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[bookmark: _Toc212768964][bookmark: _Toc212769316]4.0: Abstract:

This report outlines the user-centred design of a digital board game inspired by Cluedo. Using UX principles, user research, and wireframe prototypes, the project focuses on creating an engaging and accessible mystery experience. The final design has been shaped by personas, usability analysis, and user feedback, resulting in a clear, inclusive, and engaging experience for a wide range of users.

[bookmark: _Toc212768965][bookmark: _Toc212769317]5.0: Introduction:

This report details the design process of a Cluedo-inspired digital board game, developed using user experience (UX) and interaction design principles. Aimed at a diverse university audience, the project prioritises engagement and inclusivity. It features four user-informed personas, a literature-backed analysis of usability challenges, and mobile wireframe storyboards illustrating core interactions. User feedback on these prototypes is synthesised to inform iterative improvements. Overall, the report highlights how UX research and theory can shape intuitive, accessible game design.


[bookmark: _Toc212768966][bookmark: _Toc212769318]6.0: Four Detailed Personas and associated scenarios 
[bookmark: _Toc212768967][bookmark: _Toc212769319]6.1: Test Profile 1:
[bookmark: _Toc212768968][bookmark: _Toc212769320]a) Test profile experience and accessibility needs:

Age: 21
Gender: Female
Occupation: University Student (BSc Psychology)
Location: Redditch, UK
Condition: Has ADHD (Attention Deficit Hyperactivity Disorder)
Gaming Frequency: Plays mobile games a few times a week, mainly during short breaks
Preferred Game Types: Puzzle, Simulation, Casual/Arcade
Device: Smartphone (Android)
Average Session: 15–30 minutes                                                                  Game Context: Due to ADHD, she uses casual games for short, refreshing breaks to regain focus after long study sessions.
Motivation: To relax and kill time between lectures or while commuting
Frustrations: Too many ads, cluttered interfaces, confusing menus, and games that require long, continuous focus
[bookmark: _Toc212768969][bookmark: _Toc212769321]Personality and Behaviour: 
The test profile is that of a busy university student juggling her studies, part-time job, and social activities. She plays mobile games during brief breaks to unwind and rejuvenate. Because of her ADHD, she prefers games that are easy to start, visually simple, and don’t require long focus periods. She’s frustrated by ads or complex menus and enjoys quick, rewarding gameplay that matches her fast-paced style routine.
[bookmark: _Toc212768970][bookmark: _Toc212769322]b) How This Persona Guides Design:
Design should be simple, clear, ADHD-friendly, with short tasks, easy navigation, optional reminders, intuitive interfaces, large buttons, minimal menus, and offline access. Gameplay should be swift, seamless, and satisfying, featuring gentle sounds and customisable settings. Visuals should be soft, minimal, and offer light/dark modes. The experience should feel relaxed and positive, with no pressure. Players can choose to give feedback or test new features anonymously.


[bookmark: _Toc212768971][bookmark: _Toc212769323]6.2: Test Profile 2:
[bookmark: _Toc212768972][bookmark: _Toc212769324]a) Test profile experience and accessibility needs:
Age: 19
Gender: Male
Occupation: Apprentice Carpenter
Location: Redditch, UK
Condition: Dyslexia
Gaming Frequency: Plays a few times a week (mostly weekends and evenings)
Preferred Game Types: Realistic, Sports, or Action games
Device: Smartphone 
Average Session: 15–30 minutes                                                                  Game Context: Plays to relax after physical work or to unwind before bed
Motivation: Entertainment and friendly competition
Frustrations: Overloaded text or confusing visuals, Laggy, cluttered gameplay, Vague or unrewarding progression
[bookmark: _Toc212768973][bookmark: _Toc212769325]Personality and Behaviour
Test Profile 2 is a visual, hands-on learner with dyslexia who prefers fast-paced, realistic games that are simple, smooth, and rewarding. He plays in short bursts during evenings or weekends and dislikes cluttered interfaces, heavy text, ads, or long loading times. He learns best by doing, not reading.

[bookmark: _Toc212768974][bookmark: _Toc212769326]b) How This Persona Guides Design:
This persona emphasises the importance of visual clarity, fast performance, and accessible design. Due to his dyslexia, text-heavy interfaces should be avoided in favour of intuitive visuals like icons, animations, and voice guidance. The gameplay should be smooth, engaging, and easy to navigate, striking a balance between fun and inclusivity for players with reading or cognitive challenges.

[bookmark: _Toc212768975][bookmark: _Toc212769327]6.3: Test Profile 3:
[bookmark: _Toc212768976][bookmark: _Toc212769328]a) Test profile experience and accessibility needs:

Age: 35-44
Gender: Female
Occupation: University student (teacher training) and Single Mother
Location: Redditch, UK
Condition: Has anxiety
Gaming Frequency: Occasional (mostly in the evenings)                     Preferred Game Types: Puzzle, Simulation, Casual/Arcade
Device: Smartphone (Android)
Average Session: 15–30 minutes                                                                         Game Context: Plays short, relaxing games at night or during moments of stress
Motivation: Relaxation, Entertainment, Distraction from stress
Frustrations: Too many ads, overly bright or loud design, Complex controls, and stressful time limits



[bookmark: _Toc212768977][bookmark: _Toc212769329]Personality and Behaviour: 
Test Profile 3 likes gentle, calming mobile games designed to help users relax and recharge, all while managing their studies, parenting, and mental health. She avoids competitive, intense, or demanding games, preferring peaceful experiences that provide control and emotional comfort.


[bookmark: _Toc212768978][bookmark: _Toc212769330]b) How This Persona Guides Design:
This profile highlights the need for a soothing, emotionally supportive game experience. With anxiety and depression in mind, the design should focus on calm interactions, gentle visuals, and simple mechanics. Her ideal game is:
“A soft, easy-to-play mobile game that offers short, relaxing sessions—free from stress, competition, or sensory overload.”

[bookmark: _Toc212768979][bookmark: _Toc212769331]6.4: Test Profile 4:
[bookmark: _Toc212768980][bookmark: _Toc212769332]a) Test profile experience and accessibility needs:

Age: 25-34
Gender: Male
Occupation: International Student (Master’s in HR Management)
Location: Redditch, UK
Condition: Nil
Gaming Frequency: Daily                                                                                   Preferred Game Types: Action/Adventure, Strategy, Sports, Simulation, RPG
Device: Smartphone and Gaming Laptop
Average Session: 1 hour + each session                                                                                      Game Context: Plays during evenings or weekends after academic work                                                                                       Motivation: Competition, relaxation, and social connection
Frustrations: Lag/Crashes, Paywalls, Poor matchmaking in multiplayer, Unbalanced gameplay

[bookmark: _Toc212768981][bookmark: _Toc212769333]Personality and Behaviour: 
Test profile 4 is a skilled gamer who enjoys online games for entertainment and social interaction. He prioritises smooth gameplay, strategic complexity, and fair, skill-based rewards, steering clear of paywalls or unfair in-game purchases. Competition and community are central to his ideal experience.

[bookmark: _Toc212768982][bookmark: _Toc212769334]b) How This Persona Guides Design:
This test profile reflects advanced gamers who seek high performance, fair competition, and clear progression. As a skilled student with limited time, his ideal game is:
“Smooth, competitive, and rewarding, a mobile experience built on skill, seamless online play, and strong social features, without lag or pay-to-win barriers.”

[bookmark: _Toc212768983][bookmark: _Toc212769335]6.5: Information Gathered to Support Persona Design: 
To ensure the development of robust and evidence-informed user personas for the proposed mobile gaming application, a mixed-methods approach to primary research was employed. This included the use of structured questionnaires, semi-structured interviews, and facilitated focus group discussions involving participants from diverse demographic and cognitive backgrounds [1]. These methods were selected to elicit rich qualitative and quantitative insights into users’ expectations, pain points, gaming behaviours, and accessibility needs. The findings directly informed a user-centred design strategy, aligning gameplay mechanics and interface features with the lived experiences and preferences of the target audience.

[bookmark: _Toc212768984][bookmark: _Toc212769336]6.6: Research Methodology and Participant Engagement
[bookmark: _Toc212768985][bookmark: _Toc212769337]a) Questionnaire Survey:
A structured User Experience Questionnaire (UXQ) was administered both digitally and face-to-face to a targeted sample group. The survey included demographic, behavioural, and preference-oriented items, exploring aspects such as gaming frequency, device usage, motivational drivers, and common user frustrations as shown in Figure 1. A structured Google Form was created to collect user experience feedback on the game, accessible via the link provided in Appendix 1. The filled Questionnaire is also provided in Appendix 2. These methods enabled the collection of measurable and comparable data across a diverse user base [2].
[image: A close-up of a paper
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[bookmark: _Toc212768726]Figure 1: User Experience Evaluation form for the Design of a Game Application

[bookmark: _Toc212768986][bookmark: _Toc212769338]Participants:
The study engaged four participants aged 19–35, each representing diverse user contexts and cognitive needs. 
A university student with ADHD
An apprentice carpenter with dyslexia
A single mother returning to study with anxiety and depression
An international postgraduate student in HR

[bookmark: _Toc212768987][bookmark: _Toc212769339]Key Findings from Questionnaires:
Most participants played mobile games to relax and reduce stress. Common dislikes included ads, lag, and complex controls. They preferred simple gameplay, offline access, and clear rewards. Accessibility needs were frequently mentioned, shaping the final persona designs. As shown in Figure 2 and 3, user feedback from the Google Form highlights key UX trends. The full dataset of Google Form responses is included in Appendix 3 as an Excel sheet.
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[bookmark: _Toc212768727]Figure 2: Summary of UX Survey Responses from Google Form

[image: A screenshot of a computer
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[bookmark: _Toc212768728]Figure 3: Summary of UX Survey Responses from Google Form 2

[bookmark: _Toc212768988][bookmark: _Toc212769340]b) Focus Group Discussion
A small focus group with five participants was conducted via Teams meeting, as can be seen in Figure 4, to validate initial persona drafts and discuss expectations for the upcoming game app.
Participants examined the key gameplay features such as rewards, control layout, visuals, and sound and applied the MoSCoW [3] prioritisation method to identify which features were essential, desirable, or optional for a casual mobile game.
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[bookmark: _Toc212768729]Figure 4 4:  Focus Group Session via Microsoft Teams

[bookmark: _Toc212768989][bookmark: _Toc212769341]Key outcomes from the focus group:
Participants agreed on the significance of intuitive controls and minimal advert disruption. They preferred soothing visual styles with customisation, offline features, and low device impact. Advanced users focused on performance and fair competition. Overall, the feedback confirmed that the personas accurately reflected the target audience.

[bookmark: _Toc212768990][bookmark: _Toc212769342]Ethical Considerations [4]:
Ethical protocols were followed throughout the survey process to protect participants’ rights and privacy. All participants were provided with a Participant Information Sheet (PIS) and a GDPR-compliant Consent Form [5] before participation.
They were informed that their responses would remain anonymous, be used solely for academic purposes, and could be withdrawn before submission.
No sensitive or identifiable personal data was collected beyond age and gaming preferences. Questions were designed to be respectful and non-intrusive, ensuring a safe and ethical research environment.

[bookmark: _Toc212768991][bookmark: _Toc212769343]6.7: Research Outcomes and Persona Modelling:

Data triangulation from questionnaires, interviews, and focus groups ensured personas reflected genuine user needs, not assumptions.
Data patterns were grouped by motivations (relaxation, focus, competition), frustrations (ads, lag, overload), and accessibility needs.
These findings informed the creation of four personas:
Test profile 1 (ADHD student) – needs short, distraction-free gameplay.
Test profile 2 (dyslexic apprentice) – requires visual learning and dyslexia-friendly design.
Test profile 3 (anxious mother) – values calming, low-stress, and emotionally supportive design.
Test profile 4 (skilled gamer) – seeks competitive, rewarding gameplay with high performance.
Each persona’s requirements were derived from user data and categorised with the MoSCoW prioritisation method (Must, Should, Could, Won’t) to steer feature development. Summary of MoSCoW Prioritisation has been attached in the Appendix 4.




[bookmark: _Toc212768992][bookmark: _Toc212769344]7.0: Usability Issues to be Addressed:

[bookmark: _Toc212768993][bookmark: _Toc212769345]Core Usability Concepts in Game-Based Systems:
Usability in games defines how effortlessly and enjoyably players can grasp, control, and interact with gameplay. An effective usability example facilitates intuitive learning, provides clear feedback, clear visual cues, and efficient and satisfying control [6]. Conversely, a poor usability example can result in confusion, frustration, inadequate feedback, or issues with excessive complexity and accessibility.
According to ISO 9241-210, usability is the degree to which targeted users can use a product to accomplish specific goals effectively, efficiently, and satisfactorily [7]. In designing the UWTSD version of Cluedo, usability was prioritised to ensure that a diverse group of users: students, academic staff, and administrative personnel could interact with the game smoothly and without frustration or confusion. The wireframe storyboards created for this project focused on solving typical usability issues in interactive entertainment systems, all while ensuring the gaming experience remains fun and accessible.

[bookmark: _Toc212768994][bookmark: _Toc212769346]Usability Issues to be Addressed:
Designing UWTSD’s digital Cluedo game involves tackling unique usability challenges. This section highlights key issues and offers design solutions based on established usability principles to ensure a smooth, engaging experience for all users.
[bookmark: _Toc212768995][bookmark: _Toc212769347]1. Navigational Challenges in Multi-Campus Settings:
To reduce potential confusion caused by navigating multiple university campuses, the game design limits the setting to just two campuses. A clear, colour-coded map with intuitive navigation cues will guide players smoothly through the environment, helping them identify locations and move around without disorientation. This approach aligns with Jakob Nielsen's heuristic of "visibility of system status [8]," ensuring users are always informed of their current position and available actions.

[bookmark: _Toc212768996][bookmark: _Toc212769348]2. Game Rule Complexity:
Cluedo's complex rules, covering movement, suggestion, and deduction, may overwhelm beginners. Adding an interactive tutorial and contextual help within the interface can improve ease of learning. Ben Shneiderman's "eight golden rules," particularly "strive for consistency" and "offer informative feedback," support this approach by promoting a consistent and informative user interface [9].

[bookmark: _Toc212768997][bookmark: _Toc212769349]3. Clue Tracking System:
Players must effectively monitor and eliminate suspects, weapons, and locations. A digital notebook feature, which allows players to check off eliminated options, can help streamline this process. This solution reflects the principle of "match between system and the real world [10]," ensuring the interface mirrors real-world expectations and enhances user understanding.

[bookmark: _Toc212768998][bookmark: _Toc212769350]4. User Feedback and Guidance:
Providing prompt and unambiguous feedback for user actions, such as proposing suggestions or relocating to a new position, is essential. Using animations, sound effects, and visual cues helps emphasise actions and outcomes. This approach is supported by the heuristic of "visibility of system status [11]," ensuring users are aware of the results of their interactions.
[bookmark: _Toc212768999][bookmark: _Toc212769351]5. Accessibility in User Experience:
Accessibility is essential to inclusive game design. By following WCAG standards [12] and incorporating features like colour-blind-friendly palettes and screen reader support, the game aligns with ISO 9241-210’s human-centred design principles [13].

[bookmark: _Toc212769000][bookmark: _Toc212769352]6. Incentives and Interaction:
Engaging players through storytelling and interactive scenarios boosts emotional connection and usability. 

[bookmark: _Toc212769001][bookmark: _Toc212769353]7. Optimising Game Performance:
Smooth performance across devices is key to user satisfaction. Minimising lag and load times, while maintaining consistent standards, ensures a reliable experience in any environment.

[bookmark: _Toc212769002][bookmark: _Toc212769354]Usability recommendations:
In 2D digital board games like Chess, Monopoly, and Ludo King, usability affects player engagement and learning. Good examples include 2D Chess platforms with clear design, move highlighting, and feedback that prevents errors, digital Monopoly games with automated banking, and Ludo King’s intuitive controls and instant visual feedback. Poor usability arises from cluttered interfaces, unclear layouts, slow transitions, or intrusive ads. For the game, usability can be improved by keeping the interface clean, providing clear feedback, automating repetitive tasks, and minimising distractions.

By addressing key usability challenges, navigation, rules, tracking, feedback, accessibility, engagement, and performance, the UWTSD digital Cluedo design will deliver an inclusive, intuitive, and enjoyable experience. Each design decision will be grounded in usability theory, ensuring the game will both entertain and exemplify strong user-centred principles.



[bookmark: _Toc212769003][bookmark: _Toc212769355]8.0: Initial Wireframe Storyboards:

Wireframes [14] for the game were created in Moqups [15], a free online tool, using low-fidelity monochrome sketches to emphasise layout, usability, and user flow over visual design, in line with Preece, Rogers & Sharp’s prototyping principles [16]. They cover the full mobile user journey from Start to Reward Screen. The flow chart illustrating the game's structure and progression is located in Appendix 5.


[bookmark: _Toc212769004][bookmark: _Toc212769356]Home Screen Wireframe:
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[bookmark: _Toc212768730]Figure 5:  Start Screen Wireframe Demonstrating Key UI Elements and Accessibility Features

The Start Screen wireframe offers a clear, mobile-friendly entry point with the UWTSD crest, game title, and high-contrast buttons for key actions. It follows minimalist design principles and Nielsen’s usability heuristics to ensure clarity, control, and accessibility [17], as shown in Figure 5 above.



[bookmark: _Toc212769005][bookmark: _Toc212769357]Character Selection Screen Wireframe:
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[bookmark: _Toc212768731]Figure 6: Character Selection Wireframe Featuring University-Themed Avatars and Touch-Friendly Layout

The Character Selection screen, as shown in Figure 6 above, features eight humorous university-themed avatars in a grid layout, allowing for quick recognition and easy selection. Touch-friendly boxes and simple navigation support usability, aligning with Nielsen’s “recognition over recall” heuristic [18].

Character Profile screens use icons and witty taglines to introduce playable characters, enhancing recognition and engagement. Navigation buttons support user control, and the screenshot for the screen is in the Appendix 5.




[bookmark: _Toc212769006][bookmark: _Toc212769358]Campus Map Screen Wireframe:
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[bookmark: _Toc212768732]Figure 7: Campus Map Wireframe Showing Key Locations and Tap-to-Explore Navigation
The Campus Map screen, as shown in the Figure 7 above, presents a top-down view of Birmingham Campus, acting as the main gameplay area. Key locations like the Library, Student Hub, and Lecture Rooms are clearly labelled for clue-based exploration. Its simplified, blueprint-style layout supports quick navigation and user control, ensuring clarity and smooth gameplay within a mobile interface.

[bookmark: _Toc212769007][bookmark: _Toc212769359]Clue Interaction Screen Wireframe:
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[bookmark: _Toc212768733]Figure 8: Clue Interaction Wireframe Highlighting Evidence Display, User Actions, and Cognitive Challenge


The Clue Interaction screen, as shown in Figure 8, presents discovered evidence in a focused pop-up, with a central image and icons for actions like inspect or verify. The phrase “Not every clue is true!” adds humour and promotes critical thinking. Clear Add to Notebook and Dismiss buttons support user control, aligning with Nielsen’s principles of feedback and user freedom, while the minimal layout ensures clarity, accessibility, and smooth gameplay.

[bookmark: _Toc212769008][bookmark: _Toc212769360]Accusation Screen Wireframe:
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[bookmark: _Toc212768734]Figure 9: Accusation Card Wireframe Showing Final Deduction Interface with Visual Selection and Error Prevention

The Accusation Card screen, as shown in Figure 9, lets players make their final deduction by choosing a suspect, location, and weapon. Visual icons and dropdown-style sections reduce text input and support easy recognition, while character and item images enhance accessibility. A prominent Confirm button ensures user control and prevents errors. The clean, structured layout keeps the process focused and intuitive, guiding players smoothly to the game’s twist ending.

[bookmark: _Toc212769009][bookmark: _Toc212769361]Successful Verdict Screen Wireframe:

[image: ]
[bookmark: _Toc212768735]Figure 10: Final Verdict screen wireframe showing a reward message, confetti visuals, and navigation buttons to reinforce success and support user progression.

The Final Verdict screen, as shown in Figure 10 above, offers closure and positive reinforcement through a congratulatory message and reward prompt (“Time for Hi Tea with Dean!”). Confetti visuals enhance the sense of achievement, while clearly labelled navigation buttons (Next Level, Main Menu, Quit) support user autonomy. The minimalist layout [19] maintains focus on the reward, encouraging replay and progression.


[bookmark: _Toc212769010][bookmark: _Toc212769362]Unsuccessful Verdict Screen Wireframe:

[image: ]
[bookmark: _Toc212768736]Figure 11: Unsuccessful Verdict screen wireframe showing humorous failure feedback, clear visual cues, and replay options to maintain player engagement and support user control.

The Unsuccessful Verdict screen provides immediate feedback when an incorrect suspect is selected. Humorous messaging (“A day in the Dean’s dungeon!”) maintains engagement despite failure, while visual cues such as lock and cell graphics clearly communicate the outcome. Action buttons (Play Again, Main Menu, Quit) support user autonomy and encourage replay. The design reflects feedback and recovery principles, using playful tone and clear navigation to sustain motivation [20].

Character Profile screens use icons and witty taglines to introduce playable characters, enhancing recognition and engagement. Navigation buttons support user control, and the screenshot for the screen is in Appendix 6.





[bookmark: _Toc212769011][bookmark: _Toc212769363]9.0: Feedback Collection Process on Storyboard Design:

Feedback on the game, The Vice-Chancellor Mystery storyboard wireframes, was collected through short semi-structured interviews and a follow-up questionnaire. A Google Form was created to facilitate remote responses, and the link to the form is provided in the Appendix 7. Timely, frequent, and context-relevant feedback supports strong cognitive engagement in gameplay [21]. These were conducted with the same four participants who contributed to the original persona development. Each participant reviewed the low-fidelity mobile wireframes, covering the Start Screen, Character Selection, Campus Map, Clue Interaction, Accusation, and Final Verdict interfaces. Their responses are in Appendix 8.
The participant group represented a diverse cross-section of target users. Feedback was collected through completed evaluation forms and visual inspection of key interface screenshots. Participants assessed usability, clarity, and emotional impact across core screens, providing insights into navigation flow and engagement levels.

[bookmark: _Toc212769012][bookmark: _Toc212769364]Positive Feedback:

Participants responded positively to the clear layout, humorous tone, and familiar campus setting. Icons and large buttons were noted as accessible and easy to follow, particularly by one participant with dyslexia. Another highlighted the short interactions and minimal text as supportive for attention and focus. The reward and replay system were described as “fun and clever,” reinforcing engagement and motivation [22].

[bookmark: _Toc212769013][bookmark: _Toc212769365]Negative Feedback:

Some participants highlighted where clarity and accessibility could be improved. One user found certain icons confusing and suggested using a calmer colour palette to reduce visual stress. Additionally, two participants recommended adding audio feedback [23] and hint prompts to support comprehension and maintain engagement, especially during more complex interactions. These insights highlight the value of multimodal feedback and inclusive design adjustments.
[bookmark: _Toc212769014][bookmark: _Toc212769366]Future Improvements:
Planned improvements for future iterations include testing gentle animations, optional narration for accessibility, clearer tooltip labels, and customizable contrast themes. Further user testing with a larger, mixed-ability sample will help refine pacing, accessibility features, and emotional engagement prior to developing the high-fidelity prototype [24].



[bookmark: _Toc212769015][bookmark: _Toc212769367]10.0: Conclusion:

This report outlines the development of a Cluedo-style digital board game using user-centred design and UX principles. Real user research, personas, and usability analysis informed a clear and accessible interface. Low-fidelity wireframes supported intuitive navigation, while participant feedback confirmed the design’s strengths and suggested improvements like clearer icons and better accessibility. The project demonstrates how structured UX methods and iterative feedback lead to inclusive and engaging game experiences.
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Appendix 1:
User Experience Survey
https://forms.gle/rwHJ7FdZv4awJoXz9 

Appendix 2:
User Requirement Questionnaire 1:
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User Requirement Questionnaire 2:
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User Requirement Questionnaire 3:
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User Requirement Questionnaire 4:
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Appendix 4:
MoSCoW-Based Feature Planning
The MoSCoW method was used to prioritise tasks by their significance, helping guide decisions across the project. 
Must Have: Accessibility, usability, simplicity, performance, and emotional comfort.
Should Have: Personalisation, adaptive difficulty, and motivational feedback systems.
Could Have: Social features, language options, and mindfulness tools for inclusivity.
Won’t Have (for now): Advanced technologies (AR/VR), complex narratives, or monetisation models that reduce accessibility.
Appendix 5:
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Appendix 6:
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Appendix 7:

https://forms.gle/hxixgSoCV2qFbi7Z7 


Appendix 8:
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1. Purpose of the Study

“This study aims to gather information on user expectations, preferences, and
behaviours related to mobile gaming. The findings wil assist in guiding the
design and development of a new game app prototype as part of an academic
project.

2. What Participation Entails

You will be asked to complete a brief questionnaire about your gaming habits,
preferences, and design expectations. The survey should take approximately 5
10 minutes to finish.

3. Confidentiality and Data Protection

All data collected will remain confidential and used exclusively for academic
purposes. No personal identifying details will be shared. Responses will be
anonymised and stored securely in accordance with GDPR and university
ethical guidelines.

4. Voluntary Participation

Participation is voluntary. You may withdraw from the study at any time before
submitting your responses, without giving a reason. Once submiltted, responses.
will be anonymised and cannot be withdrawn.

5. Potential Risks and Benefits

There are no known risks conneeted with this study. The results could help
enhance user experience design practices in mobile gaming.

5. Contact Information

If you have questions or concerns about this study, please contact:
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Email:  2221255@student uwtsd ac.uk
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4 Lconsent to the processing of my data under the UK GDPR and
the Data Protection Act 2018.
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and used only for academic research purposes.

¢ lunderstand that once my data is anonymised, it cannot be
withdrawn as it will no longer be identifiable.
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