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1. [bookmark: _Toc130558426]Twitter and Mastodon

[bookmark: _Toc130558427]1.1 Introduction to Twitter and Mastodon

Twitter and Mastodon are both social media applications, which allow users to communicate via short messages. Users can be individuals, groups or companies and although both a very similar in some respects, where people may think of Mastodon as a direct Twitter alternative, but there are differences to make an argument that it’s not [1].
Both Twitter and Mastodon allow users to post short messages known as ‘Tweets’ or ‘Toots’ (based on the branding of platform mascots). A message can be any form of media: Text, Video, Audio etc. The length of messages allowed differ across the platforms, Mastodon allows users to post messages of up to 500 characters, while Twitter only allows messages of up to 140 characters. Geller.T, states this is purposely designed to ‘put the burden of clarity on the writer’, making the writer think about what to post, be concise and not wander in their content [2].
When opening both applications, the user sees their ‘timeline’, which is a feed of content based on who the user is following. Content appears in a timeline format, making it easy for users to view content based on its recency, although Twitter does show posts from similar users to who you are following, allowing users to potential engage in more content.
Both applications offer searching facilities, so users can search for other users, text in the posts or by hashtags. The purpose of hashtags is to make the organisation of content easier in sorting and finding for users. When posting, a ‘#’ Followed by a topic descriptor can be entered, which then can be searched by other users to retrieve posts including these hashtags, it’s a form of increasing relevancy in searches. Locations of search facilities are at the bottom of both applications but when clicked, Twitter’s will show popular or trending searches based on content you follow, Mastodon will show popular posts on the selected server.
On both applications, once a user has found a particular user, they can ‘follow’ them and in turn, any posts by the followed user, will show on the user’s ‘feed’. Likewise, both applications allow users to block or mute specific users, to not show posts on their ‘feed’ or view any replies in posts of interest. Blocking also prevents the blocked user from viewing any content you post.
The interface of a typical post on both applications are similar in design, where readers can read or view a post, with interactive buttons below the post, enabling the user to reply, retweet/re-blog (to basically make a post a form of a quotation and a post by a user, to reach a wider audience on the application). Users can also like/favourite a post, bookmark them for future reference and share a post with specific users of choice, although some options may be disabled due to the original poster’s settings. Both applications create post buttons are located on the timeline ‘feed’ for ease of access. So far from front-end designs we don’t see much difference.

1.2 [bookmark: _Toc130558428]Targeted User Groups

In both applications, there isn’t a specific demographic which is targeted, rather all user demographics are targeted by the different content available. Twitter does this through the creation of group pages which are dedicated to a specific topic, which can be followed by users and so does Mastodon, but through a different approach. Where Twitter servers are controlled by a single company, meaning all content is moderated the same way, Mastodon operates on a decentralised network, where independent servers are managed by groups or individual users. This means users can join servers of interest, rather than a group page like Twitter. The aim for this is that content can be moderated better to ensure it is relevant to the server topic [1], For example, on a ‘Tech’ server on Mastodon, when scrolling through content, I won’t see videos of cats, just tech content, which in my opinion sounds a better way to engage with content I’m only interested in.
This sounds like a brilliant idea but to create a server on Mastodon is not as straight forward as creating a group on Twitter, with Twitter I can create a group the same way as signing-up to the application as a user, whereas with Mastodon I would need a domain name and other architecture to be able to connect to the application [3], which means I run it at a cost. It makes one question will Mastodon ever have as much content as Twitter due to the complexity and expense of adding a server?
From a user perspective though, there is overlap between the two applications, mainly because I can join groups/servers I’m interested in, engage with other users of the groups/servers and find content I want to view, but I can also see why I could be drawn to the two applications in different ways. From a personal view, I like that I have random topics in my ‘feed’ on Twitter and can find new groups of interest quite easily, but from a Mastodon point of view I like there is no adverts because servers are moderated better and this is one of the reasons why Mastodon had an influx of new users in 2022, The Guardian newspaper quoted ‘more than 130,000’ people were joining Mastodon a day in November 2022, since Elon Musk acquired the company. Many changes were made to the platform including but not exclusive to reduced content moderation, lack of identity checking required for ‘Blue Tick’ verification and banning users from adding links to other social media platforms they use, which has frustrated many users or made people leave the application. In fact, this is the reason Swogger.S quoted, within their Medical Librarian journal in 2023, as a reason for leaving Twitter [4]. Others have left Twitter for different reasons, in a recent article from Gracewood.B, quotes ‘There’s no algorithm and no slick social media marketing teams targeting you’ [5], which evidences users are started to worry about their privacy, an attractive feature Mastodon prides itself on and will be explained in more detail.

1.3 [bookmark: _Toc130558429]User Experience

For both applications, it is obvious a lot of research has gone into how to achieve an emotionally satisfying user experience and we see some similarities between the two applications. Psychology methods on both applications include the possibility to connect with other users around the world and create relationships based on shared interests, which elicits a sense of belonging and conversations that may not be possible in a user’s real-life, which in turn can spark innovation, but both also offer a kind of gamification process in the form of gaining followers, likes/favourites, re-tweets/re-blogs which can strengthen a user’s feeling of social acceptance and self-esteem [6], brightening a person’s day, but for the positives we must look at the negatives. Unfortunately, some users abuse the application by posting content, which others may not want to see such as ‘every minute of their life details’, just to fulfil some narcistic tendency, does anyone really care you eating sandwiches for lunch, the same as yesterday? Or by adding popular hashtags to posts just to promote their own profile, offering no content. Its posts such as this, but not exclusively to this which can lead to cyberbullying, as its easy for a user to hide behind an avatar and say what they are thinking. This is prolific through social media where a study by the Pew Research Centre showed that nearly half of teens in America have experienced cyberbullying [7]. 
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[bookmark: _Toc130558441]Figure 1 - Percentage of U.S Teens who have experienced cyberbullying [7]

Thankfully both offer tools to combat this to give users the best experience. Blocking other users is a tool both applications use, to stop seeing a particular user posts and disabling them from seeing yours too, completely removing any sort of interaction on the platform. The University of Pittsburgh did a study into when is it appropriate to block someone on social media, stating blocking as a “last-resort” and a move to say enough-is-enough but blocking can result in positive experiences as you have removed the negativity [8].
Mastodon aims to eliminate the narcistic and ‘self-promotion’ posts through the use of moderated servers and take it even further within their privacy settings where users can choose between making their posts public or targeted to specific users such as followers or chosen individual users, whereas Twitter posts are public for all to see. This is one of the main factors in user switch from Twitter to Mastodon [5], they don’t want to be targeted by a company and have promoted items pushed on them, which takes us onto companies themselves, who can use both applications but in different ways. With Twitter, companies are free to promote products and pay for advertising to reach a wider audience but on Mastodon company activities are limited, they cannot pay for advertisement to be promoted instead users will only see adverts by visiting the brands account, instead the application is used for user-research, where companies interact with users to gain insight and engagement prospects to rather build a relationship with potential customers [9]. Personally, I find the idea of this a better user experience as I find promoted adverts intrusive and I’m not alone in this, a study by Brajnik.G and Gabrielli.S in 2010 states online advertising effects users negatively because “they struggle to accomplish what they wanted to, and they will inevitably develop a more negative attitude toward the website”[10]. Personally, I would only engage with a company to provide constructive feedback, which is seemly what Mastodon aims to achieve.
What Mastodon does well is the ability to filter servers by language, I have personally searched for a topic on Twitter and lots of results come back in a language I don’t speak, meaning I cannot engage efficiently or posts that are clearly abusing the platform through the use of automated bots, Mastodon again aims to eliminate this using moderated servers.
The interface designs for both applications are in most similar, both use calming colours with friendly mascot branding and a typical post look similar where users can see the same type of interaction buttons below the post, but as different titles, although the bookmark option is located differently on Mastodon, with the options menu, which seems a bit off to me, but overall the interface seems something Mastodon has adopted since the takeover of Twitter as apparently it was less user-friendly than Twitter before [1], this seems like something Mastodon has taken advantage of, to relate to the frustrated users of Twitter and expose a potential alternative application to use.
Copyright laws differ on both applications, with Twitter there is a copyright policy in place where content is only protected if its original to the author and must possess a minimal amount of creativity, facts are not protected by copyright [11], this ensures users that work shared via the application can be protected as their own, it provides comfort in the ability to trace back they in fact did it, whereas with Mastodon it is trickier, it is subject to the server and to be more precise the server location, there may be different copyright laws in place in different countries, users need to be mindful of this [12].

1.4 [bookmark: _Toc130558430]Conclusion

Being a regular user of Twitter and new to Mastodon for the purpose of this report, I have concluded that Mastodon is not a direct alternative to Twitter but a mixture of Twitter and Discord, which is another social-media application, which builds communities using servers. I do see the appeal of Mastodon, however I found myself not visiting Mastodon regularly as Twitter, I personally don’t like the differences in the underlying architecture of joining different servers, I’ve used it for a few weeks and still cannot see how to switch servers on the mobile application, I needed the help of a tutorial to do it through the desktop version instead [13]. I also didn’t find a lot of content on subjects I am currently interested in compared to Twitter, which is primarily the reason I won’t be switching to Mastodon soon.
What I do like about Mastodon though is the ability to control the privacy settings of posts, language filtering and the elimination of promoted advertisements, although this is just my selfish perspective of my own personal user experience, however I do understand advertisement is a necessary evil for Twitter as it relies on advertisement to generate profit. Advertisement revenue on Twitter is forecasted to increase over time [14], and as previously mentioned, Mastodon operates on servers managed by users rather than a single company, relying on the commitment of the administrators to continue operating at a standard, which may question the longevity and integrity of a Mastodon server. 
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[bookmark: _Toc130558442]Figure 2 - Twitter Advertising Revenue (Actual & Projected) [14]

Security is another important issue to address, Mastodon is building its reputation on being secure, through the usage of privacy settings but it’s open source and the code is free to download. Yes, it does potentially mean ethical hackers can find bugs and report them to strengthen the service, however unethical hackers can do the same and exploit unsuspecting users which could ruin the user experience, responsibility relies on the server administrators to ensure security, whereas the Twitter server is easier to manage in theory and money can be allocated in upgrading and improving security.
Even though I won’t be switching to Mastodon soon, I see massive potential if adjustments were made, for example if I could easily join multiple servers and have them feed into a single timeline, this may encourage more users which in turn could generate more content. I love the fact servers are moderated so advertisements are not in my face and meaningless posts and bot usage are eliminated, if only Twitter could do this effectively then I would personally have found an application I could fully get behind and for all of Twitters flaws, I do find it pleasant to see those cat videos when I’m having a bad day and I need to unwind, it puts me back in a good mood.









2. [bookmark: _Toc130558431]Cluedo Mobile Game Prototyping

[bookmark: _Toc130558432]2.1 Test Personas

The purpose of test personas is to create a realistic representation of a particular type of user who would play the game. It is from these test personas the researcher will gather valuable insights into how to define the architecture of the game and direction in how to design wireframes, but test personas are only as good as the research that goes into defining a cluster of users. Usability.gov, offer guidance in how to develop personas stating:
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[bookmark: _Toc130558443]Figure 3 - Usability.gov Persona Development Guidance [15]

Based on this, I brainstormed with my work-colleagues about who would play a specific UWTSD version of Cluedo and the main type of person that kept being mentioned was the young full-time student at the university who was a gamer, others included mature students who were not as much into gaming, staff of the university and people who had family at the university. These are the four personas I decided to look at for my testing, naming the ‘Steve’, ‘Ellen’, ‘Colin’ and ‘Sarah’ respectfully.
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[bookmark: _Toc130558444]Figure 4 - Persona 'Steve'

[image: Text

Description automatically generated with medium confidence]
[bookmark: _Toc130558445]Figure 5 - Persona 'Ellen'
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[bookmark: _Toc130558446]Figure 6 - Persona 'Colin'
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[bookmark: _Toc130558447]Figure 7 - Persona 'Sarah'

2.2 [bookmark: _Toc130558433]Design Support

To create the personas, I had to gather information first. All user and experience requirements are in Appendix A of this report using the MoSCoW approach.
The approach I used against all personas was consistent as I wanted to see the differences in requirements and see if there were any similarities. I wanted to focus on the below topics.
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[bookmark: _Toc130558448]Figure 8 - Topics to ask in focus groups

With these topics in mind, I could tailor my questioning and ask follow-up questions to get what I needed to design initial wireframes within focus groups or short meetings.
The primary user I classed as the full-time student, I asked a few students on campus who I had be-friended in previous years about what they would like and what was expected from a modern mobile-game. It was a rocky start, because not many young students knew what Cluedo was, but after an explanation, ease of use and speed dominated the conversation. The role-turn nature of Cluedo seemed to frustrate them, so it was clear a time-limit needed to be set between player turns to lessen the possible frustration. Minimum screens and setup required to enter or create games was also required and there is a desire to play as characters that represent themselves.
The part-time student focus group was the easiest to setup, as there are lots of work colleagues on the same apprenticeship as me, through a focus group in work enabled me to gather requirements These were significantly less than the full-time students but there was some overlap, in terms of game speed.
The University workforce, I had to approach slightly differently with one-to-one meetings when I was campus or in monthly catchups with mentors and project manager. In honesty I struggled to get detailed requirements, maybe I was asking the wrong people or in fact maybe I should have dropped the persona and gone for another?
The adults with family members at university, I am lucky to have this demographic as work colleagues and was easy to set up a focus group to obtain requirements, although I had to be vigilant in sticking to the point of requirement gathering and not stray from topic.



2.3 [bookmark: _Toc130558434]Game Structure

After the requirements gathering exercises, it’s obvious the game needs to have a simply structure and must be clear and quick in how to setup games and join games. Multiple game modes is key to success as the various users want to play different ways, without the various modes then clusters of users will lose interest in the game and may not return.
Below is a first draft of how the user will navigate through the various screens, eventually landing at a game of choice. Throughout the stage of navigation, back buttons must be included to allow them to return to a previous screen, in the instances of mistaken choice and there must not be a screen, when reached, the user is stuck.
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[bookmark: _Toc130558449]Figure 9 - Game Structure & Navigation

Before designing the wireframes, I have to be mindful some buttons and features are expected to be in certain locations, for example, the back button is usually located in the top left-hand corner of screens/forms. Silver.A, writes that button placement is often ignored or placed in a location because it looks good, not where a user expects it to be. Back buttons should be placed away from other buttons for differential reasons and at the top of the form, humans associate the back button to be at the top based on web browser usage [16].




2.4 [bookmark: _Toc130558435]Initial Wireframes & Feedback

All initial wireframes are in Appendix B of the report. Below is a breakdown of the main screens a player will encounter before entering a game. These are the screens I showed to the same people I talked to in the persona development stage via focus groups and one to one meetings, but also tested the screens on a few new people to see if the functionality was good, by asking questions about finding button locations and is the process of getting to a game of choice easy? The reason I choose focus groups, is because nobody returned the initial questionnaire in a required timeframe, so I needed to get some feedback, focus groups and discussions seemed the easiest method. 
The game pages themselves have been prototyped, but the in game functionality and transition screens require more in depth design and analysis.
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[bookmark: _Toc130558450]Figure 10 - Home Screen
When a player opens the game, they are greeted by a home screen, it’s a simple screen with game title, background image and Start button. Feedback confirmed all players needed to proceed by pressing the ‘Start Game Button’.
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[bookmark: _Toc130558451]Figure 11 - Login/Register Screen
The next screen the user encounters is the login screen. My thoughts were to have usernames for players so they can keep track of their scores, maintain a player profile or play as  guest (random nickname assigned) for the casual gamer. Feedback suggested although this is a good idea, it could replace the first screen a player sees rather than the second, so when an option is pressed it then takes the player to the next screen. Also, another suggestion was ‘can I login using facebook?’, this is something I overlooked but have encountered in the past and will be taken on board in the next phase of design.
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[bookmark: _Toc130558452]Figure 12 - Game Mode Selection Screen
The next screen is to select a game mode. Feedback suggested everyone knew how to move to the game mode of choice, but placement of the settings button was off, users expected it to be in the top right hand corner and replace the game rules button. The games rule button itself was suggested to be within the settings menu. A few users also asked where the ‘leaderboard’ button was as they expected it to be on this page to see how they are doing in the different game modes. My initial design had different scoreboards un the different game modes, but listening to feedback it seems that the button belongs here and an then have an option to select the game mode and see scores as it's an easier option to view scores quickly rather than navigating the different game mode screens.

[image: Graphical user interface

Description automatically generated with medium confidence]
[bookmark: _Toc130558453]Figure 13 - Settings Screen
When the user presses the settings button a “pop-up” box appears with the relevant options for players. Although feedback suggested users knew how to adjust settings, apply them, and leave the screen, they wanted images rather than text, where you can press the image to turn off the music/sound effect or back on to original setting by re-pressing it. Vibration control, was mentioned too, something I didn’t even originally consider but feedback suggested the game should have vibrations to alert a player it’s their turn etc. as they may put the phone down during turns because they have to do something else quickly but wanted to be alerted when it’s their turn, so they don’t make friends/opponents wait. 
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[bookmark: _Toc130558454]Figure 14 - Game Rules Screen
Again, when the user presses the Game Rules button a “pop-up” box appears with the text rules on the different stages of the game. Feedback focussed on the forward/back buttons, maybe dots or numbers to represent the number of pages within the game rules should be used instead, players want to know how much they had to read. Other feedback suggested was to try and accompany the text with an example image if possible.
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[bookmark: _Toc130558455]Figure 15 - Single Player Game Screen
Once the player selects the Single Player button, the single player screen appears, the back button to return to game mode selection has been strategically placed in the top left hand corner as per research and the player can pick game location scenario by swiping through a carousel type function to select where the game is to be set. There is also an option to have in game instructions on or off. Feedback suggested players found this easy to navigate and progress to the next screen. Although as previously touched on the scoreboard button should be placed on the game mode selection screen.
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[bookmark: _Toc130558456]Figure 16 - Character Selection Screen
The next screen is the character selection screen, again a carousel function is used to swipe and find the correct character the player wants to be. There is an upload image for a person to use their own image as a character too. Feedback asked where was the proceed button, it wasn’t obvious that the player selects the character from the carousel function, the wanted to see a button to proceed and keep consistency in how they proceed through screens.
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[bookmark: _Toc130558457]Figure 17 - Choose Opponents Screen
The next screen is for the player to select opponents. Initial feedback was, this page seemed to be cramped and the title text was in the wrong location, although button placement suggested players could add opponents and proceed to start a game.
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[bookmark: _Toc130558458]Figure 18 - Online Game Mode Screen
If the player selects the Play Online button, play online screen appears, again the player can pick game location scenario by swiping through a carousel function to select where the game is to be set. There are also options to select a game with a certain number of players and set a time-limit between player turns, to speed up the in-game play. Feedback suggested players found this easy to navigate and progress to the next screen but found the number selection button up/down arrows too close together and as previously touched on the scoreboard button should be placed on the game mode selection screen. However, the play game button was a success and noted this type of layout is needed for the single player screen.
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[bookmark: _Toc130558459]Figure 19 - Leaderboard Screen
I showed this screen as an example of how both single/online play scores would be displayed. My experience tells me keep statistics simple and easy to understand, but what was pointed out was there is no option to view how players accumulate points, for example, 3 points for a win. As previously pointed out the button to this screen belongs on the Game Mode Selection screen and the screen itself needs to have a facility to switch between game modes for ease of viewing between scoring of the different game modes, perhaps even a facility to see how a player scores specifically against friends, so an ‘add friend’ feature needs to be present.
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[bookmark: _Toc130558460]Figure 20 - Create/Join Game with Friends
My view is create/join screen is keep it simple and even though it is and players could find the buttons they wanted to, it was pointed out I missed to put title text on the screen, to inform the player what they were creating or joining.
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[bookmark: _Toc130558461]Figure 21 - Create a Game Screen
Again, for the create game screen I missed the title text. The feedback suggested how would they share the code, perhaps, adding the universal share symbol would be more effective as they are familiar with it knowing they can share via different applications form there. Some sort of instructional text on the sharing of a code was also advised.
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[bookmark: _Toc130558462]Figure 22 - Join a Game Screen
My intention again was to make is as easy as possible for someone to join a game, with a simple text input box to enter the code shared by someone and a Join Game button. Again, it was pointed out the title text was missing, but the functionality was easy to use.

2.5 [bookmark: _Toc130558436]Feedback Summary

Overall feedback on functionality was positive for an initial first draft, players found it easy to get to game of choice, but some basic errors were made in my designs such as location of buttons to screens such as leaderboards. Some inconsistency in button sizes or types was present and some screens seemed too basic, maybe an image could be inserted. It was also pointed out that title text on the screens can be moved up a bit, there is some screen space that can be utilised, which may help in the screens where buttons and features felt a bit cramped together. Another obvious mistake I made was not designing a Register screen, I was asked where it was, but I simply forgot about it - it will be present on the next iteration of wireframes. Another suggestion which I didn’t think about was having a ‘home’ button throughout the screens, players suggested how would they get back to the Game select mode screen easily without needing to keep pressing the back button, this has given me something to think about. Overall, I received plenty of constructive feedback to consider in the next iteration of wireframes.
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To ensure your personas are accurate representations of your users and have the support of
your stakeholders throughout the process, you should:

« Conduct user research: Answer the following questions: Who are your users and why are
they using the system? What behaviors, assumptions, and expectations color their view
of the system?

« Condense the research: Look for themes/characteristics that are specific, relevant, and
universal to the system and its users.

« Brainstorm: Organize elements into persona groups that represent your target users.
Name or classify each group.

« Refine: Combine and prioritize the rough personas. Separate them into primary,
secondary, and, if necessary, complementary categories. You should have roughly 3-5
personas and their identified characteristics.

+ Make them realistic: Develop the appropriate descriptions of each personas background,
motivations, and expectations. Do not include a lot of personal information. Be relevant
and serious; humor is not appropriate.
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-Steve

Demographic:
18-25, single, no children

One-Line Description:

Young full-time student at UWTSD, who
plays games regular

Characteristics: Full time student at UWTSD, plays games on a
regular basis and has done for many years. Keeps up to date with

gaming news and purchases new generational consoles or
upgrades devices/hardware to match emerging trends in the
gaming world. If not socialising with friends or doing university
related work, they are gaming most of the time. Engages on social
media a lot in various ways.

Goals, Needs and Impediments:

Tries new games out but only keeps what is the most popular or
ones that keep grabbing the attention, platform is not an issue, but
has some annoyances such as slow loading times or complex
controls. Mobile phone games need to be easy to use and simple
enough to use when out and about. All games are competitive and
would like to play in various modes such as single player for
practice, online against strangers to test skill and against friends
for gaming nights. Is interested in stats to see how they compare
against others.
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-Ellen

Demographic:

26-50, married/with partner, may
have/no children

One-Line Description:

Part Time student at UWTSD, who
doesn't play games as often

Characteristics: Part time student at UWTSD, who only plays
games with friends to socialise. Ellen is part time at the university
because they work to support family or bills, they may even be at
university because of working life. Is not a massive social media user
, but uses it to keep up with news and close people in their life. Ellen
doesn't have the latest phone, but does change it when contracts
are up to a model below the current flagship mobile model.

Goals, Needs and Impediments:

Ellen plays mobile phone games because she can do it easily
within her free time such as on a bus. Games must be quick with
no slow loading times or complex controls. Like Steve, mobile
phone games need to be easy to use and simple enough to use
when out and about. Even though Ellen may be competitive in the
real world when it comes to work, she isn't as much when it comes
to gaming, but uses games to 'pass time' or to engage with friends
to unwind.
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~-Colin

Demographic:

30-50, married/with partner, has
children

One-Line Description:

Works at the university in some
capacity

Characteristics: cColin works at the university in various roles
although is not regular gamers, Colin does play them during 'down
time' and see games as fun but is more focused on real-world
scenarios rather than games.

Goals, Needs and Impediments:

Colin has many devices but only plays games on their mobile
device. Games have to very easy to use and not last very long.
Controls have to be basic and likes instructions for ease of use. Is
more likely to play a game that relates to their life and would play
games with others at the university as a form of engagement or
ice-breaker.
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-Sarah

Demographic:

40-60, married/with partner, has
children

One-Line Description:

Sarah has a family member enrolled at
UWTSD

Characteristics: sarah has a family member enrolled at UWTSD
Sarah is not a regular gamer, but has played games in the past with
their children or family member as a form of 'play/fun' and would do
so in the future to still have fun with them and keep them close. She
sees family as the most important part of life and wants to be there
for them, if playing games is an avenue to talk then she is happy to
play games.

Goals, Needs and Impediments:

Sarah has a mobile phone and only plays games to keep in touch
with family members. Games have to very easy to use and not last
very long and controls have to be basic. Instructions is a must for
ease of use. Is more likely to play a game that relates to their life
and would only do so to be sociable.
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-User & Experience Requirements

Must not have many screens or clicks before getting into a game

Must have many game modes, Single, Online, Local party

Must have simply controls, they want to be able to play anywhere

Must have an option to choose of how many players in a game, less
players quicker the game

Must have a facility to show game rules

Must have a tutorial, which can be switched of when the user is proficient
at the game

Must have a facility to remind player what cards they have

Must be able to quit out of game during play

- Should load quick

- Should have a time limit setter between player turn times, to speed up the
game

- Should have scoreboards - users like and want to know how good they are
compared to others

- Should have good graphics

- Should have good audio and sound effects

- Should not much animations - they take time unnecessarily

- Should be able to switch up location settings. Some want to play Q block
specifically but others wouldn't mind playing just the arts centre, or across
multiple locations

- Should be able to choose of what characters we can play against

- Should have a facility to "check-off" game items they think are not the
correct answer to the murder

- Could have and upload image facility or character creation, they want to
see themselves in a game if its UWTSD related and able to use that
character again and again

Users won't have fun if the gameplay experience is slow or long
Users won't come back if the gameplay is frustrating
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