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[bookmark: _Toc235718563]INRODUCTION:
User Research and Wireframe Design for The Traitors: UWTSD Edition
Multiplayer games that foster cooperation, communication, problem-solving, and strategic thinking are becoming more and more popular due to the digital gaming industry's explosive rise. Because players must cooperate while discovering hidden opponents through debate, observation, and decision-making, social deduction games are especially captivating. Consequently, a clear, entertaining, and captivating playing experience depends on an efficient user interface [1], [2]. 
The Traitors: UWTSD Edition, a mobile multiplayer game based on the board game and television series The Traitors, is proposed in this project. Players assume university rolls around UWTSD campuses, while one or two players covertly turn into traitors. Before the Traitors are eliminated, the surviving Faithful players must finish missions and find them. To ensure that the interface is usable, accessible, and captivating, this report uses Human-Computer Interaction (HCI) and User-Centred Design (UCD) principles to develop the game's initial design, including user research, personas, user requirements, wireframes, storyboard navigation, and prototype evaluation [3].
[bookmark: _Toc235718564]Background Research
Cooperation and competition are combined in social deduction games. Players typically have a common goal, although covert adversaries try to deceive the team. Communication, logic, persuasion, and the capacity to decipher the actions of other players are all necessary for success. Because player interaction rather than physical competence is the primary challenge, social deduction games differ from standard action games. The Traitors uses this structure by dividing participants into Faithful and Traitors. During the game, players complete activities, discuss suspicious behaviour and vote to remove suspected Traitors. At night, the Traitors secretly eliminate a Faithful player. This repeated cycle creates tension and encourages players to evaluate clues and defend their decisions.
The suggested UWTSD adaption situates this event within a recognisable academic setting. Players navigate through places like the library, lecture halls, IT labs, student union, cafeteria and administrative building in place of a castle. The game is more relatable to students and contributes to the development of a recognisable storyline thanks to university jobs and settings. Additionally, a digital form offers a few benefits. Roles can be assigned automatically, rounds can be managed, tasks can be displayed, votes can be recorded, and the Night phase can be managed. Tutorials, alerts, audio cues, text that may be adjusted, and high contrast settings can all be included. These aspects need to be properly arranged, though. Players may concentrate more on the controls than on strategy and communication when the interface is unclear.[2]
User-Centred Design is therefore important. It requires designers to understand users, identify their needs, create prototypes and improve designs through evaluation. HCI principles also support consistency, feedback, error prevention, accessibility and clear navigation. Applying these principles at the wireframe stage helps identify problems before development becomes expensive.[3]
[bookmark: _Toc235718565]User Research and Findings
Prior to creating the wireframes, user research was done. Its goal was to comprehend potential users' expectations, gaming experiences, accessibility requirements, and typical annoyances.
A brief questionnaire and semi-structured interviews were combined in a mixed-method approach. There were five volunteers from UWTSD. They represented a range of gaming experience levels, ages, and courses. Anonymous replies were recorded, and participation was entirely voluntary.4]
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The research produced the following main user requirements:
• The user interface needs to be straightforward and reliable.
• Clear instructions and feedback must be given to players.
• Beginners must have access to a tutorial.
• Large touch targets are required for important controls.
• There must be a confirmation phase in the voting process.
• Accessibility options ought to be simple to locate.
• Tasks, conversation, and progress data must be easily accessible to players.
These results established a clear link between design choices and user research. The wireframes were based on information gathered from possible participants rather than being created solely on the basis of personal conjecture
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User personas are fictional profiles created from user research. They represent different types of people who may use the game and help the designer understand their goals, needs and frustrations.[3]
Four personas were created for The Traitors.
[bookmark: _Toc235718571] Persona 1: Emily Jones
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Age: 19
Course: BSc Computing
Campus: London campus
Technical ability: High
Gaming experience: Experienced
Emily regularly plays online multiplayer and mystery games. Her goals are to identify the Traitors, complete tasks quickly and communicate effectively with other players. She needs fast navigation, visible task progress and a reliable voting system.
Her main frustrations are slow loading, unclear clues, confusing rules and small voting buttons. Emily represents experienced players who value efficiency, competition and strategic gameplay.
Goals
· Identify the Traitors before the game ends. 
· Complete campus tasks as quickly as possible. 
· Communicate efficiently with teammates. 
· Improve her ranking and win matches. 
Needs
· Fast and responsive interface. 
· Real-time task progress indicators. 
· Quick chat and voting features. 
· Clear role information and objectives. 
· Smooth navigation between game screens. 
Pain Points
· Slow loading screens. 
· Unclear clues or mission objectives. 
· Delayed voting system. 
· Small buttons during discussions. 
· Complicated navigation between menus. 
Scenario
Emily joins a six-player match with classmates between lectures. She quickly understands her role, completes tasks across the campus map, discusses suspicious behaviour with teammates, and votes confidently during meetings. She expects the game to run smoothly without delays


[bookmark: _Toc235718572] Persona 2: Ahmed Khan
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Age: 25
Occupation: Student
Technical ability: Moderate
Gaming experience: Casual
Ahmed uses multiplayer games to socialise with classmates. His goals are to understand the rules, meet new people and participate confidently. As English is his second language, he needs simple wording, recognisable icons, a beginner tutorial and consistent navigation.
His frustrations include difficult terminology, unclear instructions and poor explanations. Ahmed highlights the importance of inclusive communication and guidance for first-time players.
Goals
· Learn how to play quickly. 
· Meet and interact with other students. 
· Enjoy the game without feeling confused. 
· Participate confidently during discussions. 
Needs
· Simple language throughout the game. 
· Step-by-step tutorial before the first match. 
· Large, recognisable icons. 
· Consistent navigation. 
· Helpful hints during gameplay. 
Pain Points
· Difficult vocabulary. 
· Long blocks of instructions. 
· Confusing game rules. 
· Too many controls on one screen. 
· Lack of guidance for new players.

[bookmark: _Toc235718573]Persona 3: Sarah khan
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Age: 33
Occupation: Mature student
Technical ability: Moderate
Gaming experience: Limited
Sarah balances university study with family responsibilities and prefers short, relaxing gaming sessions. Her goals are to understand the controls quickly, play with friends and avoid unnecessary preparation.
She needs readable fonts, large buttons, clear notifications and a minimalist layout. She becomes frustrated by hidden menus, small text, complicated controls and information overload. Sarah represents players who benefit from low cognitive load and straightforward interaction.
Needs
· Simple language throughout the game. 
· Step-by-step tutorial before the first match. 
· Large, recognisable icons. 
· Consistent navigation. 
· Helpful hints during gameplay. 
Pain Points
· Difficult vocabulary. 
· Long blocks of instructions. 
· Confusing game rules. 
· Too many controls on one screen. 
· Lack of guidance for new players. 
Scenario
Ahmed opens the game for the first time after seeing classmates play it. The tutorial explains each stage clearly, allowing him to understand his role, complete simple missions, and confidently take part in discussions without needing help.

Persona 3: Sarah Khan – Busy Mature Student
Age: 33
Occupation: Mature Student
Technical Ability: Moderate
Gaming Experience: Limited
Background
Sarah studies part-time while balancing family responsibilities and part-time employment. She rarely plays mobile games and prefers applications that are simple, relaxing, and easy to learn without spending time reading instructions.
Goals
· Play short game sessions. 
· Relax after studying. 
· Enjoy playing with friends. 
· Learn controls quickly. 
Needs
· Large readable text. 
· Simple navigation. 
· Clear notifications. 
· Minimal number of menus. 
· Easy access to game settings. 
Pain Points
· Hidden menus. 
· Small fonts. 
· Complex controls. 
· Too much information displayed. 
· Long tutorials before gameplay

[bookmark: _Toc235718574]Persona 4: Daniel Evans
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Age: 45
Course: Computing
Technical ability: High
Accessibility needs: Colour vision deficiency
Daniel enjoys strategic games but struggles when interfaces rely only on red and green. He needs high contrast, labelled icons, adjustable display settings and colour-blind-friendly indicators.
His frustrations include poor contrast, visual-only notifications and icons without text. Daniel represents users who require inclusive visual design.
Together, these personas influenced the use of simple layouts, tutorials, large controls, labelled icons, readable text and accessibility settings. They also demonstrate that the game must support experienced players, beginners, mature students and users with accessibility needs.
Goals
· Play competitively without accessibility barriers. 
· Easily identify objectives and alerts. 
· Use interface settings that suit his visual needs. 
· Participate equally with other players. 
Needs
· High-contrast interface. 
· Colour-blind-friendly design. 
· Icons supported by text labels. 
· Adjustable font sizes. 
· Accessible display settings. 
· Audio and vibration notifications. 
Pain Points
· Red and green indicators without labels. 
· Low contrast between interface elements. 
· Icons without descriptive text. 
· Small interface components. 
· Visual-only notifications.
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Up to six players can participate in the mobile multiplayer social deduction game The Traitors: UWTSD Edition. The narrative starts with an emergency broadcast that the campus is under lockdown due to the assassination of the vice-chancellor. Players have to find the hidden traitors, gather evidence, and finish missions. Possible university roles include:
• A student at the undergraduate level
• A lecturer
• A research assistant
• A librarian
• A technician for IT support
• A campus security guard
These roles support the university theme, although each player’s main alignment is either Faithful or Traitor.[5]
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The game follows four main stages.
Lobby Phase: Using an invitation code, players can start or join a lobby. They can indicate themselves as ready, interact via chat, and see the player list.
Day Phase: Players execute activities in university settings while exploring a digital campus map. Gathering evidence from libraries, fixing lab equipment, scanning ID cards, and submitting security reports are a few examples of tasks.
Phase of Discussion and Voting: Players examine the information at hand, talk about questionable activity, then cast votes to remove one player. To avoid errors, a confirmation notice occurs prior to the vote being cast.
Night Phase: A Faithful player is secretly selected by the Traitors to be eliminated. Until the next round starts, loyal participants see a waiting screen.
By locating and removing all traitors, the Faithful triumph. When the number of Traitors equals or exceeds that of the remaining Faithful players, the Traitors win.
Random role distribution, interactive campus locations, progress tracking, real-time discussion, voting, tutorials, accessibility settings, and a match summary are all significant game features. These features were chosen because they align with the needs found in user research.
[bookmark: _Toc235718577]MoSCoW Requirements

	Must Have
	Should Have
	Could Have
	Won't Have

	Multiplayer co-op
	Campus map
	Custom avatars
	Voice chat

	Different player roles
	Saved progress
	Achievements
	Online leaderboard

	Shared objectives
	Progress tracking
	Character skins
	In-app purchases

	Simple controls
	Team chat
	Offline practice
	VR support

	Puzzle gameplay
	Notifications
	Daily rewards
	



[bookmark: _Toc235718578] Survey Results 
	Question
	Response
	Number
	Percentage

	Age
	19-35
	2
	33%

	
	36-45
	4
	67%

	Comfort with mobile apps
	Very comfortable
	4
	67%

	
	Somewhat comfortable
	2
	33%

	Play cooperative games
	Often
	3
	50%

	
	Occasionally
	2
	33%

	
	No
	1
	17%

	Preferred session length
	5–15 min
	2
	33%

	
	15–30 min
	3
	50%

	
	30+ min
	1
	17%
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[bookmark: _Toc235718579] Initial Interface Design and Storyboard
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Low-fidelity wireframes were created to show the structure and navigation of the application. Simple boxes, labels and placeholders were used so that users could focus on functionality rather than detailed colours or graphics.
1.  Login Screen
The Login screen includes email and password fields, a Login button, guest access, Create Account and an accessibility icon. Large controls and clear labels make the screen easy to understand. Guest access allows new users to explore the application before registering.
2 Home Screen
The Home screen is the main navigation area. It includes Create Game, Join Game, Tutorial, Profile, Leaderboard and Settings. Create Game and Join Game appear first because they are the most commonly used actions.
3 Game Lobby
The Lobby displays players, avatars, ready status, an invitation code and a chat area. The Start Game button becomes available when all players are ready. This provides clear feedback about the current condition of the multiplayer session.
4.  Role Assignment
Each player privately receives a university role and is told whether they are Faithful or a Traitor. The screen includes a role image, short description, objective and Continue button. Clear wording prevents confusion before gameplay begins.
5. Campus Map
The Campus Map is the main gameplay screen. It displays university locations, available tasks, player position, remaining objectives, notifications and a timer. Recognisable campus locations improve immersion and help users navigate quickly.
6. Task Screen
The Task screen shows the task title, instructions, progress indicator, Help option and Complete button. Immediate feedback confirms that the task has been successfully recorded.
7. Discussion and Voting Screen
This screen contains the player list, chat area, discussion timer, voting controls and Confirm Vote button. Players can review their choices before submitting them, reducing accidental elimination.
8. Night Phase Screen
Traitors can select a target and confirm their decision. Faithful players see a Night Time screen while waiting. Limiting the available actions prevents restricted information from being accidentally revealed.
9. Results Screen
The Results screen shows the winning team, player roles, completed tasks, voting accuracy and final statistics. It also provides Play Again and Return Home options.
10.  Storyboard Navigation
The complete storyboard follows this sequence:
           Game Flow Overview
[image: ]

The entire user journey from opening the application to finishing a game is shown in this sequence. It guarantees that navigation stays rational throughout a match and assists in identifying pointless steps.
7. Principles of HCI and Usability
Several key concepts of human computer interaction are applied in the suggested design.
1. System Status Visibility
Progress bars, timers, ready indications, notifications, and confirmation messages provide players with ongoing input. By informing users of what is happening and whether their efforts have been successful, these components lessen uncertainty.
2. Regularity
On all screens, buttons, icons, fonts, and navigation patterns are the same. Because players don't have to learn a different layout at every turn, consistency enhances learnability.
3. Preventing Errors
Confirmation is necessary for important operations, namely voting, exiting an active game, and choosing a target during the Night phase. On mobile devices, large buttons with adequate spacing also lessen unintentional selections.4 . Recognition Rather Than Recall
Menus use visible labels and recognisable icons. Objectives, tasks and player information remain visible on the screen, reducing the amount of information users must remember.
5.User Control and Freedom
In addition to reviewing instructions, players can modify settings, go back to the Home page, and verify crucial choices. These choices boost self-assurance and lessen annoyance.
6. Simple Design
Only the data pertinent to the current game stage is shown on each screen. Eliminating superfluous information helps users like Sarah who can find complicated interfaces uncomfortable and lessens distraction.[10]
7.  Accessibility and Inclusive Design
[bookmark: _Toc235718580] Prototype Evaluation
[bookmark: _Toc235718581]Feedback from Peer Evaluators 
Participants
The prototype was /evaluated by four students from UWTSD.
Positive Feedback
· Interface was easy to understand.
· Campus theme was interesting.
· Different player roles encouraged teamwork.
· Objectives were clear.
· Navigation was straightforward.
Suggested Improvements
· Add more role abilities.
· Improve map animations.
· Include tutorial for first-time players.
· Add sound effects.
· Show clearer mission progress

Users with varying skills are supported by adjustable text, high contrast mode, labelled icons, large touch targets, and colour blind friendly indicators. Colour alone should never be used to convey important information.[9]
[bookmark: _Toc235718582] Conclusion
The initial user research and interface design for The Traitors: UWTSD Edition, a multiplayer game with a university theme that draws inspiration from The Traitors, were presented in this study. To determine user needs through research and to direct the creation of personas, wireframes, and storyboards, a User Centred Design methodology was employed.
Key Human Computer Interaction elements, such as usability, consistency, accessibility, and user feedback, are applied in the suggested interface to produce a user-friendly and captivating gaming experience. The prototype offers a solid basis for further advancement.
To enhance the overall user experience, future work will concentrate on developing a high fidelity prototype, carrying out additional usability testing, and improving the interface in response to user input.[7]
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[bookmark: _Toc235718586]User Requirements
The research produced the following main user requirements:
• The user interface needs to be straightforward and reliable.
• Clear instructions and feedback must be given to players.
• Beginners must have access to a tutorial.
• Large touch targets are required for important controls.
• There must be a confirmation phase in the voting process.
• Accessibility options ought to be simple to locate.
• Tasks, conversation, and progress data must be easily accessible to players.
These results established a clear link between design choices and user research. The wireframes were based on information gathered from possible participants rather than being created solely on the basis of personal conjecture
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