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UWTSD: Secrets & Suspects – Wireframe Report
Introduction
This report presents the initial design, user research, and wireframe development for 'UWTSD: Secrets & Suspects,' a Cluedo-inspired investigative mobile game set across the University of Wales Trinity Saint David campuses. The objective of this report is to document the personas, usability considerations, storyboard wireframes, and early user feedback that informed the prototype. The goal of the game is for players to explore different campus rooms, collect clues, collaborate, and determine who murdered the Vice-Chancellor. This document provides the foundation for the next stage of full-colour interface design.




















Screen 1 – Home Screen
Description:
This is the first screen the user sees when launching the game. It sets the tone for the entire experience and provides access to all main sections: Play, Join Game, Rules/Help, and Settings. The top area displays the player’s profile icon and the game title. A small carousel below highlights featured UWTSD campuses.
Purpose:
To provide an intuitive starting point and direct users instantly to game-critical actions.
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Screen 2 – Lobby Setup
Description:
After selecting “Play,” the user enters the lobby. This screen shows the room code (for multiplayer access), the list of connected players, and status indicators such as Online and Offline. The host can choose the campus map from a dropdown menu.
Purpose:
To synchronise players before starting a match and confirm that all participants are ready.
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3 Screen 3 – Character Selection
Description:
Players choose one of eight unique UWTSD-based characters, each representing a different role within the university (e.g., Librarian, Lecturer, Student Rep, Technician). Each character has a short description or advantage that influences gameplay.
Purpose:
To encourage strategic choices and provide variety in how each player approaches the investigation.
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 4 Screen 4 – Main Game Room (Exploration Interface)
Description:
This screen represents the player’s entry into a specific room inside the selected UWTSD campus. Instead of showing a full campus map, the interface now immediately displays the interactive room where the investigation takes place. The layout is presented in a simplified wireframe style, showing the room’s structure and multiple clickable hotspots (small icons or circles). These hotspots correspond to objects that may contain clues.
The room layout emphasizes clarity and accessibility, ensuring players can easily identify areas to explore without unnecessary visual complexity.
Purpose:
This screen serves as the starting point for physical exploration within the game environment. It allows players to quickly access searchable objects and begin uncovering clues as part of the investigative process. It replaces the earlier concept of a separate campus map to streamline gameplay and reduce unnecessary navigation steps.
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5. Clue Log & Notes Screen – Investigation Tracking Interface (Corrected Version)
The Clue Log & Notes screen provides the player with a clear, organised overview of all suspects, locations, and potential weapons discovered during the investigation. This screen acts as the player’s primary reference point, allowing them to track progress and compare evidence throughout the game.
The layout is structured into three main categories:
1. Suspects
A full list of the eight playable characters is shown, each accompanied by a small avatar icon for quick recognition:
· Dr. Evans — Lecturer
· Sam — Student Representative
· Lucy — Librarian
· Dr. Patel — Lab Technician
· The Janitor
· Campus Security Officer
· Admin Assistant
· IT Technician
This helps players keep track of who might be involved in the mystery and visually reinforces character identity.
2. Locations
Each accessible building in the campus is listed with a checkbox, allowing players to mark places they have already investigated:
· Library
· Science Block
· Canteen
· Admin Building
This system supports memory and organisation, showing which areas are cleared and which may still hold clues.
3. Weapons / Items

All potential weapons or evidence items are displayed, again with checkboxes for players to mark when they have uncovered an item:
· Keycard
· Lab Chemicals
· Broken Mug
· Heavy Book
This structured list helps players form connections between items, suspects and locations.
At the bottom of the screen, a prominent “Close Notes” button allows the user to quickly return to the main gameplay.
The design is intentionally minimal and monochrome, ensuring high readability and reducing cognitive load during moments of decision-making.
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6. New Clue Pop-Up Screen – Discovery Feedback Interface
The New Clue Found screen provides immediate feedback to the player when they uncover a piece of evidence during their investigation. This interface is designed to be simple, attention-grabbing, and easy to process, ensuring that players instantly understand they have made progress in the mystery.
At the top, a bold message “NEW CLUE FOUND!!!” appears, reinforcing the importance of the discovery. Below it, a placeholder icon represents the visual symbol for the newly found evidence. This icon will later be replaced with a thematic image (e.g., footprints, keycard, handwritten note).
Beneath the icon, a brief text label identifies the clue:
“NOTE: Footprints near Canteen.”
This provides the player with immediate context regarding the clue’s location.
A larger dialogue box in the center of the screen expands on the clue:
“Someone left muddy footprints leading towards the Library.”
This narrative detail supports the deduction process, helping players connect clues to locations and suspects.
Two buttons appear at the bottom:
· ADD NOTE – Allows the player to save this clue directly into their notebook for future reference.
· CLOSE – Returns the player to the main gameplay screen.
The bottom navigation bar (Home, Explore, Profile) remains visible, maintaining consistent usability across the application.
This screen reinforces player engagement by acknowledging progress, promoting exploration, and supporting the ongoing reasoning required to solve the mystery.
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. Final Accusation Screen – Decision & Outcome Interface
The Final Accusation screen represents the concluding stage of the gameplay experience, where the player must synthesize all collected information and make their final judgement. This interface is designed to guide the user through the decision-making process in a clear and structured way.
At the top, a header labelled “FINAL ACCUSATION” indicates the critical nature of this phase. The main section asks the central question: “WHO DO YOU ACCUSE?”, prompting the player to select the elements needed to formulate an accusation.
Three dropdown fields are provided:
· Suspect: Allows the player to select the character they believe is responsible.
· Location: Lets the user choose the place where the incident occurred.
· Weapon/Item: Enables the selection of the object or method involved in the crime.
Once the three elements are chosen, the player can press the ACCUSE button to submit their final decision. This interaction triggers the evaluation of the player’s choices based on the clues gathered throughout the game.
Below the button, the Result section displays an outcome message. This feedback can show:
· “✓ CORRECT!” if the accusation matches the actual solution of the mystery,
or
· “✗ WRONG ACCUSATION” if the selected combination is incorrect.
In the case of a wrong accusation, an explanatory message appears, revealing the true scenario. For example:
“The real culprit was: Dr. Patel
Using: Lab Chemicals
In: Science Block.”
At the bottom of the screen, two navigation options allow the player to decide how to proceed:
· PLAY AGAIN – Restarts the game to allow another attempt or exploration of alternate paths.
· EXIT – Returns the user to the main menu or closes the session.
The standard bottom navigation bar (Home, Explore, Profile) remains present for visual consistency, though primary interaction on this screen is focused on the accusation flow.
This final interface concludes the game by validating the player's deductive reasoning and offering closure through clear, structured feedback.
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Conclusion – Final Reflection on the UX/UI Design Process
The development of the wireframes and interface concepts for UWTSD: Secrets & Suspects has allowed for a structured exploration of how digital game experiences can be shaped through clear interaction flows, intuitive navigation patterns and coherent visual hierarchy. Each screen—from the home interface to the final accusation stage—was designed with a specific purpose, ensuring that the user can progress naturally through the gameplay loop while understanding the logic behind each mechanic.
Throughout the design process, particular attention was given to maintaining consistency across iconography, spacing, typography and layout. This helps the player quickly recognise key elements such as buttons, navigation bars and interactive hotspots. At the same time, the structure of each screen reflects the game’s investigative theme, encouraging curiosity, critical thinking and deduction. The inclusion of a notes system, clue pop-ups, and character abilities reinforces the overall narrative and gameplay identity, making the experience feel cohesive and engaging.
Moreover, designing the interface step by step made it possible to identify potential usability challenges, such as where players might get lost, where extra feedback is needed, or how to ensure that multiplayer stages remain clear and accessible. The final set of wireframes demonstrates a user experience centred around clarity, simplicity and thematic immersion.
Overall, this document provides not only a collection of individual screens but a complete overview of the intended player journey. From entering the game to selecting characters, investigating environments, gathering clues and reaching a final verdict, the flow has been designed to support both new and experienced players. This ensures that UWTSD: Secrets & Suspects can offer an accessible yet strategically rich interactive experience. The assignment successfully demonstrates how thoughtful UI/UX design contributes to the clarity, functionality and emotional impact of a game, making the investigative process intuitive, rewarding and narratively engaging.
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