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[bookmark: _Toc212859990]1. Introduction
For this assignment, low-fidelity prototypes for a mobile-first game named “Who killed the Vice Chancellor” was developed that would take place on the UWTSD campus. In this assignment, detailed personas have been developed to understand the user experience, as well as usability requirements. As explained in [1], modern-day game development is driven by user experience which fuels design and development decisions in all associated areas. Therefore, user experience can be defined as a high-level property that games must have to ensure that it generates the intended experience in the player and achieves success. Understanding and considering the usability of games is also critical given that it is an effective and efficient method of evaluation for enhancing user experience [2]. In the next section, the detailed personas for the proposed game are developed in addition to a discussion of the key UX requirements:
[bookmark: _Toc212859991]2. Personas and Main UX Requirements
User personas are considered an effective means of researching consumer preferences, behaviours, and allows developing a core player portrait which helps comprehend the core needs of the target users [3]. This ultimately influences user satisfaction and drives the success of games. It is necessary to consider a wide range of personas to ensure that the design of the game is based on sufficient information that would allow understanding the different needs, circumstances, preferences, and behaviours of fundamentally different users to drive design decisions. This is line with [4] who argued that the creation of more personas is highly beneficial for representing the users’ demographic features in a better manner and particularly when dealing with large and heterogenous online audiences, which is the case for mobile games. Hence, four user personas have been created here in order to develop a comprehension of diverse user needs and requirements, which would drive success. The following tables present the four personas created for the game which include a student, a senior professor, an IT technician, and a staff member:




	Field
	Details

	Name
	Raluca Serban

	Age and Position
	21; undergraduate international student

	Context and Device
	Mobile-first, one-handed use while commuting or in halls; short social sessions (20-30 minutes)

	Goals
	Quick multiplayer matches with friends; learn rules fast; feel included in mixed-ability groups

	Frustrations
	Long/forced tutorials; small tap targets; awkward hidden-info mechanics on shared devices

	Tech confidence
	Comfortable with touch; prefers simple one-tap interactions

	Typical scenario
	Evening study break; opens app to start a quick 20-30 min match with hall friends; needs fast onboarding and obvious roll/move control

	UX requirements
	Must: fast/skippable tutorial, single large primary action (big "Roll/Move" button), one-handed bottom/edge layout, private card-reveal overlay for same-device play, haptic/visual confirmation for reveals. 
Should: compact Notebook UI for deductions (collapsible), clear progress cues for short sessions. 
Nice-to-have: quick rematch and quick rules overlay.







User Persona 1: Student
(Source: Self-developed)
	Field
	Details

	Name
	Dr. Singh

	Age and Position
	52; senior lecturer

	Context and Device
	Uses mobile occasionally (lunch breaks); prefers readable, clearly labelled interfaces

	Goals
	Light intellectual/social play with colleagues; wants clear rules and readable UI

	Frustrations
	Complex gestures; small fonts; icon-only actions without labels

	Tech confidence
	Low-moderate; needs adjustable font sizes and explicit labels

	Typical scenario
	Joins departmental match on lunch break; needs labelled icons, readable text, and quick access to "how to play" reference

	UX requirements
	Must: large default font, labelled icons (icon + text), persistent "How to play" accessible from main board, font-size slider in Settings. 
Should: reduced animation mode, explicit textual affordances for each control, clear button outlines. 
Nice-to-have: tutorial voiceover or step-through text mode.


User Persona 2: Professor
(Source: Self-developed)


	Field
	Details

	Name
	Jamie McDonalds

	Age and Position
	28; IT technician, competitive gamer

	Context and Device
	Mobile & desktop; expects responsive online multiplayer, ranked modes and analytics

	Goals
	Compete in ranked matches; view analytics/leaderboards; play longer sessions

	Frustrations
	Laggy network play; lack of asynchronous options; poor feedback on opponents' deduction actions

	Tech confidence
	High; comfortable with advanced settings and toggles

	Typical scenario
	Hosts 4-player online match; wants low-latency play, optional role abilities toggles, post-game analytics

	Design implications 
	Must: robust lobby with bot fill, optional ranked/long-session mode, clear network status and reconnection flow, post-game timeline showing deduction history. 
Should: advanced settings (toggle abilities, control tick rates), asynchronous play option, detailed player stats & leaderboards.
Nice-to-have: spectator mode.


User Persona 3: IT Technician
(Source: Self-developed)



	Field
	Details

	Name
	Mrs. Gomez

	Age and Role
	41; facilities staff, accessibility advocate

	Context and Device
	Shared tablet and mobile during breaks; mild motor impairment

	Goals
	Social play with colleagues; needs accessible interactions and full access to game info

	Frustrations
	Small swipe targets: time-limited actions that penalise slower input; colour-only cues

	Tech confidence
	Moderate; needs high contrast, larger buttons, alternative input, voice narration

	Typical scenario
	Plays on shared tablet; prefers high-contrast UI and voice narration for private reveals to avoid exposing cards visually

	Design implications
	Must: high-contrast theme, large touch targets, adjustable timeouts, alternative input methods (tap-only, switch/assistive support), colour and shape cues (not colour-only). 
Should: voice narration option for private card reveals (privacy-preserving audio), dedicated accessibility settings page. 
Nice-to-have: adjustable UI spacing, single-tap confirm for sensitive actions, screen-reader friendly labels.


User Personal 4: Staff Member
(Source: Self-developed)


The user personas were developed on the basis of both secondary research, as well as a small-scale primary survey which was distributed among 89 respondents online. The survey questionnaire was designed to explain the game to the target participants and gather critical insights regarding the usability and user experience requirements. This demonstrates alignment with [5] suggestions of starting with user research to understand their workflows and needs, a vital step in ensuring positive user experience. A wide range of usability and user experience features were included in the questionnaire (20 close-ended questions) which participants rated out of 1 to 5 and suggestions (3 open-ended questions i.e., what do you believe could be done better to ensure that players understand the rules and requirements of the game promptly) were sought from the participants regarding the game’s design and feature choices. Based on the personas developed primarily, a MoSCoW analysis was undertaken. As [6] explained, the MoSCoW analysis allows clustering the core requirements and problem statements associated with a game in four categories including must haves, should haves, could haves, and won’t haves which ensures that a game avoids addressing the wrong problem (or desires) and therefore, fail in achieving an envisioned goal. The MoSCoW analysis has revealed critical insights that are analysed in the next sections to develop the initial set of wireframe storyboards. 
[bookmark: _Toc212859992]3. Designing for Usability and Recommendations from Literature
The success of games is driven by user experience and usability which refer to the extent to which a player can learn, control, as well as comprehend a game, along with the level of entertainment, and engagement they receive [7]. The Nielsen Norman heuristics is perhaps the most widely cited framework for determining usability and user experience needs, implementing and measuring them to refine human-centred design in human-computer interaction (HCI) [8]. The user insights gathered in step 2 have been used combinedly with the heuristic principles to drive design choices. Additionally, other crucial guidelines that have been followed closely include the Web Content Accessibility Guidelines (WCAG) which seeks to make the web or the overall digital world more accessible to individuals with disabilities (WCAG, 2025). The particular usability issues focused on, as revealed through the survey, as well as secondary research include fundamental game rules, considering accessibility in design choices, integration of an investigation notebook with private notes and auto-fill of shown-card evidence, skippable tutorials, high-contrast themes, and in-game audio options. In section 4, these issues have been explained with reference to the aforementioned theories.
[bookmark: _Toc212859993]4. Storyboards Wireframe
Figures 1-8 present the main screens of the prototype. At this stage, only low-fidelity prototypes were prepared as instructed. Important technical guidance such as the WCAG guidelines, and the HCI recommendations have combinedly informed the design choices. The interactions between the screens are shown in appendix 2:
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Figure 1: Main Menu/Home
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Figure 2: Custom Match
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Figure 3: Gameplay
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Figure 4: Selected Room View
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Figure 5: Suggestion Modal
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Figure 6: Investigation Notebook

	[image: ]
Figure 7: Make Accusation Modal
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Figure 8: Post-Game Summary
	



(Source: Self-created using Figma)
The main menu would provide players with the option to choose from different game modes. The options could include quick or custom matches, tutorials and how to plays, as well as a leaderboard. Entering into screen 2 (figure 2), users will be able to access custom game settings such as how many players would join the game, the game setting, among others. The presence of these adjustable features, as mentioned by [9], is instrumental because it guarantees that a game can meet the requirements of different types of players and, consequently, provide a more impressive experience to a wider audience. The third screen shows the main gameplay board, with calls to action and highlighted actions standing out and labelled in a way that will intuitively give the user the idea of what the action is. This corresponds to the affordances and signifiers concepts, which allow users to understand the functions of an object based on visual indicators, therefore, giving them a clear picture and direction of what to do [10]. It also represents the compliance with the correspondence of the system with the real world as the game interface informs the players with the concepts and terms, they are already familiar with [11]. This improves the user-friendliness and, in turn, user experience, leading to more positive reactions. 
The use of consistently sized buttons, contrasting colours, and the use of similar shapes throughout the screens has allowed maintaining the consistency and standards principle where the designs align with user expectations by following established conventions. This reduces the cognitive load of the users, leading to enhanced usability and user experience [11]. Additionally, as the workflows show (please see appendix 2), users have access to clickable icons and buttons that bring the game to a previous state (i.e., the home screen or main menu from the custom match option), which satisfies user control and freedom, addressing an important UX criteria [12]. Clicking on the cards inside the map (screen 4) would take players to screen 5 (figure 5) which will provide details about the clues, objects, and NPCs, presenting the key evidence and interactable elements of the CLUEDO game. Users will be able to perform operations such as search for clues, inspect objects or NPCs in greater detail, and make suggestions based on available choices such as suspect and weapon by clicking on cards, which are then automatically saved in the Notebook. This design choice is based on the principle of flexibility and efficiency of use which allows speeding up interactions for both experienced and inexperienced users through accelerators through touch gestures [11]. 
The gameboard (figure 3) will also allow the users to access the Notebook (figure 6), which will allow users to make private notes and share clue cards with other players. This aligns with the recognition rather than recall principle which reduces cognitive load and enables players to retrieve already-saved information from a particular interface, enhancing experience [11]. This screen will also provide users access to the Accusation modal through prominently placed primary action CTAs, clicking on which will lead users to Make Accusations screen (figure 7). In this screen, players will be able to select the suspect, the weapon, and the room where the murder took place. Upon winning, they will be shown the post-game summary (figure 8). The design choices made in the screens, i.e., large, prominently placed buttons, high contrasting colours, in addition to currently un-seen elements such as meta descriptions, voice interactions, and a specific accessibility settings menu demonstrate adherence to the WCAG guidelines [9], which promote inclusion and responds to the vast needs of diverse types of users.
[bookmark: _Toc212859994]5. Process of Collecting Feedback and Summary of Positive and Negative Feedback
User feedback was collected through a focus group usability test with six participants representative of the user personas. I selected these participants from my friends, relatives, and peers who were asked to use the clickable prototype shared through Figma and perform certain tasks such as starting the game and checking the flow of activities. Given that the prototypes made at this stage were low fidelity, it was necessary to offer the participants an explanation of what each screen would potentially contain and what their activities meant or would mean for the actual game. I got some feedback based on the user flow. About positive feedback, participants liked the storyline and the theme of the game and agreed that the main actions were natural. Specifically, on screens 1 and 3 (Figures 1 and 3), participants were quick to recognise the play button and the main activity, which is rolling the dice, thus showing successful affordance design. Another feature that was praised by the participants was the digital notebook, which would enable them to track the vast number of clues without using pen-and-paper, which proved the significance of recognition over recall. The elders also appreciated the big and clickable buttons and high priority placing of the main actions in the thumb reach. 
Regarding negative feedback, a single user stated that there was a design flaw that was described as an inconsistency in the position of the primary action button between screen 2 (Figure 2) and screen 6 (Figure 6). Notably, the primary action button was placed towards the left side in screen 6 and at the right side in screen 6. Typically, the placement of primary action buttons at the right side of the screen is preferable due to the side being close in proximity to the thumb [13]. Another feedback received was the absence of a safeguard mechanism that would prevent accidental or mis-clicks on the 7th screen, ending the game even if users wish to continue. An older participant who took part in the accidentally clicked the primary action button in screen 7 (figure 7) which, in a real-world scenario, would lead the game to be ended promptly. This is also an important design flaw that needs to be resolved in the iterated version. Additionally, older participants frequently struggled to identify the main flows due to the lack of text labels. While this was expected to happen due to the designs being low-fidelity prototypes, it also iterated the importance of supplementing icons or buttons with text labels to improve clarity and affordances. 
[bookmark: _Toc212859995]6. Conclusion
In summary, the UWTSD version of the CLUEDO game, “Who killed the Vice Chancellor” was designed as a mobile-first game which has received mostly positive feedback. The positive feedback can be attributed to the use of recommended design guidelines and principles by prominent agencies such as the WGAC and the NN Group. The user research in both primary and secondary terms allowed understanding in detail about the usability and user experience features that must remain in the game. The design will be developed further with the creation of full-colour storyboards that capture the core journey of users from the start to the end of the game in assignment two. 
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	Priority
	Requirement (brief)
	Rationale / user evidence

	Must
	Core turn mechanics such as move, search, suggest, private card reveal, accusation
	Fundamental game rules requested by 100% of participants; required for playable experience

	Must
	Mobile-first responsive UI with large touch targets and adjustable font sizes
	Device preference (75% mobile); accessibility demands (64%). Aligns with WCAG guidance for text and target size

	Must
	Investigation notebook (deduction screen) with private notes and auto-fill of shown-card evidence
	Vital for deductive gameplay; repeatedly cited in interviews as necessary

	Must
	Private reveal mechanics for shared-device play (overlay and optional audio reveal)
	Participants emphasised privacy when passing the device; accessibility-friendly audio option requested

	Should
	Online multiplayer lobby, bots, optional asynchronous play
	High demand for online play (86%); asynchronous play requested by 62% important but not critical for first release

	Should
	Skippable interactive tutorial and persistent "how to play" reference
	Reduces onboarding friction for both novices and experienced players

	Should
	High-contrast theme
	Accessibility standards and participant requests; improves inclusivity

	Could
	Post-game analytics/deduction timeline and leaderboards.
	Requested by competitive persona; lower priority than core usability and accessibility

	Could
	Optional asymmetric role abilities and scenario/story mode.
	Desirable for replayability (competitive players); not essential initially and requires balancing

	Could
	Different game skins and themes.
	Enhances user satisfaction but lower priority

	Won't
	In-app microtransaction economy or pay-to-win features for initial release
	Chosen to prioritise fairness and assessment requirements; reduces ethical/usability concerns

	Won't
	Full VR/AR support
	Out-of-scope given mobile-first requirement and accessibility priorities
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