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[bookmark: _Toc213684815]1. Introduction
This report documents the initial user research and interface design for University Cluedo, a mobile-first adaptation of the classic mystery game. The playful premise — “Oh no! The Dean has been found dead in the main hall — who did it?” — frames a light, social investigation situated in a recognisably university-like environment (fictionalised for this project to avoid real-world sensitivity). The target audience comprises small friendship groups and student cohorts who enjoy collaborative puzzle-solving, narrative interaction, and occasional competitive play.
The current phase aims to define robust, evidence-backed UX requirements and produce wireframe-level storyboards suitable for formative usability evaluation. Design choices are grounded in established HCI principles (clarity, accessibility, feedback loops) and enriched by direct, contextual input from potential players [1], [3], [5]. The deliverables here will feed into Assignment 2, where wireframes will be translated into a high-fidelity, full-colour interactive prototype.
This stage is deliberately formative: the emphasis is on learning quickly from real users, validating primary assumptions, and iterating toward a design that balances cognitive challenge with social pleasure. The remainder of this report describes the personas used to shape decisions, the research methods and results, the prioritised feature set, detailed usability reasoning, storyboard descriptions (with placeholders for images), testing outcomes and practical next steps.

[bookmark: _Toc213684816]2. User Personas and Experience Requirements
Personas are fictional-but-realistic profiles synthesised from interviews and survey data. They embody attitudes, motivations and practical constraints that drive the user experience. Each persona includes a short scenario, explicit tasks they are likely to perform, and measurable success criteria to guide future testing.

[bookmark: _Toc213684817]2.1 Michael Adeyemi — “The Analyst”
Profile & Scenario:
Michael, 22, BSc Applied Computing. He is methodical, calm and mathematically minded. He plays football twice weekly with friends and follows financial markets as a hobby; he maintains a modest trading portfolio which trains his pattern recognition and risk assessment skills. He is Christian, quietly humble and often helps friends work through problems.
One evening after training, Michael opens University Cluedo with two teammates. He wants to quickly review the evidence log, compare patterns and reliably eliminate impossible suspects before making an accusation.
Typical Tasks:
· Open evidence timeline and filter by room/weapon.
· Mark suspect as “cleared” and annotate reasoning.
· Review prior rounds’ decisions.
Success Criteria (for Michael):
· Locate evidence log within 5 seconds.
· Apply at least two filters in under 10 seconds.
· Make an accusation confidently with a summary of reasoning.
UX Requirements:
· Evidence log with sortable timeline and filters.
· Minimalist, distraction-free layout and dark-mode option.
· Quick suspect elimination tools and annotation capability.

[bookmark: _Toc213684818]2.2 Grace Ncube — “The Connector”
Profile & Scenario:
Grace, 21, studies Psychology and leads her church youth group. Warm and sociable, she uses games to maintain friendships. On a weekend video call, she invites friends to play; she delights in banter, shared jokes and easy-to-use social mechanics.
Grace values graceful onboarding and quick invites so that play starts without fuss. She also wants expressive tools — emojis, short voice notes or reactions — to keep interactions lively.
Typical Tasks:
· Create a game lobby and send invites via messaging apps.
· Use quick reactions during a friend’s clue reveal.
· Customise avatar and set an accessible font size.
Success Criteria:
· Invite three friends within 30 seconds.
· React to a clue within 3 seconds using emoji.
· Complete onboarding in under 90 seconds (if chosen).
UX Requirements:
· One-tap share invites, QR code and social integration.
· Friendly avatar options, easy font-size toggles and accessible microcopy.
· Toggle for audio and vibration feedback.

[bookmark: _Toc213684819]2.3 Daniel Mensah — “The Competitor”
Profile & Scenario:
Daniel, 23, studies Business & Finance. Competitive but fair, he enjoys measurable progress: leaderboards, badges and per-round score breakdowns. On Friday nights he challenges friends, tracking improvements across sessions.
He values fairness, low latency and transparent rules to ensure wins feel earned.
Typical Tasks:
· View leaderboards and per-round scores.
· Receive and respond to turn notifications.
· Review tie-break rules and scoring breakdowns.
Success Criteria:
· Understand scoring rules in < 60 seconds.
· Notifications arrive within 5 seconds of server update.
· Leaderboard reflects correct scores post-game without delay.
UX Requirements:
· Breakdowns, badges, notifications, and responsive UI design.

[bookmark: _Toc213684820]2.4 Sarah Osei — “The Listener”
Profile & Scenario:
Sarah, 24, a postgraduate in Theology and church volunteer. She values meaning and calm. She prefers narrative-driven play, optional narration, and adjustable pacing. She often plays alone against AI to relax and enjoys a gentle, contemplative tone.
Sarah needs accessible reading options and gentle transitions so the experience remains soothing rather than stressful.
Typical Tasks:
· Play solo with adjustable difficulty.
· Toggle narration and subtitles.
· Pause and return to a mid-game turn.
Success Criteria:
· Successfully enable narration and subtitles within one interaction.
· Pause and resume a turn without loss of state.
· Complete a solo game with clear story flow and scoring.
UX Requirements:
· Narration, adjustable text speed, pause/resume statefulness and single-player difficulty settings.

[bookmark: _Toc213684821]3. Information Gathering and User Research
A mixed-methods approach (survey, interviews, focus group, formative usability) provides both breadth and depth. Recruitment targeted students and recent graduates (age 20–26) via course boards, social groups and personal networks to reflect the personas’ social circles.
[bookmark: _Toc213684822]3.1 Questionnaire (n = 30)
The online questionnaire included multiple choice and short free-text questions covering frequency of game play, preferred genres, device usage, accessibility needs, and social motivations. Key quantitative takeaways were:
· 83% play mobile games socially at least once per week.
· 70% prefer mystery/strategy genres.
· 58% play mainly for social connection, 25% for competition.
· 76% prioritise straightforward navigation over rich graphical fidelity.
The free-text responses revealed recurring demands: concise onboarding, recaps before high-stakes moments and accessible text sizing.
[bookmark: _Toc213684823]3.2 Semi-structured Interviews (n = 4)
One interview mapped to each persona. Interviews lasted 30–40 minutes and explored contextual usage: where, when and with whom participants play; frustrations with existing social turn-based games; and desired emotional tone. Interview guides included task prompts and think-aloud exercises. Transcripts were coded thematically to extract common tensions (speed vs. clarity; social fun vs. competitive fairness).
[bookmark: _Toc213684824]3.3 Focus Group (n = 6)
A guided 60-minute remote focus session reviewed low-fidelity sketches and discussed features. Participants emphasised that the game should be social-first with optional competitive layers. They proposed novel ideas: a short ‘rationale’ chat bubble after accusations (encouraging reflection) and quick ‘insight’ badges for players who contributed key deductions.
[bookmark: _Toc213684825]3.4 Formative Usability Testing (n = 8)
Participants interacted with clickable low-fidelity prototypes in scripted scenarios. Observations targeted navigation fluency and comprehension of the evidence log. Sessions were recorded (with consent), usability tasks timed, and subjective ratings collected (ease-of-use, enjoyment, clarity).
[bookmark: _Toc213684826]3.5 Ethical & Practical Notes
All participants provided informed consent, data storage adhered to GDPR principles and participation was voluntary. Recruitment from personal networks was balanced with open invites to reduce bias. Data was anonymised for reporting.
Ethics Clarification (Participants & Institutional Context) All research activities for this assignment were carried out informally with fellow UWTSD London students from within my existing academic and social circle. Participants were approached through internal student groups, course cohorts and on-campus networks. No external participants were recruited. The study involved only low-risk, non-sensitive usability feedback on fictional game concepts rather than personal or identifying data. Because the participants were fellow students, the activities were voluntary, anonymous, and aligned with the university’s expectations for classroom-based HCI projects that do not require full ethical board approval. All participants gave verbal consent and were informed that the exercise was purely for academic coursework, that they could withdraw at any time, and that no personal information would be stored or used.

[bookmark: _Toc213684827]4. User and Experience Requirements (MoSCoW — integrated rationale)
The MoSCoW prioritisation reflects both empirical data and practical constraints for an early prototype.
Must Have (justification):
· Simple mobile navigation: Survey and testing indicated users abandon complex menus.
· Accessibility features: Interviews stressed reading and visual needs.
· Multiplayer lobby & invite flow: Social play is the primary motivation.
· Evidence log: Analytical players cited this as essential.
Should Have (justification):
· Guided tutorial: Balances learnability for novices with skip options for regulars.
· Pre-accusation summary: Responds directly to user feedback that accusations felt abrupt.
· Turn indicators/notifications: To manage asynchronous play and reduce friction.
Could Have: avatar cosmetics and ambient audio — add emotional polish without blocking core play.
Won’t Have (phase): AR/VR and heavy cross-platform sync to keep scope realistic and enable earlier testing.
This prioritisation ensured wireframes concentrated on core interactions — movement, clue discovery, evidence management and social connection.

[bookmark: _Toc213684828]5. Designing for Usability — Detailed Rationale & Mapping to Heuristics
Design choices are explicitly mapped to well-known usability heuristics and accessibility standards to create traceable rationale for decisions.
[bookmark: _Toc213684829]5.1 Heuristic Mapping & Decisions
· Visibility of system status: Persistent status bar (current player, connection) reduces uncertainty [2], [5].
· Match between system and real world: Clues use natural language and familiar campus metaphors.
· User control & freedom: Confirmations for critical actions and “undo” where feasible (e.g., withdraw an accidental accusatory guess).
· Consistency & standards: Reuse of iconography (magnifier for clues, chat bubble for social) reduces cognitive load.
· Error prevention & recovery: Auto-save and clear rejoin flow to reduce frustration.
[bookmark: _Toc213684830]5.2 Cognitive Load & Information Architecture
Information is chunked: map → location → clue card → evidence log. The evidence log uses filtering and progressive disclosure: initial one-line summaries, tap-to-expand full context. This reduces working memory demands and supports users like Michael who rely on pattern comparison.
[bookmark: _Toc213684831]5.3 Accessibility Details (WCAG-aligned)
· Contrast ratios and font scaling follow high-contrast guidelines.
· Keyboard and screen-reader compatibility planned for tablet/desktop variants.
· Captioning, narration and dyslexia-friendly fonts (e.g., OpenDyslexic option) ensure diverse reading needs are covered [3].
[bookmark: _Toc213684832]5.4 Emotional & Social Design
Microcopy uses friendly, context-aware language. Encouraging messages reinforce positive behaviours and social cohesion (e.g., “Nice catch!”). Visual design avoids dark realism; it favours an approachable, slightly whimsical tone to maintain lightness while respecting sensitivities.

[bookmark: _Toc213684833]6. Storyboards & Wireframe Placeholders
The storyboard sequence emphasises mobile-first interactions and progressive disclosure. Below are the screen descriptions and explicit placeholders for your visuals:
Wireframe 1 – Splash Screen
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Figure 1
Figure 1. Splash screen introducing the University Cluedo brand identity, with animated logo, login/guest options, and quick-access toggles for accessibility (font size, narration).

This screen establishes the first impression and supports the heuristic of “visibility of system status” by including a subtle loading indicator and progress hint. Immediate access to accessibility settings ensures inclusive entry for users like Sarah, who prefer narration and font-size control from the outset.

Figure 2 — Main Menu
[image: A screen shot of a phone

AI-generated content may be incorrect.]
Figure 2
Figure 2. Main menu offering primary navigation to Play with Friends, Play Solo, How to Play and Leaderboard.

This hub supports the principle of recognition rather than recall through clear visual hierarchy and icon-labelled options. The friendly tone and soft background reflect the emotional design goal of warmth and social approachability for players like Grace.

Figure 3 — Lobby / Invite Flow
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Figure 3

Figure 3. Multiplayer lobby where players can create rooms, share invitations via QR or messaging apps, and see friends’ readiness states.
This screen directly satisfies the “must-have” requirement for social connection. Its one-tap invite flow reduces friction and supports Grace’s success criterion of inviting three friends within 30 seconds. The start button’s conditional activation reinforces clear feedback and error prevention.
Figure 4 — Character Selection
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Figure 4

Figure 4. Character selection interface displaying avatars with short role blurbs and accessibility previews.
This moment personalises the experience without introducing mechanical imbalance. Brief “role hint” blurbs provide flavour text that supports social play — aligning with the heuristic of “match between system and real world” by mirroring familiar group-role dynamics.


Figure 5 — Map Interface
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Figure 5
Figure 5. Interactive map of the university environment showing accessible rooms, clue icons, and turn order indicator.
This is the primary gameplay navigation layer. Progressive disclosure (tap a room to open clues) controls cognitive load for analytical users like Michael. The familiar campus metaphor aligns with the project’s contextual realism and aids spatial reasoning.
Figure 6 — Clue Card Interaction
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Figure 6
Figure 6. Clue card pop-up presenting short narrative text, optional audio playback, and evidence tagging controls.
The clue interface uses minimal text and strong affordances for “Inspect Further” and “Mark as Evidence.” This reinforces user control and freedom while maintaining immersion. Audio narration supports accessibility and relaxation for players like Sarah.
Figure 7 — Pre-Accusation Summary
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Figure 7
Figure 7. Pre-accusation summary screen compiling all discovered evidence, timeline, and decision checklist.
This stage implements user feedback from early testing, ensuring pacing and comprehension before final accusations. The “Review Evidence” and “Proceed” CTAs reduce decision pressure and align with error prevention heuristics by allowing final reflection before commitment.
Figure 8 — Accusation Result & Reflection
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Figure 8
Figure 8. Animated results screen revealing the true culprit, personal performance summary, and post-game reflection prompts.
This closing interaction emphasises closure and social reinforcement. Players can share reasoning or commend others via quick emoji or text input. It also aligns with the focus group suggestion for reflective dialogue — reinforcing learning, fairness, and emotional satisfaction.

[bookmark: _Toc213684834]7. Feedback Collection, Metrics & Evaluation
[bookmark: _Toc213684835]7.1 Prototype Testing Summary (n = 8)
Structured scenarios permitted measurement of navigation efficiency and comprehension. Observers annotated behaviours and verbal comments; SUS-like questions and open feedback captured subjective responses [4], [8].
[bookmark: _Toc213684836]7.2 Quantitative Results
· Task completion rate: 100% for core navigation tasks.
· Avg time to first action: 8 seconds.
· Perceived ease-of-use rating (1–5): 4.1 average.
· Average issue count per session: 1.6 (mainly visual contrast and pacing).
[bookmark: _Toc213684837]7.3 Thematic Qualitative Insights
· Social ease: Invite flow and emoji reactions were repeatedly praised.
· Analytical value: Evidence log was essential for deduction-driven players.
· Pacing & narrative: Players requested clearer recap before final decisions and more varied ambient audio.
[bookmark: _Toc213684838]7.4 Iterations & Validation
Design changes (pre-accusation summary, contrast tweaks, audio toggles) were implemented and validated in quick follow-up checks with two participants, showing improved comprehension and reduced frustration. Future larger-scale testing (n ≥ 30) is recommended for statistical validation and to test A/B variants of onboarding or notification timing.
[bookmark: _Toc213684839]7.5 Limitations
Early testing is formative and uses convenience sampling; findings are directional rather than definitive. The next phase will broaden demographic reach, include users with specific accessibility needs, and incorporate longer play sessions to assess retention.

[bookmark: _Toc213684840]8. Technical and Social Considerations
[bookmark: _Toc213684841]8.1 Architecture & Performance
A turn-based server model with ephemeral match state minimises bandwidth pressure and supports reconnects. Client-side caching and asset optimisation (SVGs, compressed audio) will target load times under three seconds on typical devices. Basic analytics (opt-in) will support product decisions while maintaining privacy [2],[7].
[bookmark: _Toc213684842]8.2 Privacy & Safety
Account creation will be optional (guest play allowed). Minimal required data (username, optional email) and transparent privacy notices align with GDPR. In-game reporting and lobby moderation tools protect social spaces.
[bookmark: _Toc213684843]8.3 Ethical & Tone Considerations
The narrative avoids graphic detail and frames the premise as a light-hearted puzzle. Sensitive options include toggles for narrative intensity and an in-app help area signposting support resources if discussions touch on upsetting themes.

[bookmark: _Toc213684844]9. Conclusion & Next Steps
This formative stage established a user-centred direction for University Cluedo. Realistic personas (friends who are into football, trading, Christian, humble and loving) shaped design priorities: evidence management, simple social onboarding, accessibility and a warm emotional tone. Mixed-methods research validated these priorities and surfaced actionable refinements (pre-accusation summary, contrast improvements, adjustable narration).
Concrete next steps (Assignment 2 / prototype build):
1. Full-colour Figma screens: Convert placeholder wireframes into high-fidelity screens with specified typography, spacing and colour tokens.
2. Clickable prototype: Deliver a mid-fidelity clickable prototype for wider testing (n ≥ 30) and run A/B tests on onboarding and pre-accusation flows.
3. Backend prototype: Implement lightweight turn-based server and persistence for rejoin flows and scoring.
4. Accessibility audit: Conduct targeted testing with users requiring reading/visual accommodations and iterate UI to meet WCAG-like thresholds.
5. Metrics & KPIs: Define success metrics (retention, average session length, SUS target ≥ 80, invite success rate ≥ 90%) to evaluate the prototype.
By emphasising clarity, social warmth and inclusive mechanics, the design aims to deliver a memorable and repeatable social experience that reflects the friendships and reasoning habits of the people it was designed for. Insert your wireframes into the labelled placeholders above and add references where required.
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