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[bookmark: _Toc214946975]1. Introduction
This second stage of UWTSD CLUEDO: Who killed the Vice-Chancellor builds on the initial wireframes to produce a complete set of colored storyboards. While the wireframes defined the game's basic structure and flow, the new storyboards focus on visual style, mood, and usability. The aim was to create an interface that feels intuitive while also capturing the atmosphere of a classic mystery set across the university campus.
The final design adopts a darker, investigative aesthetic, using deep blues, warm lighting, and parchment textures to reinforce the game’s narrative tone. At the same time, the storyboards retain explicit references to the UWTSD environment through campus buildings, university roles, and location-based exploration. This balance between theme and institutional identity became central to the redesign.
The updated visuals were shaped by feedback from the first usability review and informed by HCI principles such as consistency, visual hierarchy, and accessibility. A second round of user testing confirmed that the richer aesthetic enhanced user engagement without compromising clarity or ease of navigation.
The rest of the report introduces the final storyboards and explains how they developed from the original wireframes. It then summarizes user feedback from the updated prototype and outlines the data a working version would collect. Finally, it reflects on how usability theory and user involvement shaped the overall design process.
[bookmark: _Toc214946976]2. Full-Color Storyboards
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Figure 1. Overview of the final colored storyboard set
(See Appendix A for full-size screens.)
[bookmark: _Toc214946977]2.1 Design Development
The colored storyboards were created in Draw.io using the wireframes as a structural guide. Each screen followed a simple layout template, ensuring consistent spacing and alignment. This supports predictable interaction patterns, which is a key principle of effective interface design [8].
Text sizes, buttons, and touch areas were standardized across all screens. These adjustments help reduce input errors and improve readability on mobile devices, aligning with recommended practice for usable interaction design [1]. Repeating the same positions for common elements—such as headers, content blocks, and navigation arrows—also reduces the amount of searching users need to do during tasks [9].
Color, icons, and background textures were added once the layouts were fixed. These visual details helped the screens move closer to how a working version of the game might appear. Visual enhancements can strengthen user engagement when they support, rather than distract from, the core interaction [2].
The completed storyboard set presents the whole user journey in its intended form and consolidates the design decisions made throughout the project.
[bookmark: _Toc214946978]2.2 Design Changes from Wireframes
Several refinements were made when moving from the wireframes to the colored storyboard version. These changes focused on improving clarity, reducing unnecessary steps, and strengthening the thematic presentation while keeping navigation straightforward.
Simplified text and clearer actions:
Longer labels from the wireframes were replaced with short, direct options such as Start New Game, Continue, and room names. This makes screens easier to scan and supports quick decision-making on mobile devices [9].
More consistent layouts:
Each screen now follows a predictable structure: a title at the top, main content in the center, and action buttons placed clearly below. Maintaining this pattern helps users know where to look next and reduces cognitive effort during navigation [1].
Improved spacing and readability:
Buttons and interactive elements were spaced more generously than in the wireframes. Larger touch targets reduce accidental taps and make the interface more comfortable to use on a phone [9].
Themed visuals added:
Illustrated rooms, dark backgrounds, and lighting effects replaced the placeholder wireframe shapes. These elements create a stronger mystery atmosphere without disrupting usability, supporting Norman’s argument that aesthetics can enhance engagement when balanced with clarity [2].
Removed screens from the wireframe stage:
Two wireframe screens—the Clue screen and the Suspect Profile screen—were removed. Clues are now added automatically to the Notebook, making a separate Clue screen unnecessary. The Suspect Profile screen was excluded to encourage players to rely on their own deductions based on Notebook entries. Removing redundant screens shortens the user journey and reduces cognitive load, aligning with usability principles that favor streamlined interactions [8].
Together, these updates refine the layout, reduce clutter, and provide a more transparent and coherent representation of the intended game flow.
[bookmark: _Toc214946979]2.3 Screen Explanations 
The final colored storyboards present the whole sequence of screens that make up the UWTSD Cluedo game. Each screen has been designed to support a clear and engaging user journey while maintaining a coherent mystery theme. The key screens are summarized below.
· Home Screen
The Home screen sets the tone for the game with a dark, atmospheric illustration of the university building at night. Elements such as lightning, shadows, and warm interior lighting reinforce the mystery theme. Four main buttons—Load Game, Start New Game, Rules, and Settings—are centrally placed for easy selection. The Load Game returns the player to the point where they previously left off, allowing them to continue an ongoing investigation without restarting. Settings provide access to adjustable options such as sound, volume, and text preferences, helping players tailor the experience to their needs.
The scannable, straightforward layout helps players immediately orient themselves and choose the appropriate action with minimal effort.
· Rules / How to Play
This screen presents gameplay instructions on a parchment-style panel that fits the detective theme. Information is divided into short, structured sections covering movement, clue finding, and the final accusation. A single Start Game button at the bottom provides a clear transition to the next stage. The layout keeps the text readable without overwhelming the player.
· Choose Your Character
This screen displays six illustrated character portraits arranged in a clear grid, each with a label for easy identification. A Return to Menu button sits in the top-right corner, allowing players to exit the selection screen at any time. Once a character is chosen, the Start Game button beneath the grid advances the player. Consistent button placement supports familiarity across screens.
· Campus Map
The Campus Map serves as the central navigation hub. A stylized illustration of the campus shows the main buildings, with a “You are here” marker for orientation. A search bar is located in the top-right corner, allowing players to search for specific buildings. Below the map, the Return to Menu and Continue buttons support straightforward navigation. The design uses visual recognition rather than text descriptions to keep the interface easy to interpret.
· Hall (Building Selection)
Inside the Hall, players select which room to investigate. Each room—the Library, Archives, Study Area, and Staff Office—is represented with a themed illustration and an Enter button beneath it. The rooms are presented in a simple grid to support quick comparison. A Back to Map button allows players to retrace their steps. This screen works as a branching point, guiding players into different investigation areas.
· Room Screen (e.g., Archives)
Each room features its own illustrated environment, such as bookshelves or study desks, reinforcing the setting. Multiple elements in the room are clickable. Some contain clues, while others are purely interactive. When a player clicks an element containing a clue, it is automatically added to the Notebook, ensuring smooth, uninterrupted gameplay. At the bottom of the screen, the Notebook and Back to Rooms buttons let players review their progress or return to the room selection area.
· Notebook
The Notebook is styled as an illustrated detective journal and contains five buttons in total. Three buttons—People, Objects, and Locations—are integrated into the open book and allow players to switch between information categories. These sections display suspects, possible locations, and all clues collected during gameplay. Below the journal, the Back and Accuse! The buttons are clearly separated. This layout makes it easy for players to continue investigating or move toward making their final decision. Once satisfied with their deduction, the player selects Accuse! to proceed.
· Accusation Screen
The Accusation screen provides dropdown menus for choosing the Suspect, Location, and Clue. The layout is intentionally simple to minimize errors during this critical stage. A Confirm button finalizes the accusation, while Back to Notebook allows players to return and reassess their clues before committing. This screen emphasizes clarity and user control.
· Case Solved Screen
The Case Solved screen features a celebratory illustration in brighter tones, with a gold banner to mark the game's successful completion. This screen displays the player’s total score, which is calculated from several factors: finding the correct clues, visiting the relevant locations, identifying key people, and making an accurate final accusation. Each correct action contributes points, which are summarized clearly at the end. The player can then choose Yes! to start a new game or Quit to exit. The distinct visual shift reinforces the sense of achievement and provides clear feedback on how the final score was earned.

· Case Unsolved Screen
The Case Unsolved screen mirrors the solved layout but uses darker tones to reflect the unsuccessful outcome. The final score is displayed and summarizes the player’s performance across the game. Points are awarded for actions such as discovering clues, exploring relevant locations, and identifying important people, even if the final accusation is incorrect. Because the wrong combination was selected at the end, the case remains unsolved, and the player can review their overall score to see where they gained or lost points. The screen offers two options: Yes! to attempt the investigation again, or Quit to exit. The consistent layout helps the player understand the result and supports a smooth transition to their following action.
[bookmark: _Toc214946980]3. Feedback and Evaluation
Feedback on the colored storyboards was collected from the same four participants involved in the wireframe stage: three UWTSD London Campus students and one administrative staff member. Using the same participants ensured continuity and allowed the evaluation to focus specifically on the changes made since the grayscale prototype. This approach is consistent with user-centered design, in which iterative feedback guides improvements throughout the process [7].
Participants examined each screen visually and provided feedback on clarity, layout, navigation cues, and overall presentation. This approach aligns with early-stage design evaluation, where informal, discussion-based feedback can help identify strengths and issues before creating a working prototype [4].
[bookmark: _Toc214946981]3.1 Positive Feedback
Participants responded well to the new visual style, saying the darker palette and illustrated screens suited the mystery theme. They found navigation easier than in the wireframes, thanks to the consistent button placement, which made each screen simple to follow. The reduced text was also appreciated, as labels such as Start Game, Continue, and Accuse! were quick to interpret. The Notebook stood out for its clear structure, which allows players to review suspects, locations, and clues easily, and for the separation between Back and Accuse, which helps prevent accidental actions.
[bookmark: _Toc214946982]3.2 Constructive Feedback
Some areas for improvement were also noted. A few buttons blended slightly with the dark backgrounds, and participants recommended increasing contrast to keep interactive elements clear [10]. One user suggested adding small feedback cues—such as sound or subtle animation—when interacting with room objects or collecting clues to make the interface feel more responsive [2]. Another participant wanted more unambiguous progress indication, so players can tell whether they are still investigating or nearing the accusation stage, reflecting the value of strong system visibility [2].
[bookmark: _Toc214946983]3.3 Evaluation Summary
Participants were able to understand the sequence of screens and comment on the clarity of the layouts, the navigation cues, and the visual theme. Their suggestions focused on minor refinements—such as improving contrast and adding subtle feedback cues—rather than structural changes. This indicates that the storyboard set communicates the intended flow effectively and provides a solid basis for future improvement.
[bookmark: _Toc214946984]4. Data Collection for a Working Version
If the game were developed into a functioning app, a small dataset would be collected to understand how players interact with it and identify areas for improvement.
[bookmark: _Toc214946985]4.1 Automatically Collected Data
A working version could record basic gameplay activity, such as:
· Which rooms do players visit, and in what order
· Which clues do they interact with
· How often do they open the Notebook
· How long does each session last
· Whether the final accusation is correct
These metrics help identify screens or actions that may confuse users and highlight which parts of the game work smoothly [1].
[bookmark: _Toc214946986]4.2 User-Reported Data
Short in-app prompts could ask players about clarity, difficulty, or enjoyment. Automated data cannot capture emotional responses, so brief optional feedback helps reveal how confident or confused players felt during play [2].
[bookmark: _Toc214946987]4.3 Data Use and Ethical Considerations
All data would be anonymous and used only to refine the interface, adjust clue placement, or balance difficulty. Players would need to give informed consent before any collection, in line with ethical guidelines for human-centered research [3].
[bookmark: _Toc214946988]4.4 Usage vs Emotional Data
Usage data shows what players do, while emotional feedback shows why they respond the way they do. Both types are useful: one highlights patterns, and the other explains them.
[bookmark: _Toc214946989]5. Usability vs User Experience Considerations
If the interface had been developed with usability alone in mind, the screens would have been simpler, more neutral, and focused only on clarity and efficiency. The design might have used plain backgrounds, fewer illustrations, and more standard button styles to minimize distraction and support quick task completion [8].
However, focusing solely on usability would have reduced the atmosphere needed for a mystery-themed game. To enhance the user experience, the colored storyboards introduce illustrated rooms, darker tones, and themed elements that help players feel more involved in the investigation. These additions create emotional engagement, which Norman notes is an essential part of how users respond to interactive systems [2].
Some compromises were required. For example, richer visuals can reduce contrast, so color choices and button placement were adjusted to maintain readability. Similarly, the Notebook needed enough theme-appropriate detail to feel like a detective journal, while still keeping information easy to scan.
Overall, the design balances both perspectives: the interface remains clear and consistent while also using visual cues and atmosphere to enhance the game experience.
[bookmark: _Toc214946990]6. Reflective Summary and Conclusion
This stage of the project showed how user feedback and basic usability principles can strengthen a design, even when working only with colored storyboards. Moving from wireframes to a themed visual style helped clarify the game’s tone and made the flow easier to understand. Feedback from participants highlighted minor improvements and confirmed that the overall sequence of screens was understandable.
Applying ideas from usability theory, such as consistency and clear visual hierarchy, helped organize the screens in a way that feels predictable. At the same time, user experience considerations guided the use of illustrations, color, and atmosphere to support the mystery theme. Balancing both resulted in a design that is readable but still engaging.
Although this is not an interactive version of the game, the process demonstrated the value of iteration and of involving users at each stage. The storyboard set now provides a coherent and visually clear foundation that could support further development if the project were continued.
[bookmark: _Toc214946991]7. Appendix A – Full-Color Storyboards
This appendix contains the complete set of full-color storyboard screens created for the UWTSD Cluedo interface. Each screen is presented individually to support the discussion in Section 2.3 and to show the game's complete visual layout and navigation flow.
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Figure A1. Home Screen
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Figure A2. Rules Screen
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Figure A3. Choose Your Character Screen
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Figure A4. Campus Map Screen
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Figure A5. Hall (Building Selection) Screen
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Figure A6. Example Room Screen (Archives)
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Figure A7. Notebook Screen
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Figure A8. Accusation Screen
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Figure A9. Case Solved Screen
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Figure A10. Case Unsolved Screen
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