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1. [bookmark: _Toc213418543]Introduction


This project presents the early design and user-experience research for Vice-Chancellor Mystery, a mobile adaptation of the Cluedo-style game set on the University of Wales Trinity Saint David (UWTSD) London campus. In this version, the Vice-Chancellor has been murdered, and players must move through digitally recreated campus locations to determine the suspect, weapon and room involved. 
The purpose of this assignment is to establish an initial foundation for the game interface using user-centred design principles, ensuring that the app aligns with the needs and expectations of the London campus community. 
Through the development of personas, research-informed requirements, monochrome wireframes, and initial usability evaluation, this report outlines the conceptual direction for the game’s design. These artefacts will form the basis for subsequent iterations, where high-fidelity visuals, colour, typography, and refined interactions will be developed.
 Overall, the work establishes a research-led framework for creating an engaging, accessible, and campus-themed digital mystery game.


2. [bookmark: _Toc213418544]Personas and experiences required.

[bookmark: _Hlk214470403]The development of four detailed personas ensured that the design of Vice-Chancellor Mystery was grounded in the real needs of students and staff based at the UWTSD London campus. Personas function as structured, research-informed representations of target user groups, allowing the design process to remain focused on authentic behaviours, accessibility requirements, and motivational patterns rather than general assumptions [1], [2]. These personas emerged directly from interviews and questionnaire responses gathered during the research phase, ensuring they reflect the lived experiences of the local academic community.



	[image: A person with short hair smiling

AI-generated content may be incorrect.]
	Olivia Walker, a first-year undergraduate commuter, represents users who engage with mobile services in brief intervals between classes or while travelling across London. Her experience requirements emphasise clarity, reduced cognitive load, and rapid task completion. Olivia prefers an interface that is visually minimal, predictable, and easy to re-enter if interrupted—a common scenario for students balancing multiple commitments.


	[image: A person with a beard

AI-generated content may be incorrect.]
	Adeel Khan, a postgraduate international student, frequently collaborates digitally with peers and engages in socially oriented gaming activities. His requirements focus on stability, seamless multiplayer functionality, and visual consistency across devices. Adeel highlights the need for reliable lobby systems, transparent feedback mechanisms, and intuitive steps for joining or creating group sessions. His persona supports the emphasis on smooth connectivity and structured social play.
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	Sophie Reynolds, a mature student with mild visual impairment, ensures that accessibility remains integrated throughout the design process. She requires scalable text, high-contrast monochrome visuals, and clear separation between interactive elements. Her inclusion reinforces adherence to recognised accessibility principles, including WCAG guidelines and mobile usability standards. Sophie benefits significantly from screens that prioritise legibility and reduce unnecessary visual complexity.
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	Marcus Stevens, a staff member involved in organising student engagement activities, contributes the perspective of a facilitator who must set up game sessions efficiently during workshops or events. His requirements include straightforward navigation, clear visibility of participants in a lobby, and an interface capable of supporting occasional public or shared-device use. Marcus ensures that the design accommodates both individual and group-based interaction scenarios.






Collectively, these personas reflect a diverse range of user needs, ensuring that the interface design supports accessibility, simplicity, social collaboration, and efficient navigation across the UWTSD London campus environment [3].

3. [bookmark: _Toc213418545]Research Methodology

The research methodology for Vice-Chancellor Mystery followed a user-centred design paradigm tailored to the UWTSD London campus context, with procedures aligned to institutional ethics and UK sector good practice. Ethical oversight and researcher conduct were governed by UWTSD’s Research Integrity and Ethics framework, which mandates honesty, rigour, openness, care, and respect across all stages of inquiry [4], [5]. Before data collection, the ethics route and documentation mirrored the university’s approval processes (e.g., participant information, informed consent, anonymisation and risk assessment), using the university’s pro-forma guidance for applications and local review pathways where appropriate [3]. Research data handling—covering storage, transfer, retention, and sharing—followed UWTSD’s Research Data Management guidance to ensure compliance, reproducibility, and secure stewardship over the project lifecycle [6].
A mixed-methods design was selected to capture both breadth and depth of user needs on the London campus. An online questionnaire provided quantitative measures of device ownership, preferred session length, and attitudes to multiplayer play, while short semi-structured interviews elicited rich accounts of gameplay contexts (commuting, between-class breaks), accessibility expectations, and emotional responses to deduction mechanics. [7].
Early interaction risks were explored via think-aloud evaluation of low-fidelity, black-and-white wireframes. Participants completed core flows (onboarding, lobby creation/join, turn-taking, suggestion/refutation, accusation), speaking aloud while researchers captured task success, breakdowns, and comments. Usability success criteria and observation templates were anchored to the UK-adopted usability standard BS EN ISO 9241-11:2018, which frames usability in terms of effectiveness, efficiency, and satisfaction in a specified context of use; this ensured that findings could be translated into actionable requirements and benchmarked across iterations [8].
Throughout, recruitment targeted representation from undergraduates, postgraduates (including international learners),[9] and staff, reflecting the London campus profile. Data minimisation, pseudonymisation, and secure storage were applied end-to-end, with de-identification before analysis and controlled access to raw files. This approach integrates institutional ethics, UK sector survey guidance, and international usability standards to produce methodologically sound, ethically compliant evidence that directly informs the game’s accessibility, multiplayer reliability, and mobile-first interaction design for UWTSD London.[10]

4. [bookmark: _Toc213418546]Usability and Design

The design of Vice-Chancellor Mystery adheres to recognised usability principles that ensure inclusivity, learnability, and efficiency for all players across the UWTSD London campus. The usability approach integrates both international standards and UK best practice, specifically drawing upon the British Standard BS EN ISO 9241-11:2018 definition of usability as “the extent to which a system, product, or service can be used by specified users to achieve specified goals with effectiveness, efficiency and satisfaction in a specified context of use” [11]. This definition is reinforced by the Government Digital Service (GDS) Design Principles, which emphasise clarity, accessibility, and user-centred iteration in digital service design within the UK public sector [12].

From the outset, the design prioritised accessibility and mobile responsiveness. In accordance with the Public Sector Bodies (Websites and Mobile Applications) Accessibility Regulations 2018, and the Web Content Accessibility Guidelines (WCAG 2.2 AA), every screen in the wireframe supports high-contrast options, scalable text, clear focus order, and colour-independent cues [13].
 This ensures the interface can be navigated effectively by users with diverse abilities, including those relying on assistive technologies. Accessibility and ergonomic layout were particularly important to reflect the London campus demographic, which includes a significant proportion of international and commuting students who frequently engage with content via mobile devices.[14]
Usability testing methods were guided by the principles of heuristic evaluation [15], using checklists derived from Nielsen’s ten heuristics, and supported by UWTSD’s institutional commitment to inclusive digital education [5]. Key usability goals include minimising cognitive load, providing consistent iconography and interaction patterns, ensuring clear system feedback during turn-taking, and allowing users to undo or confirm key actions (such as accusations) before committing to them.
Finally, iterative testing and feedback loops are planned to refine the design through direct user evaluation. Findings from these usability studies will be compared against measurable benchmarks, such as task completion time and user satisfaction scores, to confirm compliance with the aforementioned standards and best practices.[16] This combined adherence to UK legislation, institutional accessibility strategy, and recognised usability frameworks ensures the Vice-Chancellor Mystery prototype is both engaging and inclusive for the entire UWTSD London community.

5. [bookmark: _Toc213418547]Wireframe Storyboards Overview

The wireframe storyboards developed for Vice-Chancellor Mystery represent the initial structural layout and interaction flow of the mobile application. These monochrome, low-fidelity screens function as conceptual prototypes, allowing early evaluation of usability before investing in full visual design. 
The use of black-and-white wireframes is consistent with established UX practice, enabling designers to focus on layout, hierarchy, and functionality without the distraction of colour or typography choices [17], [18].
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Figure 1 

The first key screen is the Home Screen (Figure 1), which establishes the core navigational structure of the application. Large, evenly spaced buttons provide access to essential functions such as Quick Match, Create Lobby, and Accessibility, following ergonomic principles for mobile touch interfaces. This screen sets the visual tone for simplicity and ease of use.
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Figure. 2
The central gameplay is represented in the Game Board Screen (Figure 2), which adapts UWTSD London campus locations into a 3×3 grid. This layout mirrors the spatial logic of traditional Cluedo-style games while maintaining a mobile-friendly structure. Clear action buttons—Roll, Suggest, and Accuse—are placed within thumb-reachable zones, aligning with mobile UI design recommendations [19].
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Figure 3 
To support deductive reasoning during gameplay, the Notes Sheet (Figure 3) allows players to track suspects, weapons, and rooms. The monochrome layout uses strong alignment and minimal visual noise to ensure clarity, especially for users navigating during time-sensitive turns.[20]
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Figure .4 

Finally, the End Game Screen (Figure 4) presents the outcome of the match, confirming the correct culprit, weapon, and room. The design emphasises readability and emotional closure through clear headings and a prominent call-to-action button to start a new game.
Collectively, these four screens illustrate the core flow of the prototype and demonstrate how user requirements, accessibility principles, and mobile-specific interaction patterns have informed the interface design [21]. They provide a structured foundation for subsequent high-fidelity development in the next assignment.

6. [bookmark: _Toc213418548]Prototype Feedback Collection & Summary

The evaluation of the Vice-Chancellor Mystery wireframe prototypes was designed to assess usability, accessibility, and emotional engagement among members of the UWTSD London campus community. This phase aimed to gather actionable insights to refine the game’s structure and ensure its alignment with user-centred design principles. The evaluation strategy followed best practices in UK higher education research ethics and user experience assessment, guided by UWTSD’s Research Ethics and Integrity Code of Practice and the British Standards Institution’s guidance on usability evaluation [15], [13].
A mixed-method feedback approach was implemented, combining quantitative and qualitative measures to capture both objective and experiential responses. A small but diverse sample of participants was recruited, including undergraduate and postgraduate students, international learners, and staff members. Each participant represented one or more personas identified earlier in the project, ensuring comprehensive coverage of the London campus demographic. Testing was conducted in the Digital Learning Lab on the London campus and remotely via screen-sharing sessions, ensuring inclusivity for off-site learners.
Participants were introduced to the prototype through a short orientation, after which they were asked to perform a series of representative tasks: joining a lobby, selecting a character, taking a turn, making a suggestion, recording clues on the Notes page, and attempting an accusation. Throughout the test, participants were encouraged to think aloud, verbalising their thoughts as they interacted with the wireframes—a method validated in UK usability research for uncovering cognitive processes and emotional reactions [22].
Observation notes, screen recordings, and post-session surveys were used to collect data. Quantitative feedback was obtained through the System Usability Scale (SUS), a widely used ten-item questionnaire for measuring perceived usability [23]. Qualitative feedback was summarised into themes, distinguishing positive responses (e.g., intuitive navigation, logical flow, satisfaction with accessibility features) from negative feedback (e.g., confusion between “Suggest” and “Accuse” actions, small interactive zones on mobile devices).
The results indicated a high level of satisfaction with the clarity of the interface and the cultural relevance of the campus setting.[18] However, participants suggested improvements in button size, interactive feedback, and tutorial clarity. These findings will inform the high-fidelity development phase, focusing on refining interaction design, visual accessibility, and performance stability. The process reflects the iterative ethos of UK human–computer interaction research—testing, analysis, and refinement based on empirical data to enhance user experience [24].


7. [bookmark: _Toc213418549]Conclusion


This project establishes a structured, research-driven foundation for the Vice-Chancellor Mystery mobile game prototype. By combining user research, personas, usability principles, and monochrome wireframes, the report demonstrates how evidence-based design can guide the development of an interface tailored to the UWTSD London campus community. 
The findings highlight the value of early-stage prototyping in identifying user needs, accessibility considerations, and gameplay expectations before progressing to more resource-intensive design stages. 
The resulting wireframes form a coherent interaction sequence that reflects best practice in mobile HCI, campus-based theming, and inclusive design. These outputs will support the next assignment phase, where the prototype will transition into high-fidelity, full-colour screens with refined interaction flows. Ultimately, the project demonstrates how user-centred methods can enhance engagement, clarity, and inclusivity in educational game design.
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Appendix A – Wireframe Screens (Monochrome)
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Figure A1 Splash Screen+ Home 
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Figure A2 Create Lobby + Lobby Waiting Room
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Figure A3 Character Select + Game Board
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Figure A4 Notes Sheet+ Suggestion Modal
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Figure A5 Accusation Modal + End Game
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