


[bookmark: _Toc223463575]Abstract
This report presents the initial user research and interaction design for The Traitors: UWTSD Edition, a mobile computer game inspired by the television programme The Traitors and its associated board game. The game adapts social deduction mechanics into a digital format set within University of Wales Trinity Saint David (UWTSD) campuses. The report documents the process of gathering user data, developing six representative personas, identifying usability and accessibility requirements, designing low-fidelity wireframe storyboards, and evaluating early design concepts through prototype feedback. 
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[bookmark: _Toc223216700]Figure 2: Illustrates the opening interface of “The Traitors” application
 
1.0 [bookmark: _Toc223463577]Introduction
Social deduction games rely on trust, deception, secrecy, and collective decision-making to create emotional engagement [1],[2]. While these mechanics are effective in face-to-face settings, translating them into a mobile computer game introduces challenges related to usability, accessibility, and emotional experience [3],[4]. Within a university context, these challenges are further complicated by the diversity of potential users, including students and staff of different ages, abilities, technical confidence, and study modes. 
This report presents the first phase of the design process for The Traitors: UWTSD Edition. The focus of this phase is on user research, persona development, usability-driven interface design, and early evaluation. Visual styling and full-colour design are intentionally excluded at this stage, in line with interaction design best practice [5][6]. This work establishes a user-centred foundation for subsequent high-fidelity interface design [5],[7],[8] .

[bookmark: _Toc223463578]2.0  Test Personas and User Experience Requirements
[image: Homepage - The Traitors Card Game]
[bookmark: _Toc223216701]Figure 3: Represents the interface of “The Traitors” game

[bookmark: _Toc223463579]2.1 Persona Development Approach
Personas are fictional but evidence-based representations of key user groups, created from user research to capture users’ goals, behaviours, needs, and limitations. They support user-centred decision-making by ensuring design choices are based on real user requirements rather than assumptions [5],[7].
Six personas were developed to reflect the diversity of the UWTSD community, including variations in age, ability, digital confidence, and campus location, also undergraduate and postgraduate students, academic and professional services staff, international students, and users with accessibility needs. These personas were derived from primary research data collected through interviews and questionnaires.

[bookmark: _Toc223463580]2.2 Persona Overview
The six personas represent:
· Aisha Rahman (Undergraduate student)
· Tom Williams (Mature student)
· Elena Morris (Postgraduate student)
· Dr Gareth Hughes (Academic staff)
· Priya Patel (International student)
· Mark Evans (Professional services staff)
Each persona includes a scenario and associated user experience requirements, focusing on clarity, accessibility, emotional comfort, and ease of navigation [9],[10].

2.3 Persona 1 – Aisha Rahman
[image: ]
[bookmark: _Toc223216702]Figure 4: Shows the profile information of Persona one.





2.4 Persona 2 – Tom Williams
[image: ]
[bookmark: _Toc223216703]Figure 5: Shows the persona two  profile details.

2.5 Persona 3 – Elena Morris
[image: ]
[bookmark: _Toc223216704]Figure 6: Shows the persona three profile details
2.6 Persona 4 – Dr Gareth Hughes
[image: ]
[bookmark: _Toc223216705]Figure 7: Shows the persona Four profile details

2.7 Persona 5 – Priya Patel
[image: ]
[bookmark: _Toc223216706]Figure 8: Shows the persona five profile details.

2.8 Persona 6 – Mark Evans
[image: ]
[bookmark: _Toc223216707]Figure 9: Shows the persona six profile details.

[bookmark: _Toc223463581]3.0  User Research Methods
A mixed-methods approach combining interviews and questionnaires is recommended in HCI (human–computer interaction) research to capture both qualitative insight and broader usability trends [11], [12].

[bookmark: _Toc223463582]3.1 Data Collection Methods
Primary research was conducted using:
· Semi-structured interviews
· An online questionnaire distributed via Microsoft Forms [13]
Fifteen responses were collected from UWTSD students and staff. The questionnaire included Likert-scale usability questions, multiple-choice accessibility questions, and open-ended responses.
Online Questionnaire
In addition to bespoke questionnaires, structured evaluation instruments such as the User Experience Questionnaire (UEQ) are commonly used to support systematic usability assessment and comparison across interactive systems [14], [15].
A short online questionnaire was distributed to UWTSD students and staff. Fifteen responses were collected. The questionnaire included Likert-scale questions, multiple-choice accessibility questions, and open-ended  responses. Below the form which was used for questionnaire:
[image: ][bookmark: _Toc223216708]Figure 10: Shows the online questionnaire form.

[bookmark: _Toc223463583]3.2 Research Findings
Analysis of the fifteen questionnaire responses revealed several consistent usability and experience preferences. 73% of respondents (11/15) indicated that they preferred mobile games with sessions lasting under 15 minutes, reflecting the need for time-efficient gameplay suitable for students and staff. 87% (13/15) strongly agreed or agreed that clear instructions were essential when using a new game application, reinforcing the importance of onboarding and guidance screens [9].
Accessibility considerations were also significant. 27% of participants (4/15) reported at least one accessibility-related need, including visual clarity and preference for larger touch targets. Even among participants without declared accessibility needs, 80% (12/15) agreed that accessibility features improved overall user experience, supporting inclusive design principles [10].
Qualitative responses highlighted emotional engagement as a key motivator. Participants described deception-based mechanics as “exciting” and “immersive”, consistent with findings in game user experience research [13]. However, 40% (6/15) also reported feelings of stress during timed voting phases. One respondent commented, “The timer makes it intense, which is fun, but sometimes it feels rushed.” This reflects research showing that social deduction games can increase emotional tension, which must be carefully balanced to avoid negative user experience [9],[16].
Overall, the research findings directly informed persona creation, usability priorities, and storyboard design decisions by balancing engagement with clarity and emotional comfort [1],[17].

[bookmark: _Toc223463584]3.3 MoSCoW Requirements Analysis
The MoSCoW method is a requirements prioritisation technique that categorises requirements into Must have, Should have, Could have, Won’t, and have to support effective decision-making within project constraints [14], [17], [18].
User and experience requirements were prioritised using the MoSCoW method Full requirement tables are provided in the appendix A.

[bookmark: _Toc223463585]4.0  Designing for Usability
Usability refers to the extent to which an interactive system can be used by specified users to achieve specified goals effectively, efficiently, and with satisfaction within a given context of use, down below (figure 11) demonstrate it. A usable system is easy to learn, supports error prevention and recovery, and provides clear feedback that helps users understand system status while reducing cognitive effort and frustration during interaction [19]. 

[image: Usability Engineering]
[bookmark: _Toc223216709]Figure 11: Shows the usability engineering lifestyle.

Usability engineering builds on this concept as a systematic, user-centred approach to the design and evaluation of interactive systems, involving the identification of user needs, definition of usability requirements, application of established design principles, and iterative testing with real users throughout development. By emphasising early evaluation and continuous refinement, usability engineering helps identify and resolve usability issues before deployment, ensuring systems effectively support users in achieving their goals with minimal effort and error, down below (figure 12) demonstrate the detail [20].

                [image: Stages of the Usability Engineering Process | Download Scientific Diagram]
[bookmark: _Toc223216710]Figure 12: Shows the design, development model

Designing for usability involves creating interactive systems that enable users to achieve their goals effectively, efficiently, and with satisfaction within a specified context of use. Emotional engagement in digital games can be intentionally shaped through interaction design, narrative structure, and feedback mechanisms, all of which influence player immersion and satisfaction. Interface decisions were guided by established usability principles, including visibility of system status and recognition rather than recall, which reduce cognitive load and improve learnability for novice users. (Figure 13) highlight all the points of user control and feedback:
[image: Usability Design]
[bookmark: _Toc223216711]Figure 13: Shows the user control and feedback principles
Additionally, the design reflects Nelson’s rule of consistency and predictable interaction behaviour, ensuring that users can anticipate system responses and maintain a clear sense of control, thereby enhancing overall usability and interaction efficiency [21].
Below picture modelized the Nelson components:

[image: ]
[bookmark: _Toc223216712]Figure 14: Shows the Nelson rules

Furthermore, the interface design aligns with Schneiderman’s Eight Golden Rules, particularly consistency, informative feedback, and error prevention; Molich’s updated heuristic evaluation principles, which emphasise user control and simple dialogue structures; Tognazzini’s interaction design principles, including anticipation and efficiency of the user; and Eichenberg’s user-centred emotional design guidelines, which highlight the importance of balancing cognitive usability with affective engagement in digital environments [22],[23],[24],[25]. 
Collectively, these principles support the development of an interface that is not only functional and efficient but also intuitive, emotionally engaging, and aligned with contemporary human–computer interaction standards.
[bookmark: _Toc223463586]4.1 Usability Issues Identified
The main usability challenges identified were:
· Preventing confusion during voting and elimination
· Communicating hidden information clearly
· Supporting users with differing abilities and confidence levels

[bookmark: _Toc223463587]4.2 Usability Principles Applied
Design decisions were informed by established interaction design principles:
· Visibility of system status:
ensuring users always understand the current game phase
· Recognition rather than recall:
reducing memory load through clear labels and icons
· Inclusive:
supporting accessibility for users with differing abilities.

[bookmark: _Toc223463588]4.3 User Experience & Accessibility 
[bookmark: _Toc220344343]Inclusive design aims to ensure interactive systems are usable by people with a wide range of abilities and experiences [10],[11]. Accessibility features such as large touch targets and high-contrast visuals, and clear textual feedback were prioritised to support accessibility. MoSCoW requirements are explain in Appendix B.


[bookmark: _Toc223463589]5.0  Wireframe Storyboards
Wireframe storyboards are low-fidelity visual representations that illustrate key interface screens and the sequence of user interactions, used to explore layout, navigation, and interaction flow during early design stages [13].
 
[bookmark: _Toc220344336][bookmark: _Toc223463590]5.1 Storyboard Scope
Low-fidelity wireframe storyboards were produced to represent all major functionality of the mobile application. These wireframes focus on layout, hierarchy, and interaction flow rather than visual design [26], [27].
Key screens include:
· Start screen
· Persona selection
· Role reveal
· Discussion phase
· Dagger award
· Voting and banishment
· Night phase
· Treasure mission
· End game screens
Also, it has multiple choice button for easy to navigate like start, back, next etc 







Start Screen:
 [image: Create Scene 1 of The Traitors: UWTSD Edition as a full mobile game screen in black and white. Use a vertical layout with mobile UI framing. Show a misty UWTSD campus at night with silhouetted players arriving. Include dramatic lighting, long shadows, and a clear title at the top: 'THE TRAITOR: UWTSD EDITION'. Add two full-width buttons at the bottom: one labeled 'NEW PERSONA' and one labeled 'EXISTING PLAYER'. Include mobile status bar at the top (time, battery, signal). Maintain high contrast and clarity.]
[bookmark: _Toc223216713]Figure 15: Shows the start game screen of "The Traitor" game 

This opening screen introduces The Traitors by setting a dark, mysterious atmosphere that draws players into the game. The New Game and Continue options allow players to begin a fresh experience or resume their progress.

Persona Selection Screen
[image: ]
[bookmark: _Toc223216714]Figure 16: Shows the  three screens of persona selection step by step 

This opening screen introduces the players of The Traitors UWTSD, presenting six personas who will take part in the game. Each persona represents a distinct character within the group, setting the stage for alliances, suspicion, and deception. The Start Game button signals the beginning of a tense social experiment where trust will soon be tested.

Role Reveal Screen
[image: ]
[bookmark: _Toc223216715]Figure 17: Shows the two screens of reveal the role and explain about traitor role  
    
This screen unveils each player’s hidden allegiance, revealing in secret whether they are a Traitor or a Faithful, a core mechanic of The Traitors. The sealed-envelope imagery heightens suspense, reinforcing the secrecy that drives the game’s tension. Once the role is known, the player proceeds without revealing their identity, allowing the psychological battle to begin.

Discussion Phase Screen
[image: Create a full mobile game screen in black and white for Scene 7: Discussion Round of The Traitors: UWTSD Edition. Use a vertical layout with mobile UI framing. Show seven player silhouettes seated around a circular table with name tags: Tom Williams, Elena Morris, Dr Gareth Hughes, Priya Patel, Mark Evans, Aisha Rahman, and one unidentified silhouette. Include speech bubbles with dialogue: Elena says 'It is not me...', Aisha says 'I trust no one!', Priya says 'Check the votes'. Add a timer at the top showing 01:55 remaining. At the bottom, include three action buttons labeled 'ACCUSE x2', 'DEFEND x2', and 'SILENCE x2', and a 'CONTINUE →' button. Add a navigation bar at the bottom with options: Start, Roles, Discuss (highlighted), Vote, Night, End. Show the full phone frame including the bottom edge. Add a status bar at the top (time, battery, signal). Maintain dramatic contrast and mobile clarity.]
[bookmark: _Toc223216716]Figure 18: Shows the discussion screen
This screen represents the Daytime discussion phase, where players openly debate, observe behaviour, and attempt to uncover the Traitor among them. The visible countdown timer heightens tension, reminding players that time is limited to persuade, deflect suspicion, or cast doubt on others. The Continue button advances the game toward the next decisive moment, where words turn into action.

Voting Phase Screen
[image: ]
[bookmark: _Toc223216717]Figure 19: Shows the three screens of voting phase step by step along with results

This screen captures the voting phase, where players must commit to a decision and secretly vote to banish the persona, they suspect is the Traitor. The ticking timer intensifies pressure, forcing players to trust their instincts or manipulate the outcome. Once votes are cast, the group moves closer to revealing whether suspicion has fallen on the right person or whether the Traitor remains hidden.







Banishment Result Screen
[image: ]
[bookmark: _Toc223216718]Figure 20: Shows the two screens of banishment results

This screen reveals the outcome of the group’s vote, announcing which player has been banished from the game. Tension peaks as the player’s true role is finally exposed, confirming whether the group has successfully removed a Traitor or mistakenly eliminated a Faithful. This moment reinforces the psychological stakes and consequences of collective decision-making.

Dagger
[image: ]
[bookmark: _Toc223216719]Figure 21: Shows the two screens where is shows the dagger along with explanation

This screen shows the Traitor’s special dagger power, which allows the Persona to double their vote during group decisions, increasing their influence in secret. The dagger symbol and dramatic design highlight danger and hidden control within the game.

Golden Treasure Chest Mission Screen 
[image: ]
[bookmark: _Toc223216720]Figure 22: Shows the two mission screens where explain the task and second shows persona are doing the tasks  

This screen depicts the treasure mission phase, where players must work together to complete challenges and add gold to the communal prize fund. Although suspicion lingers, cooperation is essential, as the success of the group directly impacts the final reward. The golden chest symbolises both trust and temptation, echoing the core conflict of The Traitors.

Night Phase (Murder Screen) 
[bookmark: _Toc223216721][image: ]
Figure 23: Shows five multiple screens of night phase step by step  
This screen represents the Night phase, where the Traitor acts in secret while the rest of the players are unaware. Under the cover of darkness, a single Faithful is selected to be silently removed from the game. The minimal and shadowed design reinforces secrecy, danger, and the growing power of deception.

End Game / Victory Screen
[image: ]
[bookmark: _Toc223216722]Figure 24: Shows the winner screens	
This final screen concludes the game by declaring the winning side, either the Traitors or the Faithful. The outcome reflects the balance of deception, trust, and strategy that unfolded throughout the game. The screen provides closure while reinforcing the dramatic narrative that defines The Traitors experience.

End Screen:
[image: Create a full mobile phone image in black and white for The Traitors: UWTSD Edition — Credits Roll screen. Ensure spelling is correct and layout is clean.

Include:
- Title: THANK YOU FOR PLAYING
- Visual: Four silhouettes fading into the background in front of rolling hills and a starry sky
- Text box: “Created by UWTSD Game Lab. Designed by Sana Khan. Powered by The Traitors engine.”
- Two buttons at bottom: one labeled FINISH ▶ and one labeled REPLAY ▶ (both centered and fully visible)
- Status bar at top: time, battery, signal
- Full phone frame including bottom edge
- No bottom navigation bar or treasure-related rules
- Remove any extra text like “Welcome to the game lobby” or duplicate REPLAY buttons]
[bookmark: _Toc223216723]Figure 25: This screen shows the end of the game with choice of finish or play again

This final screen marks the conclusion of the game, revealing the outcome after all decisions have been made. Players can choose to Finish and exit or Start New Game to replay and experience a different outcome.

Overall Game Outcome
The results indicate that Faithful players who survived longer contributed more consistently to the communal prize fund. The Traitor’s use of the dagger increased tension but ultimately failed to prevent a Faithful victory, demonstrating the importance of cooperation and effective discussion during voting phases.
· Winning Side: Faithful
· Total Treasure Won: £55,000
· Traitors Eliminated: 1
· Final Winner: Elena Morris
Further details are in Appendix C below in Appendix section
Top of Form
Bottom of Form

[bookmark: _Toc220344337][bookmark: _Toc223463591]5.2 Interaction Flow
Interaction flows were designed to be linear and predictable, supporting learnability and error prevention. Navigation between screens was clearly indicated using consistent buttons and feedback cues. It has intuitive structure which include:
· App launch
· Lobby creation or joining
· Role assignment
· Day phase discussion
· Voting
· Night phase
· Outcome and progression
· Navigation is restricted where necessary to maintain game logic while supporting error prevention.
· Prototype Feedback and Evaluation

[bookmark: _Toc220344338][bookmark: _Toc223463592]6.0  Evaluation and Feedback
Evaluation and feedback in interaction design refer to the systematic collection and analysis of user responses to assess usability, user experience, and emotional impact, informing iterative improvement of a design [23]. Think-aloud evaluation is widely used in early-stage usability testing to identify both functional and emotional issues. Game user experience research emphasises the importance of evaluating emotional response alongside usability.

[bookmark: _Toc220344339][bookmark: _Toc223463593]6.1 Feedback Collection Process
Wireframe prototypes were evaluated using think-aloud walkthroughs and short post-task usability questionnaires. Think-aloud evaluation is a widely used method in human computer interaction for identifying usability and emotional issues during early design stages [2],[22].
Six participants took part in the evaluation, each selected to reflect one of the defined personas. This ensured representation across age groups, university roles, and accessibility needs, in line with recommendations for inclusive evaluation practices [11],[22].
Participants were asked to navigate key screens including persona selection, role reveal, discussion, voting, and end-game screens, while verbalising their thoughts and reactions in real time. Below is the feedback form which use to get feedback:

[image: ]
[bookmark: _Toc223216724]Figure 26: Shows the feedback form

Navigation Clarity Feedback
This figure (27) indicates that most participants perceived the interface as clear and easy to navigate, particularly during critical stages such as role reveal and voting. The strong positive response suggests that the wireframe structure effectively supports user orientation and reduces cognitive load during gameplay.
[image: Mastering UX Reviews: A Data-Driven Approach to Elevate Your Product. 8  steps approach | by Ayub Yanturin | Bootcamp | Medium]
[bookmark: _Toc223216725]Figure 27: Shows the pie chart of usability checklist: evaluation score
[bookmark: _Toc220344340][bookmark: _Toc223463594]6.2 Feedback Summary

Emotional Impact of Countdown Timers
This figure (28) demonstrates that a substantial proportion of users experienced anxiety in response to countdown timers, highlighting a trade-off between creating dramatic tension and maintaining emotional comfort. The findings suggest a need to carefully balance time pressure to avoid negatively impacting decision-making for some users.
[image: The above pie chart shows by how much the screen time has increased... |  Download Scientific Diagram]
[bookmark: _Toc223216726]Figure 28: Shows the pie chart of countdown timer feedback

Preference for Text Labels Versus Icons
This figure(29) reveals a balanced split between participants who preferred additional text labels and those satisfied with icon-based navigation. This variation in preference supports the case for inclusive design approaches, such as combining icons with text to accommodate users with differing levels of digital confidence.
[image: ]
[bookmark: _Toc223216727]Figure 29: Show the pie charts of contrast difference feedback results
Positive Feedback
Participants responded positively to the overall structure and clarity of the interface. Five out of six participants described the navigation as “clear” or “easy to follow”, particularly during the voting and role reveal phases. One participant stated, “I always knew what stage of the game I was in, which made it easier to focus on strategy.”
The theme and narrative were also well received, with participants highlighting the suspense created by hidden roles and visual cues. This aligns with player experience design research, which emphasises the importance of emotional engagement and narrative tension in sustaining player interest [17][18]. The voting screen was consistently identified as intuitive, with clear confirmation of actions before submission, supporting established usability principles [1][3].

Negative Feedback
Despite overall positive responses, several usability and emotional issues were identified. Four participants reported experiencing anxiety due to countdown timers, particularly during discussion and voting phases. While some participants enjoyed the pressure, others felt it reduced their ability to make confident decisions. One participant noted, “I liked the tension, but sometimes I wanted a bit more time to think.” This reflects existing research indicating that time pressure in games can negatively impact decision-making for some users [9],[6].
Additionally, older participants and those less confident with mobile games expressed a preference for more explicit text labels alongside icons. There was also a clear desire for stronger feedback following eliminations, supporting recommendations from usability and accessibility literature regarding clear system feedback and confirmation [1],[11].[15].
These findings informed recommendations for the next design phase, including optional timer adjustments, enhanced elimination feedback, and increased textual support for key actions.

Positive and Negative Feedback Comparison
This column chart in figure (30) compares the distribution of positive and negative feedback across key usability themes identified during evaluation. Positive feedback was higher for interface structure, navigation clarity, and overall theme, while negative feedback was more prominent in areas related to time pressure and clarity of elimination feedback. The contrast highlights both the strengths of the current design and specific areas requiring refinement in future iterations.

[image: Diverging stacked bar chart of usability ratings with respect to... |  Download Scientific Diagram]
[bookmark: _Toc223216728]Figure 30: Shows the line chart of positive negative results comparison.






[bookmark: _Toc223463595]7.0 Reflection
This project highlighted the importance of user-centred and inclusive design when developing interactive systems for diverse users. Conducting primary research ensured personas and requirements were grounded in real user needs rather than assumptions [12],[14]. Early wireframing and evaluation proved valuable in identifying usability strengths and emotional challenges before progressing to high-fidelity design [19].
A key limitation of this phase was the relatively small participant sample. Future iterations would benefit from broader testing to further validate findings.
quality.

[bookmark: _Toc220344342][bookmark: _Toc223463596] 8.0 Conclusion
This report has presented the initial user research and interaction design for The Traitors: UWTSD Edition, a mobile social deduction game set within a university context. Through primary research, six personas were developed to represent diverse user groups, ensuring that design decisions were informed by real user needs rather than assumptions. Usability and accessibility considerations were embedded throughout the design process, guided by established interaction design principles and standards [1],[8].
Low-fidelity wireframe storyboards were used to explore layout, navigation, and interaction flow, and early evaluation and feedback provided valuable insight into both usability and emotional engagement. The findings confirm the importance of clear system feedback, consistent interaction patterns, and inclusive design to support a diverse university user base [3][11][15]. The outcomes of this initial phase provide a strong foundation for the next stage of development, which will focus on high-fidelity visual design and refined interaction details informed by the feedback gathered.
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Appendix A – Functional Requirements (MoSCoW)
Table A.1 presents the functional requirements for The Traitors: UWTSD Edition, prioritised using the MoSCoW method.

	Requirement ID
	Requirement Description
	Priority
	Rationale

	FR1
	Users must be able to join or create a game lobby
	Must
	Core functionality required to play

	FR2
	Users must receive a clear, private role assignment
	Must
	Essential to social deduction mechanics

	FR3
	Game must clearly indicate current phase (Day/Night)
	Must
	Prevents confusion and cognitive overload

	FR4
	Users must be able to vote for another player
	Must
	Central gameplay mechanic

	FR5
	Users should be able to pause or resume a session
	Should
	Supports part-time and mature students

	FR6
	Tutorial should be repayable
	Should
	Supports novice and low-confidence users

	FR7
	Campus-specific themes could be selectable
	Could
	Enhances emotional engagement

	FR8
	Real-time voice chat
	Won't
	Privacy, moderation, and technical complexity




Appendix B – UX and Accessibility Requirements (MoSCoW)
Table B.1 presents the UX and accessibility requirements, prioritised using the MoSCoW method and linked to the relevant personas.

	Requirement ID
	UX / Accessibility Requirement
	Priority
	Persona(s) Supported

	UX1
	Large touch targets for all buttons
	Must
	Elena, Gareth

	UX2
	High contrast interface
	Must
	Elena

	UX3
	Icons paired with text labels
	Must
	Gareth, Tom

	UX4
	Minimal text per screen
	Should
	Aisha

	UX5
	Adjustable text size
	Should
	Elena

	UX6
	Optional animations and sound effects
	Could
	Aisha

	UX7
	Haptic feedback
	Could
	Aisha

	UX8
	Fully customisable colour themes
	Won't
	Out of scope for initial design



Appendix C – Game Outcome Summary
Table C.1 presents a summary of the simulated game outcome for the UWTSD Edition prototype, showing each persona's role, performance, and final status.

	Persona
	Role
	Nights Survived
	Treasure (£)
	Dagger Used
	Final Status

	Persona 1 – Aisha Rahman
	Faithful
	3
	£12,000
	1
	Eliminated (Night)

	Persona 2 – Tom Williams
	Faithful
	2
	£9,000
	0
	Eliminated (Night)

	Persona 3 – Elena Morris
	Faithful
	4
	£11,000
	0
	Winner

	Persona 4 – Dr Gareth Hughes
	Traitor
	2
	£5,000
	0
	Banished

	Persona 5 – Priya Patel
	Faithful

	1
	£8,000
	0
	Eliminated (Night)

	Persona 6 – Mark Evans
	Faithful
	4
	£10,000
	0
	Eliminated (Final Day)



Winning Side: Faithful  |  Total Treasure Won: £55,000  |  Traitors Eliminated: 1  |  Final Winners: Elena Morris

Appendix D Figma Prototype
The complete wireframe storyboard prototype is available via Figma:
Figma Prototype Link: https://www.figma.com/make/SmLdzuR1QNtrPWRwktmJOj/...



Appendix E Wireframes 
Step 1					Step 2					Step 3
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Step 4					Step 5					Step 6
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Step 7						Step 8				Step 9
[image: ]                         [image: ]      [image: ]

Step10			   Step 11			Step 12
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    Figure 31: represent the project report is end here
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Persona 1: Aisha Rahman

Age 19

Role First-year undergraduate student

Campus Swansea

Technical High

Confidence

Scenario Aisha plays the game socially with friends in student

accommodation. She enjoys fast-paced multiplayer games and

values expressive feedback and minimal instruction.

1. Quick onboarding with optional tutorial
2. Fast interaction and minimal waiting time
3. Clear visual feedback during voting

4. Engaging social elements
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Persona 2: Tom Williams

Age

Role

Campus

Technical
Confidence

Scenario

34

Part-time postgraduate student

Carmarthen

Medium

Tom plays during short breaks between work and study

commitments. He prefers predictable navigation and

clear progress indicators.

Short, interruptible game sessions
Clear indication of game phase
Ability to re-enter games without confusion

Low cognitive load
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Persona 3: Elena Morris

Age

Role

Campus

Technical
Confidence

Scenario

22

Undergraduate student with visual impairment

Lampeter

High

Elena uses accessibility features such as screen readers

and high-contrast displays. She enjoys narrative games

but is frustrated by inaccessible interfaces.

High contrast layouts
Large touch targets
Screen reader compatibility

No reliance on colour alone to convey meaning
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Persona 4: Dr Gareth Hughes

Age

Role

Campus

Technical
Confidence

Scenario

51

Academic staff member

Swansea

Low—medium

Gareth plays casually during staff social events. He

prioritises clarity and reassurance over speed or

complexity.

Plain language instructions
Consistent screen layouts
Confirmation prompts for key actions

Minimal visual clutter
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Persona 5: Priya Patel

Age

Role

Campus

Technical
Confidence

Scenario

27

International postgraduate student

London

Medium-high

Priya plays remotely with friends across campuses.

English is not her first language, so clarity and simplicity

are important.

Clear, simple language
Avoidance of slang and ambiguous icons
Visual reinforcement of instructions

Predictable interaction patterns
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Persona 6: Mark Evans

Age

Role

Campus

Technical
Confidence

Scenario

42

Professional services staff member

Swansea

Medium

Mark plays occasionally and is cautious about making

mistakes. He values feedback and reassurance.

Clear confirmation messages
Error prevention mechanisms
Step-by-step progression

Clear end-of-round summaries
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Online Questionnaire — The Traitors
UWTSD

Section 1: Participant Background

1. What i your role at UWTSD?
[ Undergraduate student (] Postgraduate student (] Academic staff
) Professional services staff

2. Age range:

OUnderz1  [J21-30  [J31-40 [J41-50 [J Over50

. How often do you play digital games?

OINever  (JOccasionally [JWeekly  [J Daily

Section 2: Usability (Likert-Scale Questions)

(scale:
4.1 find mobile games easy to navigate. 01 02 Os5 04 Os

Strongly Disagree, 5 = Strongly Agree)

5. Clear instructions are important tome whenusing (11 (12 (13 D4 (s
anew app.

6.1 prefer games with simple and consistent screen layouts. [11 (1213 (] 4 (15
Section 3: Accessibility

7. Do you have any accessibility needs that should be considered in a mobile app?
[ Visual (eg. colour contrast, textsize) (11002 U3 03 U4 U5
() Motor (e:g. touch accuracy, button size) [ 1
] Cognitive (e.g. clear language, reduced complesity)

O None
[ Prefer not to say D102 O3 O3 04 Os

&. Accessibility features improve the overall user experience.

Section 4: Game Experience & Emotion
9.1 enjoy games that involve teamwork and social interaction. ] 1 02 (J3 04 05
10.1 find games involving mystery and deception engaging. L1 1 ()2 ()3 ()4 U O)5

Section 5: Open-Ended Questions

11 What features would you expect in a mobile version of The Traitors?  (Open text response)

12. What usability or accessibility features would be most important to you? (Open text response)

13. Do you have any concerns about stress or pressure in competitive or deception-based games?

] Consent: | understand that my responses are anonymous and wil be used solely for research purposes.
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