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User Requirements and Prototype 
Case Study Summary 
The boardgame CLUEDO is familiar to many as one that requires players to move their pieces around a board that represents a country mansion, finding clues that will help them solve the murder of Dr. Black.
 
You are to design a UWTSD version of this as a computer game. 

“Oh no! The Vice-Chancellor has been murdered! Who did it?”

You may set the game on any or all of the university campuses, and may include up to 8 players who should represent different parts of the university. This task represents your initial user research and design ideas for the game interface. In the next assignment you will develop your ideas further into a full colour design.

This assignment represents your initial user research and design ideas for the game interface. In the next assignment you will develop your ideas further into a full colour design.
Details above can be deleted before submission or edited as part of introduction
Note: This is a technical report so screenshot evidence is mandatory 

[bookmark: _Toc210127865]Introduction 
Provide a brief introduction of the board game design and its relevance to user experience principles.


A. [bookmark: _Toc210127866]Four detailed personas & associated scenarios (30% - 750 words equivalence)
• A set of four detailed personas with associated scenarios and an indication of the main user experience requirements relating to each persona
•	(10%) Who are your test personas? What are their user and experience requirements? Remember that students are not all able-bodied 18-21 year olds living in the Swansea area, nor do all students have disabilities. (ILO1, ILO3, ILO4)
•	(20%) How did you gather information to support the design of your personas? Discuss the methods used and results of any focus groups, interviews, or questionnaires you used to elicit this information. Lists of user and experience requirements, categorised using the MoSCoW criteria, should be provided in an appendix. Do NOT just ask a generativeAI for four personas – ask real potential users what they would want in the game. (ILO1)
[bookmark: _Toc210127867]B. Usability Issues to be Addressed – 20% 500 words)
· How are you designing for usability? What particular usability issues need to be addressed within your storyboards? What recommendations from the literature have you used? Consider utilising 6-8 scientific citations/references.

[bookmark: _Toc210127868][bookmark: _Hlk210127604]C. Initial Wireframe Storyboards (30% - 750 words equivalence)
• Provide screenshot(s) of your storyboards
· Storyboards should be wireframe only, rather than full colour design. They should show all of the major functionality of the app at a size appropriate for a mobile phone and should take all of the usual aspects of interaction design theory into account in the design. 
· The complete set of storyboards should be presented in an appendix but significant elements such as the main screen designs should be discussed in the main body of the report. These can be created using any suitable software; remember to show not only the screens but how the user moves between the screens.
[bookmark: _Toc210127869]D. Feedback Collection Process on Storyboard Design (10% - 250 words)

•A description of the process used to collect feedback on your storyboard prototypes and a summary of the positive and negative feedback collected.
•How did you ensure that your test subjects covered the range of personas you defined earlier? What feedback did you get, both in terms of usability and of emotional response? Were these what you expected and, if not, why not? 
• Propose potential future improvements or expansions for the software.
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