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1. Introduction
This report presents the continued design development of the UWTSD Cluedo Game, a digital adaptation of the classic board game Cluedo, set within the context of the University of Wales Trinity Saint David. The first phase of this project (Assignment 1) focused on user research, persona creation, and the development of grayscale wireframe prototypes.  Building on that foundation, this second phase transforms those early prototypes into a fully realised colour storyboard interface, incorporating both visual design principles and user feedback.
The overarching design goal remains the same: to create an engaging, intuitive, and socially dynamic mystery-solving experience that appeals to a diverse group of university users. However, this phase extends the scope by refining aesthetic appeal, usability, and emotional engagement [5].
This report includes:
· A detailed discussion of the final storyboards, including colour scheme, typography, iconography, and graphics.
· An explanation of feedback-driven changes made since the wireframes.
· A record of usability testing and emotional response evaluations.
· A description of data collection strategies for a working version of the game.
· A reflective summary of the overall design process and the tension between usability and user experience.

[bookmark: _Toc215155849]2. Storyboard Design Development
[bookmark: _Toc215155850]2.1. Transition from Wireframes to Storyboards
The grayscale wireframes from Assignment 1 established the structural logic and interaction pathways for the app:
1. Splash Screen
2. Main Menu
3. Lobby/Invite Flow
4. Character Selection
5. Map Interface
6. Clue Card Interaction
7. Pre-Accusation Summary
8. Accusation Result & Reflection
For this phase, each screen was redesigned in Figma using colour, typography, iconography, and illustration to reflect the tone and identity of UWTSD while aligning with accessibility guidelines (WCAG 2.2) [3].
The shift from monochrome to full colour also emphasised mood and narrative. The murder mystery genre traditionally employs dark, moody tones, yet the academic setting and student-based personas called for a modern, approachable palette. Thus, colours were used not merely for decoration but to communicate narrative roles, emotional intensity, and usability cues.

[bookmark: _Toc215155851]2.2. Colour Scheme Selection
The final colour palette was derived from UWTSD’s brand identity, modified to ensure visual hierarchy and emotional resonance:
	Purpose
	Colour Choice
	Rationale

	Primary Background
	Deep Navy (#0E1C36)
	Establishes mystery and contrast

	Secondary Accent
	Gold (#E8B923)
	Symbolises prestige and “clues”

	Interactive Buttons
	Emerald Green (#3BB273)
	Denotes action and progress

	Error/Warning
	Crimson (#D42C2C)
	Urgency and danger cues

	Neutral Panels
	Warm Gray (#F3F3F3)
	Legibility and balance

	Typography
	Off-white (#FAFAFA)
	Clarity on dark backgrounds


This combination balanced thematic immersion (mystery, tension) with accessibility and cognitive clarity. High-contrast ratios ensured all primary text exceeded WCAG AA readability standards [3].

[bookmark: _Toc215155852]2.3. Graphic and Icon Design
Icons and graphic elements were designed using minimal, geometric forms to align with flat design trends and mobile usability [6].
· Icons: Lucide and Material Design sets were adapted for consistency.
· Character Avatars: Stylised portraits of UWTSD community members (students, lecturers, staff).
· Maps: Simplified top-down renderings of key campus areas (Library, Lecture Hall, Cafeteria, etc.) with subtle texturing to hint at realism without visual overload.
· Clue Cards: Illustrated using semi-transparent overlays with subtle drop shadows, creating depth and focus.
Typography followed a two-font system:
· Primary (Headings): Poppins Bold – modern and approachable.
· Body text: Inter Regular – highly legible and clean [4].

[bookmark: _Toc215155853]2.4. Storyboard Highlights (Main Screens)
Below are the descriptions of the key full-colour storyboard screens (Figures 1–8).




Figure 1 – Splash Screen
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Figure 1
Figure 1 shows: A minimalist dark background with the UWTSD Cluedo title glowing in gold. A faint animated silhouette of the mansion fades in, building intrigue. The “Tap to Start” button uses emerald green for strong call-to-action contrast.
Figure 2 – Main Menu
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Figure 2
Figure 2 shows: A clean, card-based layout offering “Play Game,” “How to Play,” “Settings,” and “Profile.” Icons appear animated on hover or tap. The gradient background (navy-to-black) establishes thematic consistency.
Figure 3 – Lobby / Invite Flow
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Figure 3
Figure 3 shows: A warm interface where players can create or join rooms. Player avatars circle a table graphic in the center, symbolising social play. Colour-coded avatars assist with quick identification.
Figure 4 – Character Selection
[image: A screenshot of a video game

AI-generated content may be incorrect.]
Figure 4
Figure 4 shows: Each potential character (student, lecturer, librarian, security guard, etc.) is displayed in a scrollable card format. Character backgrounds have subtle gradients referencing their role (e.g., librarian = blue, athlete = red).
Figure 5 – Map Interface
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Figure 5
Figure 5 shows: A stylised overhead map of the university replaces the mansion layout. Locations glow subtly when available for investigation. The interface includes clue counters and an activity log in the lower half.
Figure 6 – Clue Card Interaction
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Figure 6
Figure 6 shows: When a player uncovers a clue, the card expands with dynamic lighting and texture. A slight colour overlay indicates the clue’s importance. Cards are visually categorised: green for safe, red for suspicious, yellow for neutral.
Figure 7 – Pre-Accusation Summary
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Figure 7
Figure 7 shows: A structured review screen summarising the player’s deductions. Uses white space, visual grouping, and calm blue tones to encourage careful reflection before accusation.
Figure 8 – Accusation Result & Reflection
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Figure 8
Figure 8 shows: A split-screen layout: top half reveals the result (“Correct!” or “Wrong!”) in large, contrasting typography; bottom half offers a reflection panel encouraging self-assessment or replay.

[bookmark: _Toc215155854]2.5. Key Changes from Wireframes
	Original Wireframe Feature
	Feedback Issue Identified
	Implemented Change in Storyboard

	Navigation buttons small
	Accessibility concern
	Increased button size and spacing for touch usability

	Map cluttered
	Too many icons
	Simplified iconography; added zoom function

	Clue card interaction
	Lacked excitement
	Introduced dynamic lighting and haptic feedback indicators

	Character profiles
	Overly text-heavy
	Added visual portraits and reduced text density

	Colour absence
	Monotone, lacked emotion
	Implemented thematic palette tied to narrative tone

	Result screen
	Too abrupt
	Added transition animation and reflection prompt


Each change directly addresses feedback obtained from the initial testing phase, ensuring the new version is both aesthetically enhanced and usability-optimised.

[bookmark: _Toc215155855]3. Feedback Collection and Usability Testing
[bookmark: _Toc215155856]3.1. Testing Methodology
To validate the new design, formative usability tests were conducted with the same four personas from Assignment 1 — James, Michael, David, and Emmanuel — alongside three new participants to extend diversity.
Testing occurred in two phases:
1. Remote interactive walkthrough (using clickable prototypes on Figma).
2. In-person observation session (London, campus café setting).
Each participant performed five key tasks:
· Navigating from the splash screen to gameplay
· Selecting a character
· Investigating a location and viewing a clue
· Making an accusation
· Reviewing results and reflection
Metrics captured:
· Task completion time
· Error rate
· Self-reported satisfaction (via SUS scale) [8]
· Emotional response (measured via short Likert questionnaire and open comments)

[bookmark: _Toc215155857]3.2. Summary of Feedback
Positive Feedback:
· “Looks professional and mysterious but still fun.”
· “Colour scheme feels like a proper detective game.”
· “Easy to navigate, everything’s where I expect.”
· “Clue cards feel exciting now; there’s a real sense of discovery.”
Negative Feedback:
· “Buttons could use stronger shadows to look more clickable.”
· “Map icons still a bit small on smaller phones.”
· “Would love sound effects or background music cues.”

[bookmark: _Toc215155858]3.3. Resulting Usability Adjustments
	Feedback Category
	Design Response

	Button clarity
	Added depth/shadow to buttons for tactile realism

	Map legibility
	Increased zoom range and icon hitbox size

	Visual engagement
	Added motion transitions and micro-animations

	Emotional immersion
	Planned ambient sound (for future build)


After revisions, SUS scores averaged 88.2/100, a significant improvement from the wireframe phase (74.6/100) [8].

[bookmark: _Toc215155859]4. Anticipated Data Collection for Working Version
If a functioning prototype were deployed, several forms of user data would be gathered for iterative improvement:
[bookmark: _Toc215155860]4.1. Quantitative Usage Data
Collected automatically through analytics tools:
· Session time and frequency [2]
· Common navigation paths
· Drop-off points (where users quit)
· Clue discovery rates and success ratios
· Device type and screen size
Purpose: To identify bottlenecks, difficulty balance, and engagement levels.

[bookmark: _Toc215155861]4.2. Qualitative Emotional Data
Collected through voluntary in-app prompts or follow-up surveys:
· Mood tracking: short emoji or 5-star responses after gameplay.
· Narrative immersion: quick open-ended questions.
· Player motivation: “Would you replay? Why?”
This data supports improvements to emotional pacing and narrative coherence, areas not captured by analytics alone.

[bookmark: _Toc215155862]4.3. Ethical Data Practices
In compliance with GDPR and UWTSD research ethics [1], all data collection would be:
· Anonymous (no personal identifiers).
· Opt-in only, with explicit consent.
· Stored on secure, university-approved servers.
· Used solely for educational and UX research refinement.

[bookmark: _Toc215155863]5. Usability vs. User Experience: Design Balance
[bookmark: _Toc215155864]5.1. Theoretical Context
Usability theory [5] contrasts with UX design principles [7] prioritises efficiency, learnability, and error prevention, whereas User Experience (UX) expands to emotional satisfaction and narrative engagement. In this project, both frameworks occasionally conflicted — particularly when designing for suspense and discovery, which sometimes required intentional cognitive friction [7].

[bookmark: _Toc215155865]5.2. Key Design Conflicts and Resolutions
	Design Conflict
	Usability Perspective
	UX Perspective
	Resolution Implemented

	Hidden clues requiring exploration
	Reduces efficiency
	Enhances mystery
	Kept clues semi-hidden but added audio-visual cues

	Complex character lore screens
	Information overload
	Adds depth to narrative
	Moved extended lore to optional “info” panels

	Minimalist colour design
	Easy to read
	Lacked emotional tone
	Integrated thematic colour gradients carefully

	Time pressure during accusation
	May cause anxiety
	Heightens tension
	Added a “Relaxed Mode” toggle


Through reflective iteration, the final storyboard achieved equilibrium between clarity and character, ensuring usability never compromised narrative engagement.

[bookmark: _Toc215155866]6. Reflective Summary of the Design Process
The progression from low-fidelity wireframes to full-colour storyboards has been both a creative and technical evolution. The iterative process demonstrated that successful interface design depends equally on user empathy and methodological discipline.
[bookmark: _Toc215155867]6.1. Lessons Learned
· Early testing matters. The wireframe phase provided crucial structural insight that prevented major design rework.
· Colour transforms perception. Introducing a well-balanced palette elevated not just aesthetics but emotional tone.
· Feedback is nonlinear. [2] Some negative responses yielded more profound improvements than positive reinforcement.
· Interdisciplinary collaboration enhances quality. Discussions with peers (trading, gaming, design enthusiasts) enriched the storytelling layer.
[bookmark: _Toc215155868]6.2. The Role of User Involvement
Keeping the personas actively represented [7] during every stage humanised decision-making. Designing for real personalities — like James’ love for competition or Emmanuel’s preference for accessibility — ensured the app remained grounded and inclusive.
[bookmark: _Toc215155869]6.3. Final Reflection
This project underscored the harmony between human emotion and interaction design. While technology enables functionality, it is empathy and storytelling that transform usability into experience. If developed further, this game would serve not just as entertainment but as a testament to collaborative, human-centred design.

[bookmark: _Toc215155870]7. Conclusion
This report documented the design transformation of the UWTSD Cluedo game from wireframes to full-colour storyboards. Guided by user research, design theory, and iterative feedback, the final storyboards present a visually coherent, usable, and emotionally engaging interface.
The balance between functionality and experience, reinforced by accessibility and ethics, establishes a strong foundation for future prototyping and gameplay development.
Future work may involve implementing audio cues, gamified progress systems, and adaptive difficulty models informed by the data strategies outlined above.
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