the need for increased participant
engagement to ensure meaningful data collection. The findings from this survey will be crucial in refining the game
prototype and enhancing the overall player experience.

1. Have you previously played traditional Cluedo or similar mystery board games? [Multiple Choice]

» A
Analysis Conclusion: This survey indicates that a significant majority of respondents (60%) have played traditional
Cluedo or similar mystery board games occasionally, while a smaller portion (40%) has never engaged with such
games. The absence of frequent players suggests a potential gap in deeper familiarity with the genre, which could
limit the appeal of new game offerings. To improve engagement, it may be beneficial to introduce educational or
introductory sessions for those who are less familiar with the gameplay mechanics. Additionally, marketing
strategies could emphasize the social and strategic aspects of these games to attract a broader audience,
particularly those who have only played occasionally or not at all.

A Yes, frequently: 0

C No, never: 2 —_

B Yes, occasionally: 3

Answer Choices Responses Responses Percentage
A Yes, frequently 0 0%

B Yes, occasionally 3 60%

C No, never 2 40%

Valid Count Per Participant 5






2. Did the main menu layout (Start Investigation, Scoreboard, Settings, Accessibility Option) feel intuitive?
[Multiple Choice]

> -
Analysis Conclusion: The responses to the question regarding the intuitiveness of the main menu layout indicate a
mixed perception among participants. With 60% of respondents finding the layout "Somewhat intuitive,” it suggests
that while the majority do not find it outright confusing, there is significant room for improvement. Only 20% of
participants rated it as "Intuitive," and another 20% found it "Confusing."
To enhance user experience, it would be beneficial to gather qualitative feedback from participants who rated the
menu as "Somewhat intuitive” or "Confusing.” This could provide specific insights into what aspects of the layout
may be causing confusion or could be improved. Additionally, conducting usability testing with a broader user base
might help identify pain points and inform necessary adjustments to the menu design.
[N A
Confusing: 1 — Intuitive: 1
Neutral: 0 —_
Somewhat intuitive: 3
Answer Choices Responses Responses Percentage
Intuitive 1 20%
Somewhat intuitive 3 60%
Neutral 0 0%
Confusing 1 20%

Valid Count Per Participant 5





3. Did the Settings and Accessibility Options screens offer appropriate controls for different player needs
(e.g., text size, contrast, sound, keyboard navigation)? [Multiple Choice]

»
Analysis Conclusion: The responses indicate a strong positive perception regarding the adequacy of the Settings
and Accessibility Options screens, with 80% of participants affirming that they offered appropriate controls for
different player needs. However, 20% of respondents felt that the options were only somewhat adequate. This
suggests that while the majority are satisfied, there is room for improvement to address the concerns of the
minority.

To enhance the user experience, it is recommended to gather more specific feedback from the respondents who
answered "Somewhat.” Understanding their specific concerns or suggestions could help in refining the settings
further. Additionally, ensuring that the accessibility options are clearly communicated and easily navigable could
improve overall satisfaction.

No: 0

Somewhat: 1

Yes: 4

Answer Choices Responses Responses Percentage
Yes < 80%

Somewhat 1 20%

No 0 0%

Valid Count Per Participant 5





4. How clear were the Investigation Setup options (character selection, campus location, and play mode)?
[Multiple Choice]

>
Analysis Conclusion: The survey results indicate that the majority of respondents found the Investigation Setup
options to be clear, with 60% selecting "Clear" and 20% selecting "Very clear.” However, there remains a segment of
respondents (20%) who felt neutral about the clarity of these options, suggesting that there may be room for
improvement in communication or presentation. Notably, no respondents found the options confusing, which is a
positive indication of the setup's overall effectiveness.
To enhance clarity further, consider providing additional guidance or examples for each option during the setup
process. This could help address the neutral responses and ensure that all users feel confident and informed when
making their selections.
[N
Confusing: 0
Neutral: T — Very clear: 1
Clear: 3
Answer Choices Responses Responses Percentage
Very clear 1 20%
Clear 3 60%
Neutral 1 20%
Confusing 0 0%

Valid Count Per Participant 5





5. Was it easy to understand how to navigate between the game’s main sections (e.g., Investigation, Map,
Scoreboard)? [Checkboxes]

> -
Analysis Conclusion: The survey results indicate that a significant majority of respondents found navigation between
the game’s main sections to be manageable, with 60% indicating "Very Easy" or "Easy” as their responses. However,
the presence of 40% of respondents selecting "Neutral” suggests that there may be some ambiguity or lack of
clarity in the navigation experience. The absence of any responses indicating "Difficult” is a positive sign, but it also
highlights an opportunity for improvement.
To enhance user experience, it is recommended to conduct further user testing to identify specific areas within the
navigation process that may be causing confusion. Additionally, providing clearer instructions or tutorials on how to
navigate the game could help to convert neutral responses into more positive ones. Consider gathering qualitative
feedback to better understand the reasons behind the "Neutral” responses.
[N M
Difficult: 0
Very Easy: 1
Neutral: 2 —_
Easy: 2
Answer Choices Responses Responses Percentage
Very Easy 1 20%
Easy 2 40%
Neutral 2 40%
Difficult 0 0%
Valid Count Per Participant 5
6. Was it clear how progress and consequences (e.g., cases solved, rank, updates) are displayed? [Multiple
Choice]
» b

Analysis Conclusion: The responses indicate a generally positive perception of how progress and consequences are
displayed, with 80% of participants finding it either "Very clear” or "Clear.” However, the presence of a "Neutral”
response suggests that there may be some ambiguity for a minority of users. To enhance clarity, it may be beneficial
to gather qualitative feedback from the participants who selected "Neutral” to understand their concerns better.
Additionally, visual improvements or more explicit explanations could be implemented to ensure that all users find
the information clear and accessible.






Unclear: 0

Neutral: 1 Very clear: 1

Clear: 3
Answer Choices Responses Responses Percentage
Very clear 1 20%
Clear 3 60%
Neutral 1 20%
Unclear 0 0%

Valid Count Per Participant 5

7. How effective do you think the reward and progress notification design is in motivating the player?
[Multiple Choice]

»

Analysis Conclusion: The responses indicate that the majority of participants (60%) find the reward and progress
notification design to be somewhat effective in motivating players, while 20% consider it very effective and another
20% remain neutral. Notably, no respondents deemed the design as not effective. This suggests a generally positive
perception of the design's motivational impact, yet there is room for improvement to elevate the effectiveness
further.

To enhance motivation, consider gathering qualitative feedback from participants who rated the design as
somewhat effective or neutral. Understanding their perspectives could help identify specific elements that could be
optimized. Additionally, implementing A/B testing with variations of the notification design may yield insights into
what features resonate most with players, ultimately aiming to convert neutral opinions into stronger endorsements
of effectiveness.






Not effective: 0
Neutral: 1

Very effective: 1

Somewhat effective: 3

Answer Choices Responses Responses Percentage
Very effective 1 20%

Somewhat effective 3 60%

Neutral 1 20%

Not effective 0 0%

Valid Count Per Participant 5

8. Did the Scoreboard screen clearly communicate each player’s performance? [Multiple Choice]

’/
Analysis Conclusion: The data indicates that the majority of respondents (80%) felt that the Scoreboard screen
clearly communicated each player's performance, while a smaller segment (20%) expressed a more neutral stance
by selecting "Somewhat." There were no responses indicating a negative perception. This suggests that the
Scoreboard is generally effective in its communication, but there is still room for improvement to address the
concerns of the 20% who chose "Somewhat.”

To enhance clarity and effectiveness, it may be beneficial to gather specific feedback from the respondents who
selected "Somewhat" to understand their concerns better. Implementing visual enhancements or additional
explanatory elements on the Scoreboard could further improve user experience and ensure that all players’
performances are communicated as clearly as possible.






No: 0

Somewhat: 1

Yes: 4

Answer Choices Responses Responses Percentage
Yes 4 80%

Somewhat 1 20%

No 0 0%

Valid Count Per Participant 5

9. How would you rate the overall visual appeal of the game board prototype? [Multiple Choice]

»

Analysis Conclusion: The survey results indicate a mixed perception regarding the overall visual appeal of the game
board prototype. With 40% of respondents rating it as "Neutral,” there is a significant portion of the audience that
does not have a strong opinion either way, which suggests that the visual design may not be compelling enough to
elicit a clear positive or negative reaction.

Only 20% of respondents found the prototype "Appealing” or "Very appealing," while 20% rated it as
"Unappealing.” This indicates that there is room for improvement in the design to enhance visual appeal and
engage users more effectively.

Suggestions for improvement include conducting further qualitative research to understand specific elements that
respondents found appealing or unappealing. Additionally, exploring design variations and gathering feedback on
those iterations could help in refining the visual aspects of the game board prototype to better resonate with the
target audience.

A






A Very unappealing: 0
E Very appealing: 1

B Unappealing: 1

D Appealing: 1

C Neutral: 2

Answer Choices Responses Responses Percentage
A Very unappealing 0 0%

B Unappealing 1 20%

C Neutral 2 40%

D Appealing 1 20%

E Very appealing 1 20%

Valid Count Per Participant 5

10. Overall, how user-friendly do you find this wireframe prototype? [Multiple Choice]

L 4
Analysis Conclusion: The survey indicates a positive perception of the wireframe prototype's user-friendliness, with a
combined total of 100% of respondents rating it as either "Very user-friendly" or "User-friendly." Specifically, 40% of
respondents found it "Very user-friendly,” while 60% considered it "User-friendly.” This suggests that the prototype
is generally well-received and meets user expectations. However, the absence of neutral or negative responses
indicates a lack of diverse feedback, which may limit opportunities for improvement.

To enhance the user-friendliness of the wireframe prototype further, it may be beneficial to gather more detailed
qualitative feedback from users who rated it positively. Additionally, conducting usability testing with a broader
audience could uncover specific areas for enhancement that may not be captured in the current survey format.

|






Neutral: 0
Not user-friendly: 0

Very user-friendly: 2

User-friendly: 3

Answer Choices Responses Responses Percentage
Very user-friendly 2 40%

User-friendly 3 60%

Neutral 0 0%

Not user-friendly 0 0%

Valid Count Per Participant 5

11. Would you enjoy playing a full version of this game based on the current design? [Dropdown]

’/
Analysis Conclusion: The responses indicate a strong positive reception towards the current design of the game,
with 60% of participants expressing that they would "Definitely” enjoy playing a full version. The remaining 40% are
inclined to "Probably” enjoy it, suggesting a favorable outlook overall. Notably, there are no responses indicating
uncertainty or negative sentiments towards the game design.

To improve upon this feedback, it would be beneficial to gather more detailed qualitative insights from participants
who answered "Probably.” Understanding their reservations could help refine the game design further and convert
their interest into stronger enthusiasm. Additionally, considering the absence of negative responses, it may be
worthwhile to explore features or elements that could enhance the experience for those who are already positive
about the game.






Unsure: 0
Probably not: 0

Probably: 2
Definitely: 3

Answer Choices Responses Responses Percentage
Definitely 3 60%
Probably 2 40%
Unsure 0 0%
Probably not 0 0%
Valid Count Per Participant 5

12. What is one specific feature you liked most about the UWTSD Cluedo Game Board prototype? [Single
Textbox]

Click to Show Word Cloud
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Conclusion

The survey conducted on the game prototype provided valuable insights into user experiences and preferences. A
significant portion of respondents, 60%, indicated that they had played mystery board games occasionally, which
suggests a familiarity with the genre that could enhance engagement with the prototype.

The main menu layout received mixed feedback, with 60% finding it somewhat intuitive. This indicates a need for
further refinement to improve clarity and ease of navigation. In terms of accessibility, an impressive 80% of
participants felt that the settings offered adequate controls, showcasing a commitment to inclusivity in design.

When evaluating the investigation setup options, 60% of respondents found them clear, while navigation between
game sections was deemed easy or very easy by 60%. This suggests that the foundational structure of the game is
solid, but there may be opportunities to enhance the overall user experience further.

The clarity of progress and consequences was rated positively by 80% of participants, indicating that players
understand how their actions impact the game. However, the effectiveness of reward notifications in motivating
players was seen as somewhat effective by 60%, suggesting room for improvement in this area.

The scoreboard was well-received, with 80% confirming that it effectively communicated player performance. The
visual appeal of the game board prototype was more varied, with 40% rating it as neutral, indicating a potential
area for aesthetic enhancements.

Overall, 100% of respondents found the prototype user-friendly to some degree, and 60% expressed enthusiasm for
playing a full version of the game based on the current design. These findings underscore the potential of the game
while highlighting specific areas for improvement to enhance user satisfaction and engagement. Moving forward,
addressing the feedback on navigation, visual appeal, and reward effectiveness could significantly elevate the
gaming experience.
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