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ABSTRACT
The aim of this project is to design a future usability inspired game based on visual feedback carried out by various surveys and questionnaires to gather information in the importance of helping those who have these disabilities to enjoy the experience in a comfortable see The aim of this project is to design a future usability-inspired game that incorporates visual feedback. 
This will be achieved through various surveys and questionnaires aimed at understanding the importance of helping individuals with disabilities enjoy a comfortable experience. By involving students from the campus in the study, the logistics of the campus can enhance gameplay, as participants will have a better understanding of the internal structure of the buildings. 
It was clear from the surveys carried out by using handed questionnaires, emails ls with QR codes, and QR codes within the university campus via poster hanging; a good response was acknowledged. From the beginning of the game, usability set up was crucial in formatting the apps interface.
Some major findings that visually impaired cared for a game to be played with aspects to help the blind this was concluded to be start of the game to be set up by the user to fulfill user experience.
Dwindled down participants were asked to review the structure of the app and made it clear that the app was sufficiently set for a better gaming experience in keeping with the recommendations and adapted by researching different mechanisms to use.
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[bookmark: _Toc730257889]Introduction 

This report presents the early design stage of a UWTSD-themed digital board game inspired by Cluedo. The concept follows a classic murder-mystery format: “Oh no! The Vice-Chancellor has been murdered – who did it?” Players will hunt for the killer in one of UWTSD campuses, gather clues, and identify the culprit before anyone else and send information to the judge. 
The goal is to design a mobile-friendly interface that is intuitive, accessible, and enjoyable for both students and staff. This first stage focuses on user research and interface planning, using recognised usability and interaction-design principles. 
Key elements include the creation of realistic user personas, identification of usability challenges, development of wireframe storyboards, and collection of early feedback. The design draws on Nielsen’s usability heuristics, Norman’s user-centred design principles, and WCAG accessibility guidelines to ensure the final game is engaging, inclusive, and distinctly connected to UWTSD life. 







[bookmark: _Toc898515511]A. Four detailed personas & associated scenarios 


Looking into the personal personas relatable to the desired subjects in creating the dynamics involved with each participant, Ali et al (2023), acknowledged, Shneiderman’s Eight Golden Rules, and Heuristics Nielson 10 golden rules allow to evaluate and enhance the usability of mobile app, using Nielson 10 golden rules. In these sets of rules and guidelines provide the right direction and allow to identify major usability issues [1]. Coupled with the scenario in how they will interact with the game, and the user experience needs, helping with the design elements required.

Persona 1:  – currently not working.
Age: 22
Location: Coventry
Background: Not currently working with a short concentration span.
Scenario: Participant 1 uses mobile games and computer games to decompress during her commute. He prefers games that are intuitive, low-pressure, and offer short, rewarding sessions. Likes haunted and zombie games.
User Experience Requirements:
Must have: Clear UI with minimal distractions, short gameplay loops, and adjustable difficulty.
Should have: Audio cues and visual feedback for task completion.
Could have: Optional reminders or progress tracking.
Won’t have: Mandatory long tutorials or time-gated content.

Persona 2:  – Mother of 1 child, not working
Age: 25
Location: Rugby
Background: Participant 2, is a single Mother of 1, who's 6 months old. Suffered a bad back during pregnancy and often uses a wheelchair with her mum occasionally helping. With limited time, in downtime she likes to unwind and play games on her mobile phone as it is quicker to log in, than to start a computer console.
Scenario: Plays games on her phone for convenience. She values accessibility and customization.

User Experience Requirements:
Must have: Clear UI with minimal distractions, short gameplay loops, and adjustable difficulty.
Should have: Voice command options and screen reader support.
Could have: Multiplayer modes with cooperative gameplay.
Won’t have: Fast-paced reaction-based mechanics without accessibility alternatives

Persona 3:  – Student
Age: 21
Location: Bedworth
Background:  Participant 3, is from India, studying media and communications. English is his second language, and he uses games to improve fluency and connect socially.
Scenario: Plays narrative-driven games to practice English and explore cultural themes.
User Experience Requirements:
Must have: Multilingual support, simplified language mode, and subtitles.
Should have: Cultural sensitivity in content and inclusive character design.
Could have: Language learning mini-games or glossary features.
Won’t have: Slang-heavy dialogue without translation or context.


Persona 4: – Student/ waiter, long hours
Age: 21
Location: Nuneaton
Background: Participant 4, is a part-time business student and father of one. He plays games occasionally to unwind after work and family duties.
Scenario:  Prefers games that are relaxing, easy to pause, and don’t require long sessions.



User Experience Requirements:
Must have: Save-anytime functionality, pause/resume features, and low time commitment.
Should have: Offline play and minimal setup.
Could have: Family-friendly themes and co-op modes for kids.
Won’t have: frequent updates requiring downloads.


User Research & Persona Development
1] Questionnaires
Distribution: Sent to 30 friends and friends of friends to Focus gaming habits, accessibility needs, preferred genres, and device usage.
Key Findings:
20% play games on mobile during downtime.
15% use games for language practice or cultural exploration.
25% rely on assistive tech for gaming.
40% are parents with limited gaming time.
2]  Interviews
Participants: 6 Participants selected from the questionnaire and asked for follow up interviews.
Format: 5 minutes phone call and some face to face.
Insights:
Some users prefer games with clear feedback and minimal cognitive load.
Adults with slight disabilities emphasised the importance of customisable controls.
International students requested language support and culturally inclusive content.
families valued flexibility and family friendly options.

3]  Focus Groups
Sessions: Two focus groups (2 participants each) held over dinner.
Activities: Investigated games downloaded and currently played on phone devices such as candy crush and ludo king. As a group they would like a reward-based scenario and something that had a judge.

Outcomes:
Consensus on the need for pause/resume and save anytime features.
Strong interest in multiplayer modes that accommodate different skill levels.
Suggestions for integrating educational elements without compromising fun.

[Table 1,  MoSCoW Categorised Requirements]
	
Requirement
	Participants:

	
	1
	2
	3
	4
	Category

	Clear UI and short gameplay loops
	✓
	
	
	✓

	Must

	Controller remapping and assistive tech
	
	✓

	
	
	Must

	Multilingual support and subtitles
	
	
	✓


	
	Must

	Audio and visual feedback
	✓

	
	
	
	Should

	Voice command and screen reader support
	
	✓

	
	
	Should

	Cultural sensitivity and inclusive design
	
	
	✓

	✓

	Should

	Family friendly modes
	
	
	
	✓

	Could

	Language learning mini games
	
	
	✓

	
	Could

	Fast paced reaction mechanics
	x
	x
	
	x
	Won’t

	Save anytime and pause with resume

	x
	x
	x
	x
	Won’t







[bookmark: _Toc2013784902]B. Usability Issues to be Addressed 

Usability in interactive systems that being handheld games, requires a structured approach to ensure that user needs are met to a specific user standard to maintain gaming performance. The MoSCoW method (Must, Should, Could, Won’t) offered an insight in clear prioritization framework that aligns with the tactical development and user capable design principles investigated in this project, to address this usability features adapted for the enhancement of clarity, accessibility, and engagement. An insight by H. Shah et al (2024), The standards emphasize the importance of ensuring that text is not just resizable but also adaptable in spacing, ensuring reading for people who need larger fonts or a unique visual presentation [2]. Indicating the WCAG 2.1 level AA compliance for visual and cognitive impairment,
Prioritizing Usability with MoSCoW
The MoSCoW method helps developer focus on delivering a minimum usable subset of features. For example, Must-have elements like controller remapping, multilingual support, and save/pause functionality are essential for accessibility and user control. These features directly support usability heuristics such as user freedom, error prevention, and flexibility.  Dede et al, (2025), uses MoSCow to create a safe and error prevention, the cybersecurity domains have been assessed and prioritized following a combined framework of the MoSCoW [3].
Recent literature emphasises the importance of prioritisation in UX projects. Unger et al (2025), highlights how MoSCoW enables UX/UI teams to balance user needs and business goals, ensuring that critical features are delivered first [4]. This is particularly relevant in game design, were usability impacts engagement and retention.







Usability Issues in Storyboards
Key usability issues addressed in the storyboards were inspected and guided within the app taking the games core game play and enabling the usability functions as stated by Jannah et al (2024), stated, the visuals made for clearer communication, emotional engagement, and faster understanding, be covered to overcome language barriers [5]. While Maulidati el al (2025), understood from, Nielsen’s heuristics highlight are core principles in having feedback, visibility, and error prevention, and that Budd’s heuristics emphasise simplicity, consistency, for user enjoyment [6].


To help the user log in or sign up, a voice command with screen reader support and select language options for user confidence in the app, with the expectance to carry on with the game.  
Screen reader support added for visually impaired long distant, and sort distanced this feature will help gamers move around the screen at ease in striving for consistency to insure this operates regardless of ability. Rule number 1 strive for consistency by Schneiderman's eight golden rules. Adidharma et al (2024), stated that, Shneiderman's 8 Golden Rules for the strive for consistency rule, with the use of pink will remind all users of the MCH handbook to increase every user's familiarity with the mKIA system [7].                                                     

Language mode made easier if visually impaired mirrored with a language barrier this feature as with the features above create a grate over all experience for the user. A match between system and the real world by Neilsens ten heuristics for familiarity. Abulfaraj et al (2020), acknowledged this, stating memorability: “When a user return to the game after a period of not using it, how easily can they reestablish the proficiency [8].








[bookmark: _Toc180221283]C. Initial Wireframe Storyboards 

FEEDBACK: If additional details are required see appendices (cross-references which appendices are relevant).
[bookmark: _Int_frvzaAq1]The storyboards are wireframe only, using Adalo, Or et al (2024), examines that the design thinking stage is a structured way top problem-solving that involves using key stages [9]. For a nice black and white design. Showcasing all the major functionality of the app at a size configured for a mobile phone consisting of nineteen different user-friendly screens linked for the perfect flow of the game. 

Within the app 19 Screens are visible with clear txt and button visuals supporting game functionality and user flow next and back buttons created at the bottom of screens when players can alternate from screen to screen.

The wireframe storyboard presents major functionality of a mobile app designed to support inclusive, educational gameplay. The app integrates accessibility, multilingual support, and family-friendly features, guided by the MoSCoW prioritization method and core principles of interaction design. The wireframes are black and white scale and optimized for mobile dimensions, ensuring clarity and usability without visual clutter in design stage.
The app combines two core modules: a University Guide onboarding system and a mystery-themed educational game. Together, they support both structured learning and playful exploration, with a strong emphasis on usability and accessibility.

.


    [Figure 1, Welcome, Login, Sign up]      

First 3 of 19 screens, welcome to sign up or login. A voice command, screen reader support and, select language option. Login will take to login screen, and signup will take to sign up screen.

[Figure 2, Usability Functions, Hi Detective, Game Rules #1]

First 6 of 19 screens, usability functions, text and button size and selection of colour combinations to choose from. Hi detective with a voice feature in the game, ability to play online and to invite friends. Next the games rules split first half.


[Figure 3, Game rules #2, Timer, Card Random]


First 9 of 19 screens. Game rule's part two, timer for stopping the game, three card computer random generator.

[Figure 4, Suspect Character, Room Atmosphere, The Killers Weapon]

First 12 of 19 screens. Suspect character, room atmosphere, and the killer's weapon to allow users to see what cards are in circulation.

                                   [Figure 5, Your Selected Cards, Notes, Roll Dice]                                    

Frist 15 of 19 screens. Your cards selected by the computer, notes to check off, and roll dice to gain a 6 the key to enter a room on the map, buttons to quickly visit notes and the map. Selected mark system rating players performance out of 5 players. 0/5.


   [Figure 6, University Map, Who Did It, Ready For The Judge]


First 18 of 19 screens. University map start point, and rooms to finish point to guide players, who did it create a scenario to see if your correct, yes go to see judge no eliminated. Judge will give first, second, and third placements.



                                              [image: ]            
[Figure 7, The Reveal]   



Last 19 screens. The reveal, conclusion in seeing the cards killer selection. The end.









Within the story board created and further questioning with participants, it was a mixture of what they wanted an impression of liking other participants ideas, showcasing group forming and participant engagement is key not only getting individual responses but bringing out further questions from other people's energy and passion. 
The creation of the voice from Atmosfear, Rogerson et al (2021), this game represents excitement and fear with fun in finishing the game task [10].  This went down well with some but an option not to have this feature eased some participants. Bringing Simms 4, Kendal (2023), Gaming principles in a reward structure was pleasing highlighting the need for rewards in the game 1st 2nd  3rd placements [11].
The judge character founded in the You are the judge game [12], inserted some clarity of finishing the game and if first felt a further reward in getting to the finish first.

The focus was pushed into colour, txt, button changes, and speech help and the ability to change before the game and how they felt it would help them and any users who may use this game with these technology advantages. Khamai et al (2024), stated, the ability to have accessibility and personalization for visually impaired players, without re-entering setting each time [13].

Using participants knowledge so far, the game-based ratings would be based on 18/26-year-olds, combining mystery, murder, haunting, reward and being judged.











[bookmark: _Toc448932536]D. Feedback Collection Process on Storyboard Design 


Over a few lunches and meetings in cafe, insights were gathered into the creation of the game. Each user was given the screen layouts and asked to explain the game rather than tell them, each persona gave a good response in how I thought the game worked and licked the features involved

Participant 1, uses mobile games and computer games to decompress, likes the low pressure in the game and rewarding sessions. Clear UI with minimal distractions, short gameplay loops. Licked the language selection button to allow other users to play online.


Participant 2, liked the quick log in and would click the audio link to Listen to Dr Black 
hile she moves around the board. Stated, she liked the text and button size format as eyes are starting to weaken.

Participant 3, liked the function to connect socially. Like the multilingual language mode. Loved the idea of card swivel in the reveal section.

Participant 4, wanted an easy to pause button, and was told that this would be a future feature. Loved the Offline play and minimal setup. Didn't like the voice format with Dr Black advice to +18 feature. Licked the scoring in marks process and the judge set up, reminded her of Simms 4 game.

Future works would be delivered into trying and testing in disability groups so they have no fear in using such technology a presentation and demonstration would be implemented a part of the process in maintaining a lead within disability groups. A wider audience starting in Europe and reaching out to the rest of the world in this app being the forefront in adaptation of current needs. The timer button created could be used as a pause feature rather than a time giving the user freedom if overwelled with other duties. Voice of Dr black +18 button shock but glad could adapt this feature.
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[bookmark: _Toc1549781569]Appendices

Below is an attempt to send an email to head of disabilities within university of saint David trinity street Birmingham, with no attempt to reply, wanting further information in regards to how many visually impaired students if any to further my understanding in useability gaming disability functions.

[image: ]
[Figure  8, Head of St David Wales Birmingham, university, student disabilities]
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 [Figure 9, participant, consent and signature]
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                                [Figure 10, participant, consent and signature]

        [image: ]     [Figure 11, participant, consent and signature]
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[Figure 12, participant, consent and signature]
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[Figure 13, participant, consent and signature]




       [image: ] [Figure 14, participant, consent and signature]
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[Figure 15, participant, consent and signature]
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[Figure 16, participant, consent and signature]
[image: ][Figure 17, participant, consent and signature]




[image: ][Figure 18, participant, consent and signature]
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[Figure 19, participant, consent and signature]

Consent form for research survey
 
Title of study:
Gaming survey research
 
Researcher:
Name: Matthew Cronogue
Institute: University of Wales St David Birmingham
Mobile: 07513553692 
 
Introduction:
I am inviting you to participate in a survey to conduct research by Matthew Cronogue, university of Wales St David Birmingham. The study aims to extract user gaming experience in gaming mainly in the use of mobile phone games, to what features can be added if you need specific needs to be incorporated.
Purpose of survey:
The specific purpose is to gather information from a different range of data to create a game that fits user satisfaction in your way of life.
Procedures:
If you agree to participate, you will be asked to complete this survey, and it will take approximately 20 mins to complete, briefly asking your aga how you live your life and anything that may affect your way in life, playing current games.
Risks and Discomforts:
Participation in this survey may involve some risks such as name and age and may include how you live your life, however these risks are minimal similar in how you would encounter in your daily life.





Below is a questionnaire used in the QR experience to obtain information within the university on gaming usability disabilities.  
                   Gaming Experience Questionnaire
Section 1: Demographics
What is your age?
[ ] 18
[ ] 19
[ ] 20
[ ] 21
[ ] 22
What is your current working level?
[ ] non
[ ] fulltime
[ ] Part time
[ ] Other (please specify): ___________
Where do you live?
(please specify): ___________

Do you identify with any of the following? (Select all that apply)
[ ] Neurodivergent (e.g., ADHD, autism)
[ ] Physical disability
[ ] English as a second language
[ ] Parent or caregiver
[ ] None of the above
Section 2: Gaming Habits
How often do you play video games?
[ ] Daily
[ ] A few times a week
[ ] Occasionally
[ ] Rarely
What devices do you primarily use for gaming? (Select all that apply)
[ ] Mobile phone
[ ] PC/laptop
[ ] Console (e.g., PlayStation, Xbox)
[ ] Tablet
[ ] Other: ___________
When do you usually play games?
[ ] Lunch breaks
[ ] In bed
[ ] Evenings/weekends
[ ] Other: ___________
What genres do you enjoy most? (Select up to 3)
[ ] Puzzle
[ ] Simulation
[ ] Narrative/story-driven
[ ] Strategy
[ ] Action
[ ] Multiplayer/co-op
[ ] Educational
[ ] Other: ___________
Section 3: Accessibility & Preferences
Which features are important to you in a game? (Select all that apply)
[ ] Clear and simple UI
[ ] Adjustable difficulty
[ ] Save-anytime and pause/resume
[ ] Subtitles and multilingual support
[ ] Controller remapping
[ ] Screen reader compatibility
[ ] Voice commands
[ ] Offline play
[ ] Short gameplay loops
[ ] Family-friendly content
[ ] Other: ___________
Do you use any assistive technologies when gaming?
[ ] Yes (please specify): ___________
[ ] No
Have you ever used games to support learning (e.g., language practice, cultural exploration)?
[ ] Yes
[ ] No
[ ] Not sure
What frustrates you most in games? (Select all that apply)
[ ] Long tutorials
[ ] Time-gated content
[ ] Fast-paced reaction mechanics
[ ] Lack of accessibility options
[ ] Complex language/slang
[ ] Frequent updates/downloads
[ ] Other: ___________
Section 4: Final Thoughts
What would make games more enjoyable or accessible for you? Open-ended response
Would you be interested in participating in a follow-up interview or focus group?
[ ] Yes (please leave your Mobile number): ___________
[ ] No

Thank you for your participation. Matthew Cronogue 
[image: ][ Figure 20, Results back from survey QR code response]  


Using data collected from survey responses, the importance of this feature being very important with clear audio throughout the gaming experience, Bruce (2023), easy use of survey [14].
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[ Figure 20, QR code for questionnaire]
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[Figure 21, Ater scanning QR code]






Below is another email sent to the University UWTSD, to a wider audience highlighting the task of inquiring information on visual disabilities and options to scan a QR code in different parts of the university building if no time to complete at the current moment.

Matthew Cronogue (2226748)
 Disability 
 Sana Jokhio; Nouh Elmitwally; Nasir Abdi Ibrahim (2422371); +3 others   
Hi all, Matthew Cronogue at the University of Wales, St David's, Birmingham, (2226748).

Trying to obtain an insight into any visual disabilities that you may have for a game to be played in the comfort of your own abilities, and to complete the game from start to finish. In gathering data by completing a survey.

Someone has killed the vice-chancellor, a good thing 😄 or not 😥 the chancellor needs help to find the culprit, have you got what it takes to help, and get retribution for him?.

This would be good for you to start and finish the game in a smooth transition. Are you cluedo up for the challenge?

























             
[image: ]
If not today, and you're on your break, no problem, one poster in Victoria house, helpdesk, and one poster in Vincent house in the canteen, as stated below.

           [image: ]
          [image: ]

Consent form for research survey 
  
Title of study: 
Gaming survey research 
  
Researcher: 
Name: Matthew Cronogue 
Institute: University of Wales St David Birmingham 
Mobile: 07513553692  
  
Introduction: 
I am inviting you to participate in a survey to conduct research by Matthew Cronogue, University of Wales St David Birmingham. The study aims to extract user gaming experience in gaming mainly in the use of mobile phone games, to what features can be added if you need specific needs to be incorporated. 
Purpose of survey: 
The specific purpose is to gather information from a different range of data to create a game that fits user satisfaction in your way of life. 
Procedures: 
If you agree to participate, you will be asked to complete this survey, and it will take approximately 20 minutes to complete, briefly asking your aga how you live your life and anything that may affect your way in life, playing current games. 
Risks and Discomforts: 
Participation in this survey may involve some risks such as name and age and may include how you live your life, however, these risks are minimal and similar in how you would encounter in your daily life. 

Thank you for taking the time to read this, and will look forward to seeing your reply,

Kind regards,

Matthew Cronogue
	[bookmark: _Int_JVbocbk6]Mae hwn yn ymateb awtomatig i gadarnhau bod Tîm Anabledd Y Drindod Dewi Sant wedi derbyn eich e-bost. Oherwydd y nifer uchel o negeseuon e-bost a dderbyniwn, ein nod yw ymateb o fewn 5 diwrnod gwaith. Byddwn yn ymateb cyn gynted â phosibl. 

Dyma rai o wasanaethau cefnogi PCYDDS a allai fod o gymorth i chi yn y cyfamser: 
 
Cymorth Sgiliau Astudio 
Cynigir cefnogaeth gyda sgiliau ymchwil, ysgrifennu academaidd, technegau adolygu ac arholiadau a llawer mwy.  
· Gofynnwyd drwy e-bost: studyskillsdistance@uwtsd.ac.uk gydag amlinelliad byr o'r gefnogaeth sydd ei hangen arnoch a'r diwrnod a'r amser o'ch dewis 
· Argaeledd sesiynau drwy: Cymorth Dysgu | Prifysgol Cymru Y Drindod Dewi Sant 
 
Sgiliau Academaidd a Sgiliau Digidol
Cefnogaeth i ddatblygu eich sgiliau academaidd a thrin gwybodaeth. 
· E-bost: sgiliaudigidol@pcydds.ac.uk  
· Gwybodaeth bellach: https://digitalskills.uwtsd.ac.uk/cy/

Cymorth Arian 
Cefnogaeth gyda bwrsariaethau, costau byw ac offer cyllidebu.  
· E-bost: moneysupport@uwtsd.ac.uk  
· Gwybodaeth bellach: Cymorth Ariannol | Prifysgol Cymru Y Drindod Dewi Sant
 
Cymorth Lles 
· I dderbyn cymorth lles, cwblhewch y Ffurflen Cais am Gymorth Llesiant: Ffurflen Cais am Gymorth 
· Rhaglen Cymorth i Fyfyrwyr  
Rhif 24/7 y llinell gymorth yw: 0800 028 3766  
Mae'r rhaglen yn darparu cymorth os ydych yn teimlo mewn perygl neu os oes angen cyngor brys arnoch, yn ogystal â chyngor cyffredinol, di-argyfwng ynghylch materion cyfreithiol, tai, arian, lles, ac ati. 
 
Ar gyfer pob ymholiad arall, cysylltwch â'r Student Hwb  
· E-bost: hwb@uwtsd.ac.uk  
· Ffôn: 0300 131 3030
	This is an automated response to confirm that the UWTSD Disability Team has received your email. Due to the high volume of emails we receive, we aim to respond within 5 working days. Please await further communication from us.
 
Here are some UWTSD support services which you may find helpful in the meantime: 
 
Study Skills Support 
Support is offered with research skills, academic writing , revision and exam techniques and much more.  
· Requested via emailing: studyskillsdistance@uwtsd.ac.uk with a brief outline of the support you require and your preferred day and time 
· Session availability found via: Learning Support Study Skills Support 
 
Academic and InfoSkills  
Support to develop your academic and information-handling skills. 
· Email: infoskills@uwtsd.ac.uk  
· Further information: Academic and InfoSkills 

Money Support 
Support with bursaries, cost of living and budgeting tools.  
· Email: moneysupport@uwtsd.ac.uk  
· Further information: Money Support 
 
Wellbeing Support 
· To receive wellbeing support, please complete the Wellbeing Support Request Form: Support Request Form 
· Student Assistance Programme 
The 24/7 number for the helpline is: 0800 028 3766  
The programme provides support if you are feeling at risk or in need of urgent advice, as well as general, non-crisis advice about legal issues, housing, money, welfare, etc. 
 
For all other enquiries, please contact the Student Hwb  
· Email: hwb@uwtsd.ac.uk  
· Phone: 0300 131 3030
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All 19 screen functions and design layout.
1) Welcome screen,
Function:
• 	Acts as the app’s welcome screen.
• 	Offers entry points for new and returning users.
Design Elements:
• 	App name prominently displayed: “UNIVERSITY CLUEDO.”
• 	Silhouette graphic adds thematic flair (mystery or collaboration).
• 	Four clear CTA buttons.
• 	Immediate decision point: new vs. returning user.
• 	Branding and tone set visually.
 
2) Login Screen,
Function:
• 	Authenticates returning users.
Design Elements:
• 	Input fields
• 	Link:  for recovery.
• 	Buttons:(primary), (secondary).
UX Notes:
• 	Logical field order.
• 	Password recovery improves usability.
• 	Secondary sign-up CTA ensures flexibility.
 


3) Sign-Up Screen,
Function:
• 	Registers new users.
Design Elements:
• 	Input fields.
• 	Buttons: primary, secondary.
UX Notes:
• 	Password confirmation reduces errors.
• 	Clear field labels and layout.
• 	Option to switch to login if user already has an account.
 
4) Usability Function Screen,
Function:
• 	Collects course-related data from the user.
Design Elements:
• 	Form fields.
• 	Buttons: primary, secondary.
UX Notes:
• 	Structured data entry for backend processing.
• 	“BACK” allows navigation flexibility.

5) Hi detective screen,
Function:
• 	Displays submitted data or confirmation message.
• 	Offers next-step options.
Design Elements:
• 	Text block.
• 	Buttons.

6) Games rules 1 screen,
Function:
• 	The game experience.
•           Allows the user to see game type and difficulty level.
Design Highlights:
• 	Progressive disclosure: only a few questions shown to avoid cognitive overload.
• 	"Next" button placed at the bottom for intuitive navigation.
 
7) Games rules 1 screen,

Function:
• 	The game experience.
•           Allows the user to see game type and difficulty level.

Design Highlights:
• 	Consistent layout with Screen 1 to maintain flow.
• 	Segmented questions to keep the user engaged.
• 	Visual hierarchy ensures clarity between question types.

️ 8) Timer screen,
Function:
• 	Track game time 
• 	Serve as a central hub during gameplay.
Design Highlights:
• 	Digital timer with large, readable font.
• 	Minimal distractions to keep focus on gameplay.
 
9) Card random screen,
Function:
• 	Show that random card selection had taken place
• 	Serve as a focus during gameplay.
Design Highlights:
• 	To show the back of card, not revealing the image.


10) Suspect character screen

Function:
• 	Recommend characters based on user preferences.
• 	Allow users to go back and revise choices if needed.
Design Highlights:
• 	Character cards or list view with traits and visuals.
• 	"Back" button for easy navigation and control.



11) Room Atmosphere screen,
Function:
• Lets the users see, six cards to set the scene or mood.

Design
• 	Highlights cards selected and in circulation.
• 	Next button moves to the next stage.



12)The Killer’s Weapon screen
• 	Function: Second selection step, focused on choosing a weapon.

Design
• 	Interaction: Highlights card selected and in circulation.
• 	Navigation: “Next” button continues to final summary.



13)Your Selected Cards screen,
• 	Function: Displays the user's final choices (one from each previous panel).

Design
• 	Interaction: allows review and narrow down selection.
• 	Navigation: “Back” button lets users revise their weapon choice.


14) Notes Screen, 
Function:
• 	Acts as a summary or review screen before submission.
• 	User inputs from previous screens to ask question.

Design:
• 	Clear layout with grouped sections, your Information.
• 	Next” button moves to the next stage.

 
15) Roll Dice Screen,
Function:
• 	Buttons link to three core features.
• 	Roll a 6 to enter a room.
• 	Explore University Map.
• 	Back to notes.
Design Elements:
• 	Central dice graphic for engagement.
• 	Three CTA buttons spaced evenly
• 	“Next” button may act as a fallback or linear progression.
 

16) University Map Screen.
Function:
• 	Visual guide to campus locations.
• 	Helps users orient themselves.

Design Elements:
• 	Grid layout with tappable tiles.
• 	“Next” button.

17) Who did it, screen
Function:
• 	This is the clue input screen, where users create a new clue record.
• 	It captures user guesses or observations about the mystery.
Design Elements:
• 	Text Inputs for:
• 	Suspect
• 	Weapon
• 	Room.
• 	Button: create clue record.
• 	A database action to store the clue.
• 	Simple vertical form layout for quick entry.

 
18) Ready For the Judge, screen,
Function:
• 	This is the clue evaluation screen.
• 	It allows reviewing a submitted clue and marking it as correct or incorrect.
Design Elements:
• 	Text Inputs: Suspect, Weapon, Room, Notes (pre-filled from the clue record).
• 	Toggle Switch: “Correct Clue?” with Yes/No
• 	Determines if the clue matches the actual solution.
• 	Button: “Submit Clue”
 
19) The Reveal, screen,

Function:
• 	This is the final answer screen, showing the correct solution to the mystery.
• 	Displays which clues were correct.
• 	Button: End game.

Design Elements:
• 	Text Display: Shows the correct answer.
• 	Three Image Placeholders: For Suspect, Weapon, Room that swivel.
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Researcher:

Name: Matthew Cronogue

Institute: University of Wales St David Birmingham

Mobile: 07513553692

Introduction:

| am inviting you to participate in a survey to conduct research by Matthew Cronogue,

University of Wales St David Birmingham. The study aims to extract user gaming
experience in gaming mainly in the use of mobile phone games, to what features can be

added if you need specific needs to be incorporated.

Purpose of survey:
The specific purpose is to gather information from a different range of data to create a

game that fits user satisfaction in your way of life.

Procedures:

If you agree to participate, you will be asked to complete this survey, and it will take
approximately 20 minutes to complete, briefly asking your aga how you live your life and

anything that may affect your way in life, playing current games.

Risks and Discomforts:

Participation in this survey may involve some risks, such as name and age and may include
how you live your life. However, these risks are minimal and similar in how you would
encounter them in your daily life.

Thank you for taking the time to read this, and will look forward to seeing your reply,

Kind regards,

Matthew Cronogue
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Name: Matthew Cronogue

Institute: University of Wales St David Birmingham

Mobile: 07513553692

Introduction:

I am inviting you to participate in a survey to conduct research by Matthew Cronogue,
University of Wales St David Birmingham. The study aims to extract user gaming
experience in gaming mainly in the use of mobile phone games, to what features can be

added if you need specific needs to be incorporated.

Purpose of survey:

The specific purpose is to gather information from a different range of data to create a
game that fits user satisfaction in your way of life.

Procedures:

If you agree to participate, you will be asked to complete this survey, and it will take
approximately 20 minutes to complete, briefly asking your aga how you live your life and

anything that may affect your way in life, playing current games.

Risks and Discomforts:

Participation in this survey may involve some risks, such as name and age and may include
how you live your life. However, these risks are minimal and similar in how you would

encounter them in your daily life.

Thank you for taking the time to read this, and will look forward to seeing your reply,

Kind regards%;2 RS [‘/VM'—"-\ .

Matthew Cronogue
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Name: Matthew Cronogue

Institute: University of Wales St David Birmingham

Mobile: 07513553692

Introduction:

| am inviting you to participate in a survey to conduct research by Matthew Cronogue,

University of Wales St David Birmingham. The study aims to extract user gaming
experience in gaming mainly in the use of mobile phone games, to what features can be

added if you need specific needs to be incorporated.

Purpose of survey:
The specific purpose is to gather information from a different range of data to create a

game that fits user satisfaction in your way of life.

Procedures:

If you agree to participate, you will be asked to complete this survey, and it will take
approximately 20 minutes to complete, briefly asking your aga how you live your life and

anything that may affect your way in life, playing current games.

Risks and Discomforts:

Participation in this survey may involve some risks, such as name and age and may include
how you live your life. However, these risks are minimal and similar in how you would
encounter them in your daily life.

Thank you for taking the time to read this, and will look forward to seeing your reply,

Kind regards,

Matthew Cronogue
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Researcher:
Name: Matthew Cronogue

Institute: University of Wales St David Birmingham

Mobile: 07513553692

Introduction:

I am inviting you to participate in a survey to conduct research by Matthew Cronogue,
University of Wales St David Birmingham. The study aims to extract user gaming

experience in gaming mainly in the use of mobile phone games, to what features can be
added if you need specific needs to be incorporated.

Purpose of survey:

The specific purpose is to gather information from a different range of data to create a
game that fits user satisfaction in your way of life.

Procedures:

If you agree to participate, you will be asked to complete this survey, and it will take

approximately 20 minutes to complete, briefly asking your aga how you live your life and
anything that may affect your way in life, playing current games. g

Risks and Discomforts:

Participation in this survey may involve some risks, such as name and age and may include

how you live your life. However, these risks are minimal and similar in how you would
encounter them in your daily life.

Thank you for taking the time to read this, and will look forward to seeingyour reply,

Kind regards,

Matthew Cronogue
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game that fits user satisfaction in your way of life.

Procedures:

If you agree to participate, you will be asked to complete this survey, and it will take
approximately 20 minutes to complete, briefly asking your aga how you live your life and

anything that may affect your way in life, playing current games.

Risks and Discomforts:

Participation in this survey may involve some risks, such as name and age and may include
how you live your life. However, these risks are minimal and similar in how you would

encounter them in your daily life.

Thank you for taking the time to read this, and will look forward to seeing your reply,

Kind regards,

Matthew Cronogue
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