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Introduction

[bookmark: _Hlk215138123]This report is about designing a mobile phone game based on the board game Cluedo. The game is set at UWTSD university. In this game, someone has murdered the Vice-Chancellor, and players must find out who did it, where it happened, and what weapon was used.
The game can be played on different UWTSD campuses: Swansea, Carmarthen, Lampeter, and London. Up to 6 players can play together. Each player picks a character who works at the university, like a professor, student, or librarian.
To make a good game, we need to understand who will play it. This is called user-centred design [1] . I talked to real students to find out what they want. Also, we need to take understand, that creating personas (made-up users based on real research) helps designers make better choices. [2]

How the Game Works

The game is simple to understand:
1. Players move around a map of a UWTSD campus
1. They visit different rooms or areas around the UWTSD campus
1. Players collect clues by asking questions
1. When a player thinks they know the answer, they make an accusation

The first player to correctly guess the murderer, weapon, and location wins.

Characters in the game I created:
1. Professor James - teaches Applied Computing at the UWTSD 
1. Student Donald - studies Applied Computing at the UWTSD
1. Administrator Callum - works in Office
1. IT Security Officer Susane – works with Security issues at the UWSTD
1. Window Cleaner Thomas - works with façade cleaning
1. Lift Technician Ronny - fixes lifts

Weapons in the game I created:
1. Pool/Snooker Cue
1. Poisoned sandwich
1. Cleaning chemicals
1. Entrance Card
1. Bin lid
1. Pen 

Locations in the game I created:
1. Lift
1. IT department area
1. Rest area
1. Server Room 
1. Caffe PRETT outside the building
1. Meeting room 103

Who Will Play This Game? (Personas)

I created four pretend users called personas. These are based on real students we talked to. Not all students are the same - some are young, some are older, some play games a lot, and some hardly ever play games. The task brief reminds us that students are not all 18–21-year-olds, and some may have disabilities. [3]
Steve Mackenzie - The Big Gamer
Who is he? Steve is 20 years old. He studies Applied Computing at the London Campus. He lives in student housing near campus.
How much does he play? A lot! He plays games for about 5 hours every day. He loves gaming and does it to relax after studying.
What does he want from the game? 
1. Challenging gameplay that tests his skills
1. Quick way to start playing (skip tutorials)
1. Leaderboards to compete with others
1. Good multiplayer features
1. Achievements and rewards
Example situation: After finishing his programming homework, Steve wants a quick game to relax. He opens the app and joins an online match in under 30 seconds.
Jennifer Taylor - The Social Player
Who is she? Jennifer is 24 years old. She studies Psychology (Masters) at Carmarthen Campus. She is the Student Union President. She lives with friends in a rented flat.
How much does she play? Not too much - about 5-6 hours per week. She mostly plays with friends, not alone.
What does she want from the game? 
1. Easy way to invite friends to play
1. Simple to learn - not too complicated
1. Can save game and come back later
1. Chat with friends while playing
1. Works across different campuses
Example situation: Jennifer wants to organise a game night for Student Union members. She creates a private game room and invites her friends from different campuses.

Jonny Walker - The Busy Student
Who is he? Jonny is 21 years old. He studies Business at Birmingham Campus. He lives alone in a city centre flat that his parents bought.
How much does he play? Medium amount - about 25 hours per week. But he has a busy social life with lots of parties, so sometimes he does not have time.
What does she want from the game? 
1. Short games when time is limited
1. Pause and continue later
1. Both single player and multiplayer
1. Night mode (dark screen for late night)
1. Auto-save so progress is not lost
Example situation: Jonny comes home late from a party. He wants to relax before sleep. He opens the app and continues his saved game from yesterday.
Antonia Strand - The New Gamer
Who is she? Antonia is 33 years old. She studies Law and Criminology (Masters) at Swansea Campus. She is married and has one son. She lives with her family.
How much does she play? Very little - she is new to gaming. But she wants to try this game because it is about crime, which is what she studies. She might play about 10 hours per week.
What does she want from the game? 
1. Good tutorial that explains everything
1. Big text and buttons (easy to see)
1. Family friendly content
1. Help and hints when stuck
1. No pressure - can play slowly
Example situation: While her son does homework, Antonia tries the game for the first time. She follows the step-by-step tutorial and learns how to play without feeling rushed.




[bookmark: _Toc215151942]How We Found Out What Users Want

I used three ways to learn about our users. It is important to talk to real people, not just guess what they want. [4]

Interviews
I talked with students one-on-one. Each conversation lasted 30-45 minutes. I asked about their gaming habits, what apps they like, and what they would want in a university game. Interviews are good because you can ask follow-up questions when something interesting comes up. [5]

Online Survey
I made a questionnaire using Microsoft Forms. Students answered it. I asked questions like: How often do you play games? What features do you want? Do you need any accessibility help? Surveys are good for getting answers from many people quickly. [5]
Focus Group
I got couple students together in a group to discuss the game idea. This helped me to understand what people want when playing together. Group discussions are useful for learning about social features. [6]
What I Learned
1. 78% of students were excited about a university-themed game
1. 34% asked for accessibility features (colour-blind mode, bigger text)
1. Most people want short games they can pause
1. Playing with friends is very important to most users
1. New gamers need good tutorials

[bookmark: _Toc215151943]Making the Game Easy to Use

I followed rules from experts to make the game easy to use. There are 10 rules for good design. [7] Here is how I used some of them:
Show What is Happening
The game always tells users what is going on. When it is your turn, the screen says 'Your Turn' clearly. When you make a move, the game shows it worked. This helps new players like Antonia feel confident. [8]
Use Words People Know
We use UWTSD names and places that students will recognise. The locations are real places like IT department area and Server room. The characters have jobs from the university. We need to use language that users understand.
Let Users Go Back
Users can always go back or exit. If they start a game by mistake, they can quit easily. If they need to leave suddenly, the game saves automatically. Users should never feel trapped.
Keep Things Consistent
Buttons always look the same. The back button is always in the same place. This follows how iPhone and Android apps normally work, so users do not have to learn new things [9]
Help Users with Disabilities
We followed the WCAG 2.1 guidelines to help users with disabilities:
1. Colour-blind mode uses patterns, not just colours
1. Text can be made bigger
1. Buttons are big enough to tap easily
1. Screen readers can read the buttons [10]
Prevent Mistakes
Before a player makes a final accusation (which can end the game), the app asks, 'Are you sure?' This stops accidental wrong answers. Good design prevents errors. [9]

[bookmark: _Toc215151944]Screen Designs (Wireframes)

I designed all the screens the app needs. These are simple black and white drawings called wireframes. The full designs are in Appendix B. Here are the main screens:
Home Screen
The first screen users see. It has big buttons for: New Game, Continue Game, Friends, Settings, and How to Play. The most important buttons (New Game, Continue) are in the middle and biggest.) Important things should be easy to tap.
Game Setup
When starting a new game, users go through simple steps: pick how many players, choose a character, pick which campus to play on, and select difficulty. Each step is on its own screen, so it is not confusing. A bar at the top shows progress through the steps.
Main Game Screen
This shows the campus map in the middle. Players can tap rooms to move there. At the bottom are the player's cards. A side panel (swipe to open) lets players take notes about clues. The screen is not too crowded - only important things are shown.
Making Guesses
When players make a suggestions or accusations, they pick cards from three groups: suspect, weapon, and location. Each card shows a picture and name. Suggestions (safe guesses) will use blue colour. Accusations (final answer) will use red colour with a warning message.
How Screens Connect
The navigation map in Appendix B shows how all screens connect. Users can get anywhere in 3 taps or less. There is always a Home button to go back to the start. Good navigation should be simple to understand. [5]

[bookmark: _Toc215151945]Testing the Design

How I Tested
I tested our designs with 5 people. I made frameworks designs in Figma. You only need 5 testers to find most problems. Each person checked frameworks and told me what they thought.
Who I Tested With
I picked testers to match our personas:
1. One experienced gamer (like Steve)
1. One student union member (like Jennifer)
1. One busy business student (like Jonny)
1. One mature student with family (like Antonia)
1. One person with visual impairment (to test accessibility)
Good Feedback
People liked these things:
1. University theme - everyone said it was fun and relatable
1. Easy navigation - scored 4.2 out of 5
1. Clear screens - easy to find information
1. Tutorial - helped new players learn quickly
1. Accessibility - big buttons and high contrast worked well
Things to Improve
People wanted us to fix:
1. Notes panel - hard to find at first
1. Inviting friends - takes too many steps
1. Colour-blind mode - needs more patterns on some cards
1. Experienced gamers wanted keyboard shortcuts
How People Felt
We used the SAM scale to measure feelings. People gave high scores for enjoyment (4.1 out of 5). The mature student felt less confident (2.8 out of 5), so we need more help features for new players. [11]
Surprises
Some things surprised us. Even experienced gamers wanted the tutorial because they did not know Cluedo rules. Many people asked for turn-by-turn games (play one turn, come back tomorrow) like Words with Friends. [4]
[bookmark: _Toc215151946]Conclusion

I have created a good design for the UWTSD Cluedo mobile game. My created four personas show the different types of students who will play: experienced gamers, social players, busy students, and new gamers. I talked to real students to understand what they want.
The wireframe designs follow expert usability rules to make the game easy to use. Testing showed that people like the university theme and find the app easy to navigate. I also know what to improve, like making the notes panel easier to find.
Next assignment, I will need to create full colour designs and fix the problems testers found. I hope the game will be fun for all types of students at UWTSD.
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MoSCoW helps us decide which features are most important.
MUST HAVE (Essential features):
1. Single player and multiplayer modes
1. Easy navigation
1. Save and continue game
1. Tutorial for new players
1. Accessibility features
1. University characters and locations
SHOULD HAVE (Important features):
1. Colour-blind mode
1. Quick start for experienced players
1. Different difficulty levels
COULD HAVE (Nice to have):
1. Achievements and leaderboards
1. Turn-by-turn games (asynchronous)
1. In-game chat
1. Night mode
1. Share to social media
WON'T HAVE (Not in this version):
1. Voice chat
1. Augmented reality
1. University timetable connection
1. Create your own character
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Appendix B: Wireframe Screens
Screens to include:
1. Home Screen
1. Game Setup screens (4 screens)
1. Main Game Screen
1. Suggestion Screen
1. Accusation Screen
1. Settings Menu
1. How to play
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