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1. Introduction
This report presents the second stage of design for the UWTSD mobile adaptation of The Traitors. Building on the low-fidelity wireframes produced in Assignment 1, this report documents the development of full-colour storyboards, the rationale behind the visual and graphic design choices made, and the results of usability testing conducted with participants from the original persona set. The report also considers what data would be collected if a working version of the application were to be deployed, and reflects on the tensions that arose between pure usability principles and broader user experience goals throughout the design process.
The design process has been grounded in user-centred design theory throughout, recognising that effective mobile interfaces must balance aesthetic appeal with clarity, accessibility and ease of use [1]. The full-colour storyboards aim to translate the structural decisions made during the wireframe stage into a visually engaging and emotionally resonant experience, whilst remaining accessible to all four defined personas — Emily, Corey, Natalie and Alex.

2. Full Colour Design Storyboards
2.1 Colour Scheme and Visual Design Rationale
The full-colour interface was developed using a dark and dramatic visual theme consisting of deep blacks, crimson reds and gold accents. This palette was deliberately chosen to reflect the atmosphere of The Traitors television programme, where tension, secrecy and deception are central themes. Research into colour psychology in digital interfaces suggests that dark backgrounds combined with warm accent tones can heighten emotional engagement and create a sense of atmosphere appropriate to the gameplay context [2]. The use of deep red as the primary action colour reinforces urgency during key moments such as voting and the night phase, whilst gold is reserved for navigation and informational elements to create a clear visual hierarchy.
The primary typeface chosen for headings and interface labels is Cinzel, a classical serif font with strong associations with drama and prestige. This was paired with Crimson Text for body content, providing a readable yet thematically consistent typographic hierarchy. Cooper et al. [3] emphasise that typographic choices directly affect perceived usability and the user's emotional relationship with a product, which guided the font pairing decisions throughout. Larger, bold headings were used on key screens such as the Role Reveal and Voting screens to ensure instant comprehension, particularly for users like Natalie who have lower technical confidence.
The Night Phase screen uses a distinct deep purple and violet colour shift to immediately signal a change in game state, differentiating it clearly from the daytime phases. This approach aligns with Shneiderman et al.'s [4] principle of consistency — where distinctive visual treatment for distinct states helps users orient themselves within the application without additional cognitive effort. The login screen features a central crest logo surrounded by atmospheric lighting to immediately set the tone and signal to new users what kind of experience they are entering.
The complete set of full-colour storyboards is presented in Appendix A. Key screens are discussed throughout this section with reference to the design decisions made.
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[image: ][image: ]Figure 1: Full colour storyboard overview showing all 8 screens of the UWTSD Traitors mobile application

2.2 Changes Made from Wireframe Feedback
The wireframe prototype was reviewed by three participants in Assignment 1 — Corey, Natalie and Emily — whose feedback directly informed several design changes in the full-colour version. Making iterative improvements based on user feedback is a fundamental principle of user-centred design and is essential for identifying usability issues before full development begins [5].
The first change addressed feedback gathered during the wireframe testing stage in Assignment 1, where one participant noted that the discussion phase screen lacked clear prompts to encourage interaction and explain the context of the chat. In response, the discussion screen was redesigned to include a clearer contextual prompt at the top of the screen, explaining the purpose of the phase and making it clear that all players are present in the discussion. This change supports the clarity requirements identified across several personas, particularly for users with lower technical confidence who may be unsure what is expected of them during this phase.
The second change came from earlier wireframe feedback where a participant noted that the results screen lacked a clear explanatory message about the outcome of the vote. In the full-colour version, the results screen now includes a descriptive outcome message — informing the player whether the banished individual was a Traitor or a Faithful — alongside the vote tally. Nielsen [6] identifies feedback as one of his core usability heuristics, stating that the system must always keep users informed about what is happening. Adding this message directly supports that principle and ensures users understand the consequences of each round without ambiguity.
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Figure 2: Discussion phase screen showing the updated prompt added in response to wireframe feedback

[image: ]Figure 3: Results screen with outcome message added following wireframe feedback

3. Feedback Collected from Users for Prototype
To evaluate the full-colour storyboards, the same three participants from the wireframe testing stage were asked to review the updated designs. This ensured continuity between rounds of testing and allowed direct comparison of responses before and after the design changes were implemented. Testing with participants who represent defined personas is important because it grounds feedback in real user needs rather than designer assumptions [7]. The fourth persona, Alex, is a synthesised character representing a typical university student and was not tested directly; however, all design decisions were evaluated against Alex's requirements throughout.
Participants were shown screenshots of all eight screens on a mobile device and asked structured questions covering three areas: clarity of layout and navigation, ease of understanding, and emotional response to the visual design. Asking specifically about emotional response matters in user experience evaluation because usability alone does not capture how a product makes people feel, and emotional engagement is particularly significant in gaming contexts [8].

Corey (Persona 2 — Strategic Player, High Technical Confidence)
Corey responded positively to the colour scheme, saying he felt excited when looking at the interface and felt ready to play straight away. He particularly liked the dark dramatic aesthetic and felt it matched the tone of the show well. His main piece of feedback was that the discussion phase was still slightly confusing — he noticed that players were talking about Player_04 as though that player was not in the chat, which felt a little unrealistic. This is a valid observation that has been noted for future refinement. Overall, Corey was happy with the design and found navigation clear.

Natalie (Persona 3 — Low Technical Confidence, Busy Parent)
Natalie responded warmly to the dark colour theme and noted that she actually prefers darker interfaces as they are easier on her eyes, particularly in the evenings. She could clearly see why the colours were chosen given the theme of the show, and described feeling nervous in a good way when looking at the screens, which suggests the design is successfully creating the intended emotional atmosphere. The one area Natalie found confusing was on the Night Phase screen, specifically the timer label which read 'Choose before dawn' followed by a countdown. She was unsure whether this referred to in-game time or a real-time limit. This suggests the label would benefit from clearer wording in a future iteration, such as simply 'Time to decide:'. Overall, Natalie felt the interface was easy to follow.

Emily (Persona 1 — New Mother, High Technical Confidence, Anxiety Considerations)
Emily responded calmly to the design overall and said she liked the colour scheme and felt relaxed looking at it, which is a positive outcome given her anxiety considerations identified during persona development. However, she flagged that some of the smaller text — particularly badge labels and secondary screen text — was slightly too small for her to read comfortably, and she would prefer these to be slightly larger. This is consistent with mobile accessibility best practice, which recommends adequate minimum font sizes and sufficient contrast to support users with varying visual needs [9]. Ensuring that interactive elements and text are accessible to all users regardless of visual ability is a fundamental requirement of inclusive interface design [15]. Emily also raised an important point about gameplay clarity — she was unsure how she would know whether there were other Traitors alongside her during a game. This suggests the Role Reveal screen would benefit from displaying the names of fellow Traitors at that stage, which is a useful refinement for the next iteration.

Overall, feedback from all three participants was largely positive. The dark dramatic aesthetic was well received and created appropriate emotional responses — excitement, nervousness and calm — which together suggest the design is achieving its intended atmospheric effect. The main areas for future improvement are the Night Phase timer label wording, minimum font sizes for smaller text elements, and additional communication about fellow Traitors on the Role Reveal screen. These findings are consistent with the kinds of detail-level usability issues that commonly surface during prototype testing, where structural clarity is generally strong but finer interface details require further refinement [10].

	Participant
	Emotional Response
	Positive Feedback
	Suggested Improvement

	Corey
	Excited, ready to play
	Colour scheme, dark aesthetic, clear navigation
	Discussion chat context — who can see messages

	Natalie
	Nervous in a good way
	Dark theme, easy on eyes, matches show theme
	Night phase timer label — 'choose before dawn' unclear

	Emily
	Calm, relaxed
	Overall layout and colour design
	Small text too small; wants to know who other Traitors are


Table 1: Summary of participant feedback on full-colour prototype

4. Information Collected from Users for Working Version of Mobile App
If a working version of the UWTSD Traitors application were to be built and released, collecting data from real users would be essential for understanding how the application performs in practice and informing future development. Data collection in live mobile applications generally falls into two categories: automatic usage data collected passively in the background, and direct data gathered through deliberate interaction with users [11].
Automatic usage data would include metrics such as session length, screen transition times, drop-off points where users leave the application mid-game, error rates during key interactions such as voting or lobby creation, and how frequently players access the tutorial. Tools such as Firebase Analytics or Mixpanel could be used to collect this data passively without requiring any additional input from users. This type of data is particularly useful for identifying patterns across a large number of players — for example, if many users consistently abandon the application at the discussion phase, this would strongly suggest a usability issue that warrants investigation. Pressman and Maxim [12] note that data-driven iteration is a key component of modern software development, ensuring that design decisions in future versions are grounded in real-world evidence rather than assumptions.
Emotional response data, by contrast, is harder to collect automatically and typically requires direct interaction with users. In-app rating prompts, short post-game surveys or experience sampling questionnaires could be used to capture emotional feedback at key moments — for example, asking players how they felt immediately after the role reveal or the results screen. The difference between usage data and emotional response data is significant: usage data tells you what users did, whilst emotional data tells you how they felt about doing it. Both are necessary for a complete picture of the user experience [13].
There are important ethical considerations around data collection that would need to be addressed before any deployment. Users must be fully informed about what data is being collected and why, and informed consent must be obtained in line with UK GDPR requirements. As the application is intended for university students, ensuring that no sensitive personal data is retained beyond what is strictly necessary for improving the application would be essential. Anonymising usage data wherever possible would protect user privacy whilst still enabling meaningful analysis.
In terms of what specific data would be most valuable, priority should be given to: completion rates for each game phase, how often players access help or tutorial screens, voting screen interaction patterns, and qualitative emotional feedback collected through brief post-game prompts. Together, these data points would provide a strong foundation for the next design iteration.

5. Additional Usability Considerations
Approaching the UWTSD Traitors interface purely from a usability standpoint would have produced a significantly different design. A purely usability-focused approach prioritises efficiency, error prevention and learnability above all else [6]. Applied strictly, this might have led to a much simpler, lighter interface — plain white backgrounds, standard system fonts, high contrast black text, and minimal decoration. Every design element would be justified solely by its functional contribution to completing a task.
However, The Traitors is not a productivity tool — it is an entertainment experience, and entertainment design places emotional engagement at least as high as task efficiency. Buxton [14] argues that the goal of interaction design in experiential products is not simply to make things easy to use, but to create experiences that are meaningful and memorable. The dark dramatic colour scheme, atmospheric typography and glowing red accent effects used throughout the design are not strictly necessary from a usability perspective — a player could cast their vote just as efficiently on a plain white screen. However, these elements serve a different purpose: they establish mood, build tension and make the game feel genuinely exciting to play.
A specific tension arose during the design of the Night Phase screen. From a purely usability perspective, shifting to a deep purple colour scheme could be seen as breaking visual consistency, which is a key principle identified by Shneiderman et al. [4]. However, from a user experience perspective, signalling a distinct and atmospheric mood shift during the Night Phase is essential for the emotional arc of the game. The decision was made to retain the purple colour shift, but to ensure that phase labels and action buttons remained consistent in position and structure across all screens so that the colour change added atmosphere without disrupting navigation.
A similar tension arose around the Cinzel font used for headings. Whilst distinctive and thematically appropriate, decorative serif fonts can reduce readability at small sizes — and Emily's feedback confirmed this when she noted that smaller text elements were difficult to read comfortably. A purely usability-focused approach would have defaulted to a standard sans-serif font throughout. The compromise reached was to use Cinzel only for larger headings and labels, and Crimson Text — a more readable serif — for body content and descriptive text. This decision attempted to balance visual character with practical readability, reflecting the kind of design trade-off that interface designers regularly encounter [3].
Overall, the design process demonstrated that usability and user experience are complementary rather than contradictory goals, but that managing the tension between them requires conscious, evidence-based decision-making at every stage of development.

6. Conclusion
This report has presented the full-colour interface design for the UWTSD mobile adaptation of The Traitors, documenting the visual design rationale, changes made in response to wireframe feedback, usability testing outcomes, and reflections on the relationship between usability and user experience. The design process has been iterative and user-centred throughout, with each decision grounded in participant feedback and supported by relevant academic literature.
The full-colour storyboards successfully translate the structural clarity of the wireframe designs into a visually engaging and emotionally resonant experience. Testing with three participants from the original persona set produced broadly positive responses, with specific areas for future improvement identified around font size accessibility, the Night Phase timer label, and communication about fellow Traitors during the role reveal. These observations will directly inform future refinements to the design.
The data collection discussion highlights the importance of building a feedback loop into any live deployment, ensuring that future versions of the application are driven by real user behaviour and emotional response rather than assumptions alone. Overall, this project has provided a thorough and practically grounded engagement with the principles of usability engineering within an engaging and relevant design context.
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