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[bookmark: _Toc212393017]Introduction
The UWTSD Cluedo Game is a reinterpretation of the old-fashioned murder mystery board game Cluedo and is represented in the online platform of the University of Wales Trinity Saint David. This version is based on the plot development concerning the solving of the mysterious murder of the Vice-Chancellor, and the members of the university community are played by the players. Every player must go through the campus settings that they are more than used to, gather digital evidence, and apply critical thinking to find the offender. The project will centre around the translation of the interesting gameplay and problem-solving parts of the original Cluedo into a digital interactive experience, and accessibility, inclusivity, and usability to a wide range of university users.
The project is focused on the principles of user-centred design (UCD) as one of the aspects of usability engineering that entails importance to the needs, capabilities, and experience of actual users during the development process. The online version should be able to balance entertainment and functionality and must deliver good feedback to the players, offering them a uniform navigation and visually appealing layouts that would make the entire user experience enjoyable.
This technical report covers the initial phases of the system development, which start with the in-depth user research and creation of personas to know the target audience. It then determines the key usability factors and illustrates the rough wireframe storyboards that visualise the suggested interface. Lastly, the report addresses the feedback collection process that will be employed to review the prototype and make iterative changes in the design. This project will also help in developing a simple and interactive digital game environment based on the university by integrating research and practicality.


[bookmark: _Toc212393018]Part A. Four Detailed Personas & Associated Scenarios
To guarantee that the UWTSD Cluedo game can satisfy the expectations of its wide range of users, four personas were created by means of using online surveys, short interviews and informal focus groups comprising the staff and students of different campuses. The participants had various backgrounds in academia, culture, and accessibility, and inclusiveness and user diversity were incorporated in the design process. The development of user scenarios was informed by feedback from these sessions, which identified the important patterns of interaction, gameplay likes and usability requirements [3].
Persona 1: Emily Harris - Undergraduate Student (Age 20, Carmarthen Campus)
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[bookmark: _Toc212393005]Figure 1. Persona 1
(Source: Author, 2025)
Background:
Emily is an undergraduate learner in 2 nd year pursuing Creative Media. She is active, outgoing, and she likes activities that would enable her to compete and cooperate with her colleagues. She spends a lot of her free time on her smartphone playing games, mostly puzzle and adventure games. Emily has mild visual impairment and tends to utilise bigger fonts on her phone.
Scenario:
In between classes, Emily plays the UWTSD Cluedo game with friends. This is because she likes the campus-themed maps, which enable the game to be relatable. But not all the time can she tap the small buttons or obscure icons with her fingertips. She favours lively but user-friendly colour schemes, fast gameplay and navigation of the menu.
User Experience Requirements:
· Should be able to scale a text and be able to adjust contrast settings.
· It should have an easy navigation bar.
· May contain brief tutorials/ tips for new players.
· Will not need to be connected to the internet all the time when playing in single-player mode.
Persona 2: Dr John - Senior Lecturer (Age 46, Swansea Campus)
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[bookmark: _Toc212393006]Figure 2. Persona 2
(Source: Author, 2025)
Background:
Dr John is a Computer Science instructor who is an active supporter of digital innovation. He is always involved in student technological works, and he values apps that encourage critical thinking and solving problems. The experience he has with games is minimal in that he only plays the occasional mobile game and appreciates usability more than aesthetics. His busy schedule does not allow him to spend much time gaming, but rather have short, meaningful contact with other people.
Scenario:
Dr John will take the UWTSD Cluedo game either during short breaks or during commuting. He likes an intellectual challenge of trying to figure out puzzles or analyse hints, but does not like superfluous animations or long opening sequences. He anticipates that there would be clear, organised gameplay with less loading time and rational screen development.
User Experience Requirements:
· Should be able to have an easy, progressing game flow with the least waiting period.
· Should support the restart of the interrupted games.
· May feature a short game mode with less play time.
· Will not be too dependent on multifaceted gestures or graphics-intensive features.
Persona 3: Megan Lewis - Administrative Assistant (Age 33, Lampeter Campus)
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[bookmark: _Toc212393007]Figure 3. Persona 3
(Source: Author, 2025)
Background:
Megan is employed in student services and likes playing simple mobile games during her lunch breaks. He lacks much technical experience, but enjoys straightforward, graphical interfaces. He is colour-blind (deuteranopia) with the poor contrast design that is challenging to read. He prizes simplicity and stress-free gaming, which does not require high-level gaming skills.
Scenario:
During her lunch, Megan plays the UWTSD Cluedo game to relax. He does like to quest around the known buildings of the university in the mystery story, although he occasionally becomes confused with colour-coded markers. He does not want to use colour but prefers visual supplies (icons or symbols).
User Experience Requirements:
· Must include accessibility features for colour-blind users (patterns or symbols).
· Should have simple tap-based controls and a guided tutorial.
· Could include sound cues to support gameplay clarity.
· Will not require fast reflexes or time-limited challenges.
Persona 4: Daniel Osei - International Student (Age 25, London Campus)
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[bookmark: _Toc212393008]Figure 4. Persona 4
(Source: Author, 2025)
Background:
Daniel is a postgraduate student of Business Management of international student origin (Ghana). Online multiplayer games are one of his social activities where he likes to be associated with people. He is a second-language English speaker, and occasionally, he cannot understand idiomatic or complex English expressions. He plays most of his gaming experiences on his laptop, yet he also downloads mobile applications that can be played on other platforms.
Scenario:
Daniel enters the UWTSD Cluedo game to play with his classmates online. He likes the competitive and multiplayer elements of the game, but sometimes struggles to follow complicated text instructions or the game dialogues. He likes the fact that there are visual clues, easy rules, and the option to interact with other players [4].
User Experience Requirements:
· Should provide a multi-lingual/ simplified English interface.
· Should support easy multiplayer connection and chat capabilities.
· It may contain icon-based instructions to facilitate understanding.
· Will not use text-filled tutorials or narrative as the primary means only.


[bookmark: _Toc212393019]Part B: Usability Issues to be Addressed
The creation of the UWTSD Cluedo Game must consider the principles of usability engineering to make the interface not only interesting but also useful, available, and friendly to all users. The concept of usability, which is provided by ISO 9241-11, is the degree to which a system is capable of being utilised by certain people to attain certain objectives in an effective, efficient, and satisfactory way in each context of use. The design of the game is thus informed by the user-centred design (UCD), which deals with the actual requirements and cognitive features of the users during the design [9].
One of the usability issues in this project is the clarity of the interface and the ease of navigation. Ten Usability Heuristics of User Interface Design, system status visibility, and consistency are very important in terms of user satisfaction. In the case of the UWTSD Cluedo game, the following heuristics are used to design clear on-screen markers to depict the number of players' turns [5], clues acquired, and moves to remain.
The users, as the personas reveal, are persons with visual impairments, colour-blindness, and non-native English speakers. To support these differences, the design considers inclusive design principles. This has got adjustable text size options, high colour contrast options, and symbolic clues to accommodate colour-blind users [10]. Simplicity in language and the use of icons in place of text instructions also deal with the barrier of understanding by international users. This is according to the Web Content Accessibility Guidelines that prescribe perceivable, operable, and understandable interfaces to be used by various users [8].
Feedback and visibility of control are other significant areas of concern. According to the Eight Golden Rules of Interface Design, it is essential to ensure that the feedback offered to the audience is informative and that it is also consistent. Players require instant feedback on their actions, e.g. visual feedback when they choose a clue and auditory feedback when they take a turn [6]. This facilitates the interaction and strengthens the feeling of improvement. The interface will also be based on the user-control and freedom principle, when the players can pause, undo or restart the sessions with ease of maintaining the progress [7].
Other important usability issues are error prevention and recovery. Design should ensure that it is difficult to do bad things. In the game, this is achieved by ensuring a decent amount of distance between buttons, validation of important actions (e.g. final accusation) by a pop-up, and succinct error messages that inform and do not reprimand [11].
Lastly, minimalist and aesthetic design will be used to make sure that only the necessary information is displayed on the screen, and nothing is cluttered on the screen. The aesthetics have a positive impact on perceived usability. Aesthetics would be used to preserve visual harmony in the interface, but with emphasis on readability and clarity [2].

[bookmark: _Toc212393020]Part C: Initial Wireframe Storyboards
The wireframe storyboards of the UWTSD Cluedo Game have been drawn up to reflect the first step of interface design based on the principles of usability discussed above. This is aimed at converting the user requirements, persona understanding, and usability guidelines into a systematic, operative layout that enables the support of accessibility, clarity, and engagement. The wireframes were created in Figma and were on a mobile platform (390 x 844 px), with most of the target users, such as students and staff members, playing games on their smartphones during brief breaks. The layouts are focused on navigability, visual compatibility, and low cognitive load as per the usability heuristics and the design principles [14].
1. Splash Screen / Loading Page
The splash screen is the visual representation of the introduction of the game. It shows the UWTSD logo and the name of the product, UWTSD Cluedo: The Mystery of the Vice-Chancellor, on a stylised backdrop of the university campus. This screen lasts a few seconds because the system takes a few seconds to load critical assets, after which it automatically goes into the login interface.
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[bookmark: _Toc212393009]Figure 5. Splash Screen
(Source: Author, 2025)
Usability rationale:
This screen also uses the principle of visibility of system status, which tells users that the game is starting with a progress animation. The geometric theme helps to strengthen the identity and the context of the narration, whereas the on-screen text is minimal, and this lessens the cognitive load.
2. Login and Sign-Up Screen
The game has a login screen where a user is permitted to gain access by typing his or her details or using the guest user. It has email and password input fields, and it also contains a login, sign-up and continue as a guest. Large input boxes and password visibility toggle and quick-login icons (e.g., Google) will support more technologically advanced users.
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[bookmark: _Toc212393010]Figure 6. Login and Sign-Up Screen
(Source: Author, 2025)
Usability rationale:
It is a design that helps avoid errors and gives the user control options like input feedback and alternative sign-in options. It is also based on the definition that emphasises the core principles of the standard, focusing on effectiveness and efficiency, so players can access the system rapidly without any unnecessary complexity. The stark background and minimalistic design make it accessible to the partially blind users, such as Emily (Persona 1).
3. Main Menu / Home Dashboard
Upon log-in, a user is taken to the main dashboard, which plays the role of the central hub. The interface has four major buttons, namely, Start New Game, Continue Game, Multiplayer Mode, and Settings. There is a profile icon in the upper part where the player is shown and a settings button where the user can choose to have sound on, larger or smaller text, as well as language.
[image: ]
[bookmark: _Toc212393011]Figure 7. Main Menu / Home Dashboard
(Source: Author, 2025)
Usability rationale:
This design is based on the golden rule of consistency and simplicity used because it consists of vertically aligned buttons with understandable text labels. It also promotes flexibility and ease of use, where one can continue with the past sessions or initiate new ones. The existing colour and typography options adhere to the WCAG 2.1 standards of accessibility so that people who have access to the interface, such as Megan (Persona 3), who has colour blindness, can read the information on the screen [1].
4. Character and Campus Selection Screen
It is a screen where the players can customise their experience by selecting a character (e.g., Lecturer, Student, Librarian, or Security Officer) and a location on the UWTSD campus (Swansea, Carmarthen, Lampeter). The cards of the characters have brief descriptions and visual images. Players check their choices with a big button with a notification of Confirm and Continue.
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[bookmark: _Toc212393012]Figure 8. Character and Campus Selection Screen
(Source: Author, 2025)
Usability rationale:
Personalisation enhances the emotional interaction and usability, which is one of the main elements of usability. Visual balance is achieved through the grid-like structure and the similarity in the look of the buttons. The confirmation button has confirmation animations, which target the clarity of status in the system and eliminate the possibility of unintentional actions. The symbolic icons and brief bios also consider the language understanding issues of Daniel (Persona 4), which promotes the inclusive approach [13].
5. Game Board (Main Gameplay Interface)
The gameplay screen is a simplified top-down view of a UWTSD campus building split into rooms, which include the Library, the Cafeteria, and the Laboratory. Gamers can tap rooms to move their tokens, unlock clues or engage with virtual suspects. The upper part (HUD) represents the present statistics of the player, including his name, collected clues, and remaining moves. There are action buttons at the bottom to control the game, such as the Clues, Accuse, End Turn and Pause action buttons [12].
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[bookmark: _Toc212393013]Figure 9. Game Board
(Source: Author, 2025)
Usability rationale:
This interface also has principles of direct manipulation, which makes the touch interface intuitive. The engagement and control of the user are reinforced through visual feedback, e.g. colour signals or sound alerts. The fact that a system is consistently iconic means that understanding occurs fast and helps in cognitive efficiency. In addition, the buttons are spaced evenly to curb the possibility of tapping the buttons, which is an error prevention measure.
6. Clue and Inventory Screen
When users tap the “Clues” button, a pop-up overlay displays all collected clues in the form of cards, each containing a suspect, location, and item icon. A progress bar indicates how close the player is to solving the case. Users can close the pop-up using an ‘X’ button in the top-right corner to return to the main board. By tapping on the button “Clues”, a pop-up overlay is shown containing all the clues collected in the form of cards, each one having a suspect, location, and item icon. The progress bar shows the distance of the player to the case solution. There is also an X button on the right-hand upper corner that allows users to go back to the main board.
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[bookmark: _Toc212393014]Figure 10. Clue and Inventory Screen
(Source: Author, 2025)
Usability rationale:
This design relates to the heuristic of recognition, which enables the players to go through the information visually without memorising it. It also helps in the appearance of information as it summarises game progress in a summarised and glanceable form. Non-native speakers understand better when using symbols as compared to the use of heavy text.
7. Result / Victory Screen
When a session ends, players are presented with the results page with the statement of either the correct results of solving the mystery. On the screen, there are banners like Case Solved! or Incorrect Accusation, and the statistics like time spent and the pieces of evidence discovered. The Play Again, Share Results and Main Menu buttons are used to navigate the game after finishing.
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[bookmark: _Toc212393015]Figure 11. Result / Victory Screen
(Source: Author, 2025)
Usability rationale:
This screen uses the positive feedback loop as a way of motivating players and closure to indicate task completion. This point of contrast of success and failure (green versus red themes) is visualised, making the interpretation fast, even in the case of the user with colour deficiency. Making next-step choices is also in line with the idea of mapping that proposed, which places players in knowledge of what to do next.
Interaction Flow and Design Logic
The overall flow ensures seamless navigation:
· Splash → Login → Main Menu → Character Selection → Game Board → Clue Pop-up → Results.
The successive transitions are predictable in the patterns of motion in order to ensure continuity. The layout of the buttons and navigation items is always in the same places, thus lowering the learning curve of the user. The principles of usability, namely consistency, feedback, error recovery, and accessibility, are incorporated into every screen, and no user group, be it students, lecturers, etc., can fail to have something to input into the game.
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[bookmark: _Toc212393016]Figure 12. Interaction Flow and Design Logic
(Source: Author, 2025)

[bookmark: _Toc212393021]Part D: Feedback Collection Process on Storyboard Design
To evaluate the usability and effectiveness of the UWTSD Cluedo Game wireframe prototypes, a structured feedback collection process was conducted involving 4 participants who closely reflected the four personas created earlier. The group included undergraduate students, friends and family members in order to ensure diversity in age, technical skill, and accessibility needs. The testing sessions were carried out remotely using Microsoft Teams, where participants were shown each wireframe screen and asked to share their thoughts on usability, clarity, and engagement.
A task-based evaluation method was used. Participants were asked to perform simple actions such as logging in, selecting a character, and navigating between screens. Observations and verbal feedback were recorded to identify usability strengths and weaknesses. A short Likert-scale questionnaire followed each session, rating ease of navigation, visual clarity, and satisfaction.
Positive feedback highlighted the game’s simplicity and familiarity with the university context. Participants appreciated the clean layout, intuitive button placement, and accessibility options such as adjustable text size and colour contrast. The use of icons to represent clues and actions was praised for aiding quick recognition and reducing the need for lengthy instructions.
Negative feedback indicated areas for improvement. Some users found the clue pop-up screen slightly crowded and suggested a more spaced layout. Others recommended adding a brief interactive tutorial for first-time players and providing clearer visual feedback when collecting clues.
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	Persona / Feature
	Requirement Description
	MoSCoW Priority
	Justification

	Persona 1 – Emily (Undergraduate Student)
	Adjustable text size and contrast settings
	Must Have
	Emily has mild visual impairment, so accessibility features are essential for usability and inclusivity.

	
	Easy navigation bar
	Must Have
	Core gameplay and menu access rely on intuitive navigation for all users.

	
	Tutorial tips for new players
	Should Have
	Supports onboarding of less experienced users, but not strictly essential to gameplay.

	
	Offline single-player mode
	Could Have
	Enhances flexibility but not critical to core game functionality.

	Persona 2 – Dr. John (Lecturer)
	Quick loading and smooth game flow
	Must Have
	Important for users with limited time availability.

	
	Game session restart functionality
	Must Have
	Ensures continuity and supports short play sessions during breaks.

	
	Short game mode
	Should Have
	Improves experience for time-constrained players, but not essential.

	
	Limited animations and simple UI
	Should Have
	Helps reduce cognitive load but is secondary to core gameplay.

	Persona 3 – Megan (Admin Staff)
	Colour-blind friendly design (patterns, symbols)
	Must Have
	Accessibility requirement for colour-blind users.

	
	Tap-based controls and guided tutorial
	Must Have
	Low technical expertise requires intuitive and simple interactions.

	
	Sound cues for clarity
	Should Have
	Improves clarity but not critical if visual cues exist.

	
	No fast reflex/time-limited challenges
	Should Have
	Enhances enjoyment but is not essential to play.

	Persona 4 – Daniel (International Student)
	Simplified English / multilingual interface
	Must Have
	Crucial for non-native speakers to understand the game clearly.

	
	Easy multiplayer connection and chat
	Must Have
	Core gameplay feature for Daniel’s preferred game mode.

	
	Icon-based instructions
	Should Have
	Enhances comprehension but not strictly required.

	
	Avoid text-heavy tutorials
	Should Have
	Improves accessibility but not core functionality.
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“I love games that look great
and are easy to play on my
phone nothing too complicated,
Just fun and clever"”

Emily Harris

Age: 20

Location: Carmarthen Campus
Occupation: Second-Year
Undergraduate Student
(Creative Media)

BACKGROUND & LIFESTYLE

Emily is a lively and outgoing student
who enjoys multimedia design and

storytelling. She plays mobile games
like Monument Valley and Among Us

GOALS
* To have fun with friends during
short breaks.
* To play an engaging, logic-
based mystery game that feels

USER EXPERIENCE
REQUIREMENTS
* Adjustable font and
colour contrast.
* Simple, consistent

during study breaks. She is passionate familiar to the university navigation.
about games that blend creativity and environment.
logic but often struggles when text or + To easily navigate through the
fcons are too small. interface without confusion.
FRUSTRATIONS MOTIVATIONS ACCESSIBILITY
« Likes solving puzzles and CONSIDERATIONS

« Tiny icons or low contrast make it
hard to read or select items.

* Overly complex game menus or
too many instructions.

challenges with friends.

« Wants a fun and accessible
game that reflects the
UWTSD community.

« Mild visual impairment
prefers large text and
clear contrast

PREFERRED DEVICE
Smartphone (Android)

TECHNICAL
PROFICIENCY
* Intermediate (uses
apps and games
regularly)

GAMING FREQUENCY

* 3-4 times a week
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D r_ J o h n “Good design isn’t about flashiness - it's about clarity and efficiency.”

ABOUT THE USER DEMOGRAPHIC PREFERRED DEVICE

Dr. John is a highly analytical thinker INFORMATION Smartphone and Laptop

who enjoys educational and logic- * Age: 46

based challenges. His workload is * Location: Swansea

demanding, so he looks for quick Campus GAMING FREQUENCY

entertainment during short breaks. He * Occupation: Senior Once or twice a week

dislikes overly visual or flashy designs Lecturer in Computer

and values efficiency and clarity. Science.

FRUSTRATIONS MOTIVATIONS GOALS AND NEEDS

. Gamgs W}th excessl.ve ) * Enjoys r.nental challenges « To play short, intelligent
Ioad\.ng t{n.ues or ?nlrr.\atlons. and Iog.lc puzzles. games that stimulate

* Non-intuitive navigation and * Appreciates software that problem-solving.
cluttered interfaces. demonstrates clean design.

* To experience a smooth,

logical flow without

unnecessary graphics.

USER EXPERIENCE REQUIREMENTS « To quickly understand
* Quick access and minimal setup. rules and start playing.
 Logical menu structure and smooth transitions.
« Clear visual hierarchy of clues and options.
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Megan Lewis

Age: 33

Occupation: Administrative Assistant in
Student Services

Location: Lampeter Campus

Technical Profficiency: Basic to
Intermediate

GOALS

* To relax during her free time.

* To enjoy a game that is easy to learn
without reading long tutorials.

* To have visual clarity through icons or
labels rather than relying on colour.

Megan is a friendly, detail-oriented staff member
who enjoys playing relaxing puzzle games during
lunch breaks. He is not very tech-savvy but
values stress-free, accessible games that are
easy to understand and visually clear.

“I want something simple and relaxing, where I
don’t have to guess what a colour means.”

MOTIVATIONS PREFERRED
* Finds comfort and stress DEVICE
relief in casual, low-pressure  smartphone
games. (iPhone)

 Likes visual storytelling tied
to familiar university settings.

FRUSTRATIONS USER EXPERIENCE ACCESSIBILITY
« Interfaces that depend solely REQUIREMENTS: CONSIDERATION:
on colour cues. « Colour-blind friendly Colour-blind
« Games requiring fast reaction palette and symbols. (Deuteranopia - difficulty
times or constant attention. * Simple tap interactions distinguishing red and

and sound cues. green)
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ABOUT THE USER

ACCESSIBILITY

Daniel is an international student who uses games to socialise and CONSIDERRTIONS
connect with classmates. He enjoys multiplayer games like Clash of « English is his second language
Clans and Among Us. He values games that are collaborative,

visually engaging, and easy to understand despite language

differences. USER EXPERIENCE

REQUIREMENTS

FRUSTRATIONS

« Simplified English or language
« Games with complex English phrases or text-heavy rules. toggle options.

« Poorly designed multiplayer connections or unstable servers « Smooth multiplayer setup and
chat integration.

"I like games that bring people « Icon-based or visual tutorials.

together, even when we don‘t

MOTIVATIONS

speak the same first « Loves social interaction and teamwork PREFERRED DEVICE
language.” « Enjoys digital experiences that build community.

¢ 25 years old
* London Campus

« Laptop and Smartphone

* Postgraduate « To connect with classmates through interactive gameplay.
Student in Business * To enjoy teamwork and competition in a friendly environment.
Management. « To understand rules easily without language barriers.
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UWTSD Cluedo Game — Usability Feedback Form
Participant Name: Yurie Toma

Date: 20/10/2025
Session Type: Remote (Microsoft Teams)

Section 1: Likert-Scale Ratings

Evaluation Criteria Comments

Ease of Navigation 4 Simple, though some text
labels might help under
icons.

Visual Clarity 5 Clear contrast and well-
structured layout.

Engagement / Enjoyment 3 Functional but could use a
touch more colour or
animation.

Accessibility Features 5 Excellent accessibility
design.

Overall Satisfaction 4 Practical and easy to
navigate.

Section 2: Open Feedback
Positive Aspects:

« Layout feels familiar and consistent.

« Accessibility options show good design awareness.
Suggestions for Improvement:

« Slightly more dynamic visuals could improve engagement.
« Provide brief tooltips or labels for icons.

Overall Comment:
“Clear and functional design with good accessibility, well done overalll”
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UWTSD Cluedo Game — Usability Feedback Form
Participant Name: Chloe Morgan

Date: 19/10/2025
Session Type: Remote (Microsoft Teams)

Section 1: Likert-Scale Ratings

Evaluation Criteria Rating Comments

Ease of Navigation 4 Easy to move around;
buttons clear.

Visual Clarity 5 Contrast and text size
adjustments worked
perfectly.

Engagement / Enjoyment 4 Nice design — feels
welcoming and simple.

Accessibility Features 5 Very happy with the
accessibility options,

Overall Satisfaction 4 Great experience overall

Section 2: Open Feedback
Positive Aspects:

« Accessibility features worked well and made the test easy.
« Clean visuals with good icon clarity.

Suggestions for Improvement:

« The clue pop-up could use more spacing.

« An initial tutorial would help ease new players in.

Overall Commer
“Ireally liked how accessible it felt, just small improvements needed on the clue screen.”
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UWTSD Cluedo Game — Usability Feedback Form
Participant Name: Matthew David

Date: 20/10/2025
Session Type: Remote (Microsoft Teams)

Section 1: Likert-Scale Ratings

Evaluation Criteria Rating Comments

Ease of Navigation 4 Straightforward, though I
hesitated once switching
screens.

Visual Clarity 4 Good colour use; text
readable.

Engagement / Enjoyment 4 Enjoyed trying something
different.

Accessibility Features 5 Adjusting text and contrast

worked well.
Overall Satisfaction 4 Mostly smooth — liked the
design simplicity.

Section 2: Open Feedback
Positive Aspects:

« Interface feels tidy and professional.
« Controls are easy to use even for non-gamers.
Suggestions for Improvement:

« Add spacing in pop-up windows.

« Provide clearer visual feedback when collecting clues.

Overall Comment:
“Good, simple design. Could use a few tweaks to help first-time users"#
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UWTSD Cluedo Game — Usability Feedback Form
Participant Name: Alin Paun

Date: 22/10/2025
Session Type: Remote (Microsoft Teams)

Section 1: Likert-Scale Ratings

Evaluation Criteria Rating Comments

Ease of Navigation 5 Very straightforward —
everything was easy to find.

Visual Clarity 4 Looks clean, but maybe
space out the clue pop-up a
bit.

Engagement / Enjoyment S ‘The game feels fun; Iliked

how it's based on UWTSD.

Accessibility Features 4 Great addition,
Overall Satisfaction 5 Really liked the layout and
pace,

Section 2: Open Feedback
Positive Aspects:

« Feels very easy and friendly to use.
« Buttons and layout make sense immediately.
« Love the university-themed setting,
Suggestions for Improvement:

« Maybe add a hint at the start.

Overall Comment:
“Really simple and easy to use — I'd only tidy up the clue screen a lttle.”
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