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Introductions.
Following the completion of the wireframe stage, this report details how an initial concept for a mystery-murder mobile game was shaped into a fully realised and engaging interface. The project centred on creating a design that could carry investigative gameplay and a layered narrative while remaining intuitive, appealing, and emotionally engaging for a broad audience. A user-centred design strategy—supported by four developed personas—guided the testing and refinement of each screen. Through consistent user input and the use of interaction design principles [4], the interface gradually matured into one that balances story-driven suspense with visual clarity and mental ease. This report presents the final colour storyboards, highlights the major design revisions informed by user insights, explains the methods used to gather feedback, and reflects on how blending usability frameworks with user participation shaped the finished interactive experience.
Refined Visual Storyboards and Outcomes from User Evaluation.
This section presents the fully developed, full-colour storyboards for the UWTSD-themed mystery-murder game, which build upon and expand the original wireframe concepts. Throughout the development process, core usability principles [3] served as the foundation for every design decision, ensuring the interface remained clear, functional, and player friendly. Iterative revisions were informed by continuous usability testing sessions involving participants selected to reflect the four established personas. Their feedback played a central role in shaping layout choices, visual emphasis, and interaction flow, allowing the storyboards to evolve into polished representations of the intended player experience.
Evaluation of Core Screen Improvements and Findings from User Feedback.
As the design progressed from basic wireframes to the final full-colour storyboards for the UWTSD-themed mystery-murder game, user insights played a central role in shaping the interface. Test sessions revealed specific concerns—particularly from visually impaired participants and casual players—regarding low contrast and the lack of an obvious entry point on the home screen. To address these issues, the design was updated with bold, high-contrast visuals inspired by UWTSD branding, a clearly distinguished “Begin Investigation” call-to-action button, and a more visible sound control feature. These refinements strengthened the clarity of the initial interaction, reduced unnecessary cognitive effort, and ensured closer alignment with key accessibility guidelines and interaction design best practices [4], [5]
Interactive Tutorial Redesign for Improved Player Onboarding.
In the early wireframe version, the “How to Play” screen relied solely on text-based explanations of the core gameplay, which user testing revealed to be overwhelming and not particularly engaging. Many participants found it difficult to quickly understand the main tasks due to the dense presentation. To address this, the screen was reimagined as an interactive tutorial that incorporates simple animations and clear icon-led cues. This shift enables players to learn mechanics by actively trying them rather than reading lengthy instructions, resulting in a more intuitive and appealing onboarding experience. The redesign aligns with Nielsen’s usability principles [2], encouraging recognition over memorisation and supporting a clean, streamlined interface that remains accessible and straightforward for all user groups.
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Figure 1
Enhanced Detective Selection Interface for Smoother Character Browsing.
In the initial design, the Detective Selection Screen relied on simple static buttons for choosing a character, but user testing showed that this approach felt visually crowded and somewhat outdated. Participants noted that the layout made it harder to compare detectives and disrupted the overall flow of selection. To improve usability, the screen was redesigned to feature a swipe-based avatar carousel, enabling players to glide effortlessly through various detective profiles. This updated interaction not only modernises the experience but also makes better use of limited screen space while increasing user engagement. The new design reflects Nielsen’s principles of flexibility and efficiency of use [2], creating a more fluid, intuitive, and device-friendly selection process.
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Figure 2


Search and Interrogate: Detective Interaction Screen.
The Search and Talk to Detective screen allows players to explore the game environment and engage directly with their chosen detective. Players can examine clues, ask questions, and gather information critical to solving the mystery. Usability testing highlighted the importance of clear interactive elements and intuitive dialogue options [3], so the interface was refined to include highlighted objects, tappable clues, and dialogue prompts that guide the player naturally through investigations. This design supports cognitive ease and accessibility, enabling players to focus on problem-solving while maintaining immersion in the narrative. By combining exploratory gameplay with structured interaction, the screen reinforces engagement, encourages logical deduction, and deepens the player’s connection to their detective character.
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Figure 3
Crime Scene Exploration Interface and Interaction Enhancements.
The Crime Scene Investigation screen serves as a space where players can explore key locations, uncovering clues and evidence needed to progress through the mystery. During usability testing, it became clear that players required stronger guidance to navigate these environments without feeling lost or overwhelmed. To address this, the layout was redesigned to incorporate clearly marked interactive hotspots, optional zoom functions, and gentle animated prompts that highlight important objects while preserving the atmosphere of the scene. These refinements improve clarity and accessibility, helping players gather information in a focused, intuitive way that maintains narrative immersion. By supporting attentive exploration and logical problem-solving, the updated screen deepens player engagement and reinforces their role within the investigation [1].
[image: A close-up of a screen

AI-generated content may be incorrect.]









	





Figure 4
Clue Analysis Interface and Puzzle-Solving Improvements.
The Clue Decoding screen provides players with a dedicated space to examine gathered evidence and interpret key details that drive the investigation forward. Feedback from user testing indicated that players benefited from clearer guidance and more intuitive interaction tools [7] to avoid confusion during puzzle-solving tasks. To enhance this experience, the screen was redesigned with interactive drag-and-drop components, visual pattern indicators, and contextual hints that support players as they work through each clue. These enhancements encourage deeper cognitive engagement while remaining accessible to users with varying skill levels. By blending interactive problem-solving with the unfolding narrative, the updated design strengthens immersion and underscores the analytical thinking central to the mystery-murder gameplay.
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Figure 5
Code Entry Interface and Usability Enhancements.
The Code Entry screen provides players with an interactive challenge, requiring them to apply collected clues to unlock vital information or access restricted areas within the investigation. User testing revealed that players needed a clear, intuitive input system and immediate feedback [7] to confidently enter and adjust their codes without frustration. To address this, the interface was updated with a touch-optimized keypad, visual confirmation of inputs, and subtle contextual hints to guide players when necessary. These improvements enhance accuracy, reduce cognitive load, and ensure accessibility, allowing users to focus on problem-solving rather than interface mechanics. By linking interactive code entry with the overarching narrative, the screen reinforces logical deduction and deepens player engagement in the mystery-solving process.
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Figure 6

Reward Screen: Celebrating Clue Completion.
The Reward Screen marks the player’s achievement in successfully interpreting a key piece of evidence, providing a clear sense of progress and accomplishment within the game. Usability testing highlighted the need for visually engaging feedback and positive reinforcement to keep players motivated and invested. To address this, the screen was redesigned with animated clue reveals, highlighted evidence, and narrative commentary that emphasizes the importance of the discovery. These enhancements foster emotional satisfaction and reinforce cognitive learning, encouraging players to continue exploring the investigation. By tying meaningful in-game rewards to successful clue decoding, the screen strengthens immersion and reinforces the core investigative challenges of the mystery-murder gameplay [8].
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Figure 7
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The Investigation Wrap-Up screen signals the end of the case, offering players a comprehensive overview of their progress, solved clues, and the resolution of the mystery. User testing emphasized the need for clear, concise feedback and a strong sense of narrative closure. In response, the interface was designed to feature visual summaries, achievement indicators, and concluding story text. This design promotes both cognitive clarity and emotional satisfaction, allowing players to reflect on their deductions and accomplishments. By combining narrative resolution with tangible feedback and rewards, the screen reinforces a sense of achievement, encourages replay ability, and delivers a fulfilling conclusion to the mystery-murder experience [7].


















Figure 8


User Feedback Methodology and Key Findings.
To ensure the final full-colour storyboard prototypes of the murder mystery game effectively met the needs of a diverse player base, a persona-driven approach [5] was adopted.
Feedback Collection Approach
A mix of qualitative and quantitative techniques was used to capture a comprehensive picture of user experience. Participants were carefully chosen to align with the four defined personas, and a pre-session questionnaire confirmed their profiles while recording initial expectations. During guided usability sessions, players interacted with a high-fidelity, clickable prototype of the storyboards, completing persona-specific tasks while their actions and verbalised thoughts were monitored. After each session, participants completed a short survey assessing task difficulty and emotional responses, followed by semi-structured interviews to explore why certain tasks were easy or challenging, providing deeper insights into the user experience.
Summary of Key Insights
The analysis highlighted both strengths and areas requiring improvement:
Positive Feedback
· Engaging visual theme: Players found the detective-focused aesthetic intriguing without being frightening.
· Rewarding mechanics: Points, badges, and progress indicators offered motivation and a sense of achievement.
· Welcoming design: Colour schemes and character designs were praised for being approachable.
· Customisation and accessibility: Options for avatar selection and adjustable accessibility settings helped users feel supported.
Areas for Improvement
· Initial tone confusion: Some new users initially expected a horror game rather than a mystery narrative.
· Limited emotional progression: Early prototypes lacked dynamic feedback, reducing engagement before animations and rewards were added.
· Overstimulating elements: Fast animations and sounds initially overwhelmed some neurodiverse users, prompting the introduction of a cognitive-friendly mode.
· Insufficient positive reinforcement: Early designs offered limited encouragement after mistakes, making errors feel punitive rather than instructive.
This structured feedback process was vital for validating design decisions, identifying usability challenges, and guiding targeted improvements. It ensured the final interface was accessible, engaging, and narratively immersive, supporting the investigative gameplay central to the murder mystery experience.

Continuous Data Collection Strategy for a Deployed Game.
If the murder mystery game were fully developed and launched, ongoing data monitoring would be essential for supporting iterative updates, addressing bugs, and sustaining player engagement over time. The approach would combine automated analytics tracking in-game behaviour with direct user feedback, providing a mix of quantitative metrics and qualitative insights into how players interact with the game. All data collection processes would strictly follow ethical guidelines and legal requirements, ensuring privacy protection and compliance with regulations such as GDPR [6], [8].

Player Data Ethics and GDPR-Adherent Practices.
Any collection and use of player information within the murder mystery game would follow rigorous ethical standards and fully comply with the General Data Protection Regulation (GDPR) [6]. Building and maintaining user trust would be a primary focus. Upon first accessing the game, players would be presented with a clear, easy-to-understand privacy policy and would need to provide explicit, informed consent before any data is gathered. All automatically collected gameplay data would be anonymised through randomly generated user IDs, ensuring that individual players cannot be personally identified.
Data processing would be based on user consent, adhering to GDPR’s lawful basis requirements. The principle of data minimisation would guide collection practices, ensuring only information essential to enhancing the game experience is recorded. Sensitive data such as location or contact details would not be requested. Players would have full control over their information, including the ability to access, erase, or permanently delete their account and all associated data. Strong technical safeguards would be implemented to protect against unauthorised access, guaranteeing that player information remains secure at all times.
Conclusion.
The progression from initial wireframes to fully realised colour storyboards for the mystery-murder mobile game underscores the importance of a user-centred design approach [1], [2], [3] in creating an engaging and accessible interactive experience. At each stage—design, testing, and refinement—persona-driven feedback was instrumental in achieving the project’s goals. This iterative approach allowed usability issues to be accurately identified and addressed, resulting in notable improvements in navigation, visual clarity, and overall accessibility. Features such as the interactive tutorial and cognitively supportive interface mode directly reflect adaptations made in response to diverse user needs. The project demonstrated that an effective game interface develops not in isolation, but through continuous collaboration and engagement with players. The final storyboards provide a well-considered framework for future development, balancing functional efficiency with narrative immersion to maintain player engagement and encourage replay ability. Additionally, the design aligns with ethical standards for responsible data collection and ongoing updates, adhering to GDPR [6] requirements and supporting a seamless transition to a live, evolving game product.
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Appendix: Overview of Key Screens – Mystery Murder Mobile Game.

1. Welcome Screen.
Objective: Introduces players to the mystery-murder game while highlighting UWTSD branding, establishing the overall theme and visual identity.
Main Interactions: Players can begin the investigation, access the interactive tutorial, or adjust accessibility settings to customise the interface.
Navigation Flow: Selecting “Start” transitions the player to the Profile Setup Screen.
2. Profile Setup Screen
Objective: Enables players to enter their name and select an investigator avatar, creating a personalised profile before starting gameplay.
Features: Designed with inclusivity and accessibility in mind, offering diverse avatar options and adaptable display settings.
Navigation Flow: Once setup is confirmed, players move on to the Game Mode Selection Screen.
3. Game Mode Selection Screen
Objective: Lets players choose between Solo, AI-assisted, or Multiplayer modes, accommodating different play styles and skill levels.
Enhancements: Following user feedback, tooltip icons were added to explain each mode and its rules, improving clarity and usability.
Navigation Flow: Players can either view an optional instructional overlay or proceed directly to the Main Game Interface to begin solving the mystery.
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