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[bookmark: _Toc214482073]1. Introduction
The classic board game CLUEDO is known for its blend of mystery, strategy, and deductive reasoning. This project reimagines that familiar concept as a digital mobile game set at the University of Wales Trinity Saint David (UWTSD), London Campus. The game, titled UWTSD CLUEDO: The Mystery of the Vice-Chancellor, invites players to solve a fictional campus crime by exploring university locations, collecting clues, and identifying the culprit behind the Vice-Chancellor’s “murder.”
This report presents the early research and design phase of the project, grounded in principles of User Experience (UX) research and Human-Computer Interaction (HCI) theory. It focuses on understanding the target audience, exploring their needs, and translating those insights into an engaging, user-friendly game concept. Personas and usage scenarios are developed to represent different types of players, while small-scale qualitative research helps to ensure the design reflects authentic user perspectives.
The design process applies established HCI principles of usability and interaction design to ensure the interface feels intuitive, consistent, and accessible. Wireframe storyboards are then produced to illustrate how players will navigate and interact with the game environment. Feedback from initial user testing is used to evaluate the design’s effectiveness and guide improvements for future iterations.
Finally, the game's tone blends the intrigue of a classic mystery with the familiarity of university life. This combination aims to create an experience that is both mentally stimulating and entertaining. All wireframes were created using Figma Free, a browser-based tool suitable for collaborative, low-fidelity design work.
[bookmark: _Toc214482074]2. Personas and Scenarios
Personas are a core element of user-centered design because they help translate interview insights into relatable, human-centered design goals. As Preece, Rogers, and Sharp [1] note, personas “humanize” research findings and ensure that designers remain focused on real users rather than assumptions.
The four personas below were developed from in-person interviews with members of the UWTSD London Campus community. Each represents a typical user type who could realistically engage with the UWTSD CLUEDO: The Mystery of the Vice-Chancellor mobile game. Scenarios help illustrate how each persona interacts with the system in realistic contexts, supporting the design of interaction flows that reflect user goals and constraints [11].
Ethical note: The following personas are anonymized composites drawn from the interviews. Individual names and identifying information have been removed to preserve privacy in line with the British Psychological Society’s ethical guidance [4].
Persona 1 – The Undergraduate Gamer
Background: 20-year-old commuter student; prefers short mobile games.
Needs: Quick interactions, minimal instructions, fast loading.
Key Requirements:
· Intuitive controls
· 5–10 min gameplay
· Simple navigation
Persona 2 – The Postgraduate Strategist
Background: 24-year-old computing student; enjoys logic-based games.
Needs: Structure, challenge, efficient problem-solving.
Key Requirements:
· Clear progress feedback
· Well-organized clue log
· Clean, focused layout
Persona 3 – The Visually Impaired Student
Background: Mid-twenties; mild visual impairment; relies on accessible settings.
Needs: Adjustable text size, strong contrast, clear iconography.
Key Requirements:
· Larger fonts 
· High-contrast interface
· Clear icons (not color-dependent)
· Simple, predictable layout
Persona 4 – The Administrative Staff Member
Background: 33-year-old staff member; casual mobile player.
Needs: Simple structure, short sessions, readability.
Key Requirements:
· Straightforward tutorial
· Uncluttered menus
· Large touch targets
· Comfortable, approachable tone
Summary of Persona Insights
· Users value clarity, accessibility, and straightforward navigation.
· Students prioritize quick sessions and intuitive interactions.
· Accessibility needs (contrast, font size, clear icons) were consistently highlighted.
· A familiar campus setting helps maintain engagement.
· These insights informed the design requirements and supported later wireframe decisions.
Full scenario descriptions for each persona are provided in Appendix C.
[bookmark: _Toc214482075]3. Research Methods and Findings
[bookmark: _Toc214482076]3.1 Research Design
The research phase focused on understanding the needs and expectations of potential players at the UWTSD London Campus. To gather authentic user insights, four short, informal in-person interviews were conducted with members of the university community. The group included three students and one administrative staff member, representing a range of ages, academic backgrounds, and gaming experience.
A semi-structured interview approach was chosen, as it provides a balance between guided questioning and open conversation [5]. The discussions explored topics such as mobile gaming habits, preferred game length, accessibility features, and attitudes toward a campus-themed mystery game. Each interview lasted about 10 minutes, and brief written notes were taken rather than recordings to maintain participants' comfort and privacy.
All participants were informed that their involvement was voluntary and anonymous. No identifying details were collected or stored, in line with ethical practice guidance from the British Psychological Society’s Code of Human Research Ethics [4].
The qualitative data from these interviews were then reviewed to identify common themes and user expectations. These insights directly informed the development of the four personas discussed in Section 2 and helped prioritize key usability requirements during the design stage. This process follows the principles of user-centered design, which emphasize engaging real users early in the development process to ensure the final product aligns with their goals, needs, and context of use [3].
[bookmark: _Toc214482077]3.2 Data Collection and Analysis
The interviews showed that most participants regularly play mobile games, usually in short sessions of five to fifteen minutes. This supported the decision to design UWTSD CLUEDO around quick, accessible interactions that can be completed in brief gameplay cycles. Participants also expressed a preference for games that offer logical decision-making and clear progression, which aligns well with the structured mystery format used in this project.
A strong preference emerged for simple navigation and clear visual cues. One student commented that they often stop using mobile apps if “the interface takes too long to figure out,” emphasising the need for intuitive layouts and consistent interaction patterns. Another participant, who experiences mild visual impairment, highlighted the importance of options such as dark mode and adjustable text size. This feedback aligns with recommendations by Lazar, Feng, and Hochheiser [5], who stress the value of flexibility and inclusive design in supporting a broader range of users.
The data were analysed using thematic analysis following Braun and Clarke’s method [6], which involves coding participant responses and identifying recurring patterns. Three key themes emerged:
· Simplicity and clarity – users favour clean layouts with limited elements on each screen.
· Accessibility and inclusivity – participants expect adaptable visual settings and readable text.
· Engagement through context and relevance – a familiar campus setting helps users feel connected to the experience.
These themes directly informed the development of the personas and guided the prioritisation of the design requirements used throughout the project.
[bookmark: _Toc214482078]3.3 MoSCoW Prioritization
To support a structured design process, user requirements were prioritized using the MoSCoW method (Must-have, Should-have, Could-have, Won’t-have) [7]. This approach ensured that early prototypes focused on essential functionality while allowing flexibility for future development. For UWTSD CLUEDO, the priorities were defined as:
· Must-have: accessibility settings (text size, contrast), intuitive navigation, clear visual structure, and a short tutorial.
· Should-have: clearer clue organization, stronger visual indicators for interactive objects, and additional polish to support navigation clarity.
· Could-have: sound effects, character avatar variations, and additional difficulty options.
· Won’t-have (at this stage): augmented reality (AR) features, social media integration, and multiplayer functionality.
This prioritization helped maintain a realistic scope, keeping the design user-centered while allowing room for future enhancements. A complete list of the selected user and experience requirements is provided in Appendix A.
[bookmark: _Toc214482079]3.4 Summary of Key Insights
The interview findings highlighted three core design priorities:
· Short, focused gameplay sessions, suitable for quick use between university activities.
· Strong accessibility support, ensuring clear text, adequate contrast, and compatibility with assistive needs.
· A structured mystery format that remains engaging without unnecessary complexity.
These themes guided the definition of user requirements and informed the usability decisions discussed in Section 4. As noted by Maguire [8], early user involvement helps ensure that design decisions align with real-world needs and contexts.
[bookmark: _Toc214482080]4. Usability and Design Considerations
Designing the UWTSD CLUEDO game required careful attention to usability, ensuring that the interface felt intuitive, engaging, and inclusive for a wide range of users. The aim was to create a design that players could understand quickly, navigate easily, and enjoy regardless of prior gaming experience. Usability in this project was guided by several established frameworks, including Nielsen’s usability heuristics [8], Shneiderman’s Eight Golden Rules of Interface Design [9], and the Web Content Accessibility Guidelines (WCAG) [10].
[bookmark: _Toc214482081]4.1 Applying Usability Principles
Nielsen [8] identifies visibility, consistency, feedback, and user control as key usability heuristics. These principles guided the structure of the wireframes rather than interactive functionality at this stage. Visual consistency was ensured through uniform button styles, typography, and icon placement, helping users anticipate how the interface will behave once developed. Shneiderman’s rules [9] on reducing cognitive load and preventing errors were also applied conceptually by limiting the number of actions per screen and maintaining predictable navigation patterns. Plans for brief text prompts and visual indicators reflect Norman’s [2] principle that systems should “make things visible” to support user understanding. Although not yet functional, these elements demonstrate a proactive focus on usability during early design.
[bookmark: _Toc214482082]4.2 Accessibility and Inclusivity
Accessibility was a key consideration during the wireframe design stage. Interview insights highlighted the importance of supporting users with different visual and cognitive abilities. Although the prototype does not yet include explicit accessibility features, these needs were documented for inclusion in future design iterations. This planning approach aligns with the recommendations of Lazar, Feng, and Hochheiser [4], who emphasize integrating accessibility from the outset rather than treating it as an afterthought. Consistent with WCAG 2.2 principles [10], the design intent focuses on readability, clear icon use, and contrast awareness. As Preece, Rogers, and Sharp [1] note, inclusive design promotes equality of experience, ensuring all users can engage meaningfully in interaction.
[bookmark: _Toc214482083]4.3 Designing for Emotional Engagement
Emotional engagement plays a vital role in shaping the overall user experience, complementing usability by influencing how users connect with the interface. In the UWTSD CLUEDO design, familiar campus locations and a straightforward mystery narrative were used to create a sense of relevance and context for players. These elements help users stay invested as they move through each stage of the investigation. This approach reflects Norman’s perspective on emotional design, which suggests that when an interface feels coherent and meaningful, users are more likely to view it as usable and satisfying [2]. Early feedback supported this idea, with participants noting that the recognizable setting and structured storyline helped maintain their interest and enhanced the experience.
[bookmark: _Toc214482084]5. Wireframe Storyboards 
The initial wireframes translate early research and usability insights into the first visual concept for UWTSD CLUEDO. They focus on structure and flow rather than color or graphics, allowing layout and navigation to be tested early, as recommended by Preece, Rogers, and Sharp [1]. This early-stage approach enables designers to evaluate interaction patterns before adding visual details, supporting rapid refinement during the initial design phase [12].
[bookmark: _Toc214482085]5.1 Overview of the Design Flow
The game follows a precise sequence that supports a structured single-player investigative flow:
Home Screen → Character Selection → How to Play → Campus Map → Building Details → Room Selection → Room Investigation → Clue Discovery → Notebook / Evidence Log → Suspect Profile → Accusation Screen → Case Solved / Case Unsolved
This structure supports a logical investigative progression that mirrors how the player naturally solves a mystery. Menus, buttons, and icons remain visually consistent, while large tap areas and high-contrast grayscale elements enhance accessibility across devices. The complete storyboard set is in Appendix B.
[bookmark: _Toc214482086]5.2 Key Screens and Features
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Figure 1. Overview of the UWTSD CLUEDO user interface and interaction flow.
The following key screens are central to the game’s investigative structure and support the progression from exploration to conclusion:
· Home Screen: Provides access to Start New Game, How to Play, and Settings. A clear visual hierarchy allows users to begin the investigation quickly with minimal cognitive load.
· Character Selection: Displays four investigator profiles using consistent portrait-card layouts. Restricting users to a single active character supports decision clarity and reduces complexity.
· How to Play: Introduces the game’s objective, movement system, clue discovery process, notebook, and accusation mechanics. Information is structured into concise sections to improve readability.
· Campus Map: Serves as the primary navigation hub, enabling movement between buildings. Interactive elements highlight upon selection, increasing visibility of system status and supporting user confidence during exploration.
· Building Details: Shows information about the selected building (e.g., Library description) and provides options to Enter Building or return to the Campus Map. This intermediate screen helps users understand context before entering interior spaces.
· Room Selection: Presents rooms within the selected building using a simple grid layout. The predictable structure helps users form accurate spatial mental models.
· Room Investigation: Allows players to examine interactive objects (e.g., a filing cabinet, a drawer, a bookshelf) to locate clues. Clear visual markers and minimal clutter support efficient target identification and reduce unnecessary cognitive load.
· Clue Discovery: When clues are found, they are displayed in a focused modal-style screen with an item name, description, and evidence type. This isolated presentation helps users process new information effectively.
· Notebook / Evidence Log: Automatically records discovered clues and organizes them into tabs (Clues, Suspects, Locations). Structured categorization supports faster retrieval and reduces reliance on memory.
· Suspect Profile: Provides detailed information about each suspect, including role, alibi, behavior notes, and related evidence. Mark/Remove buttons allow players to track persons of interest, supporting deductive reasoning.
· Accusation Screen: Enables users to select a suspect, location, and item before final confirmation. Including an explicit confirmation step supports error prevention, a key usability principle.
· Case Solved / Case Unsolved: Presents the outcome of the investigation. The Case Solved screen provides positive reinforcement, while the Case Unsolved screen reveals the correct solution and offers guidance for future attempts.
Overall, the interface design emphasizes clarity, consistency, and accessibility, ensuring that users can progress through the investigation with confidence and minimal friction. The complete set of individual wireframe screens is presented in Appendix B.
[bookmark: _Toc214482087]5.3 Navigation and Interaction Flow
Navigation throughout the UWTSD CLUEDO interface is designed to be precise, predictable, and supportive of the investigative process. The Campus Map operates as the central hub, from which users access buildings, explore rooms, and manage evidence. Each screen maintains consistent layouts and button placement, offering a stable user experience that reduces cognitive burden and enhances confidence [8]. In addition, all interactive elements comply with WCAG 2.2 accessibility standards, ensuring that users with visual or motor impairments can interact with the system effectively [10]. This structure helps users easily follow the experience, guiding them from the first steps of investigation to their final decision.
[bookmark: _Toc214482088]6. Feedback Collection and Analysis
Informal feedback sessions were conducted with three participants—two students and one administrative staff member—representing different user perspectives. Using printed wireframe screenshots, participants discussed clarity, navigation, and accessibility in a relaxed, discussion-driven format. This approach aligns with Maguire’s recommendation to prioritize dialogue and observation during early-stage evaluations [7]. Overall, users found the prototype intuitive and appreciated the campus-themed design. Minor suggestions included enlarging text on the Room Investigation screen, adding a visible progress indicator, and providing hints on the Accusation Screen. These insights confirmed that the core usability principles were functioning effectively and will inform refinements in the subsequent design iteration.
[bookmark: _Toc214482089]7. Conclusion
This report has presented the initial design phase of UWTSD CLUEDO: The Mystery of the Vice-Chancellor, encompassing user research, persona development, and the production of wireframes guided by established usability and accessibility principles. Feedback indicated that users valued clarity, familiarity with the campus setting, and a clear investigative structure. These findings will inform the next phase of development, which will involve creating full-colour interactive prototypes and refining both visual and accessibility features.
[bookmark: _Toc214482090]8. Appendix A. MoSCoW Prioritisation of User and Experience Requirements
This appendix summarizes the selected user and experience requirements that informed the early wireframe design for UWTSD CLUEDO: The Mystery of the Vice-Chancellor. The MoSCoW method (Must-have, Should-have, Could-have, Won’t-have) was applied to organize requirements based on their relevance to user needs and the scope of this initial prototype.
A1. Must-Have Requirements
These requirements are essential for baseline usability, accessibility, and logical interaction flow.
· Adjustable text size to support readability
· Strong contrast between interface elements
· Straightforward and intuitive navigation across all screens
· Predictable visual hierarchy and consistent button placement
· Short introductory tutorial explaining movement, clue discovery, notebook, and accusation
· Minimal on-screen clutter to reduce cognitive load
· Readable grayscale wireframe layout suitable for mobile screens
A2. Should-Have Requirements
These requirements improve clarity and user support but are not critical for initial functionality.
· Improved organization within the notebook/evidence log
· Stronger visual indicators that highlight interactive objects
· Additional interface refinements to support more precise navigation
· Enhanced clarity in transitions between exploration stages (map → rooms → clues)
A3. Could-Have Requirements
These optional features may enhance engagement, but were not prioritized during early design.
· Optional sound effects
· Minor character avatar variations
· Additional personalization options (e.g., subtle style changes)
· Expanded environmental details or thematic UI embellishments
A4. Won’t-Have Requirements (At This Stage)
These features were intentionally excluded from the wireframe phase due to complexity, time constraints, or misalignment with the core research objectives.
· Augmented reality (AR) exploration features
· Social media sharing or platform integration
· Multiplayer or cooperative modes
· Leaderboards or competitive scoring systems
[bookmark: _Toc214482091]9. Appendix B. Full Wireframe Storyboards
This appendix contains the complete set of conceptual wireframes for the UWTSD CLUEDO: The Mystery of the Vice-Chancellor. These wireframes represent the full interaction flow from game launch to outcome and support the design discussion presented in Section 5. Each wireframe is labelled for reference and arranged in the order a player would encounter during gameplay.
B1. Home Screen Wireframe
[image: ]
Figure B1. Home Screen Wireframe
B2. Character Selection Wireframe
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Figure B2. Character Selection Wireframe
B3. How to Play (Tutorial) Wireframe
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Figure B3. Tutorial Wireframe









B4. Campus Map Wireframe
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Figure B4. Campus Map Wireframe
B5. Building Interior Wireframe
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Figure B5. Interior Layout Wireframe (Example: Library)
B6. Room Selection Wireframe
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Figure B6. Room Selection Wireframe
B7. Room Investigation Screen (Archives)
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Figure B7. Room Investigation Screen
B8. Clue Discovery Wireframe
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Figure B8. Clue Discovery Screen
B9. Notebook / Evidence Log Wireframe
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Figure B9. Notebook Wireframe

B10. Suspect Profile Screen
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Figure B10. Suspect Profile Wireframe
B11. Accusation Screen Wireframe
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Figure B11. Accusation Screen Wireframe








B12. Case Solved Screen Wireframe
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Figure 12. Case Solved Wireframe
B13. Case Unsolved Screen Wireframe
[image: ]
Figure B13. Case Unsolved Wireframe
[bookmark: _Toc214482092]10. Appendix C. Persona Scenarios
This appendix provides detailed scenarios for each of the four personas developed during the research phase. These short narratives describe how each user type might interact with UWTSD CLUEDO: The Mystery of the Vice-Chancellor in realistic contexts and support the identification of user experience requirements.
C1. Persona 1 – Undergraduate Gamer: Scenario
During a short break between lectures, the student opens UWTSD CLUEDO for a quick session. They expect to begin playing immediately, without reading long instructions, and aim to complete a round before their next class. Fast navigation and short interactions are essential for maintaining their engagement.
C2. Persona 2 – Postgraduate Strategist: Scenario
While commuting on the bus, the postgraduate student plays the game in solo mode, carefully reviewing clues and suspect information. They value structured information, clear organization, and feedback that helps them track their reasoning as they progress through the mystery.
C3. Persona 3 – Visually Impaired Student: Scenario
In the evening, the student plays the game using enlarged text and high-contrast mode. They move through rooms more slowly, relying on clear icons and consistent layouts to locate interactive objects and clues without straining their eyes.
C4. Persona 4 – Administrative Staff Member: Scenario
During a quiet lunch break at the office, the staff member opens the game in search of a short, relaxing activity. They explore one or two rooms and collect a few clues before returning to work, appreciating the clear layout and straightforward navigation that allow for brief, low-effort play sessions.
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