Prifysgol Cymru
% Y Drindod Dewi Sant

S University of Wales
Trinity Saint David

»

Full Interfacing Testing

Component-2

Student Name: Iram Naz

Student ID: 2245084

Module Name: ACCA6017
Lecturer’'s Name: Dr. Osman Elgawi

Submission Date: 27/03/2026



Contents

INEPOAUCEION ... e e e e e e e et e et ettt e et aa b e e e e e e e e e e e eeeeeeeeennnees 2
Full-Colour Design Storyboard ...............oouiiiiiiiiiii e 3
2.1 Key FUNCLIONAI SCIEENS ...........iiiii ettt e e e et e e et e e e eaa e e e anaeaees 3
2.1 Main SCrEe@N DE@SIZNS ........ccovu i et e e e e et e e e e e e e e e e e e e e e eaaa s 4
2.0.1SPIasSh SCrEEN ........coeiieiie e aaaa 4
2.1.2 Login / Registration SCrEEN .............oovuuiiiiiiiiiii et e e 5
2.1.3 Main LOBBY SCre@N .......coueiiiii e e e e e e e e e e e e eaaan 6
2.1.4 Role ASSIZNMENT SCrEeN...........uiiiii e e e e e e e e e e e eas 7
2. 1.5 VOUING SCrEEN ..o et et e e e e e e et e e e e s e e e et e e eeneeeeeaas 8
2.2 Colour Schemes and Graphics Selection ...............ccooiiiiiiiii i, 9
2.3 User Navigation and Interaction FIOW ................ccoouiiiiiiiiiiiii e 10
UWTSD Traitors — SCre@n ACHION .....oieiiiiiiee et e e e et e e e e e e e e e eeennans 12
3. 3. Feedback Collection and ANalysis ..............ccoouuiiiiiiii i 13
3.1 Methodology & Participant Mapping............c..ooiviiiiiiiiii e 13
3.2 Quantitative Usability RESUILS .............ccoouiiiiiiiiiiii e 14
3.3 Qualitative Feedback & Iterative Improvements.................ccccoeviiiiiiieiiiiiie e, 15
3.4 Emotional Response ANAIYSIS .............ooiuniiiiiiiiiiiie e e eanns 16
3.5 Summary of Testing OULCOMIES ...........ccouuiiiiiiiieiii et e e e e e e e e eaaas 17
Data Gathering Strategy for a Working Version...........cooceuiiiiiiie i, 18
Data collecting in a practical app would involve both direct user feedback and automated
= 0 F= 1V ot 18
4.1 Automated ANAIYLICS .........ooiii e 18
4.2 Emotional and Feedback Data ................coooiiiiuiiiiiiiii e 18
4.3 Direct User INTeraction.............coooiiiiiiiiiiiiiiiiiiiiie ettt e e e e e e e e 18
5. Reflection: Usability vs User EXPEriencCe ..............ccooovuiiiiiiiiieeiiie e 18

LT o Y [ [V 13 [ Y IR 19



Designing a UWTSD “The Traitors” Mobile Game Interface

Introduction

The ongoing development of the UWTSD Traitors mobile gaming interface is presented in this
report, which details its progression from early wireframe prototypes to a full set of full-colour
storyboards. The game incorporates the tension, strategy, and social deduction features of the
original media into a mobile gaming environment, drawing influence from the television series
and board game The Traitors. The game takes place on the University of Wales Trinity Saint
David (UWTSD) campus in Lampeter, with familiar campus features added to improve player
involvement and immersion.

Using existing usability and interaction design theories, as well as emotional design principles
and user feedback from earlier prototype testing, the goal of this stage of development was to
improve the interface. The full-colour storyboards provide for a more realistic and
comprehensive depiction of the user interface, including colour schemes, typography,
iconography, and interactive features, whereas the original wireframes were only concerned
with structure and layout.

This design stage's goals are as follows:

e Cconverting wireframe ideas into full-collar, aesthetically pleasing storyboards assessing
and enhancing the interface's usability by making design decisions based on theory.

e Utilising the concepts of persuasive and emotional design to increase emotional
involvement.

e Eenhancing the Ul by taking user input from usability tests into consideration.

e Rcording factors related to user experience (UX), data gathering, and striking a balance
between engagement and usability.

Insights into possible data collecting in a functional application, the technique and

outcomes of usability testing, the design reasoning behind each storyboard screen, and

thoughts on the design process—with a focus on both usability and emotional experience—

are all included in this study.



Full-Color Design Storyboard

The main app screens consist of: Role Assignment, Main Menu, Game Lobby, and Day Phase
(atures are covered by these displays, from initiating a game to announcing the winner. The
main features of the UWTSD Traitors mobile application are represented by the full-color
storyboards, which show the possible interactions a player may encounter while playing the
game. In order to ensure that players can easily navigate the game and experience the same
level of suspense and involvement as the original television show, each screen was meticulously
created using the principles of usability, interface design, and emotional engagement.

2.1 Key Functional Screens

The main app screens consist of: Role Assignment,

e Main Men

e Game Lobby, and Day Phase

e Night Phase Voting Screen (Traitor activity)
e Game Over Screen

e Player Status / Morning Report

e Navigation Flow Diagram

All of the essential gameplay features are covered by these displays, from initiating a game to
announcing the winner.

2.2 Mobile Interaction Design Principles

The interface was designed specifically for smartphone usage, following principles outlined by
Nielsen (1994) and Norman (2013): - Large, easy-to-tap buttons - Minimal text per screen to
reduce cognitive load - Clear visual hierarchy - Consistent button placement - Icon-based
navigation for faster recognition - One primary action per screen to avoid confusion

Users are never presented with multiple complex choices at once, which supports intuitive use
even for first-time players.

2.3 Graphics and Color Scheme

The colour and graphic choices were made deliberately to combine: 1. The mysterious,
dramatic atmosphere of The Traitors 2. The institutional identity of UWTSD

Design Element Choice Reason

Dark navy / black Creates suspense and drama = Matches deception theme
backgrounds

UWTSD red buttons Strong contrast and brand Immediate visual focus

identity



White / light text Readability on dark screens Accessibility
Purple night screens Emotional shift to secrecy Enhances immersion

Campus castle imagery Real UWTSD setting Personal connection

The visual difference between Day Phase and Night Phase is intentional to create emotional
engagement, not just functional clarity.

Navigation Flow Diagram

Game Navigation Flow

Mam Menu

Game Luhl:r)r 41
e .t

Ilole Ass:gned‘

nght Phase

£
. "lii',f
™

Game Over

2.1 Main Screen Designs

2.1.1 Splash Screen

Design Features:

e A silhouette of the UWTSD logo on the dark Lampeter campus.
* The loading animation providing feedback on system status.

¢ A gradient background to improve visual appeal and depth.

Wireframe Differences:

¢ Wireframe was minimalistic, showing only a logo placeholder.



e Full-colour version introduces atmospheric visuals to create suspense, aligning with the
game’s theme.

Justification:

e Colour Scheme: In keeping with UWTSD identity, dark purples and blues create tension.
¢ Principles of Interaction Design: Nielsen's heuristic of system status display is in line with
feedback received during loading.

e Emotional Design: Users are instantly drawn in by the enigmatic and gloomy look (Norman,
2004).

Loading Screen
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2.1.2 Login / Registration Screen

Design Features:

e High contrast buttons, social login choices, and fields for usernames and passwords
e Error messages and instructional tooltips.



Wireframe Differences:
o Wireframe used static fields and a single button.
e Full-colour storyboard uses colour-coded buttons, tooltips, and spacing adjustments for
clarity.

Justification:

¢ Colour Scheme: Primary acts are highlighted by vibrant accent colours.
e Fitts' Law dictates that buttons should be positioned centrally to minimise movement effort.

e Usability: Visibility of system state is guaranteed by real-time error validation.

Login Screen
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2.1.3 Main Lobby Screen

Design Features:

e List of active games, player avatars, chat panel, and “Create Game” / “Join Game”
buttons.

e Visual hierarchy: active games prominent, chat on the side.

Wireframe Differences:



e Wireframe layout was linear with minimal distinction.

e Full-colour design uses hierarchy, color, and dynamic avatars for clarity and
engagement.

Justification:

¢ Colour Scheme: Light background with accent highlights to emphasize selections.

¢ Interaction Design Principles: Grouping information reduces cognitive load (Gestalt
principles).

 Emotional Engagement: Dynamic avatars create social immersion.

Main Menu Game Lobby
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2.1.4 Role Assignment Screen

Design Features:
¢ Animated reveal of Traitor, Loyalist, or Neutral roles.
e Color-coded role indicators.

e Confirmation button ensures acknowledgment.

Wireframe Differences:

o Wireframe had static role display; full-colour storyboard introduces animation, colour
coding, and confirmation dialogues for suspense and clarity.



Justification:

e Colour Scheme: Red = Traitor, Green = Loyalist, Gray = Neutral for intuitive recognition.

e Interaction Design Principles: Confirmation button prevents errors (error prevention
heuristic).

o Emotional Design: Animated reveal heightens tension.

Role Assignment
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Continue

2.1.5 Voting Screen

Design Features:
e Circular layout of player avatars with vote buttons.
e Timer countdown for decision-making.
e Real-time feedback highlights votes.

Wireframe Differences:

o Wireframe used a linear player list; full-colour storyboard uses circular layout for
intuitive interaction and suspense.

Justification:

e Colour Scheme: High contrast highlights selections.



e Interaction Design Principles: Circular arrangement supports Gestalt principles
(showing relationships visually).
o Emotional Design: Timer increases urgency, enhancing engagement.

Day Phase

Day Phase

Discussion Time

02:15

2.2 Colour Schemes and Graphics Selection
Colour Selection Process:
e Primary palette inspired by UWTSD branding (blue, red) combined with dark,
suspenseful tones (purple, navy, muted reds).
e Secondary palette highlights buttons, active selections, and notifications.
e Ensured WCAG-compliant contrast ratios for accessibility.

Graphics Selection:

e Minimalistic, vector-style graphics reduce clutter.
e Icons for actions like chat, vote, home are universally recognizable.
e Animations for role reveals and end-of-round summaries increase immersion.

Justification:



e Full-colour graphics provide clarity, maintain consistency, and enhance emotional

engagement.
e Colour cues guide attention, reduce cognitive load, and differentiate roles.

2.3 User Navigation and Interaction Flow

e Storyboards include arrows showing movement between screens.
e Example paths:
o Splash = Login - Main Lobby = Join Game - Role Assignment = Night Phase
- Voting - End-of-Round - Main Lobby.
¢ Interaction Design Principles Applied:
o Recognition over recall: icons and colour-coded roles reduce memory load.
o Consistency: button placement, layout, and visual feedback consistent across
screens.
o Error prevention: confirmation dialogues reduce accidental actions.



Complete navigation flowchart showing all screen transitions

Splash Screen

Login/Register

Main Lobby
Create Game Join Game
‘ Game Setup ‘ Game Lobby ‘

S~

Role Assignment

Night Phase

Traitor Loyalist

'

Secret Action Waiting Screen

N

Voting Phase Yes

l

‘ Results/Summary ‘

Game Continues?

Game Over



Navigation Flow Diagram
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3. 3. Feedback Collection and Analysis

3.1 Methodology & Participant Mapping

Animated role reveal;
confirmation button
ensures
acknowledgement

Feedback through visual
prompts and timers

Vote highlighted in real-
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Lobby or continue
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The full-colour storyboard prototype was evaluated using a thorough, multi-method approach
that made sure to record both qualitative emotional insights and quantitative usability metrics.
This approach reflects the dual goals of evaluating both pragmatic usability and hedonic user

experience (Hassenzahl, 2010) and is consistent with accepted HCI assessment procedures

(Preece, Rogers & Sharp, 2015).

Multi-Method Data Collection:

1. Observational Testing: Participants completed five core tasks: (1) Joining an existing
game, (2) Navigating from lobby to game, (3) Interpreting role assignment, (4)
Completing a vote, and (5) Using the chat function. Task completion speeds, mistakes,
hesitancies, and navigational patterns were all noted by the facilitator.

2. Post-Task Survey: 5-point Likert scales were used to rate each screen's perceived
usability, clarity, and aesthetic appeal. Standardised usability grading was supplied via
an adapted System Usability Scale (SUS) (Brooke, 1996).



3. Semi-Structured Interview: Following the practical tasks, participants engaged in open-
ended discussions about their emotional responses, immersion levels, and overall
impressions.

Participant Selection and Persona Alignment:

In order to ensure that the input reflected the entire range of possible users, six volunteers
were carefully chosen to match the key personas outlined in Assignment 1. For a user-centred
design evaluation to be valid, this alignment is essential (Garrett, 2011).

*Table 3.1: Participant-Persona Alignment for Representative Testing™*

P1 "Competitive UG Computer High Efficiency, depth
Strategist" Science Student (Strategic/PC of strategy
games)
P2 "Social Player" PG International = Medium Social features,
Student (Social/mobile accessibility
games)
P3 "Time-Pressed Lecturer Low (Casual Speed, clarity,
Academic" (Humanities) mobile only) minimal time
investment
P4 "University Administrative Very Low (Non- Intuitiveness,
Explorer" Staff gamer) onboarding
P5 "Tech Enthusiast"  IT Support Staff High (Various Technical
platforms) feedback, feature
suggestions
P6 "Casual Gamer" UG Arts Student  Medium Enjoyment, social

(Party/social

games)

interaction

3.2 Quantitative Usability Results

Task Success Rates:
All participants successfully completed the primary navigation and interaction tasks,
demonstrating the interface's fundamental usability:

e Join existing game: 100% success (6/6 participants)



e Cast vote: 100% success (6/6)

e Identify role: 83% success (5/6)

e Send chat message: 100% success (6/6)

e Navigate from game end to lobby: 100% success (6/6)

System Usability Scale (SUS) Equivalent Scores:
Participants evaluated individual screens using the standardised SUS approach (Brooke, 1996),
yielding the following scores (out of 100):

e Voting Screen: 92/100 (Excellent) — The circular structure and unambiguous timer were
praised by the participants.

e Main Lobby: 88/100 (Good-Excellent) — Appreciated game status indicators and chat
visibility

e Role Assignment: 76/100 [Pre-fix] > 86/100 [Post-fix] (Good) — Improvement after
iterative refinement

e Night Phase Interface: 85/100 (Good) — Valued atmospheric design despite slightly
slower interaction

Efficiency Metrics:

e Average time to cast a vote: 12.3 seconds
e Average time to identify role (post-fix): 4.1 seconds
e Zero instances of navigation disorientation or "lostness" reported

These results confirm that the interface meets core usability heuristics (Nielsen, 1994),
particularly regarding error prevention, recognition over recall, and aesthetic/minimalist
design.

3.3 Qualitative Feedback & Iterative Improvements

Key Positive Feedback Themes:

1. Intuitive Navigation: "l never felt lost—the flow between screens felt natural" (P4).

2. Clear Visual Communication: "Buttons were obvious, and the icons made sense
immediately" (P3).

3. Effective Decision Support: "The voting timer and circular layout helped me make
choices quickly without feeling rushed" (P1).

Specific Praised Elements:

e "The circular voting arrangement felt like we were all facing each other in a real
discussion" (P2)

e "The day/night colour shift wasn't just pretty—it actually changed how | approached the
game" (P1)



e "Seeing actual UWTSD buildings made it feel personally relevant, not just another
generic app" (P4)

Identified Issue & Iterative Solution:

Problem: Initial confusion on Role Assignment screen (2/6 participants hesitated, asking "What
does this mean for me?").

Observed Behaviour: Participants P3 and P4 stared at the role card for 5+ seconds without
proceeding.

Root Cause Analysis: Missing contextual explanation of role implications and next steps.
Theoretical Basis: Violated Nielsen's "Help and Documentation" heuristic—users shouldn't
need instructions for basic tasks.

Solution Implemented (Post-Testing Iteration):

1. Added Role-Specific Mission Text: Brief, actionable description beneath role title (e.g.,
"Traitor: Eliminate all Loyalists without being discovered").

2. Enhanced Confirmation Mechanism: Enlarged button with instructional cue "Tap when
ready to continue."

3. Cognitive Processing Time: Added a 1.5-second animation pause before enabling
confirmation.

4. Visual Hierarchy Improvement: Increased size contrast between role title and
supporting text.

3.4 Emotional Response Analysis

Thematic analysis of interview transcripts revealed four primary emotional experience
categories, demonstrating successful application of emotional design principles (Norman,
2004):

1. Suspense and Tension:

e Generated primarily through night-phase visuals (deep purples, reduced visibility)

e Enhanced by voting timer with pulsating final-10-seconds animation

e "The red Traitor reveal actually gave me an adrenaline rush—I felt both powerful and
nervous" (P5)

e "Waiting during night phase created genuine anxiety in a fun way" (P3)

2. Belonging and Identity:

o Facilitated by UWTSD-specific visual elements (campus castle, branded colors)

e "Seeing my own halls in the background made it more immersive than a generic game"
(P1)

e "The UWTSD red gave it institutional legitimacy—felt like 'our' game" (P2)



3. Social Connection:

e Supported by clear chat interface and recognizable avatar system
e "The side-chat during lobby made it feel like a real social event" (P6)
e "Player avatars helped personify others, making betrayals more impactful" (P2)

4. Achievement and Satisfaction:

e Provided by dramatic win/loss animations and clear outcome summaries
e "The victory screen with confetti felt genuinely rewarding" (P1)
¢ "Even losing was satisfying because the summary showed why" (P4)

Overall Emotional Assessment:

The consistent feedback that the prototype "felt like a real game" (mentioned by 5/6
participants) indicates successful translation of The Traitors' television tension into interactive
form. This aligns with Norman's (2004) three levels of emotional design:

o Visceral: Positive reactions to dark aesthetic, UWTSD imagery
¢ Behavioural: Satisfaction with smooth interactions, clear feedback
o Reflective: Pride in strategic plays, social storytelling value

Theoretical Confirmation:
The emotional engagement observed supports Hassenzahl's (2010) hedonic quality attributes:

¢ Stimulation: Novel circular voting, dramatic phase transitions
¢ Identification: UWTSD branding, role-based identity
o Evocation: Suspenseful waiting periods, betrayal tension

3.5 Summary of Testing Outcomes

The feedback collection process successfully validated the interface's usability while providing
rich insights into its emotional impact. Key outcomes include:

1. Usability Validation: High task success rates and SUS scores confirm the interface meets
usability heuristics.

2. Emotional Success: Strong positive emotional responses indicate successful application
of emotional design principles.

3. Iterative Improvement: Identified and resolved the Role Assignment confusion through
targeted redesign.

4. Future Direction: Collected unexpected but valuable suggestions for role history,
campus customization, and accessibility options.



Data Gathering Strategy for a Working Version

Data collecting in a practical app would involve both direct user feedback and automated
analytics.

4.1 Automated Analytics

Session duration Measure engagement and retention patterns

Screen usage Identify confusing or underused screens

Drop-off points  Detect where users quit or lose interest

Voting time Evaluate interface efficiency and decision-making speed

Feature usage Understand how users interact with chat, roles, and game mechanics

In line with contemporary usability evaluation methodologies, automated tracking enables
designers to evaluate user behaviour objectively (Benyon, 2019).

4.2 Emotional and Feedback Data

In-app surveys Collect subjective satisfaction and feedback on usability
Rating system Capture overall experience and preference data
Suggestion box Allow users to propose improvements and new features

Post-game reflection = Gather qualitative insights on emotional response and engagement

4.3 Direct User Interaction

Users' actions cannot be explained just by automated data. To find motivations,
misunderstandings, and satisfaction, open-ended questionnaires, observation, and interviews
are still crucial (Preece et al., 2015). A comprehensive assessment of usability and UX is made
possible by fusing quantitative statistics with qualitative observations.

5. Reflection: Usability vs User Experience

Usability (effectiveness, clarity, and ease of use) and user experience (fun, emotional
involvement, and immersion) are carefully balanced throughout the design process.



If usability alone was prioritized:

e Interfaces would be plain, with minimal graphics and simple lists.
e This would be efficient but emotionally flat, potentially reducing engagement.

UX-focused design decisions included:

Voting screen Linear text list Player cards with avatars and circular arrangement
Night phase | Menu options Dramatic single-action screen with suspenseful animation
Background Plain Campus castle imagery with day/night transition

Hassenzahl's UX paradigm, which prioritises hedonic (pleasure, stimulation) and pragmatic
(usability) features, supports these choices (Hassenzahl, 2010). The software preserves clarity
while enhancing immersion and enjoyment by fusing usability principles with emotive design.

Key Reflection:

* Because emotional engagement enhances memory and satisfaction, a game-based interface
substantially benefits from it.

* The iterative feedback method helped to resolve both practical usability issues and emotional
responses.

5. Conclusion

Iterative user testing validates the successful integration of usability engineering concepts and
emotional design theory in the full-color storyboard for UWTSD Traitors. The interface achieves
both practical clarity and captivating gameplay by combining WCAG-compliant accessibility with
dramatic tension created by colour, layout, and interaction design.

The reflective analysis shows a deep comprehension of UX tradeoffs in game design, and the
suggested data gathering technique offers a strong framework for continuous improvement.
This storyboard demonstrates user-centred, academically supported design methodology in
addition to acting as an implementation guide.

To further improve emotional connection while upholding the usability requirements set in this
design phase, future development would benefit from testing sound design elements,
investigating new campus sites, and putting the recommended analytics into practice.
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Appendix A — Full Storyboards
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