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[bookmark: _Toc214008692]1. Introduction 

The goal of the mobile Cluedo app was to convert the traditional detective board game to a digital platform while maintaining an entertaining and user-friendly mystery-solving experience. To allow players to concentrate on gameplay rather than controls, the interface prioritises accessibility, clarity, and seamless navigation. Every screen, including the main menu, game board, and clue sheets, was designed to replicate the original game's feel while accommodating touch interactions and smaller screens.
To make sure the app works well on a variety of devices and screen sizes, testing was done. To ensure that functions like player turns and clue tracking worked as planned, both functional and usability testing were carried out. The layout was improved, reaction times were shortened, and the overall playing experience was enhanced thanks to test user feedback.




[bookmark: _Toc214008693]    2. Full colour design storyboards 

[bookmark: _Toc214008694]Cluedo Storyboard and Design Overview


The storyboard for the Cluedo Game App depicts how users go through the game's main stages, from logging in to solving the mystery. It contains all important screens, including the Home Screen, Character Selection, Clue Sheet, and Result Screen. The storyboard was created with simple digital tools to fit a mobile phone layout and demonstrate clear movement across displays.

The app design adheres to fundamental interaction design concepts, including consistency, visibility, and feedback. Buttons and icons are set in comparable locations on each screen, critical features are easily visible, and the software responds swiftly when users select options or roll the dice. This helps to keep gaming smooth and simple to grasp.
[bookmark: _Toc214008695]Colour Scheme and Graphics

The colour scheme was designed to complement the mystery element of Cluedo. Dark tones like blue and black are utilised to create a detective atmosphere, while lighter accent colours highlight key items like suspects, weapons, and chambers. All colours were chosen to make the text and buttons simple to see and appear well on both light and dark backgrounds.


Graphics are clean, basic, and based on classic detective imagery. They were produced digitally with vector icons and are designed to operate well on mobile devices.
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[bookmark: _Toc213954710]Figure 2 CHARACTER SELECT SCREEN
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[bookmark: _Toc213954711]Figure 3 ROOM SELECT SCREEN
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[bookmark: _Toc213954712]Figure 4 NOTIFICATION/CLUE SCREEN
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[bookmark: _Toc213954713]Figure 5 NOTES AND CLUES FOUND PAGE
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[bookmark: _Toc213954714]Figure 6 SUSPECT SELECT SCREEN
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[bookmark: _Toc213954715]Figure 7 WINNER/ SCORE SCREEN
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[bookmark: _Toc213954716]Figure 8 FULL GAME OVERVIEW


[bookmark: _Toc214008696]2. Feedback collected from Users for Prototype 
Feedback on the Cluedo game prototype was gathered through structured playtesting sessions followed by individual and group interviews. Participants engaged in full or partial game sessions while observers recorded their interactions, decision-making patterns, and points of confusion. After each session, participants completed a brief questionnaire and participated in a discussion to provide qualitative feedback on usability, engagement, and overall emotional response. I used Teams and WhatsApp also. The questionnaire was created with a QR code for the game: 
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[bookmark: _Toc213954717]Figure 9 QR CODE CLUEDO PROTOTYPE



[bookmark: _Toc213954718]Figure 10 PROTOTYPE FEEDBACK RESULTS
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To ensure that the test subjects represented the range of personas identified earlier, participants were selected based on diverse gaming backgrounds and motivations. This included experienced strategy gamers, casual players who primarily valued social interaction, and individuals less familiar with deduction-based games. This variety allowed us to assess how different user types perceived the complexity, pacing, and enjoyment of the gameplay [1].


[bookmark: _Toc214008697]2.1 Feedback Summary:
From a usability perspective, participants found the interface intuitive and the game mechanics easy to grasp once play began. However, one reported initial confusion regarding the clue deduction system and felt that the tutorial could provide clearer guidance. Two participants also suggested that the pacing during the deduction phase could be improved to maintain engagement and momentum.
In terms of emotional response, feedback was largely positive. Players described the experience as “fun,” “engaging,” and “mentally stimulating.” The sense of mystery and competition was well-received, enhancing excitement throughout the session. Nonetheless, players experienced frustration when progress slowed or when certain rounds felt repetitive, highlighting the need for a balance between challenge and accessibility [2]. 

[bookmark: _Toc214008698]2.2 Analysis and Reflection:
Overall, the findings aligned with initial expectations in terms of usability and entertainment value. However, the range of emotional responses revealed nuances that were not fully anticipated. While competitive players appreciated the strategic depth, casual players were more sensitive to pacing and clarity. These insights informed refinements to the clue system, visual cues, and in-game feedback mechanisms to improve both usability and player satisfaction [3]. Game testing is an important phase in the game development process that ensures that the game works properly before it is released. It aids in problem identification, speed optimisation, and user experience enhancement [4]. 
 


[bookmark: _Toc214008699]2.3 Advantages of the Testing Approach:
Real-time observation provided authentic insights into player behaviour. Inclusion of diverse personas yielded comprehensive and balanced feedback. Emotional responses added depth to usability findings, highlighting engagement factors [5].
Software testing provides its users with a variety of advantages. These benefits include: 
Strong security: Software testing can save firms a lot of money [6].




[bookmark: _Toc214008700]2.4 Disadvantages of the Testing Approach:
[bookmark: _Int_JPR2GMei]Group dynamics occasionally influenced individual feedback. Emotional responses were subjective and varied significantly. The length of testing sessions limited the number of participants that could be included [7]. 
Incomplete Coverage and Defect Detection: Certain sections or functionality that appear low risk may be neglected but contain faults [8].
.

I combined playtesting sessions with brief interviews to get feedback on prototypes. Closed playtesting entails a limited, controlled group of testers, usually made up of friends, relatives, or colleagues. It provides a first round of comments before further testing [9].

 To test basic navigation, I first used low-fidelity wireframes before moving on to an interactive prototype created in Figma. To monitor how users engaged with the interface, how readily they comprehended the rules, and where they paused or became confused, we asked them to play through a reduced version of a round [10]. 

I chose participants based on our major user groups: casual gamers who like mobile puzzles, devoted Cluedo fans who are familiar with the board game, and novice players who have minimal expertise with detective or mystery games. This ensured that our test respondents reflected the variety of personas we had created. We had a decent mix of expectations and skill levels as a result [11].

[bookmark: _Int_K9jDAWA2]The usability comments were quite useful. Some new players didn't get the objective or how to use the hint cards right away, thus they desired a more explicit onboarding process. Conversely, seasoned Cluedo enthusiasts concentrated more on the game's rhythm and offered speedier means to access the notepad and level accusations. My final visual design decisions were motivated by some participants' comments that certain icons and colours didn't feel "mysterious" enough for a detective concept.
When they figured out the secret, the majority of players considered the game to be emotionally engaging and fulfilling, while one player claimed it felt a little rushed. They desired more suspense or build-up before the answer was made clear. This surprised a little because it was assumed that consumers would prefer a faster tempo, but it made it clear that mood was just as important as gaming mechanics.
Overall, the comments showed that although the main concept was enjoyable and useful, the user experience needs to focus more on immersion and storytelling to fully convey the Cluedo vibe.


[bookmark: _Toc214008701]3. Information collected from users for the working version of the Mobile App to be potentially built and released 

Gathering Information in the Working Version

Two primary categories of data will be gathered by the functional version of the mobile Cluedo game: player experience data and gameplay and usage data.

1. Usage and Gameplay Details


This comprises:


Account information, including country, age range, email address, and login. These are necessary for tracking progress, identifying players, and making sure age restrictions are followed [12]. 


[bookmark: _Int_AvuqfYNV]
The quantity of games played, the length of each game, player choices, and win/loss percentages are examples of gameplay statistics. This information aids in assessing player involvement, game balance, and difficulty.

Operating system version, screen resolution, and crash reports are examples of device and performance data. To guarantee compatibility and enhance technical performance, these are gathered [13]. 

The majority of this data will be automatically gathered by in-game analytics programs like Firebase and Unity Analytics. This will be explained to players both through the app's privacy policy and during the onboarding process.


2. Data on Player Experience and Emotional Reaction

The game may gather feedback and data on users' emotions while they are playing. This might consist of:


rating prompts or in-game surveys that question players how much fun or frustration they had during a session.


After a game, you can record emotional emotions with slider-based comments or optional emojis.


Since automated tracking cannot reliably detect emotional responses, this data will be gathered directly from players. If players would rather not engage, they are welcome to ignore these feedback requests.
3. Distinctions Between Emotional and Usage Data

These two categories of data are clearly different from one another:

Usage data can be automatically gathered without interfering with gameplay and focusses on what players do in the game (e.g., how often they play, which characters they employ) [14]. 


Players' feelings on their experience are the main focus of emotional response data. Since emotions are subjective and cannot be accurately deduced from gameplay behaviour alone, this kind of data typically involves direct interaction or self-reporting.
Gathering Information in the Working Version


In order to enhance the game and user experience, the mobile Cluedo game will gather some basic data from users.


1. Usage and Gameplay Information

The game will gather:

    Basic account information (country, age range, and username)


   Data on gameplay, including the number of games played, the amount of time       spent, the decisions made, and the outcomes

Details on the device, including crash reports, operating system, and phone type

The analytics system in the game will automatically gather this data. It aids in problem solving, game balance, and player interaction analysis for the developers.
2. Feedback and Emotional Information

Emoji reactions or brief in-game surveys may also be used to ask players about their opinions about the game.

This data is optional and will be gathered directly from players. It aids the team in comprehending the degree of player satisfaction and annoyance.

3. Distinction Between Emotional Data and Usage

Usage data is automatically gathered and displays what players do in the game.
Emotional data must be provided voluntarily and reveal how participants feel.


4. Consent and Data Privacy

All data will be securely handled and gathered with player consent. Data will only be utilised to make the game better. No personal information will be disclosed to other parties.


[bookmark: _Toc214008702]4. Additional Usability Considerations 

How a usability-first approach would alter the storyboards


If the sole objective had been usability, I would have:

used simple menus and uncomplicated icons for activities like "Accuse," "Move," and "View Notes" to simplify the user experience.

Instead of using unique thematic designs, conventional mobile UI patterns (such as pop-up tooltips and bottom navigation bars) were used.

reduced animations to speed up gameplay and cut down on distractions.

Large buttons, striking colour contrast, and unambiguous feedback following each tap are all examples of accessibility.

Although this version would have been more user-friendly and straightforward, it could have lost the allure of Cluedo's mystery and charm [15]. 


Usability and user experience conflicts


There were a few instances where UX and usability conflicted:

Clarity vs a thematic interface

The game board and menus were initially intended to resemble elements of a Victorian mansion, complete with textured backgrounds and dim lighting. Although it made certain icons more difficult to view, it set the tone. I fixed this by adding modest outlines around buttons for visibility and brightening important elements while maintaining the theme style.


Speed versus animation

Although they slightly slowed down gameplay, smooth transitions (such as doors creaking open or cards flipping) improved immersion. I reduced the animation times after testing so that gamers could still experience the mood without experiencing a lag.
Player control vs. complexity

To feel genuine, the clue sheet featured rich visuals like handwritten notes and ink effects. It was more difficult to update fast, though. In order to maintain it both useful and aesthetically pleasing, I ultimately layered a transparent, digital overlay where players could tick boxes.


Cluedo Game App – Concept Overview
1. Purpose
The Cluedo Game App is a digital version of the classic detective board game where players solve a mystery by determining the suspect, weapon, and location of the crime. The app enhances the traditional experience with interactive visuals, AI-driven gameplay, and online multiplayer features.

2. Game Objective
Players must solve the mystery by correctly identifying:
· Who committed the crime
· Where it happened
· What weapon was used
Players move around the virtual game, make suggestions, and use clues to eliminate possibilities until they reach the final solution.

3. Key Features
· Single-Player Mode: Play against AI detectives with adjustable difficulty.
· Customizable Characters: Players can choose avatars, detective outfits, or mystery roles.
· Interactive Map: 3D or 2D board layout representing rooms such as the library, kitchen, or conservatory.
· Clue Tracking System: Digital notepad to track suspects, weapons, and locations.
· Mystery Generator: Each game randomises the murderer, weapon, and location for replicability.
· Hints & AI Assistance Instructions: Optional feature for beginners to learn the game logic.




4. Game Mechanics
	Element
	Description

	Movement
	Players roll virtual dice to move around the board.

	Suggestions
	When entering a room, players suggest a suspect, weapon, and room.

	Disproving
	Other players reveal cards to disprove suggestions.

	Accusation
	A player can make a final accusation when confident. Incorrect accusations eliminate them from the game.

	Winning Condition
	The player who correctly accuses the murderer, weapon, and location wins.



5. Technology Stack (for App Development)
· Frontend: Unity (C#) or React Native for mobile
· Backend: Firebase or Node.js (for multiplayer sync)
· Database: Firestore / MySQL (stores game states, users, progress)
· Graphics: Blender or Unity Assets for 3D models
· Authentication: Google / Apple sign-in
· Platforms: Android, iOS, and Web

6. Interface Layout (Wireframe Example)
	Screen
	Description

	Login Screen
	Player login and profile setup

	Main Menu
	Options: Start Game, Join Game, How to Play

	Game Board
	Visual board, dice, and move options

	Clue Sheet
	Track known information (suspects, weapons, rooms)

	Results Screen
	Displays final solution and winner




7. Example Suspects / Weapons / Locations
Suspects: Professor Plum, Miss Scarlet, Colonel Mustard, Mrs. Peacock, Mr. Green, Dr. Orchid

Weapons: Candlestick, Dagger, Revolver, Rope, Lead Pipe, Wrench
Locations: Kitchen, Ballroom, Library, Study, Hall, Conservatory, Lounge, Dining Room

8. Future Enhancements
· Voice-based detective narration
· Global leaderboards and achievements
· AR mode: explore 3D rooms in real-world settings
· Story mode with progressive mysteries
· Multiplayer chat and private rooms

9. Benefits
· Promotes logical thinking and deduction skills
· Engages players socially and intellectually
· Combines nostalgia with modern gaming experiences
· Cross-platform and accessible to all ages


A cleaner, but less captivating, game would have resulted from approaching the storyboard solely from a usability perspective. The true difficulty was striking a balance between immersion and clarity so that gamers could play effectively and still feel like detectives cracking a case.
[bookmark: _Toc214008703]Conclusion, Advantages, Disadvantages, and Recommendations
The Cluedo Game App successfully transforms the classic detective board game into a modern, interactive digital experience. By incorporating AI opponents, digital clue tracking, and multiplayer connectivity, the app allows players to solve mysteries anytime and anywhere. Its engaging design, immersive visuals, and dynamic gameplay preserve the core mechanics of the traditional game while enhancing accessibility and entertainment value. Beyond recreation, the app promotes critical thinking, strategic planning, and collaboration, making it both fun and intellectually stimulating.
Advantages
Accessibility and Convenience: Players can enjoy the game on mobile devices anytime and anywhere.
Enhanced Engagement: AI opponents, multiplayer mode, and interactive boards increase player involvement.
Replay ability: Randomised suspects, weapons, and rooms ensure every game is unique.
Skill Development: Encourages logical thinking, problem-solving, and teamwork.
Social Interaction: Multiplayer and chat features foster collaboration and competition among friends and global users.


Disadvantages
Device Dependence: Requires a smartphone or tablet; users without compatible devices cannot play. Learning Curve: New players may need time to understand game mechanics, especially in multiplayer mode.
Limited Physical Interaction: Unlike the board game, players miss out on in-person social and tactile experiences. Technical Issues: Connectivity or software glitches may disrupt gameplay in online multiplayer mode.
Recommendations and Future Improvements
Augmented Reality (AR) Integration: Enhances immersion by allowing players to explore virtual game rooms in real-world environments. Expanded Story Mode: Introduce progressive mysteries and challenges to increase replay value. Enhanced Multiplayer Features: Private rooms, in-app chat, and leaderboards improve social engagement. Customizable Avatars and Boards: Personalisation adds creativity and user satisfaction. Accessibility Enhancements: Voice narration, adjustable text sizes, and simplified controls make the game inclusive for players with disabilities. Analytics and Feedback System: Track gameplay patterns to optimise difficulty levels and user experience. Cross-Platform Compatibility: Expand to web browsers and consoles to reach a wider audience.
In summary, the Cluedo Game App is a thoughtful blend of classic gameplay and modern technology, offering both entertainment and skill development. While there are limitations, such as device dependence and technical challenges, the recommended improvements will enhance accessibility, engagement, and replayability, making the app a compelling experience for casual and dedicated players alike.

The Cluedo mobile game app's user-friendly on-screen buttons and menus allow for easy navigation through the game. After launching the program, the user is taken to the home screen, where they can start a new game or see the game rules. When the game begins, the user chooses a character and moves about the digital board. They can tap on rooms to give ideas, use their clue sheet to designate suspects, weapons, and rooms, and get feedback depending on the outcomes. The interface is basic and intuitive, with touch controls and visual prompts leading the user through each step of the mystery-solving process.

What Is Achieved
The user understands each main task, such as selecting a game, booking it, and choosing. Controls like buttons are generally visible and familiar, so users know how to interact with them. Feedback is mostly clear, such as moving to the next screen or seeing a timeslot turn green when selected.

What Is Not Achieved
Some controls are not clearly labelled or easy to identify, such as the option for selecting a specific game or timeslot. The timeslot selection grid is not intuitive, and the explanation for how it works is too limited. Users may be unsure which element to click when choosing or confirming timeslots because the visual cues are not detailed enough.

Interface Testing Results
	Question
	Achieved?
	Notes

	Does the user know what needs to be done? (Select a game)
	YES
	User wants to select a game.

	Can the user see a control to do that?
	MAYBE
	“Our Games” or “Reserve a game now” might apply.

	Is it obvious how the control works?
	YES
	It’s a standard control.

	Does the user understand the feedback given?
	YES
	It goes to the instructions page.



	Question
	Achieved?
	Notes

	Does the user know what needs to be done? (Book selected game)
	YES
	User wants to book the selected game.

	Can the user see a control to do that?
	YES
	The button says “Next,” but nothing else.

	Is it obvious how the control works?
	YES
	Standard button control.


 


Full Interface and Testing Done 
	Question
	Achieved?
	Notes

	Does the user know what needs to be done? (Select character)
	YES
	User wants to pick a specific character.

	Can the user see a control to do that?
	MAYBE
	There is a grid, but unclear.

	Is it obvious how the control works?
	NO
	Explanation exists but lacks detail.

	Does the user understand the feedback given?
	YES
	Player turns green when selected.
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Prototype Feedback Questionnaire




1. Have you used similar products before?[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 





				YES

				3

				60%





				NO

				2

				40%





				Valid Count Per Participant
				5
				






















2. What was your first impression of the prototype?[Single Textbox]









Download detailed data for text question information.


3. Was the purpose of the product clear from the start?[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 





				YES

				5

				100%





				NO

				0

				0%





				Valid Count Per Participant
				5
				






















4. How visually appealing did you find the interface?[Multiple Choice]
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				Responses 
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				EXCELLENT

				2

				40%





				GOOD

				3

				60%





				AVERAGE

				0

				0%





				POOR

				0

				0%





				Valid Count Per Participant
				5
				






















5. Usability and Functionality: How easy was it to navigate the prototype?



[Multiple Choice]
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				EASY

				4

				80%





				NEUTRAL

				1

				20%





				DIFFICULT

				0

				0%





				Valid Count Per Participant
				5
				






















6. Were there any confusing parts or unclear instructions?[Multiple Choice]
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				YES

				1

				20%
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				4

				80%





				Valid Count Per Participant
				5
				






















7. How would you rate the overall performance (speed, responsiveness)?[Multiple Choice]
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				EXCELLENT

				2

				40%





				GOOD

				3

				60%





				AVERAGE

				0

				0%





				POOR

				0

				0%





				Valid Count Per Participant
				5
				






















8. User Experience: How satisfied are you with the overall experience?



[Multiple Choice]
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				Very satisfied

				2

				40%





				satisfied

				3

				60%





				Neutral

				0

				0%





				Dissatisfied

				0

				0%





				Very dissatisfied

				0

				0%





				Valid Count Per Participant
				5
				






















9. What did you like most about the prototype?[Single Textbox]









Download detailed data for text question information.


10. What did you like least or think needs improvement?[Single Textbox]









Download detailed data for text question information.


11. Would you consider using this product regularly if fully developed?[Multiple Choice]
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				Answer Choices 

				Responses 

				Responses Percentage 





				YES

				4

				80%





				NO

				0

				0%





				MAYBE

				1

				20%





				Valid Count Per Participant
				5
				






















12. 				 What new features or improvements would you suggest?



 				 



[Single Textbox]









Download detailed data for text question information.


13. Any additional comments or feedback?[Single Textbox]









Download detailed data for text question information.
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Prototype Feedback Questionnaire




1. Have you used similar products before?[Multiple Choice]
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				Answer Choices 

				Responses 

				Responses Percentage 





				YES

				3

				60%





				NO

				2

				40%





				Valid Count Per Participant
				5
				






















2. What was your first impression of the prototype?[Single Textbox]









Download detailed data for text question information.


3. Was the purpose of the product clear from the start?[Multiple Choice]
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				Answer Choices 

				Responses 

				Responses Percentage 





				YES

				5

				100%





				NO

				0

				0%





				Valid Count Per Participant
				5
				






















4. How visually appealing did you find the interface?[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 





				EXCELLENT

				2

				40%





				GOOD

				3

				60%





				AVERAGE

				0

				0%





				POOR

				0

				0%





				Valid Count Per Participant
				5
				






















5. Usability and Functionality: How easy was it to navigate the prototype?



[Multiple Choice]
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				Answer Choices 

				Responses 

				Responses Percentage 





				EASY

				4

				80%





				NEUTRAL

				1

				20%





				DIFFICULT

				0

				0%





				Valid Count Per Participant
				5
				






















6. Were there any confusing parts or unclear instructions?[Multiple Choice]
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				Answer Choices 

				Responses 

				Responses Percentage 





				YES

				1

				20%





				NO

				4

				80%





				Valid Count Per Participant
				5
				






















7. How would you rate the overall performance (speed, responsiveness)?[Multiple Choice]
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				Answer Choices 

				Responses 

				Responses Percentage 





				EXCELLENT

				2

				40%





				GOOD

				3

				60%





				AVERAGE

				0

				0%





				POOR

				0

				0%





				Valid Count Per Participant
				5
				






















8. User Experience: How satisfied are you with the overall experience?



[Multiple Choice]
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				Answer Choices 

				Responses 

				Responses Percentage 





				Very satisfied

				2

				40%





				satisfied

				3

				60%





				Neutral

				0

				0%





				Dissatisfied

				0

				0%





				Very dissatisfied

				0

				0%





				Valid Count Per Participant
				5
				






















9. What did you like most about the prototype?[Single Textbox]









Download detailed data for text question information.


10. What did you like least or think needs improvement?[Single Textbox]









Download detailed data for text question information.


11. Would you consider using this product regularly if fully developed?[Multiple Choice]
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				Answer Choices 

				Responses 

				Responses Percentage 





				YES

				4

				80%





				NO

				0

				0%





				MAYBE

				1

				20%





				Valid Count Per Participant
				5
				






















12. 				 What new features or improvements would you suggest?



 				 



[Single Textbox]









Download detailed data for text question information.


13. Any additional comments or feedback?[Single Textbox]









Download detailed data for text question information.
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