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Full Interface and Testing
Case Study Summary 
The boardgame CLUEDO is familiar to many as one that requires players to move their pieces around a board that represents a country mansion, finding clues that will help them solve the murder of Dr. Black.
 
You are to design a UWTSD version of this as a computer game. 

“Oh no! The Vice-Chancellor has been murdered! Who did it?”

You may set the game on any or all of the university campuses, and may include up to 8 players who should represent different parts of the university. This task represents your initial user research and design ideas for the game interface. In the next assignment you will develop your ideas further into a full colour design.

The first assignment illustrated your initial user research and design ideas for the game interface. This assignment (component 2) will showcase the development of your ideas further into a full colour design.
Details above can be deleted before submission or edited as part of introduction
Note: This is a technical report so screenshot evidence is mandatory 




[bookmark: _Toc212541971]Introduction 
Provide a brief introduction into full interface and testing to be presented for the mobile app game designed. 


[bookmark: _Toc212541972]Full colour design storyboards (30%)
• Storyboards should not be hand-drawn and scanned for component 2. They should show all of the major functionality of the app at a size appropriate for a mobile phone and should take all of the usual aspects of interaction design theory into account in the design. Where the design differs from that of the wireframe model the reasons for this should be documented and justified. How did you select or create the appropriate colour schemes and graphics to be used in the interface? The complete set of storyboards should be presented in an appendix but significant elements such as the main screen designs should be discussed in the main body of the report. These can be created using any suitable software; remember to show not only the screens but how the user moves between the screens.•	

[bookmark: _Toc212541973]Feedback collected from Users for Prototype (20%)
• How did you collect feedback on your prototypes? How did you ensure that your test subjects covered the range of personas you defined earlier? What feedback did you get, both in terms of usability and of emotional response? Were these what you expected and, if not, why not?
[bookmark: _Toc212541974]Information collected from users for working version of Mobile App to be potentially built and released (20%)
• What information are you going to collect from you users in the working version? Why do you need it and how will you collect it? Can data be collected automatically or will you need to continue to interact directly with your users to get the data you need? Are there differences between collecting usage data and emotional response data?

[bookmark: _Toc212541975]Additional Usability Considerations (20%)
• How would your storyboards have differed if you had approached the app purely from a usability viewpoint? Were there any conflicts between usability and user experience that you had to resolve? Use examples from your design process to explain these.

The final 10% will be awarded for document presentation and appropriate references to the research literature.
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