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Overview
Project Status: 95% 

In the �nal stage of our game development, we completed all the 

remaining parts and began user testing. To conduct this testing, we 

chose 3 users and identi�ed some problems.  

We intentionally shifted our perspective away from that of the game's 

designers and adopted the viewpoint of the user. This involved asking 

them to think out loud as they played the game, in order to gain a 

better understanding of how they interacted with it.  

By doing so, we were able to identify areas of the game that needed 

improvement and make changes accordingly. This user-centered 

approach allowed us to create a more enjoyable and engaging game 

for our audience.



Week 9

Week 10

1. AR & VR refine  
2. Physical platforms done 
3. Social media refine

Week 11

1. Detective notebook prototype 
2. Puzzles design 
3. Ending audio generated

Week 12

1. Detective notebook website built 
2. AR & VR refine 
3. User Test 
4. All platforms refine 
5. Presentation power point

Week 13

Project due

Project Management

1. Develop the schedule 
2. Assign tasks



Project Management

Raci MatrixGANTT Chart

Assignment of tasks and time management 

 

Every week we will have a group meeting where we will set task for each one and review what everyone has done in the previous week  

to make sure we can �nish the task on time before the DUE.



Sarah’s Room

Stage 1 Stage 2 Stage 3

Stage 0

Detective Notebook

Crime Scene

AR  
- Traces of the case 
- Link to the monologue

Letter&Map

Physical platform

Sarah’s Secret Site

- Puzzle 
- Sarah’s monologue

VR Scene 
- Suspicion of Eric 
- Puzzle piece

Eric’s Of�ce
VR Scene 
- Enriching the character’s 
image 
- Eric’s alibi

Daniel’s Car
Video 
- Base ball bat & shoes 
- Photo (Daniel’s alibi) 
- Puzzle piece

Sarah’s Ig Link

Sarah’s Room Link
Targeted investigation 
of specific suspects

Rebecca’s Part

Rebecca’s ig 
Rebecca’s locker

Sarah’s Ig
XD prototype 
- Suspicion of Rebecca

Evidence Of A Fractured Relationship With Daniel

Time Of Death

Lecture Poster

Physical platform  
- Puzzle piece

Daniel’s Part

Daniel’s car video 
Hallway audio

Eric’s Part

Eric’s office VR 
Lecture poster

Hallway audio

Audio  
- Reconstructing Sarah’s 
conversation with Daniel 
before her death.

Rebecca’s Locker

Physical platform 
- Receipt (Rebecca’s alibi) 
- Puzzle piece 
- Orientation poster

Rebecca’s Ig
XD prototype 
- Rebecca’s other ig account 
- Locker & pswd

User Flow



P3 Developed contents

Rabbit hole

Invitation Letter 

Autopsy report 

Photo of the deceased Sarah 

Draft paper(puzzles) 

Direction of the crime scene

AR investigation tool 

Detective Notebook 

Rebecca's Locker(Hidden Clue)



P3 Developed contents

AR (re�ned)

The trace investigation tool to scan the 
crime scene

Revealing traces of the crime scene 

Hyperlink to Sarah’s secret site (puzzle site) 

Show a prompt to lead the player to leave 

the scene when they �nish searching

Target Image

https://rosydai.8thwall.app/jigsaw/

Demo Video: https://youtube.com/shorts/R4sy2fOQm1M

https://rosydai.8thwall.app/jigsaw/
https://youtube.com/shorts/R4sy2fOQm1M


P3 Developed contents

Puzzle Site (Sarah’s Secret Site)
Connect the start and the end of the story

https://sarah.drrrrx.repl.co

Indicate players to �nd 4 pieces of puzzles 

Show a prompt if the player inserts the wrong 

password 

Play the audio of Sarah’s monologue with the 

right password 

Show an end-of-story prompt after the audio has 

�nished playing

https://sarah.drrrrx.repl.co


P3 Developed contents

4 Pieces of Puzzle

Ever: Sarah's room 

er: Daniel's car 

Yonei: Eric's lecture poster 

skill: Rebecca's locker

"Everyone is Killer"



P3 Developed contents

Detective Notebook 
The primary tool throughout the game

Initial clues of the case 

Investigating Speci�c Suspects

https://detective-notebook.webflow.io/

Vertical view Horizontal view

https://detective-notebook.webflow.io/


P3 Developed contents

Sarah's room VR (re�ne)

Reduced the size of the model to make it easier 

to launch on mobile devices 

Interaction with both click and approach event 

Adjust details to improve user experience

https://my.spline.design/sarahsroomcopy-fb69cec6af76bc7313341847ddc8e26f/

https://my.spline.design/sarahsroomcopy-fb69cec6af76bc7313341847ddc8e26f/


P3 Developed contents

Daniel’s Car

An investigation report about Sarah 

Key evidence (photo) 

A piece of the puzzle (er） 

Baseball bat and broken glass



P3 Developed contents

Eric’s Of�ce Desk

Enriching character image  

(Eric’s child drew him a picture) 

Key evidence (lecture time changed) 

A piece of the puzzle (Yonei)

https://my.spline.design/ericsoffice-8fe72e0a28af084843d9a1e8d3d32ea9/

https://my.spline.design/ericsoffice-8fe72e0a28af084843d9a1e8d3d32ea9/


P3 Developed contents

Rebecca’s locker

A piece of the puzzle (skill) 

Key evidence (receipt) 

A group photo of �ve people had  

Sarah's face painted black



Name: Qi 

Age: 24 

Gender: Female 

Skill Level: Beginner 

Background: Qi enjoys playing detective games 
for relaxation but prefers easy problems as she 
does not like solving dif�cult puzzles that cause 
stress or frustration. She �nds problem-solving 
enjoyable, but only if it's not too challenging.

Name: Zoey 

Age: 21 

Gender: Female 

Skill Level: Intermediate 

Background: Zoey has played a few detective 
games before and enjoys the challenge they 
present. She has some experience with puzzles 
and problem-solving but can sometimes struggle 
with more complex tasks.

Name: Kerwin 

Age: 22 

Gender: Male 

Skill Level: Advanced 

Background: Kerwin has played a lot of detective 
games and is very skilled at solving puzzles and 
�nding clues. He is used to the mechanics of 
these games and has a good understanding of 
what to expect.

Users



Stage 0

Relatively easy to �nd the crime scene

Quickly �nd the crime scene

Easily found the crime scene

User Journey

Rabbit hole



Stage 1

User Journey

Brocken Glass (√) Footprint (√) Sarah's Secret (×) 

Brocken Glass (√) Footprint (×) Sarah's Secret (√) 

Brocken Glass (√) Footprint (√) Sarah's Secret (√) 



Stage 2

User Journey

Find suspect Rebecca (×)  Eric (√)  Daniel (√) 

Find the puzzle in Sarah's room (√)

Find suspect Rebecca (√)  Eric (×)  Daniel (√) 

Find the puzzle in Sarah's room (√)

Find suspect Rebecca (√)  Eric (√)  Daniel (√) 

Find the puzzle in Sarah's room (√)



Stage 3

User Journey

Finding out Rebecca is innocent-locker (×) 
Finding out Daniel is innocent (×) 
Finding out Eric is innocent (√)

Finding out Rebecca is innocent-locker (√) 
Finding out Daniel is innocent (×) 
Finding out Eric is innocent (√)

Finding out Rebecca is innocent-locker (√) 
Finding out Daniel is innocent (√) 
Finding out Eric is innocent (√)



Stage 3

User Journey

Find the puzzle hidden behind the poster (×) 
Find the puzzle in Rebecca's locker (×) 
Find the puzzle in Daniel's car (√)

Find the puzzle hidden behind the poster (×) 
Find the puzzle in Rebecca's locker (√) 
Find the puzzle in Daniel's car (√)

Find the puzzle hidden behind the poster (×) 
Find the puzzle in Rebecca's locker (√) 
Find the puzzle in Daniel's car (√)



Finding-Insight

Users had to screenshot and type in the link(Sarah's secret) 
written on the wall one by one to access the site, which was 
inconvenient.

After completing the search of the crime scene, standing in one 
place to continue the game feels physically uncomfortable.

Stage 1 - AR Scene

Clickable hyperlink

The AR page reminds players that they  
can �nd a place to sit down once they  
�nish searching the crime scene



Finding-Insight

Users can't �nd the clue about messages sent by 
unknown contacts(Rebecca)

Stage 2 - Social Media

Add a new message icon in the upper right  
corner of the main screen.



Finding-Insight

The VR operation isn't smooth enough, requiring users to 
adjust the screen multiple times to locate clues successfully.

Stage 2 - VR Scene

Adjust the size and position of the buttons to ensure they  
match better and add a click function, enabling users to  
interact directly with the clues.



Finding-Insight

Stage 2 - Detective Notebook

Don't know what to do after completing the second stage
Add a prompt at the bottom of the homepage  
directing users that it's time to use the  
SUSPECT INVESTIGATION page.



Finding-Insight

Stage 2 - Detective Notebook

The user failed due to enter the suspect's  
full name when investigating.

Emphasize to the users that only the �rst name  
is required to conduct the investigation.



Finding-Insight

Stage 2 - Detective Notebook

Users are fatigued from excessive reading.

Improve the clarity of the content hierarchy. Move some 
content to the invitation envelope.

Users mistake unimportant information as the main clue.

Highlight key clues (in bold), while removing any extraneous  
or unimportant information.



Finding-Insight

Stage 2 - Detective Notebook

The information for the deceased is unclear,  
and there is an excessive amount of information  
on the homepage.

Put the autopsy report and the deceased Sarah's  
photo to Stage 0(envelope)



Finding-Insight

Users are unable to connect the initial link  
(Sarah's secret) with the �nal puzzle  
(the password).

Stage 3 - Puzzle Website

Re�ne the page of Sarah's secret.



Finding-Insight

Users can't �nd the poster for Eric's lecture.  
(Can't �nd the puzzle behind it)

Stage 2 - Physical Poster

???We need to �gure out



Finding-Insight

Stage 3

Recalling puzzles that are hidden in various  
physical and digital formats simultaneously  
can be challenging for users.

Provide users with pen and paper in the  
envelope at the beginning of the game to  
enhance the game experience.



Sum-up

The game has a lot of walking around tasks that require spanning the entire campus; there is also a lot of 
text reading that requires players to sift through information to �nd useful clues. Players must be very 
fond/enjoyable of detective games or risk losing patience.

After user testing, we realized that different user types have various adaptations to our game. Some 
players successfully found the hidden clues, while others often lost their heads. Our target players need 
to be very logical and intensely curious. During our test, some users searching for clues in VR either 
didn’t collect enough clues to get to the next step or wandered around in VR, not knowing if they had 
gathered all the clues.

So far, we have yet to get the player to complete the entire game without our help. Players will encounter 
dif�culties or dead ends at different game stages. If we have more time, we will continue to iterate the 
whole project. We would say there won’t be a time when the process will reach 100%.


