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Abstract
For the UWTSD Cluedo mobile game, this project offers a polished collection of full-colour storyboards that show a clearly defined interaction flow supported by accepted usability and HCI concepts. Clarity, cognitive efficiency, and inclusive design are given top priority in the interface, which is guided by Nielsen's criteria, Schneiderman’s design rules, flow theory, and WCAG accessibility requirements. A campus-based mystery game's thematic tone is supported, signposting is improved, and functional meaning is reinforced using an organised colour hierarchy. Iterative improvements to labelling, contrast, and settings access were informed by user testing, which was carried out using QR-based questionnaires and multimodal evaluation and showed strong navigational ease, visual clarity, and engagement. The finished prototype effectively combines usability and user experience factors to create a mobile game interface that is intuitive, aesthetically pleasing, and pedagogically sound.

Introduction
The UWTSD Cluedo mobile game's full-colour storyboard design is shown in this part. It illustrates how the interface changes from the main menu to inquiry, feedback, awards, and the final scoreboard. The goal is to turn the previous greyscale wireframes into a visually appealing, functional, and accessible prototype that facilitates fluid gameplay and a captivating user experience. Nielsen's usability heuristics, Schneiderman’s Eight Golden Rules, Fits’ Law, WCAG accessibility guidelines, and flow theory are just a few of the well-known interaction design principles that were used in the creation of each screen. Clear navigation, consistent icons, insightful feedback, and a colour-coded hierarchy that fits the Cluedo mystery theme and UWTSD context are all given special attention. To improve labelling, improve visual clarity, and streamline navigation, user feedback from QR-coded questionnaires and in-person testing has been integrated. This ensures that the final storyboards are both theoretically sound and experimentally proven.

Full Colour Design Storyboard

The full prototype of the UWTSD Cluedo mobile game is shown here, highlighting its main displays and user interface.
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[bookmark: _Toc214014306][bookmark: _Toc214014588]Figure 1: The UWTSD Cluedo Mobile App Prototype's initial main menu, settings screen, and accessibility settings

1. The UWTSD Cluedo app's primary access points, such as the Home Menu, Settings panel, and Accessibility Options, are displayed on these screens. The game can be launched, tutorials can be viewed, difficulty can be changed, hints and notifications can be enabled, and visual and interaction parameters can be modified for better use.
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[bookmark: _Toc214014307][bookmark: _Toc214014589]Figure 2: The UWTSD Cluedo Prototype's Character Selection and Campus Map Interface Screens

2. The game's setup and exploration phases are displayed on these displays. Players can choose a character and a campus location (Carmarthen or Lampeter) on the first screen. The interactive campus map is shown on the second screen, where players can access their notebook or notes, examine clues, and explore important locations including the Study Room, Library, Event Room, and Cafeteria.
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[bookmark: _Toc214014308][bookmark: _Toc214014590]Figure 3:  Investigation interface and game progress screens.

3. Before making an accusation, players can look at suspects, weapons, and possible crime scenes in the first screen's primary investigation panel. The player's progress, including time spent, hints used, success rate, gained points, false accusations, and rank changes, is displayed on the second screen. Based on previous gameplay events, these screens show how players monitor their performance, get feedback, and carry out further research.
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[bookmark: _Toc214014309][bookmark: _Toc214014591]Figure 4: The Final scoreboard and reward notification screens.

4. In addition to XP incentives and freshly unlocked badges for solving significant clues, the Reward & Progress panel offers players positive feedback. Individual scores, the number of players, the number of turns taken, and the total amount of time spent are all summarised on the Scoreboard screen. These interfaces provide unambiguous end-of-game results and highlight player accomplishments.
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[bookmark: _Toc214014310][bookmark: _Toc214014592]Figure 5: The full wireframe sequence for the UWTSD Cluedo mobile app.

5. The UWTSD Cluedo game's whole set of wireframes, including the main menu, settings, accessibility choices, character selection, campus map, investigation screens, progress updates, award notifications, and final scoreboard, are displayed in this figure.

The finished prototype of UWTSD Cluedo: Solve the Vice-Chancellor's Mystery! showcases every essential feature of a mobile application intended for mystery investigation gaming. 
From the main menu and settings/accessibility to choose character and campus selection, map exploration, notebook and clue review, progress, reward, and scoreboard panels, the prototype clearly depicts the whole game flow at a scale appropriate for mobile screens.
To facilitate easy navigation, important interactive elements like buttons, menus, and icons are placed in recognisable spots. For instance, the home and gear icons are always visible on all screens, making it possible to quickly reach the main menu or settings at any time. To comply with mobile touch interaction requirements, all important actions, including Start Game, Tutorial, Hint, and Make Accusation, are large, easily tappable, and clearly labelled. Each screen is designed at a scale suitable for mobile devices. The design prioritizes visibility, consistency, feedback, and user control in accordance with interaction design theory (Norman, and usability criteria (Nielsen, 1995) [15] [11].

Considerations for Interaction Design and Interface Functionality:
The design adheres to a precise, sequential flow:  

1. Main Menu:  offers the main navigation options (Start Game, Tutorial, Settings & Accessibility).
2. Settings: comprises the GDPR privacy policy, difficulty, hints, and notifications.
3. Accessibility: allows keyboard navigation, touch volume, text size, and contrast modes.
4. Character and Campus Selection: gives players the option to select their avatars and play in either Carmarthen or Lampeter include a range of settings and personalisation. 
5. Investigation Map: It shows buttons for notebook access and hints, as well as interactive locales (Library, Study, Cafeteria, Event Room). The main gaming area where players can explore areas and gather hints. 
6. Investigation Screen: displays locations, weapons, and suspects to help deduce clues.
7. Notebook & Clue Review: Presents evidence and progress in an organised manner. 
8. Game Progress & Consequences shows cases that have been resolved, time spent, hints used, and rank feedback (Detective/Apprentice). Through updates, ranks, and accomplishments, it offers ongoing feedback and strengthens incentive. 
9. Reward & Scoreboard verifies new badges (such Logic Expert), XP gains, and accomplishments. Promotes social interaction. 
10. Scoreboard: The scoreboard, which includes a share option to promote replay, summarizes each participant's score and time.

Every significant phase of the game, from beginning the game to investigating and solving clues to getting feedback and comparing results, is guaranteed to be accurately depicted thanks to this framework. In accordance with Fits’ Law and Shneiderman's interface design principles, every interactive element (buttons, icons, and toggles) has been purposefully positioned within comfortable thumb zones and employs unambiguous labelling to reduce cognitive burden.

Utilizing the Principles of Interaction Design

The application incorporates several essential elements of interaction design: 
· System status visibility: Every screen prominently displays player progress (e.g., investigation percentage, XP, hints used).
· Consistency and standards: Every screen has navigation icons, such as the home icon and settings gear, which reduce user confusion and create predictable movement. 
· Feedback: Instantaneous visual feedback, including colour changes, XP alerts, and sound cues, is triggered by actions like making an allegation, using hints, or receiving prizes.
· User autonomy and control: At any point, the player can modify accessibility settings or go back to the home menu. 
· Aesthetically pleasing and minimalistic design: Only practical features (buttons, avatars, maps, and hints) are displayed on screens, which are devoid of extraneous text and clutter.

According to previous studies, 75% of players said the game flow was "easy to navigate," and 87.5% approved of progress communication. This strategy guarantees seamless engagement and an intuitive user journey.




	Change
	Reason / Justification

	Improved colour-coded button hierarchy
	Vibrant colours (green, yellow, orange, and red) were used in Favor of flat grayscale buttons to improve visibility, draw attention, and direct user action (Norman's signifiers principle).


	Clear visual feedback and toggles
	To mimic actual app interaction, switch-style controls for "Hints" and "Notifications" were added.


	Accessible design adjustments
	To improve readability, contrast toggle, larger letters, and high-contrast backgrounds were implemented (in accordance with WCAG accessibility guidelines).


	Contextual Cluedo graphics
	To increase interaction and contextual realism, character illustrations, weapon symbols, and campus photos were added.


	Progress indicators that are gamified

	To sustain user flow and give motivation, XP, badges, and a rank system were implemented (Csikszentmihalyi's flow theory) [14]. 



	Simplified map and navigation structure
	In response to user comments asking for easier navigation, the map layout was redesigned to highlight key rooms with prominent named buttons (such as "Notebook" and "Hint").


	Enhanced reward & scoreboard visuals
	In line with ideas of game design motivation, star icons, XP counters, and avatars were used to foster a sense of achievement and social comparison.




Table 01: Justifications 
The first interface was deemed "moderately intuitive" by 62.5% of participants, while its visual appeal was assessed as low by 25%. These modifications directly address the criticism from previous participants. Transitions now feel more predictable and seamless, requiring less mental effort. Overall, these modifications guarantee that the design is both useful and captivating, resolving earlier problems with interface usability and aesthetic appeal that were brought up in survey replies. The enhancements produced a mobile experience that is more aesthetically pleasing, practical, and easy to use.

Rationale for Graphic Design and Colour Scheme
The colour scheme was carefully selected to provide a balance between readability, aesthetics, and thematic coherence with the Cluedo mystery genre and UWTSD branding context:
Primary Colours: 
· Deep Blue, the primary background, is associated with intellectual and detective themes and stands for professionalism, mystery, and trust.
· Green buttons (Start/Main Menu): Psychologically linked to safety and validation, these buttons are used for constructive activities and advancement. 
· Yellow (Tutorial/Accessibility): Indicates direction, education, and uninterrupted communication. 
· Orange (Settings/Consequences): Highlights interactive or warning sections and calls attention to user choices and game updates. 
· Red (GDPR/Hint buttons): Denotes urgent activities, privacy, or alerts. 
· White typography: was chosen to retain clarity in a variety of lighting settings by creating a strong contrast against dark backgrounds.

By linking each colour to a function type (action, information, alert), this consistent use of colour not only strengthens visual hierarchy but also improves usability.

· Graphic: 
Characters, weapons, and places were all chosen or specially modified to preserve a Cluedo style. Every illustration was resized to fit the 9:19 mobile resolution without overcrowding the user interface. To facilitate players' emotional connection to the mystery story while guaranteeing quick visual recognition during gameplay, the avatars and clue cards were purposefully maintained semi-realistic. Sans-serif typography for readability on small screens and well recognized icons (tool for settings, house for home, star for incentives) were selected for their legibility and familiarity.

· Readability and contrast:
The stark contrast between dark blue backgrounds and white text improves legibility and satisfies mobile user accessibility requirements. Additionally, this was a direct reaction to comments highlighting the significance of more lucid visual communication.
· Typography:
 Throughout, bold sans-serif typefaces with great contrast and clarity were utilised to enhance portable device legibility and assist individuals with modest visual impairments.

The final prototype follows accepted interaction design principles and usability heuristics while incorporating all the main features of a mobile Cluedo game. Data-driven and grounded on actual user input, the enhancements over the original wireframe improve accessibility, intuitiveness, and engagement. In addition to promoting visual appeal, the selected colour schemes and thematic graphics also convey hierarchy, direct user behaviour, and preserve uniformity across all screens. This guarantees that the game is inclusive and useful for a variety of users in the UWTSD context.


Feedback Gathering Procedure

A QR-coded online survey and brief in-person evaluation sessions were used in a structured user testing approach to gather input on the UWTSD Cluedo – Solve the Vice-Chancellor's Mystery! prototype to assess its usability and efficacy. After interacting with the prototype, participants could quickly access and finish the feedback form on their mobile devices thanks to a Google Form link integrated into a QR code. This method made it possible to collect anonymous data in accordance with GDPR, guaranteeing that no identifying or personal information was collected.
Prior to testing, participants received a brief consent form outlining the study's objectives, data confidentiality, and the fact that participation was limited to those who were at least 18 years old. After interacting with the entire game flow, which included the start menu, tutorial, character selection, map, investigation, game progress & consequences, reward and scoreboard screens, each participant filled out the survey to offer input on usability, navigation, aesthetic appeal, accessibility, and gameplay engagement.

· Test subjects covered the range of personas I defined earlier
Participants were carefully chosen based on the four specified user personas (students, lecturer assistant, administrative personal, and casual gamers) to guarantee that the test subjects reflected the variety of personas created earlier in the design phase. A wide range of age groups, technical skill levels, and gameplay familiarity levels were included in the recruitment process, which was conducted across two UWTSD campuses (Carmarthen and Lampeter). In keeping with the prototype's inclusive and accessible design objectives, this made sure that the input represented the opinions of both seasoned players and those who were less familiar with digital mystery or puzzle games.
All things considered, the responses collected offered a fair and trustworthy understanding of how various user types engaged with the interface, supporting the validation of design enhancements like improved accessibility options, more visually appealing feedback displays, and simpler navigation.
· Feedback did you get, both in terms of usability and of emotional response
 
Survey response: 
[bookmark: _Hlk212933163]The game prototype survey offers insightful information about player preferences and experiences. 88.89% of respondents, a sizable majority, said they would like to play a complete version of the game in the future, demonstrating high interest and possible commercial viability. 
Most participants (55.56%) have already used previous iterations of the prototype, indicating a familiar audience. Additionally, a noteworthy 88.89% of respondents noted increases in visual clarity, and most thought the text sizes and colour contrasts were useful. This is consistent with the comments showing that 77.78% thought it was very easy or easy to navigate the game displays, and 77.78% thought the objectives and directions were very clear.
77.78% of respondents thought the backdrop Contrast and character choices were excellent. 77.78% of participants said the encounter was extremely enjoyable, indicating high levels of overall satisfaction.
66.67% of respondents thought the prototype's visual design was highly appealing, which is encouraging for future development. Additionally, usability and navigation were ranked as the most crucial parts of the game, closely followed by visual design and aesthetics.
Although the results are overwhelmingly good, they also point out areas that might be improved, especially in terms of making sure that all game features are properly labelled and that settings are easily accessible. Improving the overall user experience will require addressing these issues.
In conclusion, the survey's results not only highlight the game's potential but also offer a clear path for upcoming improvements, guaranteeing that player pleasure stays at the top of development priorities.
Expectations: 
The consent form been signed and attached in component 01 report. Both usability and emotional involvement received overwhelmingly positive results in the poll. Regarding usability, 88.89% of participants agreed that the visual clarity had improved, with readable letter sizes and great colour contrast, and most participants (77.78%) said the game displays were either very easy or easy to navigate. The aims and directions were also deemed clear by the participants, indicating that the storyboard and interaction flow effectively matched user expectations. Nonetheless, a few players pointed out that some game functions needed to be labelled more clearly and that settings should be easier to access, suggesting that tiny adjustments are still needed to improve general intuitiveness.
The results were also favourable in terms of emotional reaction. 66.67% of respondents said the visual design was very appealing, and a sizable number (77.78%) said the experience was very engaging. Users' emotional reactions to the game's contrast, character choices, and overall mood indicate that the design decisions successfully encouraged immersion and involvement.
Since earlier design choices purposefully prioritised clarity, aesthetic appeal, and user-centred navigation, these outcomes were generally in accordance with expectations. The surprisingly high degree of satisfaction and desire to play the entire version (88.89%) beyond preliminary estimates, indicating significant room for improvement. At this prototype level, minor usability difficulties were anticipated, demonstrating that the input is both practical and helpful in forming the next iteration.

Information collected from users for working version of Mobile App to be potentially built and released
[bookmark: _Hlk212933523]A smartphone's sensors can track app interactions and the user's environment to provide insights into personality aspects, potentially eliminating the need for traditional questionnaires. This prediction relies on the collection of labelled data reflecting the user's personality [1]. 
We created the Android app TYDR (Track Your Daily Routine) to gather information for research examining the connection between smartphone data and personality. TYDR administers standardised psychological surveys to users and gathers sensor and usage data from smartphones [2].
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[bookmark: _Toc214013977][bookmark: _Toc214014311][bookmark: _Toc214014593]Figure 6 : Model for classifying context data for smartphone applications [3]

Compatibility issues are a significant source of crashes, freezes, and poor performance in mobile apps. These flaws arise when an application doesn't function properly on a variety of mobile devices, operating systems, and screen sizes and resolutions. A variety of user data will be gathered in the functional version of the UWTSD Cluedo mobile application to improve user experience, guarantee system stability, and improve gameplay. The information gathered will be used for both analytical (to enhance design and engagement) and functional (to ensure the app runs smoothly) purposes.

1. Information Types to Be Gathered

a. Profile information and user registration

What: Username, optional email, age group (18+ verification), and accessibility settings (such as text size or high contrast mode).

Why: To enable progress saving, guarantee GDPR compliance, and customise gameplay parameters.

How Collected: During the first launch, an in-app registration or sign-in form was used.

b. Data on Gameplay Interactions (Usage Analytics)

What: The quantity of games played, the length of each session, the player's options (such as choosing a character or campus), and the degree of difficulty.

Why: To determine the most popular game elements and pinpoint areas where players give up or have difficulty.

How Collected: The analytics module of the app logs data automatically (e.g., Firebase or internal logging).

b. Technical and Performance Information

What: Screen resolutions, network connectivity, operating system, crash records, and device type.

Why: To enhance performance, guarantee cross-device compatibility, and identify technical problems.

How: Automatically using built-in diagnostic tools (such as crash reporting libraries).

d. Feedback and Emotional Reaction Information

What: Perceived difficulty, enjoyment, frustration points, player satisfaction, and engagement level.

Why: To assess overall UX quality and emotional engagement in connection to the personas and usability objectives.

How: Through optional open-ended feedback questionnaires, post-level ratings, and recurring in-game pop-up surveys.

2. Direct vs. Automatic Data Gathering

Automatically Gathered: Without interfering with the user's experience, gameplay data, app performance, and crash reports can be automatically recorded.

Direct Interaction Needed: Since emotional experience cannot be accurately deduced from app data alone, human interaction via surveys or interviews is necessary for emotional feedback and qualitative usability evaluations.

For instance, automatic statistics may indicate a usability problem if a user leaves the game early, but only direct feedback may determine whether the reason was frustration, confusion, or disinterest.

3. The Distinction Between Emotional Response Data and Usage Data

		Aspect
	Usage Data
	Emotional Response Data

	Nature
	Quantitative
	Qualitative

	Collection Method
	Automatic (through analytics logs)
	Manual (through surveys/interviews)

	Purpose
	Monitors the actions and output of players

	Recognises the feelings and contentment of players


	Examples
	Session duration, screen clicks, completion rates
	UX satisfaction, stress or frustration levels, and enjoyment rating





Table 02: Response data
Both kinds work well together: utilisation data shows what is going on, while emotional data explains why.

4. Frequently Reported Problems with Mobile App Games

New smartphone applications are integrating unconventional interfaces such as voice and gesture commands, alongside wearable displays, to enhance user experiences through more natural interactions. Developers face challenges due to diverse cultural user interactions and the need for sufficient and varied training datasets for machine learning technologies, especially in speech recognition and natural language processing [4]. The passage highlights difficulties in creating effective audio and visual datasets, noting the influence of factors like language variations, background noise, viewing angles, and light levels. Furthermore, it underscores the resource-intensive nature of gathering extensive datasets, often requiring tens of thousands of images for optimal application performance [4]. 
Alexa is a cloud-based audio service available on devices such as smartphones and smart speakers, notably the Amazon Echo. 
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[bookmark: _Toc214013978][bookmark: _Toc214014312][bookmark: _Toc214014594]Figure 7: Alexa's user-skill interaction architecture [4].
The Amazon Alexa Skill Kit (ASK) offers developers tools and APIs to create Alexa apps or "skills," handling functions including speech recognition and natural language processing. [4].
Problems with mobile AR augmented reality apps showed in figure:
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[bookmark: _Toc214013979][bookmark: _Toc214014313][bookmark: _Toc214014595]Figure 8: challenges faced by mobile AR apps [4].

Testing and debugging tools
Standard testing for platforms like Amazon Alexa involves a simulation console to evaluate the request-response model using the Alexa API. Vuforia, a popular AR library, simplifies integration with IDEs, being natively supported by Unity and installable via Unity Package Manager. For mobile applications in Xcode or Android Studio, the Vuforia SDK must be manually downloaded and incorporated into the project's codebase [4]. 
The following problems are frequently reported during real-world development and testing, and the UWTSD Cluedo app will keep an eye on them as well:

	Category
	Common Problems Reported
	Impact

	Performance
	App freezing, slow loading, or crashing
	Reduces playability and user trust

	Usability
	Confusing navigation, unclear instructions, or small buttons
	Frustrates players and leads to dropouts

	Compatibility
	Features that don't show up properly on some screens or devices
	results in uneven user experiences


	Data & Privacy
	Lack of transparency in data use or missing consent [4].
	Breaches GDPR compliance

	Game Logic
	Errors in the scoring system or clue revelation
	Affects fairness and satisfaction [4]. 

	Feedback & Rewards
	Delayed notifications or inaccurate achievement systems.
	Reduces motivation to continue playing


Table 03: Commonly reported issue

5. GDPR and Ethical Issues

GDPR and university ethical requirements will be followed when collecting all user data: 

· Participants must give their informed consent and be at least 18 years old. 
· To safeguard identity, data will be anonymised. 
· Forms for emotional feedback will make voluntary involvement and withdrawal rights clear.
· Personally identifiable information (PII) will not be included in usage metrics.

The functional version of the UWTSD Cluedo app will integrate direct user feedback (emotional and qualitative replies) with automatic analytics (use and performance data). While upholding moral, open data gathering procedures, this hybrid approach guarantees ongoing improvements to both the technical functionality and the users' emotional experience.

[bookmark: _Hlk212934025]Additional Usability Considerations
The Web Content Accessibility Guidelines (WCAG) offer a methodical approach to accessibility, focusing on ease of use for diverse needs through supportive services and alternative mediums. While accessibility emphasizes accommodating users, usability refers to the simplicity of product usage. Heuristic evaluation, based on Nielsen's heuristics, serves as an effective method for assessing usability [5]. 

Usability, as defined by Nielsen (1993), [11] includes elements that describe user-software interaction. Additionally, ISO 9241 defines usability as the ability of an interactive system to support users in completing tasks efficiently and enjoyably. This encompasses effectiveness in task performance, time efficiency, user satisfaction, and overall positive perception of the system. 
In the early phases of system design, understanding the relationship between definition, analysis, and design is essential, as ignorance of their overlaps can lead to significant problems.
The concept of usability relates to software quality, specifically its simplicity in use and learning. According to the NBR 9241-11 standard, usability is defined as the extent to which a product (both hardware and software) can be utilized by specific users in a particular environment to achieve desired efficacy, efficiency, and satisfaction.
Usability, according to Nielsen (1993), involves factors that influence user interaction with software, such as learnability, memorability, efficiency, mistakes, and user pleasure. Heuristic evaluation, described by Nielsen (1994), is a method in human-computer interaction (HCI) for identifying usability problems during the design phase. Usability experts examine all dialogue and interface elements to ensure they adhere to recognized usability heuristics. The following is a list of Nielsen's heuristics (Nielsen, 1995): 

· H1: System status visibility. 
· H2: System and real-world compatibility. 
· H3: User autonomy and control. 
· H4: Standards and consistency. 
· H5: Error prevention. 
· H6: Recognition rather than recall. 
· H7: Usability and flexibility. 
· H8: Elegant and simple design. 
· H9: Assist users in identifying, diagnosing, and recovering from mistakes. 
· H10: Assistance and documentation [6]. 
Nielsen Principals:
According to the discussed idea, UI elements and information must be visible to users, which aligns with several heuristics. This includes making system status (H1) perceptible, ensuring users can see errors (H9), allowing users to avoid items in an unfamiliar language (H2), giving them control over information timing (H3), and not presenting unnecessary information (H8).
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[bookmark: _Toc214013980][bookmark: _Toc214014314]Figure 9: WCAG mapping to heuristics: "⃻" = our mapping, "•" = Moreno et al., "⃼" = TOTAL = # "⃼"-marks + "⃻"-marks [6].
Four rules emphasize the need for non-textual content to have textual substitutes as stated in Guideline 1.1. These substitutes enhance accessibility for screen reader users by explaining image-based buttons and offering video descriptions. A textual substitute for a red backdrop in unclear input fields supports colour-blind users by providing written visual error warnings, improving system state understanding. Additionally, it is vital that assistive devices avoid displaying decorative elements to maintain user comprehension of critical content.
When we want to ensure consistency while considering different types of consumers, it is important to note a conflict of heuristics [6].
Users of standard web browsers without visual impairments can often view selection options in a list without needing to click on it. Consequently, clicking a list item is typically interpreted by websites as a shortcut for selection, which may trigger an update on the webpage.
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[bookmark: _Toc214013981][bookmark: _Toc214014315]Figure 10: The suggested relationship between accessibility and usability [6].

As a shortcut to improve user efficiency, the method violates Guideline 3.2 by not adhering to Success Criterion 3.2.1. While screen readers read list items correctly for users with vision impairments, an update event should not occur upon focusing on an item, contradicting the definition of a list item [6].
All individuals, regardless of deficiencies, benefit from accessibility, including the elderly who encounter challenges as they age. Age impacts learning and physical capabilities; for instance, a young person might struggle with mental and physical tasks due to underdevelopment, while older adults may experience difficulties in reaction times, object handling, and clear thinking [7]. The eight golden rules' eight heuristics—strive for consistency, permit frequent users to use shortcuts, offer insightful feedback, create dialogues that lead to closure, offer straightforward error handling, facilitate action reversal, support internal locus of control, and lessen short-term memory load—offer significant advantages for this objective [8].

[image: A table of questions and answers

AI-generated content may be incorrect.]
[bookmark: _Toc214013982][bookmark: _Toc214014316][bookmark: _Toc214014596]Figure 11: VARIABLE NAMES AND QUESTIONNAIRE OUTCOMES [9].
Error codes that are irrelevant to the user are often displayed in poorly designed error messages. The designer constantly aims to give useful and human-readable feedback. In conclusion, to increase and improve user usability, an interface needs to be "user-friendly" and well-designed. 

Additional Considerations for Usability

It was crucial to consider how the UWTSD Cluedo mobile app combined usability and user experience (UX) goals during development after evaluating the storyboard input. The emphasis would have been more heavily on functional clarity, streamlined navigation, and rigorous adherence to accepted usability criteria if the storyboards had only been created with usability in mind. For instance, the interface would have had better icons, more explicit on-screen descriptions, and a more consistent layout across all screens if it had adhered to Nielsen's concepts of visibility of system status and consistency and standards [11]. This need was brought to light by the survey responses, which pointed out that certain functions needed more precise labelling and that settings weren't always simple to find. Therefore, minimalism and streamlined decision-making processes would have taken precedence over thematic immersion or visual storytelling in a usability-only approach.
However, combining emotional connection with functional efficiency was necessary while developing for user experience (UX). Norman highlights that users' perceptions of usability are greatly influenced by aesthetics and emotional reactions, particularly in early prototypes [12]. This means keeping the Cluedo app's vibrant characters, moody contrasts, and light-hearted interface elements, all of which respondents thought were outstanding (77.78% thought the backdrop contrast and character choices were excellent). Although these aesthetic decisions improved enjoyment, they occasionally went against stringent usability guidelines. Richer backdrops, for instance, occasionally conflicted with text readability, and themed iconography put Shneiderman's Eight Golden Rules' recommendation of instant recognisability in jeopardy [13]. Iterative changes, like enlarging text, enhancing contrast, and streamlining navigation while preserving an eye-catching motif, were made during the design process to address these tensions. This balanced approach successfully met both usability and UX goals, as evidenced by the high navigation satisfaction score (77.78%) and the strong emotional response (77.78% finding it really entertaining). Therefore, the final design deliberately combined usability concepts with experience elements to enhance clarity, enjoyment, and overall player involvement, whereas a usability-only storyboard would have appeared more straightforward and function-driven.

· Differences if Designed Only for Usability:

A storyboard with an emphasis on usability would have contained:

Simpler layouts: simpler designs with less ornamental components, emphasising big buttons, distinct labels, and strong contrast.

Minimal animation: There shouldn't be many animations or narrative elements because they could impede navigation or divert attention from essential features.

Text-based feedback: In place of thematic or visual signals, such as simple pop-up notifications in place of visual "success" or "failure" displays.

Emphasis on consistency: To cut down on user learning time, there should be a greater focus on uniformity across all screens, including repeating patterns, uniform colour schemes, and identical menu positions.

· Conflicts Between Usability and User Experience (UX)
During the design process, several tensions arose between usability and user experience goals, requiring compromises to maintain both playability and engagement:
	Conflict Area
	Usability Priority
	User Experience Priority
	Design Resolution

	Game Complexity vs. Simplicity
	Keep instructions minimal and direct for easy comprehension
	Incorporate a plot and hints that heighten suspense and emotional engagement.

	Used guided tooltips and a tutorial screen at the start — maintaining usability while preserving narrative flow

	Visual Simplicity vs. Aesthetic Appeal
	High-contrast backgrounds, standard fonts, minimal colour use
	Rich visual themes, campus illustrations, and character icons to enhance immersion
	Balanced both by using NHS-inspired blue and white colour palette (accessible yet thematic)

	Navigation Speed vs. Emotional Engagement
	Fewer steps for quick access to gameplay
	Gradual build-up (campus map selection and clue discovery screens) to sustain suspense
	Implemented progress indicators and skip options, allowing both fast and immersive play styles

	Text Size vs. Information Density
	Large text and buttons for readability
	Including story content, clues, and dialogue for atmosphere
	Designed scrollable text boxes and voice narration option for accessibility without removing content depth


Table 04: Usability & UX

· An illustration from the design phase

For instance, early iterations of the "Consequences and Rewards" storyboard featured animated feedback that depicted characters rejoicing or emotionally responding to their advancement. Although this improved the emotional connection and user experience, it first slowed game transitions and created visual clutter on smaller screens, which raised usability issues.
To address this, the final wireframe design substituted short visual icons (such as a medal or warning signal) and a quick vibration or sound cue for long animations. This improved efficiency and accessibility for mobile devices while maintaining emotional input.





	
	
	
	
	

	
	
	
	
	


UX & Usability in Balance

In the end, the design process sought to achieve a balance between functionality and engagement, guaranteeing that the app will continue to be user-friendly, entertaining, and contextually relevant for UWTSD students. The objective was to develop an interface that satisfied usability requirements (accessibility, clarity, consistency, and feedback) without compromising the social dynamics and narrative that made Cluedo compelling.
This strategy is in line with Norman's interaction design principles, which state that successful design must meet users' hedonic (emotional satisfaction) and pragmatic (ease of use) needs.

Conclusion
The UWTSD Cluedo mobile game's full colour design storyboards effectively convert the original wireframes into a logical, eye-catching, and user-friendly prototype. The final interface minimises cognitive load through consistent icons, colour-coded hierarchies, and strategically placed controls while supporting a clear sequential flow from main menu to investigation, feedback, rewards, and scoreboard through the application of established interaction design principles and usability heuristics. Improvements include gamified progress indicators, high contrast schemes, accessibility options, and contextual visuals directly address previous usability problems and aesthetic flaws brought up in user feedback. Strong navigational ease, visual clarity, and emotional involvement are confirmed by survey findings, suggesting that the design successfully strikes a compromise between usability and user experience. All things considered, the project provides a strong basis for creating the useful mobile application, guaranteeing that it is inclusive, inspiring, and in line with the UWTSD Cluedo narrative setting.
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Appendix
The UWTSD Cluedo prototype features an intuitive design that enhances gameplay by adhering to Nielsen's usability guidelines, ensuring visibility of system state through progress panels and consistent navigation icons. It uses predictable design elements, colour-coded buttons, and clear labelling to improve learnability and reduce cognitive strain. The interface also follows Schneiderman’s Eight Golden Rules by minimizing short-term memory load and presenting game elements clearly. User feedback prompted enhancements such as larger buttons and improved visuals. The final design aims for a user-cantered, accessible gaming experience with high contrast colours and straightforward navigation.
Colour scheme
The UWTSD Cluedo prototype's colour palette was chosen to improve usability, visual clarity, and thematic coherence with the mystery genre. Bright green and yellow buttons facilitate fast identification of major activities, adhering to Nielsen's emphasis on visibility and Shneiderman's guideline of highlighting frequent operations, while a deep blue background offers striking contrast and complements Cluedo's investigative tone. To highlight and convey the significance of settings, warnings, and GDPR information, orange and red were employed. Consistent iconography supports accessibility and lessens cognitive effort, while high contrast white text guarantees reading across devices.

[image: A blue sign with text

AI-generated content may be incorrect.]
The UWTSD Cluedo game's primary home screen allows users to launch the game, view the tutorial, and modify accessibility and settings. It acts as the main gateway for using the application.


[image: A blue sign with green and grey buttons

AI-generated content may be incorrect.]
This is the UWTSD Cluedo mobile app's Settings panel. By activating or eliminating advertisements, seeing standard instructions, choosing the difficulty level, turning on or off suggestions, and controlling notifications, gamers can personalise their gaming experience. Access to the GDPR terms of use and privacy policy is also included.
 Colour scheme 
To preserve visual coherence across the application and to offer a striking contrast for readability, the screen has a dark blue background. To minimise visual distraction and maintain a clean style, important interactive options are positioned inside grey buttons. Green switches are used by crucial toggles like Hints and Notifications to indicate activity in an easily identifiable manner. Because of its high visibility, the red GDPR button highlights legal material and encourages users to check privacy and safety concerns before playing.


[image: A blue and white sign with grey text

AI-generated content may be incorrect.]
The UWTSD Cluedo mobile game's Accessibility Options menu features a high-contrast design with a navy-blue background, grey panels, and white text to aid readability for users with visual impairments. A bright green "Contrast Mode" toggle provides immediate visual feedback. Additionally, large, rounded buttons and a spacious layout improve touch accuracy, aligning with mobile accessibility guidelines.
Accessibility controls, including Text Size, Game Modes, Touch Screen Volume, and Keyboard Navigation, are well-organized to enhance inclusivity. The mustard-yellow "Keyboard Navigation" button serves as an alternative input for users unable to use touch. High contrast is maintained with white icons on a dark background for better visibility. This structure promotes clarity and reduces cognitive load, ensuring options are easily distinguishable for diverse users, aligning with usability guidelines.


[image: A screenshot of a cell phone

AI-generated content may be incorrect.]
The Start Game – Select Character interface features high readability due to the strong contrast between white text and a deep navy-blue background, which aids users with low eyesight. The clear spacing between character images allows for easy selection and reduces accidental taps on the touchscreen. 
To facilitate player navigation within the game flow, contrasting warm tones were used for the brown "Select Campus Location" banner and yellow/green campus buttons (Carmarthen and Lampeter). Each button is designed with wide rounded curves to enhance touch accuracy, adhering to mobile usability standards. To preserve excellent visibility on the dark backdrop, the home and bottom gear (settings) symbols are shown in white. All things considered, the colour palette promotes an accessible, user-friendly navigation experience, improves clarity, and directs user attention.



[image: A screen shot of a game

AI-generated content may be incorrect.]
The UWTSD Cluedo game's MAP interface is depicted on this screen. The vivid room illustrations—red No table of figures entries found.yellow (Library), orange (Event Room), and cyan (Cafeteria)—stand out sharply against the dark navy-blue background. When navigating the game world, using distinct vivid hues for each room facilitates fast visual recognition and lessens cognitive strain.
High-contrast colour blocks (black/yellow, blue/white) are used in text labels like "Event Room," "Cafeteria," and "Notebook" to guarantee readability for people with visual impairments. To make it easier for players to find help while playing, the red "Hint" button is purposefully bright.
For optimal clarity, the home and bottom settings icons stay white. All things considered, accessibility, quick decision-making, and easy movement between game places are supported by the contrasting colour scheme and distinct visual grouping.


[image: A poster with images of people and weapons

AI-generated content may be incorrect.]
Before levelling an accusation, players examine Suspects, Weapons, and Locations in the Investigation Panel displayed on this page. To enhance clarity and lessen visual strain, a white background is employed, making every element stand out. To create a consistent hierarchy, section titles are colour-coded: dark navy-blue for category labels like Suspects, Weapons, and Location, and orange for the primary headline (high visibility and urgency).
To facilitate quick scanning and lessen cognitive burden, character images and weapon cards are arranged in clear rows with a roomy layout. The orange "Make Accusation" button highlights a crucial game decision with a warning colour, whereas the green "Game Progress & Consequences" button indicates a neutral informational action.
For visual coherence and to keep attention on interactive features, the icons underneath the "Location" section features a clear blue outline, while the home and settings icons at the bottom are white, creating a striking contrast. This color scheme enhances readability, highlights important activities, and guides players through a simple decision-making process.



[image: A blue poster with different symbols

AI-generated content may be incorrect.]
The Game Progress & Consequences page, which provides players with a visual representation of their performance, is displayed on this screen. Users can quickly browse updates because to the striking contrast between the bright icons and text and the dark navy-blue background. Red is a high-attention colour used to indicate of significant occurrences, such as the usage of clues the discovery of a new clue as I always used red and white for clue and hint earlier and a correct accusation.
Yellow and orange, which contrast sharply with the black background and direct the user's attention towards status information, are used for player rank and progress indicators. The player's duration is shown by the big pink time circle, which uses a striking colour for easy identification.
To help users find the main action right away, the yellow "Continue Investigation" button is purposefully bold. For ease of seeing, the home and bottom settings icons are still white. In general, the colour choices adhere to usability and accessibility standards, promote clarity, draw attention to significant effects, and facilitate quick decision-making.


[image: A blue poster with stars and text

AI-generated content may be incorrect.]
The Reward & Progress Notification page, which notifies the player of accomplishments and upcoming actions, is displayed on this screen. Bright reward pieces stand out due to the great contrast created by the navy-blue background. Bright cyan, yellow, and green—colors that denote achievement and drive—are used to display positive feedback, such as "Excellent deduction detective," medals, and XP prizes. The huge yellow star emblem is instantly identifiable and serves as a visual reminder of accomplishment.

The bottom action buttons have a distinct colour hierarchy:

"Back to Investigation" is represented by the warm colour orange, which denotes a secondary action.

Green stands for "Main Menu," which is connected to "go" or secure navigation.

"Scoreboard" is yellow; it draws attention without being urgent.
For optimal visibility, the home and settings icons remain white, enhancing usability and accessibility by helping users quickly grasp their progress, identify incentives, and choose their next actions.



[image: A screenshot of a game

AI-generated content may be incorrect.]
The Scoreboard, which summarises each participant's final points, is shown on this screen. The sharp contrast created by the navy-blue background keeps the grey score panels and character portraits readable. In accordance with accessibility rules, white text guarantees great readability for persons with visual impairments.
Warm colours (yellow and brown) are used in icons that display players, turns, and time to highlight important game information without overpowering the user. To draw attention to the primary action and direct visitors to the next step, the green "Share Score" button is purposefully bright.
To lessen cognitive strain, the pieces are arranged in a straightforward and uncluttered manner. For optimal visibility on the dark backdrop, the home and bottom settings icons are white. All things considered, the colour palette facilitates rapid information scanning, visual clarity, and an approachable, user-friendly experience.

The surveys' QR code is as follows:

[image: A qr code on a blue background

AI-generated content may be incorrect.] 

The enclosed PDF file shows the survey results and responses: 


Reflection
The storyboards that prioritised usability would have been easier to use and faster. Iterative testing and redesign were used to resolve usability and user experience conflicts, resulting in a final prototype that balanced inclusion, clarity, and enjoyment for all user personas.
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UWTSD Cluedo Game 


Preface to the Survey Report 


 


This survey aims to gather insights on user experiences and perceptions regarding a new game 


prototype, focusing on various aspects such as usability, visual design, and overall enjoyment. 


With a current response count of zero, the findings will be instrumental in identifying strengths 


and areas for improvement in the game's design and functionality. As we move forward, we 


anticipate that participant feedback will provide valuable data to enhance the gaming 


experience and better meet user expectations. 


1. Have you played the previous (earlier) version of this game 


prototype? [Multiple Choice] 


Analysis Conclusion: The survey indicates that a majority of respondents (55.56%) have played 


the previous version of the game prototype, while a notable 44.44% have not. This suggests a 


reasonably engaged audience familiar with the earlier iteration, which can be leveraged for 


feedback on improvements. However, the significant portion of respondents who have not 


played the previous version indicates an opportunity to enhance outreach and engagement 


strategies to attract new players. To improve, consider implementing marketing tactics aimed at 


educating potential players about the previous version and its features, which may help increase 


overall participation in future iterations. 


 







Answer Choices  Responses  Responses Percentage  


A Yes 5 55.56% 


B No 4 44.44% 


Valid Count Per Participant 9 
 


2. Have you played Cluedo or other mystery/puzzle games 


before? [Multiple Choice] 


Analysis Conclusion: The majority of respondents (88.89%) have played Cluedo or other 


mystery/puzzle games, indicating a strong familiarity with this genre. Only a small minority 


(11.11%) have not engaged with such games, and none are uncertain about their experience. 


This suggests a solid target audience for marketing and development related to mystery/puzzle 


games.  


 


To improve engagement and broaden the audience, consider implementing promotional 


strategies aimed at those who have not played before, such as introductory offers or tutorials 


that highlight the appeal of mystery/puzzle games. Additionally, exploring the reasons behind 


the lack of interest from the non-players could provide insights for enhancing game features or 


marketing approaches. 


 







Answer Choices  Responses  Responses Percentage  


A Yes 8 88.89% 


B No 1 11.11% 


C Not sure 0 0% 


Valid Count Per Participant 9 
 


3. Would you like to play a full version of this game in the 


future? [Multiple Choice] 


Analysis Conclusion: The survey results indicate a strong interest in the full version of the game, 


with 88.89% of respondents expressing a definitive desire to play ("Yes"). Only 11.11% are 


uncertain ("Maybe"), while no respondents indicated they would not like to play the full version 


("No"). This overwhelming positive response suggests that there is a significant demand for the 


full game, which could be leveraged for future development and marketing strategies. 


 


To improve engagement and potentially convert the "Maybe" responses into "Yes," consider 


implementing a follow-up strategy that includes gathering more feedback on what features or 


elements potential players would like to see in the full version. Additionally, offering incentives 


such as early access, exclusive content, or beta testing opportunities could encourage those who 


are uncertain to commit to the game. 







 


Answer Choices  Responses  Responses Percentage  


A Yes 8 88.89% 


B Maybe 1 11.11% 


C No 0 0% 


Valid Count Per Participant 9 
 


4. Did you notice improvements in overall visual clarity 


compared to previous designs? [Multiple Choice] 


Analysis Conclusion: The survey indicates a strong positive response regarding improvements in 


overall visual clarity compared to previous designs, with 88.89% of respondents affirming 


noticeable enhancements. However, 11.11% of participants felt the improvements were only 


slight, while no respondents indicated a lack of improvement or uncertainty.  


 


To improve future designs, it may be beneficial to gather more detailed feedback from the 


11.11% who perceived only slight improvements. Conducting follow-up interviews or open-


ended questions could uncover specific areas that require further enhancement. Additionally, 


maintaining the momentum of positive feedback could involve showcasing the design 


improvements more prominently in marketing materials to reinforce user satisfaction. 







 


Answer Choices  Responses  Responses Percentage  


A Yes 8 88.89% 


B Slightly 1 11.11% 


C No 0 0% 


D Not sure 0 0% 


Valid Count Per Participant 9 
 


5. Do the colour contrasts, font sizes, and button sizes make 


the game easy to read and use? [Multiple Choice] 


Analysis Conclusion: The data indicates a strong positive perception regarding the readability 


and usability of the game interface, with 88.89% of respondents affirming that the color 


contrasts, font sizes, and button sizes are effective. Only 11.11% of respondents felt that the 


design is somewhat adequate, while none found it lacking.  


 


To improve user experience further, it may be beneficial to gather qualitative feedback from 


those who selected "Somewhat" to understand their concerns better. Additionally, ensuring that 







the design remains accessible to a wider audience, including those with visual impairments, 


could enhance overall satisfaction. Regular usability testing with diverse user groups can help 


maintain and improve these positive perceptions. 


 


Answer Choices  Responses  Responses Percentage  


A Yes 8 88.89% 


B Somewhat 1 11.11% 


C No 0 0% 


Valid Count Per Participant 9 
 


6. How easy was it to navigate through the game screens 


(e.g., start, map, notebook, investigation, scoreboard)? 


[Checkboxes] 


Analysis Conclusion: The data indicates a strong positive perception of the game's navigability, 


with 77.78% of respondents finding it "Very easy" to navigate through the game screens. An 


additional 22.22% rated it as "Easy," suggesting that overall, the majority of users are satisfied 


with the navigation experience. However, the presence of a neutral response (11.11%) indicates 


that there may be some users who did not find the navigation straightforward, even if they did 







not report difficulties.  


 


To improve the user experience, it may be beneficial to conduct follow-up inquiries with those 


who selected "Neutral" to identify specific pain points or areas for enhancement. Additionally, 


considering the absence of negative responses, maintaining the current design while exploring 


minor tweaks based on user feedback could further enhance satisfaction and ease of navigation. 


 


Answer Choices  Responses  Responses Percentage  


A Very easy 7 77.78% 


B Easy 2 22.22% 


C Neutral 1 11.11% 


D Difficult 0 0% 


E Very difficult 0 0% 


Valid Count Per Participant 9 
 







7. How clear were the instructions and objectives (shown in 


the tutorial or investigation setup)? [Checkboxes] 


Analysis Conclusion: The responses indicate a strong positive perception of the clarity of 


instructions and objectives, with 77.78% of participants rating them as "A Very clear" and an 


additional 33.33% rating them as "B Clear." However, the presence of overlapping percentages 


suggests a potential error in response counting, as the total exceeds 100%. This discrepancy 


may indicate that some participants selected multiple options or that there was confusion in the 


response format.  


 


To improve the clarity of the survey and ensure accurate data collection, it is recommended to 


revise the response options to prevent multiple selections and clarify the instructions regarding 


how to respond. Additionally, providing an option for participants to provide comments could 


help identify specific areas of confusion or improvement in the instructions and objectives. 


 


Answer Choices  Responses  Responses Percentage  


A Very clear 7 77.78% 


B Clear 3 33.33% 


C Neutral 0 0% 







Answer Choices  Responses  Responses Percentage  


D Unclear 0 0% 


Valid Count Per Participant 9 
 


8. How do you feel about the character selection and 


background visuals (Carmarthen/Lampeter, scenes, etc.)? 


[Checkboxes] 


Analysis Conclusion: The character selection and background visuals received overwhelmingly 


positive feedback, with 77.78% of respondents rating it as "A Very good" and 33.33% as "B 


Good." Notably, there were no responses for "C Average" or "D Poor," indicating a strong 


satisfaction with this aspect of the experience.  


 


To improve further, it may be beneficial to gather more qualitative feedback to understand what 


specific elements contributed to the positive ratings. This could help in enhancing the aspects 


that are already well-received and identifying any potential areas for innovation in character and 


visual design. Additionally, exploring ways to engage the minority who rated the visuals as 


"Good" might provide insights into subtle improvements that could elevate their experience to 


"Very good." 


 







Answer Choices  Responses  Responses Percentage  


A Very good 7 77.78% 


B Good 3 33.33% 


C Average 0 0% 


D Poor 0 0% 


Valid Count Per Participant 9 
 


9. How engaging or enjoyable did you find the overall 


experience? [Checkboxes] 


Analysis Conclusion: The responses indicate a predominantly positive perception of the overall 


experience, with a significant majority (77.78%) finding it "Very enjoyable" and an additional 


33.33% considering it "Enjoyable." However, the absence of neutral or negative responses 


suggests that the experience was well-received by participants.  


 


To improve engagement further, consider conducting follow-up surveys to understand the 


specific elements that contributed to the high enjoyment levels. Additionally, exploring ways to 


maintain or enhance the enjoyable aspects could help sustain this positive trend in future 


experiences. 







 


Answer Choices  Responses  Responses Percentage  


A Very enjoyable 7 77.78% 


B Enjoyable 3 33.33% 


C Neutral 0 0% 


D Not enjoyable 0 0% 


Valid Count Per Participant 9 
 


10. How appealing did you find the visual design and colour 


scheme of this new prototype? [Multiple Choice] 


Analysis Conclusion: The survey results indicate a strong positive reception towards the visual 


design and colour scheme of the new prototype, with 66.67% of respondents finding it "Very 


appealing" and 33.33% responding with "Neutral." Notably, there were no negative responses 


recorded, which suggests that the design is generally well-received. However, the lack of options 


for "Appealing" and both "Unappealing" categories may indicate a need for a broader range of 


responses to capture more nuanced opinions. To improve future designs and gather more 


comprehensive feedback, it is recommended to include additional response options and 







perhaps conduct follow-up qualitative assessments to better understand the reasons behind the 


neutral and positive ratings. 


 


Answer Choices  Responses  Responses Percentage  


Very unappealing 0 0% 


Unappealing 0 0% 


Neutral 3 33.33% 


Appealing 0 0% 


Very appealing 6 66.67% 


Valid Count Per Participant 9 
 


11. Please evaluate the usability of the following game 


features [Matrix Radio Button] 


Analysis Conclusion: The evaluation of the usability of game features indicates a strong positive 


reception among respondents, particularly in the areas of button and menu labeling, screen 


flow, and accessibility options. A substantial majority (66.67%) of participants expressed 







agreement or strong agreement regarding the clarity of buttons and menus, the logical flow 


between screens, and the ease of locating settings and accessibility options. However, the 


presence of neutral responses (22.22% for buttons and accessibility options, and 11.11% for 


screen flow) suggests that there may be room for improvement in these areas to enhance user 


experience further.  


 


To improve usability, it is recommended to gather more detailed feedback from users who 


selected the neutral option, focusing on specific aspects they found unclear or challenging. 


Additionally, conducting usability testing with a broader demographic could help identify 


potential issues that were not captured in this survey. Implementing iterative changes based on 


user feedback could lead to a more intuitive and accessible gaming experience. 


Overview 


Detailed View 


 


Question\Option  
Strongly 


disagree  
Disagree  Neutral  Agree  


Strongly 


agree  


Buttons and menus are clearly 


labelled 
0(0%) 0(0%) 2(22.22%) 1(11.11%) 6(66.67%) 


Flow between screens feels 


logical and smooth 
0(0%) 0(0%) 1(11.11%) 2(22.22%) 6(66.67%) 







Question\Option  
Strongly 


disagree  
Disagree  Neutral  Agree  


Strongly 


agree  


Settings and Accessibility 


options are easy to locate 
0(0%) 0(0%) 2(22.22%) 1(11.11%) 6(66.67%) 


12. Please rate your agreement with the following statements 


about game feedback [Matrix Radio Button] 


Analysis Conclusion: The survey results indicate a strong positive sentiment towards the 


effectiveness of game feedback mechanisms, particularly in the areas of Reward & Progress 


Notifications and Consequences screens, where a significant majority (66.67%) rated these 


aspects as highly effective (5). However, the Scoreboard received a more mixed response, with 


only 66.67% rating it positively, but with a notable presence of lower ratings (1 and 2). 


 


To improve the effectiveness of the Scoreboard, it may be beneficial to gather more specific 


feedback from players regarding what aspects they find unclear or less effective. Additionally, 


enhancing the visibility of player performance metrics and providing more detailed breakdowns 


of scores could help improve player understanding and engagement. 


Overview 


Detailed View 


 







Question\Option  1  2  3  4  5  


Reward & Progress Notifications help 


understand performance 
0(0%) 1(11.11%) 2(22.22%) 0(0%) 6(66.67%) 


Consequences screens clarify 


performance outcomes 
0(0%) 0(0%) 2(22.22%) 1(11.11%) 6(66.67%) 


Scoreboard effectively shows player 


performance 
0(0%) 1(11.11%) 1(11.11%) 1(11.11%) 6(66.67%) 


13. Please rank the following aspects of the game prototype 


in order of importance to you (1 = most important, 4 = least 


important) [Rank Order] 


Analysis Conclusion: The survey results indicate that usability and navigation (B) are prioritized 


significantly higher than other aspects of the game prototype, with a composite score of 3.33 


and a majority of respondents ranking it as the most important feature. Visual design and 


aesthetics (A) follow with a composite score of 2.56, while game instructions and objectives (C) 


and reward and progress feedback (D) are less valued, scoring 2.33 and 1.78 respectively. 


 


The distribution of rankings reveals that game instructions and objectives are highly regarded, 


with 55.56% of respondents ranking it second, suggesting that while usability is crucial, clear 


instructions are also essential for user engagement. Conversely, reward and progress feedback is 


the least prioritized aspect, with 77.78% of respondents ranking it third, indicating a potential 


area for improvement in enhancing user motivation and satisfaction. 


 


To improve the game prototype, it is recommended to focus on enhancing usability and 


navigation features while ensuring that game instructions are clear and accessible. Additionally, 


exploring ways to make reward and progress feedback more engaging could elevate its 


importance in the eyes of users, potentially increasing overall satisfaction with the game 


experience. 


Overview 


Detailed View 







 


Answer Choices  
Composite 


score  
Rank 1  Rank 2  Rank 3  Rank 4  Responses  


B Usability and 


navigation 
3.33 5(55.56%) 3(33.33%) 0(0%) 1(11.11%) 9 


A Visual design 


and aesthetics 
2.56 4(44.44%) 1(11.11%) 0(0%) 4(44.44%) 9 


C Game 


instructions and 


objectives 


2.33 0(0%) 5(55.56%) 2(22.22%) 2(22.22%) 9 


D Reward and 


progress 


feedback 


1.78 0(0%) 0(0%) 7(77.78%) 2(22.22%) 9 


14. What did you like most about the new prototype design? 


[Single Textbox] 


Download detailed data for text question information. 







15. What improvements would you suggest for the next 


version (e.g., visuals, sounds, animations, hints, etc.)? [Single 


Textbox] 


Download detailed data for text question information. 


Conclusion 


 


The survey conducted on the game prototype provides valuable insights into player experiences 


and preferences. A significant majority of respondents, 88.89%, expressed a desire to play a full 


version of the game in the future, indicating strong interest and potential market viability.  


 


Most participants (55.56%) had prior experience with earlier versions of the prototype, 


suggesting a familiar audience. Furthermore, a notable 88.89% of respondents reported 


improvements in visual clarity, and the majority found the color contrasts and text sizes 


conducive to usability. This aligns with the feedback indicating that 77.78% found navigation 


through game screens very easy or easy, and 77.78% rated the instructions and objectives as 


very clear. 


 


The character selection and background visuals also received positive feedback, with 77.78% 


rating them as very good. Overall enjoyment levels were high, with 77.78% of participants 


finding the experience very enjoyable.  


 


In terms of visual design, 66.67% rated the prototype as very appealing, which is a promising 


indicator for further development. Additionally, when ranking aspects of the game, usability and 


navigation emerged as the most important feature, followed closely by visual design and 


aesthetics. 


 


While the results are overwhelmingly positive, they also highlight areas for improvement, 


particularly in ensuring that all game features are clearly labeled and that settings are easily 


locatable. Addressing these concerns will be essential for enhancing the overall user experience. 


 


In summary, the feedback from this survey not only underscores the game's potential but also 


provides a clear roadmap for future enhancements, ensuring that player satisfaction remains at 


the forefront of development efforts. 
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