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[bookmark: _Toc212998134]4.0 Abstract

This project features a mobile adaption of the famous detective board game Cluedo, which is intended to bring the mystery-solving experience to a digital platform. The game lets users to investigate a virtual estate, collect clues, and determine the perpetrator, weapon, and location of the murder. It mixes interactive storytelling with strategic gameplay to promote logic, memory, and deduction skills. The purpose of this project is to provide an accessible, interesting, and modern mystery experience for mobile players.




[bookmark: _Toc212998135]5.0 Introduction: 
Cluedo, also known as Clue in some regions, is a popular mystery board game that was first released in 1949. The game's design emphasises deduction and problem solving. Cluedo demonstrates UX elements such as feedback, clarity, and user control. Each turn gives instant feedback keeping engagement high. The balance of chance and logic provides players a sense of control and fairness. Overall, Cluedo's game demonstrates how simple information architecture and consistent interaction patterns can make a complex experience more accessible and pleasant.





[bookmark: _Toc212998136]6.0 Four detailed personas & associated 
I will follow the Moscow approach. 
[bookmark: _Int_opFzFk4O][bookmark: _Int_UxjeI1zf][bookmark: _Int_SmOsq2sA]Must Have: Main game logic (cards for suspects, weapons, and rooms)
Rules for taking turns and guessing.
A method for tracking hints and eliminating choices.
The "solution" (appropriate suspect, weapon, and room)

Should have
A simple board setup.
Clear guidance
A fair method for dealing cards

[bookmark: _Int_WjtXVqid][bookmark: _Int_LWHyTjYI][bookmark: _Int_lfGce5pa]Could Have
Score tracking or game timer
Basic graphics or design elements.

Won't have
Advanced graphics or animations.
In the initial version, players could play on the phone.


[bookmark: _Toc212998137]6.1 Persona 1: Toqeer the Casual Gamer
Background:
Toqeer is a student who enjoys playing casual games in short bursts during breaks. He is not very experienced with complex board games but loves mystery and detective stories.
Scenario:
Toqeer decides to play the UWTSD Cluedo game on his phone during a lunch break. He wants something easy to pick up and put down, with straightforward controls and a clear tutorial to explain the gameplay.
UX Requirements:
Simple and intuitive interface with minimal clutter
Interactive tutorial or guided first game
Quick game rounds or “save and resume” functionality
Visual clues and hints to support understanding of game mechanics
Accessible on mobile devices

[bookmark: _Toc212998138]6.2 Persona 2: Matthew the Strategy Enthusiast
Background:
Matthew is a student who loves strategic and competitive board games. He likes thinking several moves ahead and enjoys tactical gameplay with complex clues and deductions.
Scenario:
Matthew wants to play the UWTSD Cluedo game on a desktop with friends, possibly in multiplayer mode. He appreciates advanced options, detailed stats, and complex clue systems that reward strategic thinking.
UX Requirements:
Detailed game board with interactive clues and character abilities
Multiplayer support with chat or voice communication
In-depth statistics and progress tracking
Options to customise game rules or difficulty
Responsive controls optimised for desktop (mouse and keyboard)

[bookmark: _Toc212998139]6.3 Persona 3: Vera the Social Player
Background:
Vera enjoys social gaming experiences, playing mostly to interact with friends and family. She likes casual conversations and humour during gameplay and prefers games that encourage collaboration or friendly competition.
Scenario:
Vera wants to invite friends from UWTSD to a game session on their tablet, enjoying group play and lively discussions about suspects and motives.
UX Requirements:
Easy multiplayer setup with invitations and quick join
In-game chat or emoji reactions to facilitate social interaction
Fun character animations and humorous dialogue
Ability to share clues and theories within the game
Visual and audio feedback that enhances the social vibe

[bookmark: _Toc212998140]6.4 Persona 4: OLI the Narrative Explorer
Background:
OLI is fascinated by stories and immersive experiences. He enjoys narrative-driven games where the plot unfolds as they explore, with rich backstories for characters and settings.
Scenario:
OLI plays the UWTSD Cluedo game alone on His phone, eager to uncover the Vice-Chancellor’s murder through an engaging story with clues embedded in character dialogues and environmental details.
UX Requirements:
Rich narrative elements integrated into gameplay (dialogue, notes, journals)
Detailed character backstories and motive exploration
Atmospheric sound design and visuals to enhance immersion
Branching storylines or multiple endings based on player choices
Ability to review clues and story elements in a journal or log



[bookmark: _Toc212998141]6.5 Core Game Mechanics by Persona
	Persona
	Game Mechanics Focus

	TOQEER (Casual)
	Simple movement on board, clear clues with icons, easy accusation process, helpful hints. Save/resume function.

	MATTHEW (Strategist)
	Complex deduction tools (e.g., note-taking, probability hints), character abilities that affect gameplay, advanced clue interaction, and turn timers.

	VERA (Social)
	Multiplayer modes with voice/chat, shared clues feature, mini-games or quick polls during turns to keep social energy, and emotes.

	OLI (Narrative)
	Dialogue choices affecting clues revealed, branching storylines, journals or notebooks, hidden lore items, and environmental storytelling.



[bookmark: _Toc212998142]6.6 UI/UX Design Ideas
	Persona
	UI/UX Approach

	TOQEER (Casual)

	Large buttons, simple layout, tutorial pop-ups, mobile-friendly with swipe gestures. Progress autosaves.

	MATTHEW (Strategist)
	Detailed board view with zoom, draggable clue cards, complex menu systems for note taking, and keyboard shortcuts for power users.

	VERA (Social)
	Split screen or shared view for tablets, integrated chat/emojis, notifications for turn alerts, colourful and playful UI theme.

	[bookmark: _Hlk212625203]OLI (Narrative)
	Text boxes with character portraits, immersive sound effects, a journal sidebar accessible anytime, and cinematic transitions between scenes.





[bookmark: _Toc212998143]6.7. Story Elements and Narrative Hooks
	Persona
	Storytelling Features

	TOQEER (Casual)
	Short, punchy clues and dialog snippets, iconic suspects with clear motives, visual clue markers on board.

	MATTHEW (Strategist)
	Deep suspect profiles, multiple layers of clues, false leads, timed events that add pressure, lore tied to UWTSD history.

	VERA (Social)
	Humour-filled dialogues, suspicious character antics, cooperative challenges (e.g., solve mini-puzzles together), jokes referencing campus life.

	OLI (Narrative)
	Rich backstories for suspects and locations, branching plotlines based on player choices, diary entries from the Vice-Chancellor, atmospheric mystery music.



[bookmark: _Toc212998144]6.8. Core Game Mechanics by Persona
Persona
Game Mechanics Focus

TOQEER (Casual)
Simple movement on board, clear clues with icons, easy accusation process, helpful hints. Save/resume function.

Matthew (Strategist)
Complex deduction tools (e.g., note-taking, probability hints), character abilities that affect gameplay, advanced clue interaction, and turn timers.



Vera (Social)
Multiplayer modes with voice/chat, shared clues feature, mini-games or quick polls during turns to keep social energy, and emotes.

OLI (Narrative)
Dialogue choices affecting clues revealed, branching storylines, journals or notebooks, hidden lore items, and environmental storytelling.

[bookmark: _Toc212998145]6.9. UI/UX Design Ideas
Persona
UI/UX Approach

TOQEER (Casual)
Large buttons, simple layout, tutorial pop-ups, mobile-friendly with swipe gestures. Progress autosaves.

Matthew (Strategist)
Detailed board view with zoom, draggable clue cards, complex menu systems for notetaking, and keyboard shortcuts for power users.

Vera (Social)
Split screen or shared view for tablets, integrated chat/emojis, notifications for turn alerts, colourful and playful UI theme.

OLI (Narrative)
Text boxes with character portraits, immersive sound effects, a journal sidebar accessible anytime, and cinematic transitions between scenes.


[bookmark: _Toc212998146]7.0. Story Elements and Narrative Hooks
Persona
Storytelling Features

Toqeer (Casual)
Short, punchy clues and dialogue snippets and visual clue marker on the board.

Matthew (Strategist)
Deep suspect profiles, multiple layers of clues, false leads, lore tied to UWTSD history.

Vera (Social)
Humour-filled dialogues and suspicious character antics

OLI (Narrative)
Rich backstories for suspects and locations


[bookmark: _Toc212998147]7.0 Usability Issues to be Addressed 

Usability issues in a game can severely impact the player's experience, immersion, and engagement. These issues relate to how intuitive, accessible, and user-friendly the game is. Below is a breakdown of common usability issues that should be addressed in game development [1].
 

[bookmark: _Toc212998148]7.1. Poor User Interface (UI) Design 
A poorly designed user interface (UI) can have a big effect on how the user feels. Common problems include small, unreadable fonts, complex or confusing menus, buttons or icons that are difficult to understand, and a lack of feedback when using the interface like missing click or hover effects. design can address, these issues by using understandable typefaces, a simple clean layout, and consistent iconography. Clear visual feedback during user activities also contributes to the interfaces increased usability and appeal [2]. 


[bookmark: _Toc212998149]7.2. Lack of Clear Instructions or Tutorials
Players that do not have clear instructions or tutorials may become frustrated not knowing what to do next. Players may find it difficult to interact with the game or give up on it completely in the absence of right direction. While preserving a sense of difficulty and discovery players can feel supported through gradual learning through gameplay, contextual cues, and optional help elements [3]. 

[bookmark: _Toc212998150]7.3 Inconsistent Controls
[bookmark: _Int_hMDgsrnQ]Inconsistent controls have the potential to significantly reduce a player's immersion and enjoyment of a game. Unpredictably changing control schemes between game modes or levels can cause players to become frustrated and confused which can ruin the gaming experience. Remappable keys, sensitivity adjustments, and customised control presets for multiple input modalities are just a few of many customisation options that may be used to meet the needs and preferences of different players. Furthermore, add in visual cues and unambiguous control lessons can improve usability and accessibility for a larger audience [4]. 


[bookmark: _Toc212998151] 7.4. Accessibility Barriers
The game has major accessibility issues that keep many diverse types of gamers from enjoying it to the fullest. Players with hearing and visual impairments cannot follow conversation or crucial sound cues because there are no colourblind settings, which makes it difficult for them to discern between critical visual features. The creators should implement a comprehensive accessibility menu with colour filters, editable subtitles, and audio cues for important gameplay events to address these problems. [5]. 


[bookmark: _Toc212998152]7.5. Poor Navigation or Wayfinding
[bookmark: _Int_oYtVRs2u]Players find it difficult to discover goals or navigate the environment effectively due to the game's poor way-finding and navigation. Players may become confused and unclear of where to go next due to the lack of mini-map, or compass and the perplexing level design only makes things worse. It would be easier for players to navigate and keep them interested if there were tools like a mini-map or compass [6]. 

[bookmark: _Toc212998153]7.6. Overuse or Lack of Feedback
Overuse and a lack of feedback are problems in the game that have an adverse effect on player engagement and clarity. It can be challenging to decide whether an import was correctly registers in some situations when the players actions result in little to no sound or visual reaction. On the other hand, certain locations have overpowering visual effects that, rather than improving immersion, may confuse or divert players. The game should provide clear progress indications and clear updates to keep players motivated and clear feedback for all players actions through consistent signals [7].



[bookmark: _Toc212998154]7.7 Inconsistent or Unclear Game Rules
[bookmark: _Int_6FQ1y59p][bookmark: _Int_EBb8Ww6a]The rules of the game are inconsistent and ambiguous, which has a big effect on player comprehension and enjoyment. Many fundamental mechanics are introduced or inadequately explained without adequate guidance, leaving people unsure of how to advance or succeed. The experience feels random and imbalanced since players often run into unfair or unpredictable AI behaviour. To make things better, the creators should concentrate on making all systems consistent, making sure that mechanics work as they should and making sure that expectations are made explicit through tutorials, on-screen prompts, or through in-game explanations. This clarity would improve overall playability and fairness [8].

[bookmark: _Toc212998155]7.8. Performance & Loading Issues
[bookmark: _Int_f7H5mod8]The game has serious loading and performance problems, including lengthy loading periods without any feedback, which can leave players perplexed and frustrated. Inadequate optimisation also causes lag, stuttering and sporadic crashes, which negatively affects the entire gaming experience. These issues can be resolved by optimising the game for improved performance on several platforms, which will guarantee faster load times and more seamless functioning [9]. 
[bookmark: _Toc212998156]7.9. Lack of Pause or Save Options
[bookmark: _Int_4HyclFF6][bookmark: _Int_k8IHFYHy]The absence of pause and save options in single-player mode is a significant problem with the game. It can be annoying for players to be unable to pause gameplay during extended sessions or when unforeseen disruptions arise. Checkpoints are widely separated, which only makes progress seem pointless and harsh. A flexible save mechanism that enables players to manually save whenever they like and the choice to pause and resume without losing progress should be implemented in the game to address this issue [10]. 
 
[bookmark: _Toc212998157]8.0. Overcomplicated Menus or Inventory Systems
[bookmark: _Int_lakCJeUB]Menus or inventory systems that are too complicated can seriously detract from the player experience, particularly if the UI is confusing or disorganised. Players can feel trusted and lose interest in the game when inventory management turns into a nuisance because to cluttered layouts, a lack of sorting or filtering options, or unclear categories. Implementing a user-friendly tab structure, logical and unambiguous categories, and strong sorting and filtering capabilities is a more efficient way to streamline these systems. Overall usability and immersion are improved since players can easily manage their inventory and find what they need quickly [11]. 

[bookmark: _Toc212998158]8.1. Audio/Visual Overload or Lack Thereof
[bookmark: _Int_R01nGa5N]Many users encounter auditory and visual overload in games media due to poor design decisions, including loud background music doubting out conversations or overbearing visual effects that obscure vision. It is frustrating since it is hard to balance sound aspects due to the absence of independent volume settings. In a comparable manner, entertainment that has flashes or avenges that are too bright or dark may be difficult to watch or physically uncomfortable. To solve these problems, developers ought to offer audio moving options that let users change sound effects, music, and conversation separately [12]. 





















[bookmark: _Toc212998159]8.2 Initial Wireframe Storyboards 
[image: A screenshot of a computer screen
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Figure 1: wire frame for Cluedo game

BLACK AND WHITE WIRE FRAME.

[bookmark: _Toc212998160]8.3. Feedback Collection Process on Storyboard Design 
The questions I used were both closed and open questions, both paper and online. Also, I had a consent form. Thirdly, I included a question survey for feedback, QR codes for easy access, also collected feedback on WhatsApp and Teams. The results are below in the Appendices. The answers are in the appendices.[image: A screenshot of a computer
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AI-generated content may be incorrect.]
Figure 2: What's up and teams meeting 
[image: ]
Figure 3: Cluedo game questionnaire QR code used







Consent form:
 [image: ]
Figure 4: consent form picture
[image: A screenshot of a computer
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Figure 5: questionnaire picture used






FEEDBACK ON GRAPHS CHARTS:
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Figure 6: feedback from questionnaires
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Figure 7: feedback from questionnaires



FEEDBACK FORM:
[image: A screenshot of a survey
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Figure 8: feedback questionnaire 
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Figure 9: feedback from questionnaire graphs

[bookmark: _Int_Bs4fz5PS][bookmark: _Int_CYfLXCif]How Comments Were Gathered: 
I showed the storyboard prototypes to colleagues who were aware of the project's aims and a small group of potential consumers to assess them. Short interviews and an online survey were the two ways I gathered feedback. I asked interviewees to go over each storyboard frame and explain what they knew about the design's usability, flow, and purpose. A combination of open-ended questions and rating scales was used in the online survey to get feedback on the overall user experience. 
An overview of the comments:
The comments were positive. According to many participants, the storyboard effectively conveyed the application's concept and movement. They valued the clear, understandable graphics and the sensible order of steps. But there were also certain spots that needed work. Some participants recommended providing extra information or intermediate stages because they thought some scene transitions were too abrupt. In conclusion, the comments verified that the storyboard effectively communicated the key concepts, but they also pointed out a few changes that were necessary to enhance flow and clarity.

[bookmark: _Int_f4LpxGTq]How Feedback Was Collected
To evaluate the storyboard prototypes, I shared them with a small group of intended users and a few peers familiar with the project goals.
Informal walkthroughs
I presented the storyboard in person (or via screen share) and walked them through each frame. While explaining, I asked for reactions, questions, and suggestions in real time.
Short follow-up questions
After the walkthrough, I asked a few open-ended questions. 
[bookmark: _Int_MxORayf5]I recorded their responses immediately either by taking notes during the conversation or summarising their comments. 

Positive Feedback
Clarity of flow: Most people said the sequence of actions made sense and could follow the user journey without getting lost.
Relatable scenarios: The situations in the storyboard felt realistic and reflected actual user needs.
Visual simplicity: Reviewers liked that the sketches were easy to interpret without too much clutter.

Negative / Constructive Feedback
[bookmark: _Int_LDHoxrKJ]Missing details: A few people pointed out areas where key steps or transitions were not shown clearly
Unclear interactions: Some interactions were not obvious, such as what the user taps or selects at certain points.
Pacing issues: One or two frames felt rushed or skipped oversteps users would realistically take.



Ensuring Coverage of Personas
To make sure the feedback reflected the personas I had defined earlier, I deliberately picked test subjects who matched diverse characteristics from those personas. 
Beginner / first-time user – someone unfamiliar with the system to check clarity and onboarding.
Regular/practical user – someone who fits the main everyday use case.
Goal-driven or advanced user – someone more experienced who might expect efficiency or extra features.
I did not choose people randomly, I matched them based on age range, experience level, goals, and context of use described in the original personas. 

 Usability Feedback
Positive: The general flow made sense, and users could follow the steps without getting lost. Interface sketches and actions were easy to interpret immediately.
Negative / Constructive: Some transitions between steps were not obvious 
A few users wanted more context or labels in certain frames.

Emotional Response
Positive reactions: Users felt the scenario was realistic and relevant.
The tone and pacing felt approachable.
Some mentioned they would feel confident using the system shown.
Less positive or unexpected reactions: One persona type felt a step was stressful or confusing because it wasn’t visually clear what would happen next.
Were the Reactions Expected?
Mostly yes, especially around clarity of flow and realism those aligned with what I aimed for.
What wasn’t expected:
I assumed some interactions would feel intuitive, but beginners highlighted gaps in guidance. I expected advanced users to push for features, but instead one pointed out pacing and engagement.
1. Improve Onboarding and Guidance
Users especially beginners struggled with a few unclear steps. You could propose: Tooltips or micro-tutorials for first-time users
Clearer transition cues between screens or actions
Visual indicators for progress or next steps

 2. Add Personalisation or Profile-Based Features
To better reflect user personas: Customisable settings based on experience level
Saved preferences or shortcuts for returning users
Adaptive interfaces that adjust to different workflows

 3. Expand Feedback and Confirmation Cues
Some users wanted reassurance during key interactions. 
Success/error popups or subtle confirmations
Undo/redo functionality
Clear responses to user actions (e.g., loading states, visual highlights)
 4. Enhance Accessibility
Not a core focus yet, but a strong future direction:
Support for larger text sizes or voice interaction
Keyboard navigation options
High-contrast display modes


 5. Integrate Additional Features or Modules
If the current version covers core functionality, tools like the ones below could be implemented:
Extra tools tailored to power users
Integration with external platforms or services
Multi-device support (mobile, tablet, desktop)

 6. Add Analytics or Monitoring Tools
To support continuous improvement:
Usage tracking to see where users drop off
Heatmaps or event logs
In-app feedback prompts


 7. Refine the Emotional Tone and Engagement
Friendlier microcopy or supportive prompts
Optional “help” moments built into tricky steps
Small touches that add a sense of reward or ease

 8. Expand for Scalability or Collaboration
Multi-user access or shared workspaces
Admin or moderation tools
Role-based permissions
[bookmark: _Toc212998161]
8.4. Conclusion:
This is a summary of the project experience and outcomes for a mobile Cluedo game that puts the classic mystery-solving experience at players' fingertips, providing convenience, accessibility, and the flexibility to play whenever. The digital format often improves gameplay by providing interactive images, easy setup, and the opportunity to play solo or with friends online.
[bookmark: _Int_2hwF1ajd]The advantages were that it was simple to use, fast setup and automated rules, engaging images and online multiplayer alternatives. The disadvantages included as a player you may lose the tactile pleasure and communal sense of the board game, Ads and in app purchases present, internet access required and limited battery life or screen size would influence long gaming sessions. 
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Moscow approach:
Must Have: Main game logic (cards for suspects, weapons, and rooms)
Rules for taking turns and guessing.
A method for tracking hints and eliminating choices.
The "solution" (appropriate suspect, weapon, and room)

Should have
A simple board setup.
Clear guidance for players.
A fair method for dealing cards
Could Have
Score tracking or game timer
Basic graphics or design elements.

Won't have
Advanced graphics or animations.
In the initial version, players could play on the phone
Results from first Questionaire BAR CHARTS, GRAPHS, charts, etc 


Results FROM the FEEDBACK questionnaire BAR CHARTS, graphs, etc 


Questionnaires used:
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Participant Name:
Signature:
Date:
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Cluedo Game Mobile Experience Questionnaire




1. What is your Age[Multiple Choice]
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				Answer Choices 

				Responses 

				Responses Percentage 





				Under 18

				0

				0%





				18-24

				0

				0%





				25-34

				0

				0%





				35-44

				1

				25%





				45-54

				3

				75%





				55+

				0

				0%





				Valid Count Per Participant
				4
				






















2. How often do you play Cleudo mobile game[Multiple Choice]
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				Answer Choices 

				Responses 

				Responses Percentage 





				Daily

				0

				0%





				A few times a week

				1

				25%





				Occasionally

				2

				50%





				Rarely

				1

				25%





				Valid Count Per Participant
				4
				






















3. How long have you been playing the game?



[Multiple Choice]
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				Answer Choices 

				Responses 

				Responses Percentage 





				•	Less than a month

				1

				25%





				•	1–3 months

				1

				25%





				•	3–6 months

				1

				25%





				•	Over 6 months

				1

				25%





				Valid Count Per Participant
				4
				






















4. What device do you mainly use to play?



[Multiple Choice]
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				Answer Choices 

				Responses 

				Responses Percentage 





				•	Android phone

				2

				50%





				•	iPhone

				1

				25%





				•	Tablet

				0

				0%





				•	Other

				1

				25%





				Valid Count Per Participant
				4
				






















5. How easy was it to learn how to play the game on mobile?



[Multiple Choice]
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				Answer Choices 

				Responses 

				Responses Percentage 





				•	Very easy

				1

				25%





				•	Somewhat easy

				1

				25%





				•	Neutral

				1

				25%





				•	Somewhat difficult

				0

				0%





				•	Very difficult

				1

				25%





				Valid Count Per Participant
				4
				






















6. Do you feel the game captures the spirit of the original board game?



[Multiple Choice]
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				Answer Choices 

				Responses 

				Responses Percentage 





				•	Yes, completely

				1

				25%





				•	Somewhat

				3

				75%





				•	Not really

				0

				0%





				•	Not at all

				0

				0%





				Valid Count Per Participant
				4
				






















7. ·      Which parts of the game frustrate you or need improvement?
 (e.g., controls, loading times, matchmaking, hints system, etc.)



[Single Textbox]







[image: word cloud]The number of responses is too low to perform word cloud analysis.


Download detailed data for text question information.


8. ·      How would you rate the game’s graphics and overall design?



[Multiple Choice]
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				Answer Choices 

				Responses 

				Responses Percentage 





				•	1 = Very poor

				0

				0%





				•	2 = poor

				0

				0%





				•	3 = good

				3

				75%





				•	4 = very good

				0

				0%





				•	5 = Excellent

				1

				25%





				Valid Count Per Participant
				4
				






















9. Have you experienced any bugs, glitches, or crashes?



[Multiple Choice]
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				Answer Choices 

				Responses 

				Responses Percentage 





				•	Frequently

				0

				0%





				•	Occasionally

				1

				25%





				•	Rarely

				2

				50%





				•	Never

				1

				25%





				Options39

				0

				0%





				Valid Count Per Participant
				4
				






















10. If you could change one thing about the Cluedo mobile experience, what would it be?



[Dropdown]
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				Answer Choices 

				Responses 

				Responses Percentage 





				If you could change one thing about the Cluedo mobile experience, what would it be?

				0

				0%





				graphics

				3

				75%





				design

				0

				0%





				supense

				1

				25%





				Valid Count Per Participant
				4
				






















11. Final Thoughts



[Single Textbox]







[image: word cloud]The number of responses is too low to perform word cloud analysis.


Download detailed data for text question information.
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FEEDBACK FOR A CLUEDO GAME




1.  General Experience



How would you rate your overall experience with the Cluedo event?


[Multiple Choice]
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				Answer Choices 

				Responses 

				Responses Percentage 





				Excellent

				1

				25%





				Good

				3

				75%





				Fair

				0

				0%





				Poor

				0

				0%





				Valid Count Per Participant
				4
				






















2. How engaging did you find the Cluedo game?[Multiple Choice]
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				Answer Choices 

				Responses 

				Responses Percentage 





				Very engaging

				2

				50%





				Somewhat engaging

				2

				50%





				Not engaging

				0

				0%





				Valid Count Per Participant
				4
				






















3. How satisfied were you with the duration of the game?[Multiple Choice]




[image: ]











Only scale height
Proportional scaling

Original size
Fullscreen view







Hide Reports Table

Hide Options with No Response
Percentage
Numbers










				Answer Choices 

				Responses 

				Responses Percentage 





				Too long

				0

				0%





				Just right

				4

				100%





				Too short

				0

				0%





				Valid Count Per Participant
				4
				






















4. Would you recommend this GAME to others?[Multiple Choice]
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				Answer Choices 

				Responses 

				Responses Percentage 





				Excellent

				1

				25%





				Good

				1

				25%





				Fair

				2

				50%





				Poor

				0

				0%





				Valid Count Per Participant
				4
				






















5. How satisfied were you with the duration of the game?[Multiple Choice]
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				Answer Choices 

				Responses 

				Responses Percentage 





				Too long

				2

				50%





				Just right

				2

				50%





				Too short

				0

				0%





				Valid Count Per Participant
				4
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Study Title: Cluedo Game Mobile Experience Questionnaire

Purpose of the Study

You are invited to take part in a questionnaire exploring user experiences with the
Cluedo mobile game. The goal is to understand how players with the game,
what they enjoy, and what could be improved.

What Participation Involves ]

1fyou agree to take part, you'll complete a short questionnaire about your expericn
playing the Cluedo mobile game. The survey should take about 5-10 minutes (0
complete.
Voluntary Partici

Your participation is entirely voluntary. You may choose not to answer any question ¢
withdraw from the questionnaire at any time without any consequences.

Confidentiality L
Al responses will be kept confidential and used only for research or educational
purposes. No personally identifying information will be shared or published

Risks and Benefits . ) ]
There are no known risks associated with this study. While there is no direct benefit to
you, your feedback will help improve the understanding of user expericr
gaming

5 in mobile

Contact Information

If you have any questions about this study or your participation, please contact
Researcher Name: [SHAKIL AKHTAR]

Email: [2224840@studentuwisd.ac.uk]

Institution: [UNIVERSITY OF WALES]

Consent Statement A
By checking the box or signing below, you confirm that:

« You have read and understood the information above.

+ You voluntarily agree to participate in this questionnaire.

 Youare at least 18 years old (or have parental/guardian consent if

{1 agree to participate in the Cluedo Game Mgbile A{xpfrimcc Questionunite

¢ in S \'\
Participant Name: __\ O jc EQ g
Signature: \9

Date: 2 -l0-2(

How casy was it to learn how to play the game on mobile?
.\

Y casy

o (Somewhat casy

o Newwr

« Somewhat diffcult

o Very difficut

Do you feel the game captures the spirit of the original board game?
€ Yes, completely

o Somewhat

* Not really

* Notatal

Which parts of the gameplay do you enjoy most?
(e.g., solving mysteries, character design, online multiplayer, storyline, etc.)
_

Which parts of the game frustrate you or need improvement?
(e.. controls, loading times, matchmaking, hints system, ctc.)
!

Design and Usability

« How would you rate the game’s graphics and overall design?
* 1= Very poor
° 2=

. S

o 4= very good
o 5= Excellent

o Is the interface (menus, buttons, clues, etc.) easy to navigate?

o Somewhat

e No

Have you experienced any bugs, gitches,

UWTSD Cluedo Mo

N ame Experience Questionnaire

Circle as appropriate:
Your Age:
* Under 18
. 1824
. 2534
. 3544
R

. sse

How often do you play the Cluedo mobile game?

* Afew times a week

* Occasionally

o (Rarely

How long have you been playing the game?
* Less than a month
© 1-3months
36 months

==

What device do you mainly use to play?

Anidroid phone

o Tablet

o Other
Gameplay Experience

o How would you rate your overall experience with the Cluedo mobile game?

(1= Very poor, 5 = Excellent)

4

or crashes?

* Frequently

Oceasionally

Rarcly

Never

Engagement and Features

* Ifyou could change one thing about the Cluedo mobile experic

KVQE' ©

Do you enjoy pl

2 solo or multiplayer more? Why?

Are there any features you'd like to sec added or changed?
(e.g., more characters, story modes, custom

How likely are you to recommend the game to a friend?
(1=Notlikely atall, 5 = Very likely) Z
7

What motivates you to keep playing Clucdo on mobile?
(e.g.. solving mysteries, competition, rewards, nostalgia)
il

Final Thoughts

itbe?

M et W'SQ&‘WJ’,

Any additional comments or feedback?

L)

CA—S Mus0 anJ‘OJu'“J

games, better matchmaking)

¢, what would
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o Yes, completely

o <Somewhat
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o Notatall
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(e.g. solving mysteries, character desi

Which parts of the game frustrate you or need improvement?
controls, loading times, matchmaking, hints system, etc.)

Design and Usability
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How often do you play the Cluedo mobile game?
* Daily
* A few times a week
* Occasionally
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How long have you been playing the game?
o, Less than a month
e 1-3 months
* 3-6months
* Over 6 months

What device do you mainly use to play?

« Android phone

oAPone

o Tablet

* Other

Gameplay Experience

« How would you rate your overall experience with the Cluedo mobile game?

(1= Very poor, 5 = Excellent)

z

Have you experienced any bugs, glitches, or crashes?
o Frequently

o Occasionally

o—Rarely

o Never

Engagement and Features

« Do you enjoy playing solo or multiplayer more? Why?

Mukiplagy Fon Searing

o Are there any features you'd like to see added or ¢!

o How likely are you to recommend the game 1o a friend?
(1= Not likely at all, 5 = Very likely)

2=

« What motivates you to keep playing Cluedo on mobile?
(e.g. solving mysteries, competition, rewards, nostalgia)
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Final Thoughts
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[0 1 agree to participate in the Cluedo Game Mobile Experience Questionnaire.

Participant Name: M .

ues, ete.) easy 1o navigate?
Signature:
Date:

Have you experienced any bugs, glitches, or crashes?

Have you experienced any bugs, glitches, or crashes? o Frequently

« Frequently o Occasionally </

7 4
« Oceasionally o Rarely

* Rarely o Never

* Never Engagement and Features

Engagement and Features * Do you enjoy playing solo or multiplayer more? Why?

« Do you enjoy playing solo or multiplayer morc? Why? Muniblayger
el
M‘A\\\\“‘Lq ! ® Are there any features you'd like to see added or changed?
©  Are there any features you'd like to see added or changed? (e.g.. more characters, story modes, custom games, better matchmaking)

(€.2.. more characters, story modes, custom games, better muxcf‘nmking) Mdle ¢ hainck ¢ ) Yeted wiile s q
Mete (hairdetS ) vewd walendeady

* How likely are you to recommend the game to a friend?
* How likely are you to recommend the game o a friend? (1'=Notlikely atall, 5 = Very likely)
(1=Not likely at all, § = Very likely) (S

5

 What motivates you to keep playing Cluedo on mobile?
* What motivates you to keep playing Cluedo on mobile?

(e.g.. solving mysterics, competition, rewards, nostalgia)

(., solving mysterics, competition, rewards, nostalgia) Dot
Lewaat,
Final Thoughts
Final Thoughts H
* Ifyou could change one thing about the Cluedo mobile experience, wi
+ Ifyou could change one thing about the Cluedo mobile experience, what would itbe? ° - e SR Greicics it would
itbe?

wagte cleaivg ke ewleavg

= Any addional cgmiment o eaibact * Any additional comments or feedback?






image4.jpg

Study Title: Cluedo Game Mobile Experience Questionnaire

Purpose of the Study
You are invited to take partin a questionnaire explorin user experiences W 1h e

Cluedo mobile game. The goal s to understand how players engage wilh
what they enjoy. and what could be improved.

What Participation Involves

1€ you agree to take part, you'll complete a short questionnaire sbout youe =xpe

playing the Clucdo mobile game. The survey should take about 3-10 it
complete.

Voluntary Participation

‘Your participation is entirely voluntary. You ma
‘withdraw from the questionnaire at any time without any consequences
Confidentiality

Al responses will be kept confidential and usd only for re
purposes. No personally identify
Risks and Benefits

There are no known risks associated with this study. Wh
‘you, your feedback will help improve the understandi
‘gaming.

ch or educati
v information will be shared or published.

ofuser ¢

Contact Information

1f you have any questions about this study or your paricipation. please co,
Researcher Name: [SHAKIL AKHTAR]

Email: [2224840 @studentuwtsd.ac.uk]

Institution: [UNIVERSITY OF WALES]

Consent Statement

By checking the box or signing below, you confirm that:

« You have read and understood the information above.

+ You voluntarily agree to participate in this questionnairc.

« You are at least 18 years old (or have parcntal/guardian consent if under 18).

181 agree to participate in the Cluedo Game Mobile Experience Questionnaire.

Participant Ngme: Kosokplere
Signature: M

Date:__AQIA0 ol

How easy was it to learn how to play the game on mobile?
G Very easy

o Somewhat casy

o Neurnl

* Somewhat difficult

o Very difficult

Do you feel the game captures the spirit of the original board game?
©\Yes, completely

+ Somewhat

o Notreally

* Notatall

* Which parts of the gameplay do you enjoy most?
(¢, solving mysteries, character design, online multiplayer, storyline, etc.)

* Which parts of the game frustrate you or need improvement?
(¢.2., controls, loading times, matchmaking, hints system, ctc.)

Design and Usability

* How would you rate the game’s graphics and overall design?
1= Very poor

o2
3= good
o )4 = very good
o 5= Excellent

® s the interface (menus, buttons,clucs, ec.) casy 10 navigate?

o) Yes
* Somewhat

. No

choose not to answer uny qestion of

dizect benefit to

eriences in mobile

A me Experience Questionnaire

* Under 18

o 180

How often do you play the Cluedo mobile game?
 Daily
o Afew times aweek
* Occasionally
(®) Rarcly
How long have you been playing the game?
Q Less thana month
o 1-3months
 3-6months
o Over 6 months
What device do you mainly use to play?
 Android phone
@ iPhone
o Tablet
o Other
Gameplay Experience

« How would you rate your overall experience with the Cluedo mobile game?
() Very poor, § = Excellent)

Have you experienced any bugs, glitches, or crashes?
o Frequently

o Occasionally

@ Nv:w‘r

Engagement and Features
« Do you enjoy playing solo or multiplayer more? Wiy

Salo

® Are there any features you'd like to see added or ¢
(e.g., more characters, story modes, custom gi

Mo

ged?
r matchmakinz)

o How likely are you to recommend the game to a friend?
(T=NO) likely atall, 5 = Very likely)

« What motivates you-ta keep playing Cluedo on mobile?
(c.¢{ solving mysterics)competition. rewards, nostalgia)

Final Thoughts

o Ifyou could change one thing about the Cluedo mobile experience, what would

it be?
Do ke cla (ug)/s

o Any additional comments or fecdback?

v














image19.emf
questionairee snaps  .pptx


questionairee snaps .pptx
















image1.jpg

Study Title: Cluedo Game Mobile Experience Questionnaire

Purpose of the Study

You are invited to take part in a questionnaire exploring user experiences with the
Cluedo mobile game. The goal is to understand how players with the game,
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Institution: [UNIVERSITY OF WALES]

Consent Statement A
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