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[bookmark: _Toc224429946][bookmark: _Toc225378795]Abstract
This report documents the second phase of the design process for The Traitors: UWTSD Edition, a mobile social deduction game set across University of Wales Trinity Saint David (UWTSD) campuses. Building on the wireframe storyboards, personas, and usability evaluations from Component 1, this phase advances those artefacts into full-colour, high-fidelity interface designs. The report evaluates three wireframe design directions using a structured testing matrix placing the relevant wireframe section immediately below each matrix result  presents the complete game navigation flowchart as a looped diagram, documents participant feedback, examines the data collection strategy for a working application, and reflects on the tension between pure usability and richer user experience. References follow IEEE format, drawing from peer-reviewed sources from 2019 to 2026.
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[bookmark: _Toc225378797]1.0 Introduction
This report outlines the design and evaluation of a full-colour mobile interface prototype for The Traitors: UWTSD Edition, a UWTSD-themed social deduction game. Building on initial user research from Component 1 including six representative personas, MoSCoW requirements (figure 2), wireframes, and early usability testing [1] three design directions (Medieval Immersive, Modern Dark, Codex-Quest) were tested using the Cognitive Walkthrough method [2]. The report presents design decisions, usability testing results, and the final navigation flowchart, demonstrating how user-centred design and iterative testing were applied to create an engaging and functional game interface.
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[bookmark: _Toc224432293][bookmark: _Toc225377590]Figure 2: Explain what the MoSCoW requirements for better understanding are


[bookmark: _Toc224257286][bookmark: _Toc224429807][bookmark: _Toc224429948][bookmark: _Toc225378798]2.0 Full-Colour Storyboards: Design, Graphics, and Colour Scheme
[bookmark: _Toc224257288][bookmark: _Toc224429808][bookmark: _Toc224429949][bookmark: _Toc225378799]2.1 Wireframe Design Evaluation
The three wireframe design directions were systematically compared using the four-question Cognitive Walkthrough testing matrix across six criteria. Below the figure 3 presents the full comparison, informing the selection of the final integrated design direction.
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[bookmark: _Toc224432294][bookmark: _Toc225377591]Figure 3: Wireframe design comparison matrix. Scores derived from testing matrix application across five participants.

Design B (Modern Dark) scored highest on usability criteria particularly accessibility and navigation clarity making it the strongest structural base [3]. However, participant feedback consistently indicated Design B felt 'too generic', lacking the dramatic tension central to the Traitors format. Design A's medieval atmosphere and Design C's UWTSD campus references scored higher on emotional engagement [4]. The final design therefore adopts Design B's navigation structure, integrates Design A's dark atmospheric colour palette (Deep Navy, Antique Gold, Crimson), and incorporates Design C's campus-specific imagery [5].



[bookmark: _Toc224257289][bookmark: _Toc224429809][bookmark: _Toc224429950][bookmark: _Toc225378800][bookmark: _Toc224257290]2.2 Full-Colour Design: Colour Scheme, Typography, and Graphics
The final colour scheme combines Design A's atmospheric palette with Design B's structural clarity:
Here is a explanation for where each colour is used in the UI screens in below figure 4:
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[bookmark: _Toc224432295][bookmark: _Toc225377592]                              Figure 4: explanation for where each colour is used in the UI screens










Below the Palette colour which are used in final design B
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[bookmark: _Toc224432296][bookmark: _Toc225377593]Figure 5: show the palette of each colour use in final wireframe

[bookmark: _Toc224429810][bookmark: _Toc224429951]The interface uses a dark navy background with gold accents to create strong visual contrast, improving readability and aligning with usability principles such as visibility of system status. This ensures that key actions such as voting and confirming selections are easily identifiable.
Typography combines serif-style headings for thematic immersion with sans-serif body text for clarity and readability. This supports cognitive load reduction by making information easier to process.
Graphical elements include stylised character illustrations and immersive backgrounds that enhance engagement. These align with user experience principles by creating emotional involvement while maintaining functional clarity.

[bookmark: _Toc225378801]2.3 Changes from Wireframes
Several improvements were made following usability testing. The voting button was repositioned to ensure visibility without scrolling, addressing earlier usability issues. The night phase was redesigned to include a clear “Faithful Wait” state, reducing confusion. Additionally, summary screens were corrected to improve readability and prevent inverted text errors identified in earlier designs.
[bookmark: _Toc225378802]2.4 Navigation Flow
The navigation flowchart demonstrates a structured gameplay sequence with two loops: a “Play Again” loop returning users to persona selection, and a “Next Round” loop continuing gameplay. This ensures flexibility and supports continuous engagement.

[bookmark: _Toc225378803]2.5 Screen Design Discussion
The figures illustrate the complete gameplay flow below:
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[bookmark: _Toc224432297]Figure 6: shows the full wireframe description of final design B

[bookmark: _Toc225378804]Below the Wireframe of final design B

[image: ]                                       [image: ]                          	   [image: ]
[bookmark: _Toc225377594]Figure 6 Figure 6.1 – Splash Screen        		Figure 6.2 – Sign-Up Screen       	                                  Figure 6.3 – Persona Selection (Grid View) 	
[image: ]				  [image: ]  	          		[image: ]
Figure 6.4 – Persona Details Screen			    Figure 6.5 – Create Persona Screen			Figure 6.6 – Persona Lobby
		

[image: ]				[image: ] 				  [image: ]			  
Figure 6.7 – Role Reveal (Split Screen)			Figure 6.8 – Traitor Reveal Screen		   	 Figure 6.9 – Night Phase: Conspiracy

 [image: ]                    		[image: ]                    	   	 [image: ] 
 Figure 6.10 – Morning Discussion Screen		Figure 6.11 – Active Mission Screen	            		 Figure 6.12 – Mission Success Screen		

[image: ]                                      [image: ]                         		    [image: ]  
Figure 6.13 – Round Table Accusation			Figure 6.14 – Night Phase: Conspiracy Meeting	 	        Figure 6.15 – Winner Screen

[image: ]                                      [image: ]                             	  [image: ]

Figure 6.16 – Game Summary Screen			Figure 6.17 – Finish the Game Screen			Figure 6.18 – Feedback Screen   

[bookmark: _Toc224257293][bookmark: _Toc224429811][bookmark: _Toc224429952][bookmark: _Toc225378805]3.0 Prototype Feedback and User Testing
[bookmark: _Toc224257294]Testing Matrix Evaluation and Feedback Collection  is a method to assess designs against set criteria and gather user feedback to identify issues and guide improvements.
[bookmark: _Toc224429812][bookmark: _Toc224429953][bookmark: _Toc225378806]3.1 Testing Methodology
Usability testing combined Cognitive Walkthrough [2] with structured interviews [10]. The four-question testing matrix format — as shown on the slide provided (Image 4) was applied to each critical screen. Five participants were recruited matching the Component 1 personas: Aisha (first-year undergraduate), Elena (mature part-time student), Tom (postgraduate researcher), Dr Gareth (academic staff), and Priya (international student). This deliberate sampling ensured coverage across age ranges, technical confidence, and accessibility needs [11].

[image: ]
[bookmark: _Toc225377595]Figure 7: The four-question Cognitive Walkthrough testing matrix (Image 4 provided). This format was applied to each critical screen in Sections 3.2.1–3.2.4.

[bookmark: _Toc224257295][bookmark: _Toc224429813][bookmark: _Toc224429954]Participants walked through two tasks using printed colour storyboards: (1) registration and persona creation, and (2) a complete voting round. Sessions lasted approximately 45 minutes, conducted individually to prevent social desirability bias. Each matrix below is followed immediately by the wireframe screenshot(s) directly relevant to that screen evaluation.

[bookmark: _Toc225378807]3.2 Testing Matrix Results
[bookmark: _Toc224257296][bookmark: _Toc224429814][bookmark: _Toc224429955][bookmark: _Toc225378808]3.2.1 Design A — Medieval Immersive: Full Testing Matrix
Design A features dark stone corridor backgrounds, parchment-scroll UI cards, candlelit amber tones, and ornate serif typography inspired by the Traitors castle setting. The complete wireframe is shown below, followed by the testing matrix applied to every screen.

[image: ]			[image: ]	      		[image: ]	       
Figure A.1 – Splash Screen			Figure A.2 – Community Selection Screen                                  Figure A.3 – Community Registration Screen




[image: ] 			[image: Portrait mobile persona screen]		[image: ]
Figure A.4 – Clan Access: Login Screen			Figure A.5 – Choose Your Persona Screen	                  Figure A.6 – Create Your Persona Screen






[image: ]			[image: ]			[image: ]
Figure A.7 – Pre-Game Lobby Screen			Figure A.8 – Role Reveal Screen	                                            Figure A.9 – Round Table Discussion Screen


[image: ]		            [image: ]		           [image: ]		    
Figure A.10 – Voting Poll Screen			Figure A.11 – Banishment Reveal Screen		Figure A.12 – Night Phase Screen






[image: ] 			[image: ]    			[image: ]
Figure A.13 – The Conclave Screen			Figure A.14 – Morning Phase Screen		Figure A.15 – Morning Phase: Treasure Cloisters





[image: ]			[image: ]			[image: Fantasy level complete screen]	
Figure A.16 – Victory & Reward Screen			Figure A.17 – Game End Screen			Figure A.18 – Game Summary Screen

A: Design A — Medieval Immersive Screen Descriptions

[image: ]
[bookmark: _Toc225377596]Figure 8: Description of design A

[image: ]
[bookmark: _Toc225377597]Figure 9: Description of design A


Testing Matrix of Design A
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[bookmark: _Toc224432300][bookmark: _Toc225377598]Figure 10: Testing matrix question, Ans and evaluator notes of design A
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[bookmark: _Toc224432301][bookmark: _Toc225377599]Figure 11: Testing matrix question, Ans and evaluator notes of design A
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[bookmark: _Toc224432302][bookmark: _Toc225377600]Figure 12: Testing matrix question, Ans and evaluator notes of design A
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[bookmark: _Toc224432303][bookmark: _Toc225377601]Figure 13: Testing matrix question, Ans and evaluator notes of design A
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[bookmark: _Toc224432304][bookmark: _Toc225377602]Figure 14: Testing matrix question, Ans and evaluator notes of design A
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[bookmark: _Toc224432305][bookmark: _Toc225377603]Figure 15: Testing matrix question, Answers and evaluator notes of design A


[image: ]
[bookmark: _Toc224432306][bookmark: _Toc225377604]Figure 16: Testing matrix question, Answers and evaluator notes of design A
[bookmark: _Toc224337396]Design A total score: 26/40 satisfactory answers. Key failures: Night phase Faithful view (N,N,N — critical), inverted final summary screens (N,N,N — critical), no carousel swipe hint, vote button below fold. Atmospheric quality is high but consistent critical usability failures prevent selection as the final design.

[bookmark: _Toc224429815][bookmark: _Toc224429956][bookmark: _Toc225378809]3.2.2 Design B — Modern Dark: Full Testing Matrix
Design B uses a consistent midnight navy palette, bold graphic character illustrations, clear bottom navigation bar, and a structured screen-by-screen game flow. The complete wireframe is shown below, followed by the testing matrix.

Design B — Modern Dark wireframe storyboard
[bookmark: _Toc224432307][image: ] 				[image: ] 				[image: ]
[bookmark: _Toc225377605]Figure 17.1- Splash Screen                                                   					Figure17.2 - Sign-Up Screen       	                              Figure17.3-Persona Selection (Grid View) 	



[image: ]				  [image: ]  	          		[image: ]
Figure17.4-Persona Details Screen			    Figure17.5-– Create Persona Screen			Figure17.6-– Persona Lobby








		

[image: ]				[image: ] 				  [image: ]		Figure 17.7 – Role Reveal (Split Screen)		Figure 17.8 – Traitor Reveal Screen		 	Figure 17.9 – Night Phase: Conspiracy

 [image: ]                    		[image: ]                    	   	 [image: ] 
 Figure 17.10 – Morning Discussion Screen		Figure 17.11 – Active Mission Screen	            		 Figure 17.12 – Mission Success Screen	


	

[image: ]                                      [image: ]                         		    [image: ]  
Figure 17.13 – Round Table Accusation			Figure 17.14 – Night Phase: Conspiracy Meeting	 	        Figure 17.15 – Winner Screen







[image: ]                                      [image: ]                             	  [image: ]

Figure 17.16 – Game Summary Screen			Figure 17.17 – Finish the Game Screen			Figure 17.18 – Feedback Screen  

Testing Matrix Results of Design B
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[bookmark: _Toc224432308][bookmark: _Toc225377606]Figure 18: Testing matrix question, Answers and evaluator notes of design B

[image: ]
[bookmark: _Toc224432309][bookmark: _Toc225377607]Figure 19: Testing matrix question, Answers and evaluator notes of desi

[image: ]
[bookmark: _Toc224432310][bookmark: _Toc225377608]Figure 20:  Testing matrix question, Answers and evaluator notes of design B
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[bookmark: _Toc224432311][bookmark: _Toc225377609]Figure 21:  Testing matrix question, Answers and evaluator notes of design B

[bookmark: _Toc224341128][bookmark: _Toc224429816][bookmark: _Toc224429957]Design B total score: 36/40 satisfactory answers. No critical N failures. Minor issues: Night phase has no Faithful waiting state, morning discussion transition could be smoother, game summary scroll depth not indicated. Design B is the strongest performer across all matrix criteria and is recommended as the base for the final design.

[bookmark: _Toc225378810]3.2.3 Design C — Codex-Quest: Full Testing Matrix
Design C uses parchment-texture backgrounds, a hand-drawn library aesthetic, UWTSD campus references, and an alliance-based registration system. The complete wireframe is shown below, followed by the testing matrix.

  Design C — Codex-Quest wireframe 
[image: ] 	                           [image: ] 		         [image: ] 		
Figure C.1 – Welcome: Traitor UWTSD (Sign In)		Figure C.2 – Welcome: Traitor UWTSD (Register)	              Figure C.3 – Create Your Codex Account


[image: ]             	       	[image: ]  	               [image: ]  
Figure C.4 – Select a University Persona	                   Figure C.4 – Select a University Persona                  Figure C.6 – Select a University Persona (Archives)



[image: ] 		[image: ] 		[image: ]
Figure C.7 – The Grand Library: UWTSD Lobby	         Figure C.8 – UWTSD Lobby: The Faithful Alliance            Figure C.9 – Role Reveal: The Faithfull or The Traitor
		
[image: ] 			[image: ]  		[image: ]   
Figure C.10 – Your Role: The Traitor			Figure C.11– Your Role: The Faithful		Figure C.12 – Night Phase Screen
[image: ]   			[image: ] 		[image: ] 
Figure C.13 – Morning Breakfast Discussion		Figure C.14 – Alliance Accusation Screen          Figure C.15 Figure C.13 – Alliance Accusation Screen
[image: ]  			[image: ]   		[image: ] 
Figure C.16 – Game Lobby: Pre-Game Convening		Figure C.17 – Index of Scholars	Figure C.18 – Treasure Task: The Forbidden Codex

[image: ] 			[image: ]  		[image: ] 
Figure C.19 – Traitor Victory: Congratulations Screen	Figure C.20 – Faithful Victory: Winner Screen	 Figure C.21 – Leave Your Feedback (Form)

	
  [image: ]
[bookmark: _Toc224432312] Figure C.20 – Leave Your Feedback (Ratings)

Figure C: Design C — Codex-Quest Screen Descriptions

[image: ]
[bookmark: _Toc225377610]Figure 22: Description of design C

[image: ]
[bookmark: _Toc225377611]Figure 23: Description of design C

















[bookmark: _Toc225378811]Testing Matrix of design C

[image: ]
[bookmark: _Toc224432313][bookmark: _Toc225377612]Figure 24: Testing matrix question, answers and evaluator notes of design C



[image: ]
[bookmark: _Toc224432314][bookmark: _Toc225377613]Figure 25: Testing matrix question, answers and evaluator notes of design C

[image: ]
[bookmark: _Toc224432315][bookmark: _Toc225377614]Figure 26: Testing matrix question, answers and evaluator notes of design C
Design C total score: 24/40 satisfactory answers. Critical failures: Lobby reveals Traitor identity before game begins (N — game-breaking), 'Initiate Unflow' and 'Submit to Judgment' non-standard labels (N x3), night phase Faithful view confusion (N,N,N). Strong UWTSD campus atmosphere and detailed feedback forms are positives but cannot compensate for critical usability failures.
[bookmark: _Toc224341129][bookmark: _Toc224429817][bookmark: _Toc224429958][bookmark: _Toc225378812]4.0 Design Selection and Final Navigation Flowchart
[bookmark: _Toc224341130][bookmark: _Toc224429818][bookmark: _Toc224429959][bookmark: _Toc225378813]4.1 Comparative Summary and Design Selection
Below figure 27 compares the three designs across eight screen categories plus overall criteria, drawing scores directly from the matrices. The totals are Design A — 26/40, Design B — 36/40, Design C — 24/40.

[image: ]
[bookmark: _Toc224432316][bookmark: _Toc225377615]Figure 27: Comparative testing matrix summary across all three wireframe designs. Design B selected as final base.

Design B is selected as the foundation for the final design. It is the only design with no critical N failures across the full matrix. Its structured navigation, consistent visual language, and complete game flow — including both Mission and Summary/Winner screens provide the most complete and usable framework [3]. Design A's medieval atmosphere and Design C's UWTSD campus imagery is retained as thematic overlays: the final design adopts Design B's screens and navigation structure but applies Design A's dark atmospheric colour palette (Deep Navy, Antique Gold, Crimson) and integrates Design C's campus-specific character naming and library-setting imagery [4][5].
[bookmark: _Toc224257287][bookmark: _Toc224429819][bookmark: _Toc224429960][bookmark: _Toc225378814]4.2 Final Design Navigation Flowchart
Figure 28 presents the complete looped navigation flowchart for the final design, derived directly from Design B's screen sequence as confirmed by the testing matrix results. The flowchart shows two feedback loops: the Play Again loop (gold solid line, left) returns players from the Play Again / Exit screen back to Persona Selection for a new game; the Next Round loop (green dashed line, right) returns from Mission Success back to Morning Discussion for another game round without restarting. The night phase branches into the Faithful Wait screen and the Night Phase Conspiracy screen (Traitor-only), both converging at Round Table Discussion.

[image: ]
[bookmark: _Toc224432317][bookmark: _Toc225377616]Figure 28: Final design navigation flowchart — based on Design B screen sequence, selected from testing matrix evidence. Gold loop (left) = Play Again returning to Persona Selection. Green dashed loop (right) = Next Round returning to Morning Discussion. Night phase



[bookmark: _Toc224429820][bookmark: _Toc224429961][bookmark: _Toc225378815]5.0 Feedback Collection: Process and Summary
[bookmark: _Toc224337403][bookmark: _Toc224429821][bookmark: _Toc224429962][bookmark: _Toc225378816]5.1 Process
Five participants completed usability walkthrough sessions using the printed storyboard of the final prototype. Participants represented the personas defined in Component 1: Aisha (first-year undergraduate), Elena (mature part-time student), Tom (postgraduate researcher), Dr Gareth (academic staff), and Priya (international student). Each participant completed two tasks: (1) registration and persona creation, and (2) participation in a full voting round. Sessions lasted approximately 45 minutes and followed a structured interview protocol [9]. During testing, the usability matrix was applied to each screen to collect additional Y/N/? evidence regarding clarity, navigation, and interaction flow.
[bookmark: _Toc224337404][bookmark: _Toc224429822][bookmark: _Toc224429963][bookmark: _Toc225378817]5.2 Feedback Summary
The usability testing results confirm that the final design, based on Design B, performed strongly across most evaluation criteria. Participants reported that the navigation structure was clear and that the overall gameplay sequence was easy to understand. The registration and persona creation processes were completed successfully by all participants, demonstrating that the onboarding flow is intuitive. Campus imagery generated stronger positive reactions than predicted, consistent with place-based identity research in educational games [8]. Details are below in figure 29:

[image: ]
[bookmark: _Toc224432318][bookmark: _Toc225377617]Figure 29: : Participant feedback summary and design changes all traceable to matrix findings

Some minor usability improvements were identified during testing. Participants suggested clearer visual indicators for scrolling within the game summary screen and smoother transitions between discussion and mission phases. In addition, the night-phase waiting state for Faithful players could be made more explicit to prevent confusion. These issues were considered minor and do not significantly affect overall gameplay usability. Below (figure 30) show the results in pie chart:

[image: ]
[bookmark: _Toc224432319][bookmark: _Toc225377618]Figure 30: pie chart shows the result of each design in percentage


Emotional response data showed that four participants felt excited or curious following the role reveal, while three participants reported feeling tense during the voting phase [10]. These reactions align with the intended emotional experience of a social deduction game. Participants also responded positively to the integration of campus-themed imagery and character identities, which helped create a stronger sense of immersion and relatability within the university environment. Below figure 31 shows as line chart:
[image: ]
[bookmark: _Toc224432320][bookmark: _Toc225377619]Figure 31: line chart shows the emotional response during gameplay


5.3 Feedback Conclusion
Overall, the testing process confirmed that the final design provides a functional, engaging, and intuitive gameplay experience. The navigation framework derived from Design B proved effective for guiding players through the game stages while maintaining clarity and consistency across screens. Participant feedback also confirmed that the design successfully creates emotional engagement during key moments such as role reveal and voting.



[bookmark: _Toc224257301][bookmark: _Toc224429823][bookmark: _Toc224429964][bookmark: _Toc225378818]6.0 Data Collection in the Working Version
[bookmark: _Toc224257302][bookmark: _Toc224429824][bookmark: _Toc224429965][bookmark: _Toc225378819]6.1 Automatically Collected Usage Data
A multi-layered data collection strategy would follow Hassenzahl and Tracinski’s [14] distinction between instrumental (usability) and hedonic (emotional) data. Automatic collection would include:
1. Session duration and drop-off points: analytics events fired at each screen transition in the navigation flowchart (Figure 26) to identify where players disengage [15]
1. Error rates: taps on non-interactive elements logged per screen to map navigation failures against specific wireframe locations
1. Feature activation rates: tracking which optional features  Quiet Mode, accessibility settings, animation skip — are actually used versus selected at onboarding
1. Round completion rates: percentage of games reaching a victory versus those abandoned mid-round, segmented by player role (Traitor vs Faithful)
1. Voting behaviour: time to cast vote and frequency of vote changes before confirmation indicator of decisional paralysis caused by interface design [16]
1. Persona selection frequency: which of the six UWTSD characters is most selected, informing future character design priorities.

[bookmark: _Toc224257303][bookmark: _Toc224429825][bookmark: _Toc224429966][bookmark: _Toc225378820]6.2 User-Reported Emotional and Experiential Data
Automatic data cannot capture the subjective dimensions central to a social deduction game's success [17] as show in the below (figure 32). User-reported data would be gathered through:
1. In-app end-game feedback form (as shown in Design C Figure rows 4–5 and enhanced following testing): star rating, open text, and emoji emotional response at the natural end of each game loop
1. Periodic push notification surveys: 3-question pulse surveys using the validated Game Experience Questionnaire (GEQ) [18]
1. Optional in-game reaction taps at key dramatic moment’s role reveal, banishment, victory capturing real-time emotional state without interrupting gameplay.
[image: ]
[bookmark: _Toc224432321][bookmark: _Toc225377620]Figure 32: Briefly explain the data collection method

[bookmark: _Toc224257304][bookmark: _Toc224429826][bookmark: _Toc224429967][bookmark: _Toc225378821]6.3 How Data Would Influence the Next Version
[bookmark: _Toc224257305][bookmark: _Toc224429827][bookmark: _Toc224429968]An Agile UX cycle [19] with fortnightly analytics review and monthly qualitative analysis would prioritise high drop-off screens for Cognitive Walkthrough redesign. Features with low activation rates would be considered for removal or repositioning. Emotional data would calibrate pacing of dramatic moments: consistently neutral role reveal reactions would trigger revision of animation duration or sound design. Persona selection data could drive introduction of new university-specific characters. Usage data is continuous and requires no user interaction but reveals only behaviour, not motivation; emotional data requires active participation and introduces response bias [20]. Triangulating both streams mitigates these limitations. In practice, this strategy would be implemented using Firebase Analytics for automatic event logging and Mixpanel for funnel analysis and retention cohorts, both of which integrate with standard React Native and Flutter mobile frameworks [15]. For in-app surveys, a lightweight SDK such as Qualtrics Mobile Surveys would deliver the Game Experience Questionnaire [18] at natural session endpoints without interrupting gameplay. Critically, all data collection must comply with the UK General Data Protection Regulation (UK GDPR) and the Data Protection Act 2018. Players must provide
 explicit informed consent before any personal or behavioural data is collected; data must be stored within the UK or in adequacy-approved jurisdictions; and players must be able to request deletion of their data at any time. Anonymisation at the point of collection, through hashed player IDs rather than names or email addresses, reduces compliance risk while preserving analytical utility. These constraints should be designed into the data architecture from the outset rather than retrofitted, as post-launch remediation is significantly more costly and may undermine player trust [19].
[bookmark: _Toc225378822]7.0 Usability Versus User Experience Analysis: Tensions and Resolutions
[bookmark: _Toc224257306]
[bookmark: _Toc224429828][bookmark: _Toc224429867][bookmark: _Toc224429969][bookmark: _Toc225378823][image: ]
[bookmark: _Toc224432322][bookmark: _Toc225377621]Figure 33: Brief definition of usability and user experience

[bookmark: _Toc224429829][bookmark: _Toc224429970][bookmark: _Toc225378824]7.1 What a Pure Usability Approach Would Have Produced
Comparing Design B (the highest scoring on Table 1's usability criteria) with Designs A and C illustrates this tension directly. A purely usability-focused approach guided by Nielsen's heuristics (figure 34) [2], WCAG guidelines [6], and efficiency metrics would have extended Design B's model further: a light high-contrast theme, standard system font replacing Cinzel Decorative, disabled animations by default, and direct task-completion paths replacing the game-phase narrative structure [21]. The role reveal would be a simple notification card rather than the dramatic two-screen animated sequence. The atmospheric campus imagery from Design C would be replaced with faster-loading generic graphics.

[image: ]
[bookmark: _Toc225377622]Figure 34: Explain the Nelson Usability heuristic rules

[bookmark: _Toc224257307][bookmark: _Toc224429830][bookmark: _Toc224429971][bookmark: _Toc225378825]7.2 Conflicts and Resolutions
The night phase blackout (Matrix 4,) presented the most significant conflict: the dramatic atmosphere of Design A and C's blackout screens directly violated Nielsen's principle of clear system status visibility [2], causing Faithful players to mistake the intentional blackout for an app crash. The resolution adding a 'Waiting for Morning…' animated indicator preserved the dramatic atmosphere while restoring status visibility, satisfying both experiential and instrumental goals simultaneously [14].
The second conflict was typography: Cinzel Decorative enhanced Design A's atmospheric quality but reduced legibility for two participants. The resolution restricted Cinzel Decorative exclusively to screen titles and retained Nunito Sans for all interactive labels preserving the aesthetic where it adds value and removing it where it creates friction [7].
The persona card-flip animation (Design A row 2; Design B top row) posed a similar tension: participants with lower digital literacy found the gesture interaction uncertain. The resolution added a 'Tap to reveal' affordance label beneath each card, retaining the satisfying interaction for experienced users while making the mechanic explicit for novices [8]. These resolutions reflect the fundamental design philosophy: usability establishes the floor below which the interface must not fall; user experience design determines how far above that floor the product can reach [22].
[bookmark: _Toc224257308][bookmark: _Toc224429831][bookmark: _Toc224429972][bookmark: _Toc225378826]
8.0 Reflective Summary
[bookmark: _Toc224429832][bookmark: _Toc224429871][bookmark: _Toc224429973][bookmark: _Toc224257309][bookmark: _Toc224429833][bookmark: _Toc224429974]The design process followed a user-centred approach grounded in the double-diamond model [5], alternating between divergent exploration (three distinct wireframe directions) and convergent evaluation (Cognitive Walkthrough testing matrices applied to every critical screen). Reflecting on this process, the most significant learning was methodological: running three parallel design directions rather than iterating a single concept exposed issues that incremental refinement would have obscured. Design C’s Traitor-identity leak in the lobby and Design A’s inverted summary screens are examples of critical failures that only became visible through direct comparison under controlled testing conditions. Usability theory informed every major decision, but its application was not always straightforward. Nielsen’s heuristic of system status visibility [2] directly conflicted with the atmospheric night-phase blackout that both Design A and Design C used to create tension. Resolving this by adding a ‘Waiting for Morning…’ animated indicator illustrated a broader principle: usability heuristics are not absolute rules but negotiating positions. Each violation requires a cost-benefit judgement about what the user loses in clarity versus what they gain in experience. This is a subtlety that purely heuristic-based evaluation misses, and it reinforced the importance of testing with real users rather than relying on expert review alone. The inclusion of real users representing the Component 1 personas proved essential. Participant feedback revealed that campus-specific imagery generated stronger positive responses than anticipated, consistent with place-based identity theory [13]. This was not something the designer could have predicted from usability principles alone, and it changed the final design direction by integrating Design C’s UWTSD visual identity into Design B’s structural framework. This synthesis would not have occurred without user evidence. One limitation of this process was the small participant sample. Five participants, while sufficient for identifying the most critical usability failures per Nielsen’s diminishing returns model [2], cannot fully represent the diversity of UWTSD’s student population. Future iterations should expand to ten or more participants and should include accessibility-focused testing with users who have visual or motor impairments, given the WCAG 2.2 commitments made in the design [6]. A second limitation is that all testing used printed storyboards rather than an interactive prototype; transition timing, animation feedback, and gestural interactions could not be evaluated, and these are precisely the elements where the final design departs most significantly from a minimal usability baseline. The process confirmed Hassenzahl and Tractinsky’s [14] view that usability and user experience are complementary rather than competing dimensions. The challenge is not choosing between them but calibrating the trade-off at each design decision. The testing matrix operationalised this calibration by providing a consistent Y/N/? framework that made trade-offs visible, traceable, and defensible to stakeholders. Applying this matrix discipline to every screen, not just the ones expected to be problematic, is the single most valuable practice this project would carry forward.

[bookmark: _Toc225378827]9.0 Conclusion
This report has presented a rigorous, evidence-based process of advancing The Traitors: UWTSD Edition from wireframe to full-colour interface design. The looped game navigation flowchart provided the structural foundation for both design and evaluation, making the Play Again and Next Round feedback cycles explicit. Testing matrix evaluation of three wireframe directions with relevant wireframe screenshots placed directly beneath each matrix produced a transparent and traceable design rationale. Structured participant feedback from persona-representative users generated actionable improvements to colour, navigation, timing, and accessibility. Usability and user experience, while sometimes in tension, were consistently shown to be complementary rather than contradictory: usability sets the floor; experiential design determines how high above it the product can reach.
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[bookmark: _Toc224257311][bookmark: _Toc224429835][bookmark: _Toc224429976][bookmark: _Toc225378829]11.0 Appendix A: Complete Wireframe Sets
The following figures reproduce the three complete wireframe sets at full size for detailed reference. These are the source images from which the cropped sections in Sections 3.2.1–3.2.4 were extracted.

[bookmark: _Toc224257312][bookmark: _Toc224429836][bookmark: _Toc224429977][bookmark: _Toc225378830]Figure A.1: Design A — Medieval Immersive (Complete)
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[bookmark: _Toc224432323][bookmark: _Toc225377623]Figure 35: Complete Design A wireframe storyboard set. Rows top to bottom: (1) Splash, Community Selection, Registration, Clan Login; (2) Persona Creation, Pre-Game Lobby, Role Reveal, Persona Chooser; (3) Round Table, Voting Poll, Banishment, Night Phase, 


[bookmark: _Toc224257313][bookmark: _Toc224429837][bookmark: _Toc224429978][bookmark: _Toc225378831]Figure A.2: Design B — Modern Dark (Complete)
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[bookmark: _Toc224432324][bookmark: _Toc225377624][bookmark: _Toc224257314]Figure 36: : Complete Design B wireframe storyboard set. Row 1 — Splash through Persona Lobby. Row 2 — Role Reveal x2, Night Phase, Morning Discussion, Active Mission, Mission Success. Row 3 — Accusation, Conspiracy Meeting, Winner Screen, Round Summary, Gameplay
[bookmark: _Toc224429838][bookmark: _Toc224429979][bookmark: _Toc225378832]Figure A.3: Design C — Codex-Quest (Complete)
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[bookmark: _Toc225377625][bookmark: _Toc224432325]Figure 37: Complete Design C wireframe storyboard set. Row 1 — Welcome/Login/Account Creation (5 screens). Row 2 — Persona Archives, Library Lobby, UWTSD Lobby, Role Reveal Traitor, Role Reveal Faithful. Row 3 — Night Phase, Morning Discussion, Round Summary, 
End Of Report
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Figure

Figure A1

Screen Name

Splash Screen

Description

Displays the game title ‘The Traitors: UWTSD
Version' with a Start Game button, accessibility
settings, and bottom navigation bar including Help,
Quiet Mode, and University Map options.

Figure A.2

Community Selection
Screen

Presents the community hub with options to Sign
Up/Register o Play as a Guest, alongside a treasure
chest visual reinforcing the game’s reward
mechanics.

Figure A.3

Community
Registration Screen

Provides a structured registration form collecting
UWTSD Student or Staff ID, Unique Traitor Name,
Primary Faculty Affliation, and a personal Cloister
Oath phrase, with Confirm Details and Cancel/Back
actions

Figure A4

Clan Access: Login
Screen

Offers returning users a University ID and password
login with an Enter the Cloisters call-to-action and a
password reset option, grounding authentication in
campus identity.

Figure A5

Choose Your Persona
Screen

Displays a vertically scrollable list of selectable
personas including The Lecturer and The Night
Guard, each with a brief character description and a
Select button

Figure A6

Create Your Persona
Screen

Allows players to build a custom character by
entering a University ID, selecting level, campus
affiliation, department, and accessibility preferences,
before confirming with Confirm & Create.

Figure A7

Pre-Game Lobby
Screen

Lists all joined players waiting for the session to
begin, showing a participant counter (4/22) and a
Confirm & Ready button once the minimum player
threshold is reached.

Figure A.8

Role Reveal Screen

Reveals the player's assigned role — shown here as
Traitor — displayed on a dramatic parchment card
flanked by Faithful and Traitor labels, accompanied
by a mission briefing below.

Figure A.9

Round Table
Discussion Screen

Faciltates Day 1 discussion and debate, listing
active player messages and presenting Voice an
Accusation and Request Quiet Mode actions at the
bottom of the screen.

Figure A.10

Voting Poll Screen

Displays the current banishment pool with each
player's accumulated vote percentage, enabling
players to Cast Vote and eliminate the most-
suspected participant

Figure A.11

Banishment Reveal
Screen

Announces the banished player with a full-screen
reveal card confirming their role — shown here as
“They Were a Faithful — with a Continue to Night
Phase prompt
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Figure A.12

Screen Name

Night Phase Screen

Signals the transition to the covert night phase with 2
full-screen atmospheric overlay, confirming Night
Phase Initiated and prompting Traitors to Enter
Conclave.

Figure A.13

The Conclave Screen

Provides the Traitor-only secret meeting space with
The Conclave Summons briefing and a Cast Silent
Vote option, allowing Traitors to coordinate their next
elimination target.

Figure A.14

Morning Phase Screen

Opens the Breakfast Conclave discussion phase,
notifying all players that the cloisters are silent and
that a player has been eliminated, with a Voice an
Accusation button to begin the morming found

Figure A.15

Morning Phase:
Treasure Cloisters

Presents a cooperative treasure-collection objective
tied to the morning phase, with a Voice-to-Code
interaction mechanic visible at the bottom of the
screen

Figure A.16

Victory & Reward
Screen

Celebrates the end of the game with a treasure ches
reveal, displaying total rewards collected and a View
Collection button to review all eamed items and
achievements

Figure A.17

Game End Screen

Reproduces the final summary screen in an
inverted/mirrored text layout, identified during testing
as a crifical usability failure where summary content
rendered illegibly for all five participants.

Figure A.18

Game Summary Screen

Shows the post-game player summary table
including scores, roles, and outcomes, also rendered
in inverted orientation — confirming the N, N, N
critical failure recorded in the Design A testing matrix
evaluation.
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Y

Y

Evaluator Notes.

‘Game e, edition name, and tagine
establish contexd immediately.

“Play Now button is the dominant gold
‘CTA: How to Play’ and ‘Accessibilty
Setiings' secondary

‘Standard button hierarchy — primary
action visually distinct

No ambiguity — screen communicates.
‘game identity and primary action
clearly

Two clear paths: Sign Up (save
progress) and Play as Guest

Both but
CTA sty

tons clearly abelled with gold
ing

‘Standard mobile authentication pattern
— universally understood

“Already have an account? Log In ik
present but small — could be missed
by new users

Thee character cards visible with
name. role, and personalty description

“Select Persona’ checkbox button
under each card dlearly indicates
action

“Create Your Oun Persona’ option also
present and labelled

‘Selected state visually indicated; Back
to Menu' navigation visibie

Ful persana detail shown: name, role,
study field, personalty trait

“Confirm & Save’ button prominent at
botiom

'Go Back to Selector link present for

Personaly tait sider (Observant—
‘Confident) gives addiional character
depth

Name entry field with Affiation
(StudentStaff) and Stucy Field
Selection clear

“Confitm & Save' button present, ‘Go
Back fo Selector'available

Radio bution and dropdown selection
familiar mobile patterns

Field validation implied by button state:
— Tow s linear and clear
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Persona Lobby "Start
Game'

Role Reveal "Acknowledge
Role"

Role Briefing — Traitor
“Enter Game'

Night Phase: Conspiracy
“Confirm Target”

Moming Discussion ‘Cast
Suspicion Vote

Does the user know what needs to be.
done?

Can the user see a controlto do that?

Is it obvious how the control works?

Does the user understand the.
feedback given?

Does the user know what needs fo be.
done?

Can the user see a controlto do that?

Is it obvious how the control works?

Does the user understand the.
feedback given?

Does the user know what needs fo be.
done?
Can the user see a controlto do that?

Is it obvious how the control works?

Does the user understand the.
feedback given?

Does the user know what needs fo be.
done?

Can the user see a controlto do that?

Is it obvious how the control works?

Does the user understand the.
feedback given?

Does the user know what needs fo be.
done?

Can the user see a controlto do that?

Is it obvious how the control works?

Does the user understand the.
feedback given?

Selected persona summary (Alex,
Student, Computer Science) shown
with role and trait

“Start Game' and Create New
Persona’ buttons both visible

Standard lobby layout — player ready
State clear

Persona grid showing other players
provides social context before game
starts

Both Traitor and Faithul oles shown
simuttaneously on spl screen

“Acknowledge Role’ CTA bution
present

Clear colour coding red Traitor icon,
white Faihful icon

Brief mission summaries (Hunt without
being caught / dentiy the Traitors)
visible

‘Role Revealed: The Traitor headine
with full mission bref

“Enter Game’ bution dominant at
bottom

‘Standard continue button

Grimsan shieid icon and role
descrption clearly estabiish Traitor
identity and objectives

“Night Phase: Conspiracy — Select
Target instruction clear for Trator
players

“Confirm Target button present; ‘Go
Back to Map'secondary option

Target selection appears as a tap
action — consistent with game
convention

No expiicit indication for Faithful
players of what they should do during
this phase

‘Moring Phase: Breakiast Discussion
— Voting Begins context estabished

Cast Suspicion Vote' and View
‘Accusations'butions both visible:

Both butons clearly labelled with
distinct purposes

Voting trigger feels abrupt — o
‘summary of previous night events.
shown first
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Active Mission ‘Confirm

Book Location"

‘Acknowledge Rewards'

Round Table Accusation
‘Confirm Accusation Vote'

Night Phase Conspiracy

Success

Meeting ‘Go Back to
Discussion’

Winner
Reward:

Screen ‘Claim

Does the user know what needs fo be.
done?

Can the user see a controlto do that?

Is it obvious how the control works?

Does the user understand the.
feedback gven?
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done?
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done?
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Does the user understand the.
feedback given?
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“Active Mission: Decode Chip / Night
Phase: Campus Library Hunt dual
context shown

Objective and Reward clearly
displayed; ‘Confirm Book Location’
butfon present

“View Map & Targets' secondary
navigation avallable

Traior Vigilance reward type visiole —
mission incentive clear

“WMission Complete: Hunt Success!
confirms outcome

“Acknowledge Rewards' and ‘Continue
Game' buttons present

Standard dual-bution layout — primary
and secondary actions distinct

Objective completed and reward
‘camed both confirmed on-screen

Target, Suspicion Level, Traitor
Evidence, and Last Mission shoun

“Confirm Accusation Vole' button
present at botiom

Standard confirmation button
Accusation vote and ‘Go Back o

Discussion' options both available —
decision flow could be clearer

Conspiracy meeting vith selected
Traior (Clara) shown with target
summary

“Confitm Accusation Vote' and ‘Go
Back fo Discussion’ both present
Standard two-option layout

Mission Status label Target: Clara’
may confuse Failhful players who see
this screen briefly

‘Congratulations Faithful Team! You
Win! result unambiguous

“Claim Rewards' and 'Share Result
buttons both present

Standard end-game celebration screen
tayout
Objectives completed and traitors.

sliminated summary provides
satisfying closure
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Game Summary (Round
Complete)

Finish the Game Play
Again / Leave Feedback’

Feedback & Suggestions
*Submit Feedback"

Does the user know what needs to be
done?
Can the user see a control to do that?

Is it obvious how the control works?

Does the user understand the
feedback given?

Does the user know what needs to be
done?

Can the user see a control to do that?

Is it obvious how the control works?

Does the user understand the
feedback given?

Does the user know what needs to be
done?

Can the user see a control to do that?

Is it obvious how the control works?

Does the user understand the
feedback given?

Full player table with Action, Targeted
By, and Total Reward columns.

No primary CTA needed —
informational screen with implicit scroll

Scroll depth not indicated — users
may not realise table continues

Bonus XP entries (+50 EXP) in smaller
text may be missed

‘Finish the Game' heading clear;
Evaluation metrics shown (Word
Mediation etc.)

‘Review Feedback', ‘Play Again', and
‘Leave Feedback'all present

Three-button layout is standard;
primary actions distinguished by
position

Score metrics (1/0, 2/0 etc.) provide
numerical feedback to players

*How's the game overall?' rating
prompt clear

Star rating, Top Likes/Dislikes, and
open text field all present

Standard feedback form — familiar
mobile pattern

‘Submit Feedback' and 'Play Again'
both present — clean exit and replay
options.
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igure

Figure C.1

Screen Name

Welcome: Traitor
UWTSD (Sign In)

Presents the atmospheric welcome screen featuring
a hooded figure, with options to Sign In or access the
game, establishing the Codex-Quest medieval library
aesthetic from the first interaction

Figure C.2

Welcome: Traitor
UWTSD (Register)

Provides the registration entry point with
usemame/email and password fields, alongside Sign
In and Register buttons and a Play as a Guest option
for quick access.

Figure C.3

Create Your Codex
Account

Collects user details for account creation including a
Temp Codex Initiation prompt, enabling players to
establish their university-linked identity within the
game’s lore.

Figure C.4

Select a University
Persona

Displays the Persona Archives browsing screen,
allowing players to scroll through and preview
available university-themed characters before
making.a selection.

Figure C.5

Create Your Codex
Account (Step 2)

Completes the account creation flow by collecting
additional profile details, with Forge an Alliance and
Create Codex action buttons to finalise the player's
in-game identity.

Figure C.6

Select a University
Persona (Archives)

Presents a detailed archive view of available
personas with character artwork and affiiation
details, supporting informed persona selection
aligned with the player's preferred role.

Figure C.7

The Grand Library:
UWTSD Lobby

Displays the pre-game gathering space styled as a
grand university library, showing joined players and a
waiting status, creating a thematic holding area
before the game begins.

Figure C.8

UWTSD Lobby: The
Faithful Alliance

Reveals the team alignment screen showing The
Faithful Allance and The Traitor Conclave divisions,
with player avatars grouped by their secretly
assigned roles prior to game start.

Figure C.9

Your Role: The Traitor

Reveals the Traitor role assignment with full briefing
text explaining the player's objective: to eliminate
Faithful players one by one in secret while avoiding
detection at the Round Table.

Figure C.10

Your Role: The Faithful

Reveals the Faithful role assignment with briefing
text emphasising cooperative strategy, group
survival, and identifying the hidden Traitor through
discussion and accusation

Figure C.11

Night Phase Screen

Signals the night phase transition with atmospheric
overlay text reading ‘It s the Night Phase. Whispers
must be silent.” and a Show the Luminescence
prompt for Traitors to convene.

Figure C.12

Morning Breakfast
cussion

Opens the Morning Breakfast Discussion phase
where all plavers reconvene bresentng the
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Screen Name

discussion prompt and a Submit Accusation button tc
begin the daily voting process.

Displays a
) Alliance Accusation . vote talies, and alliance
Figure C13  ‘gereen standings, alongside Trust Faithful and Distrust
Faithful action buttons for final voting
Shows the game lobby status screen with player
Figure C.1g | Game Lobby: Pre-Game | readiness indicators, current lobby informafion, and
igure C. Convening Join New Lobby and Begin Codex action buttons to
initate the session
Presents the Index of Scholars reference screen
) listing all active players, their university affiations,
HouxelClbpindexofischolas objectives, and current game status, serving as an
in-game player directory
Introduces the cooperative Treasure Task challenge,
Figwecig | Treasure Task: The the Forbidden Codex mission, with objectives,
igure C. Forbidden Codex reward values, and a Submit o Judgment action to
complete the in-game task.
Announces the Traitor team's victory with a Traitor
Figure .47 | Traitor Victory: Victor Declares Congratulations banner, listing the
Ero® Congratulations Screen  winning players, fotal treasure collected, and a
Submit to Judgment prompt
Celebrates the Faithful team's victory with winner
Figure c1g | Faithful Victory: Winner | detais, total rewards eamed, and player outcome
'gure C. Screen summaries, displayed with the game’s parchment-
scroll visual language
Provides a structured post-game feedback form with
Figure C.19 | Leave Your Feedback  feedback type selection, star rating, open text field
Ero® (Form) for suggestions, and a Submit Feedback button to
capture player éxperience data
Extends the feedback collection interface with emoji-
Figure .20 | Leave Your Feedback | based emotional respons indicators, toplies and

(Ratings)

dislikes options, and further suggestion fields to
aather qualitative user experience data.
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Welcome Screen (Hooded
Figure)

Welcome Screen (Login
Form)

Create Codex Account
(step )

Select University Persona
(Archive Grid)

Create Codex Account
(Step 2 — full form)

Does the user know what needs to be

Can the user see a control to do that?

Is it obvious how the control works?

Does the user understand the
feedback given?

Does the user know what needs to be
done?

Can the user see a control to do that?

Is it obvious how the control works?

Does the user understand the
feedback given?

Does the user know what needs to be
done?

Can the user see a control to do that?

Is it obvious how the control works?

Does the user understand the
feedback given?

Does the user know what needs to be
done?

Can the user see a control to do that?

Is it obvious how the control works?

Does the user understand the
feedback given?

Does the user know what needs to be
done?

Can the user see a control to do that?

Is it obvious how the control works?

Y

Atmospheric image dominates —
Forge an Alliance’ CTA visible but
‘game purpose unclear without prior
knowledge

Forge an Alliance’, 'Sign In', Play as a
Guest options all Visible

Forge an Alliance is thematic
language — firsttime users may not
understand it means ‘register

No onboarding text explaining the
‘game — atmosphere prioritised over
orientation

Username/Email and Password fields
standard; Sign In button present

"Register Account and 'Forge an
Alliance' secondary options visible

Standard mobile login form

Two registration paths (Register
Account' and ‘Forge an Alliance')
create ambiguity — same action?

“Temp Codex Initiation’ form with
usemanme field shown

‘Intiate Upfiow. CTA button label is
highly non-standard — users will not
understand this means 'create
account'

“Initiate Upflow. label makes the
control's function completely opaque

No confirmation of what 'Codex'
means or what the account will be
used for

Persona Archives grid visible with
character cards and stats

‘Submit Persona View' bution at
bottom

*Submit Persona View label
ambiguous — does this confirm
selection or just view the persona?

"By or Forge a Persona' option
present but pricing / cost not shown

Full account creation form with all
fields visible

Join Now Alliance' and ‘Create Codex'
butions both present

Two buttons with different iabels for
‘seemingly the same action creates
confusion
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Select University Persona
(Detailed Archive)

‘Grand Library Lobby
(Waiting Screen)

UWTSD Lobby (Faithful
Alliance)

Role Reveal — Traitor
(Text Screen)

Role Reveal — Faithful
(Text Screen)

Does the user understand the.
feedback gven?

Does the user know what needs fo be:
done?
an the user see a control to do that?

Is t obvious how the control works?

Does the user understand the.
feedback gven?

Does the user know what needs fo be:
done?

an the user see a control to do that?

Is t obvious how the control works?

Does the user understand the.
feedback given?

Does the user know what needs fo be:
done?

an the user see a control to do that?

Is t bvious how the control works?

Does the user understand the.
feedback given?

Does the user know what needs fo be:
done?

an the user see a control to do that?

Is t obvious how the control works?

Does the user understand the.
feedback given?

Does the user know what needs fo be:
done?

an the user see a control to do that?
Is t obvious how the control works?

Does the user understand the.
feedback given?

No password confimation fild visible
— security concer fo registration

Character archive with Player Count,
Classes, and Lore fields visile

“Submit Persona View buton present

Dense information layout — character
stats require reading fo understand

‘Buy or Forge a Persona’priing not
shown — unexpected paywall concen

Library setting establishes UWTSD
‘campus theme effectively

Waiting for More to Join' status
message visibe

No player count indicator — users
‘cannot tell ow many more are needed

No ‘Cancef or 'Leave Lobby’ option
shown — player feels trapped if
waiting to0 long

Player avatar grid and The Faithful
Allance’ grouping visible

Player st vith jin indicators visible

TraitorFaithul spit vsible to all
players before game begins — breaks.
game secrecy

Shoving Traitor identity in the lobby
before the game starts Is a cifical
game mechanic failure

“Your Role: The Traior heading clear
Role reveal is a textheavy screen —

o dramatic visual reveal moment

Text s legible and role instructions
present

No distinct visual design between
Traior and Faithful reveal screens —
easy to confuse:

“Your Role: The Faithful heading
present

No visual diferentiation rom Traitor
rexeal beyond the heading text
Instructons present

Players must read carefully to confirm

their role — risk of misreading i low-
tight conditions
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Night Phase ‘Confirm
Dismiss®

Moming Discussion
(Alliance Summary)

Round Summary (Scholar
Scores)

Alliance Summary
(Detailed Scholar View)

‘Game Lobby / Pre-Game
*Submit Feedback'

Does the user know what needs fo be.
done?

Can the user see a controlto do that?

Is it obvious how the control works?

Does the user understand the.
feedback gven?

Does the user know what needs fo be.
done?

Can the user see a controlto do that?

Is it obvious how the control works?

Does the user understand the.
feedback gven?

Does the user know what needs fo be.
done?

Can the user see a controlto do that?
Is it obvious how the control works?
Does the user understand the.

feedback given?

Does the user know what needs fo be.
done?

Can the user see a controlto do that?

Is it obvious how the control works?

Does the user understand the.
feedback gven?

Does the user know what needs fo be.
done?

Can the user see a controlto do that?
Is it obvious how the control works?

Does the user understand the.
feedback given?

‘It the Night Phase. Whispers must
be silent atmospheric but nstruction
unclear

“Confitm Dismiss' button present but
purpose unclear — dismisses what
exacty

“Confirm Dismiss' label is non-standard
— behaviour of button ambiguous

No system status indicator for Faithful
players — 2pp appears stafic

Round summary with
Banished/Traitors revealed/Faithful
status shown

‘Downvote Allance' and Nominate"
buttons present

“Downvote Allance' label i unusual —
does this mean vote to banish?

Summary text i very dense — key
outcomes may be missed

Scholar scores by ID, Event, and XP
Shown in tabular format.

No action requied — informational

‘Table scrolldepth not indicated —
data may be cut off

“Exit Game' and Begin New Allance’
buttons shown — Begin New Allance’
meaning unclear

Scholar XP, Codex enties, and round
data shown

“Exit Game' and Begin New Allance’
both present — New Allance implies
Starting over but may mean next round

Dual exit options create uncertainty
about game continuy

Information density s very high —
users likely 1o skip past key data

Index of Scholars, Treasure Task
descrption visible

“Submit Feedback' button at botfom

“This screen appears to combine lobby
and feedback — phase unclear

“Subit 0 Judgment label on later
screen inroduces yet another action
Tabel variant
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Design Element Positive Feedback | Negative Feedback | Design Change Made

Colour Scheme (Design Al 5 participants Elena: gold ondark  Dynamic contrast mode added; gold text
B base + A palette) praised the dark slate illegible in bright  replaced by warm white (#F5FOES) in
dramatic aesthetic —  ambient light high-ambient-light conditions
‘immersive and tense'
Navigation Bar (Design  Bottom navigation bar ~ Quiet Mode hard o Quiet Mode promoted to persistent icon
B unanimously praised  locate in original in the bottom navigation bar
— ‘always knew Design B wireframe
where | was' position
Role Reveal (Design B 4/5rated role reveal  3-second card Skip animation button added after 1
two-screen) as favourite moment  animation felt too second
— ‘dramatic’, slow for one
‘exciting' participant
Night Phase Faithful Tension-building 3/5 Faithful players  'Waiting for Momning..." animated loop
View (Critical fix) black screen tapped repeatedly added — absent in all three original
appreciated for thinking app had wireframe designs
atmosphere crashed
Campus Imagery All5 identified International Student  Character names revised in consultation
(Design C influence) UWTSD locations —  character name felt  with International Student Society
‘feels like my stereotyped
university'
Voting Timer (Design B Countdown concept  Timer position Relocated to top of voting screen with
fix) appreciated —'adds  (bottom of screenin  pulsing animation; size increased
urgency' Design B wireframe)
missed by 4/5
Feedback Form (Design ~ Players welcomed Long single-page Progressive disclosure adopted: basic
Cinfluence) detailed in-app form had low form (star + emoji) — optional extended

feedback — ‘better  predicted completion  form
than just stars' rate
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Usability Testing Matrix Results Distribution

Design A (26)

Design B (36) 41.9%

Design C (24)
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