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This report represents the second stage of the Vice-Chancellor Mystery design project and builds directly on the outcomes of the first assignment. In Part 1, the focus was placed on understanding users through persona development, identifying usability and experience requirements, and designing low-fidelity monochrome wireframes. These activities established a strong user-centred foundation for the project. The purpose of this second assignment is to refine and extend that work through visual design, usability testing, and critical reflection.
At this stage, the original wireframes have been developed into high-fidelity, full-colour interface designs that more closely resemble a mobile application. The emphasis shifts from structure alone to the quality of interaction, visual clarity, and emotional engagement. Design decisions related to colour, typography, layout, and feedback are explored in relation to accessibility and user experience. Informal usability testing was conducted to evaluate the updated designs and to identify areas for improvement.
This report documents the design changes made in response to user feedback and reflects on the balance between usability and user experience within a game-based interface. It also considers the types of data the application could collect if deployed. Overall, the assignment demonstrates an iterative and reflective approach to usability engineering and interaction design.
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[bookmark: _Toc217134670]2.1 Transition from Wireframes to High-Fidelity Design

The high-fidelity stage of the Vice-Chancellor Mystery project focused on translating the low-fidelity wireframes from Part 1 into visually refined, realistic mobile interface designs. While the original wireframes prioritised structure and interaction flow, this phase introduced colour, typography, and visual hierarchy to enhance both usability and user experience. The aim was not to change the underlying functionality, but to improve clarity, engagement, and emotional response during gameplay.[1]
A restrained colour palette was adopted to maintain an academic and accessible tone while supporting the game’s narrative. Blue was selected as the primary interface colour and is used for key navigation elements and primary actions.[2] This choice reflects blue’s association with trust, calmness, and institutional contexts, making it appropriate for a university-based setting. Neutral colours, including white and light grey, are used extensively for backgrounds and panels to reduce visual clutter and improve readability.
Red is used sparingly and only in situations where player actions involve risk or irreversible consequences, such as making an accusation. This deliberate limitation reinforces the seriousness of these moments and helps prevent accidental errors. Green is used to indicate positive outcomes, including correct accusations and successful actions, while amber highlights important but non-critical information, such as turn indicators or dice roll feedback.[4]
These visual decisions were applied consistently across key screens, including the Home Screen, Game Board, Notes Sheet, and End Game Screen. The result is an interface that feels cohesive, readable, and emotionally balanced, while remaining accessible and appropriate for a diverse university audience.
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The introduction of colour and typography played a central role in improving the clarity and usability of the high-fidelity interface. These elements were applied carefully to support interaction rather than decoration. The overall goal was to guide users’ attention, reduce cognitive effort, and reinforce the meaning of different factions within the game.[1]
Colour was used semantically to communicate function and consequence. Blue was selected as the primary colour for navigation bars, headings, and main action buttons. Its consistent use across screens helps users quickly recognise interactive elements and supports a calm, trustworthy visual tone appropriate for a university-based setting. Neutral colours, including white and light grey, were used for backgrounds and containers to prevent visual overload and to ensure that foreground elements remain prominent.
Red was reserved exclusively for actions involving risk or irreversible decisions, such as making an accusation. This limited use increases its impact and helps prevent accidental errors by clearly signalling danger. Green was applied to indicate success and correct outcomes, particularly on the end-game screen, while amber was used to highlight important but non-critical information, such as turn indicators. Together, these colours create a clear and predictable visual language across the application.
Typography choices were guided by readability and consistency. A clean, sans-serif font was used throughout the interface to support legibility on small mobile screens. Variations in font size and weight were used to establish hierarchy, with headings clearly distinguished from body text and labels. This hierarchy enables users to quickly scan screens and understand available actions without requiring extensive instruction.[12]
Button design and spacing further reinforce visual hierarchy. Primary actions are visually larger and more prominent, while secondary options are styled more subtly. Consistent alignment, padding, and spacing were maintained across screens to support familiarity and reduce learning effort. Overall, the combined use of colour, typography, and layout contributes to an interface that is clear, accessible, and visually cohesive.[5]
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The high-fidelity design decisions discussed above are illustrated through four key screens that represent the core user journey of the application: the Home Screen, Game Board Screen, Notes Sheet, and End Game Screen. Together, these screens demonstrate how visual design, usability principles, and user experience considerations were integrated into the refined interface.[6]
The Home Screen functions as the primary entry point to the application and establishes the visual language used throughout the game. The layout prioritises clarity and ease of navigation, with large, clearly labelled buttons that allow users to quickly start or join a game. The use of the primary blue colour for main actions helps users immediately identify interactive elements, while neutral backgrounds reduce distraction. Compared to the low-fidelity version, spacing and visual hierarchy were refined to improve scan ability and reduce decision effort.
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Pic 1 Home Screen
The Game Board Screen represents the core gameplay environment. Campus locations are presented in a structured grid that mirrors the logic of the original board game while remaining suitable for mobile interaction. Action buttons such as Roll, Suggest, and Accuse are visually separated from the board and positioned consistently across screens.[7] Colour is used carefully to reinforce meaning, with the Accuse action visually distinguished to indicate risk. These refinements improve both usability and emotional engagement during play.
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Pic 2 Game Board Screen

The Notes Sheet supports the deductive aspect of the game by allowing players to track suspects, weapons, and rooms. The design emphasises clarity and organisation, using alignment and spacing rather than colour alone to communicate structure. This screen was kept visually simple to reduce cognitive load, particularly during time-pressured gameplay.
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Pic 3 Notes Sheet
Finally, the End Game Screen provides closure and feedback by clearly presenting the outcome of the investigation. Positive results are reinforced through the use of green and clear confirmation messaging, while a prominent call-to-action allows users to start a new game. This screen was designed to balance emotional satisfaction with functional clarity.
[image: A screenshot of a game

AI-generated content may be incorrect.]
Pic 4. Endgame Screen
Together, these screens demonstrate how the high-fidelity design improves usability, consistency, and engagement while remaining accessible and appropriate for the intended university audience.
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Usability testing was conducted during this stage of the project to evaluate how effectively users could interact with the high-fidelity prototype. The purpose of this testing was exploratory rather than statistical, to identify usability issues and understand users’ subjective experiences of the interface. This approach is appropriate for early-stage design evaluation, where feedback is used to guide iterative refinement.[7]
Testing was conducted informally with participants who reflected the personas developed in Part 1. These included undergraduate and postgraduate students, as well as one staff member. Participants interacted with the prototype on a mobile device. They were asked to complete representative tasks, such as navigating from the Home Screen, interpreting the Game Board, using the Notes Sheet, and understanding the End Game outcome.[8] A think-aloud technique was encouraged, allowing participants to verbalise their thoughts, expectations, and points of confusion while interacting with the design.[6]
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Overall feedback from participants was positive, particularly regarding the clarity and consistency of the visual design. Users reported that the colour scheme made it easier to distinguish between different types of actions and that the interface felt more engaging and realistic than the earlier monochrome wireframes. The Home Screen was widely described as intuitive, with clear navigation options, while the Notes Sheet was seen as a helpful tool that supported deductive reasoning without increasing cognitive load.
Some usability issues were also identified. Several participants hesitated before selecting the Accuse button, indicating that the visual emphasis successfully communicated risk but may require additional explanatory cues. Others noted that certain icons on the Game Board were not immediately clear during their first interaction, suggesting a need for improved onboarding or clearer visual affordances. These issues were most evident among first-time users.

[bookmark: _Toc217134676]3.3 Design Changes Made
In response to the feedback gathered, several refinements were made to the high-fidelity design. Button labels were adjusted to improve clarity, particularly for actions with significant consequences. Spacing between critical controls was increased to reduce the likelihood of accidental input, and visual cues were strengthened to guide users during early interactions with the interface.[9]
Additional emphasis was placed on improving first-time user understanding, including clearer differentiation between primary and secondary actions. These changes demonstrate how usability testing informed the iterative design process and contributed to a more accessible and user-centred interface. The refinement process highlights the value of early feedback in improving both usability and overall user experience before further development.
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If Vice-Chancellor Mystery were developed as a fully deployed mobile application, a range of user data could be collected to support ongoing evaluation and improvement of the design. At this stage, the discussion remains hypothetical and focuses on the types of data that would be appropriate, useful, and ethically acceptable within a university context.[10]
One important category of data would be usage data, which describes how users interact with the application. This could include information such as how often games are started, which screens are visited most frequently, and how long users spend on different parts of the game. Such data would help identify patterns in user behaviour and reveal which features are most engaging or where users may encounter difficulties. For example, repeated abandonment at a particular stage could indicate a usability issue that requires further investigation.[11]
A second category is performance-related data, such as incomplete games, repeated incorrect actions, or frequent hesitation before certain decisions. This type of data could help designers understand where users experience uncertainty or confusion. In the context of this game, analysing interactions with high-risk actions, such as making an accusation, could provide insight into whether the interface communicates consequences effectively.
In addition to automatically collected data, user-reported experience data could also be valuable. This may include optional in-app feedback, short satisfaction ratings after a game, or qualitative comments about enjoyment and frustration. While more subjective, this data provides insight into emotional responses and overall user experience, which cannot be fully captured through usage statistics alone.
Ethical considerations are central to any data collection strategy. Users would need to be clearly informed about what data is collected and for what purpose. Consent should be explicit, and all data should be anonymised to protect user privacy. Given the academic setting, it would be particularly important to ensure that participation is voluntary and that no personally identifiable information is stored unnecessarily.
Together, these forms of data could support future design iterations by providing evidence-based insight into both usability and user experience, while respecting ethical and privacy considerations.[13]
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Usability and user experience are closely related but represent different design priorities. Usability focuses on efficiency, clarity, and error prevention, while user experience emphasises engagement, enjoyment, and emotional response. Designing Vice-Chancellor Mystery required balancing these two perspectives, particularly because the application is a game rather than a purely functional tool.[19][20]
From a usability perspective, the interface was designed to be predictable and easy to understand. Navigation is consistent across screens, button labels are explicit, and interactions follow familiar mobile patterns. For example, the Notes Sheet prioritises structure and simplicity, allowing users to record information quickly without distraction. These decisions reduce cognitive load but risk making the experience feel overly functional if applied too rigidly.[14]
User experience considerations introduced more expressive elements, particularly through colour and feedback. Visual emphasis on high-risk actions, such as making an accusation, adds tension and supports the game narrative. However, usability testing showed that this emphasis can also cause hesitation, demonstrating a trade-off between emotional impact and efficiency.[15][16]
The final design reflects a compromise between these approaches. Core interactions remain clear and accessible, while selective visual cues enhance engagement. This balance highlights that effective interaction design involves integrating usability and user experience in a way that suits the purpose and context of the application.[17][18]

[bookmark: _Toc217134679]6. Conclusion
This report has presented the second stage of the Vice-Chancellor Mystery design project, focusing on the refinement of the interface through high-fidelity visual design, usability testing, and critical reflection. Building on the personas and low-fidelity wireframes developed in the first assignment, this phase demonstrated how user-centred design principles can guide the transition from structural concepts to a realistic and engaging mobile application.
The introduction of colour, typography, and visual hierarchy enhanced both usability and user experience, while maintaining accessibility and clarity for a diverse university audience. Informal usability testing provided valuable insight into how users interpreted and interacted with the design, allowing targeted refinements to be made in response to observed issues and feedback. The discussion of potential data collection further highlighted how future iterations of the application could be informed by evidence, while respecting ethical and privacy considerations.
The project also illustrated the importance of balancing usability with user experience, particularly within a game-based context. Overall, this assignment demonstrates an iterative and reflective approach to usability engineering and interaction design and provides a strong foundation for further development and evaluation of the application.
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	Pic1. Splash Screen

	Pic2. Home Screen






	[image: A screen shot of a phone

AI-generated content may be incorrect.]
	[image: A screen shot of a cell phone

AI-generated content may be incorrect.]

	Pic 3. Create Lobby
	Pic 4. Lobby Waiting Room
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	Pic 5. Character Select
	Pic 6. Game Board
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	Pic 7. Notes Sheet
	Pic 8. Suggestion Modal
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	Pic 9. Accusation Modal
	Pic 10. End Game Screen
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