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The Arcadia Report
Experience Design



Scan or click for blog posts

Designing and testing the core gameplay loop

Game Design

https://sayskez.tumblr.com/tagged/gamedesign


Weaving Together Story and Gameplay



Core Gameplay Loop



Building a Paper Prototype



Testing the Core Gameplay

Click or scan to see how it works and 
the results of the testing.

https://sayskez.tumblr.com/post/188493976823/


Mapping User Feedback



Scan or click for blog posts

Designing a path through a mystery

User Flows

https://sayskez.tumblr.com/tagged/userflow


Case Flow



User Flow



Flowing Through Information Architecture



First Story Board



Sketching the Flow



Scan or click for blog posts

Designing the style and experience of a corrupted database

Visual Design

https://sayskez.tumblr.com/tagged/visualgrammar


Original Moodboard

The original moodboard for a corrupted database under a sleek 
corporate shell, exploring a more found footage concept. Scan or 
click to view the whole moodboard.

“If Josef Müller-Brockmann ran a startup 
in the dot com bubble”

https://niice.co/boards/691b3a5fabed14cb542761d0e240b955
https://niice.co/boards/691b3a5fabed14cb542761d0e240b955


UI Visual Grammar

Inspirations

• MS-DOS

• Corrupted files

• Glitches

• 90s Silicon Valley

• Command Line Interfaces

• Monochromatic Minimalism

https://sayskez.tumblr.com/tagged/uivisualgrammar


Style Iterations (1/3)

The Report, the interface itself, is a central character. It should feel 
like a part of the mystery, not a mere container for it.



Style Iterations (2/3)



Style Iterations (3/3)



Style Test Prototype

Prototype 2: Style Test

• The first digital prototype, the goal was 

to test the visual design in context and 

see how users respond.

• Click or scan to try it for yourself.

https://projects.invisionapp.com/share/VDUYG56QFC3#/screens/394409301
https://projects.invisionapp.com/share/VDUYG56QFC3#/screens/394409301


Iteration Based on Feedback

Responding to Feedback:

• Indicating corrupted images are a 

photograph.

• Making text hierarchy clearer

• “I can hear the sound of the keys!”



Designing the central hub of The Arcadia Report

Case File



Brainstorming All Things Case Files



Case File Requirements

A Case File Should...

• Set the scene and introduce the case

• Establish The Report’s character

• Make you want to find the answers

• Provide clear next steps

• Introduce locations

• Reward thorough investigation



Case File Sketching (1/2)



Case File Sketching (2/2)



Iteration Based on User Testing

Displaying all the text at once proved off putting and more difficult to 
parse while testing with users. In A/B testing of collapsing sections 
versus displaying all, the accordian design won with 100% of users.

*Users’ Choice*



Transforming your city into an escape room

Locations



Location System (1/2)

Users should feel...

• Like it’s real

• Part of a treasure hunt

• Like you’re smart

• Like you’ve discovered something new 

and exciting

Locations should be...

• Logical part of the mystery

• Part of a larger puzzle

• A fun quest to find

• A place you can go with friends

• A rewarding hunt to complete



Location System (2/2)



Designing How Locations Work



Location Flow



Content-Only HTML Prototype



User Testing the Prototype

Prototype 3: Location Test

• I used the HTML content prototype 

on a mobile browser to create 

an approximation of the location 

experience.

• The goal was to test the case file 

content and see if people understand 

and enjoy the location gameplay.

• Click or scan to try it for yourself.

https://github.com/SaysKez/arcadia
https://github.com/SaysKez/arcadia


Usability Feedback and Iteration

Results with v1

• I tested with 2 coworkers and a gamer 

for the first version.

• 3/3 did not understand the location 

directions.

• All were interested in the content but 

some struggled to follow, especially with 

the quantity of text.

Results with v2

• I tested with 2 millennial/gamers and 1 

mystery fan.

• Locations directions were better but 

need work. All were excited by the idea.



Location Wireframes



Location Wireframe Prototype

Prototype 4: Location UI

• Monochromatic wireframes developed 

alongside the content-only HTML 

prototype.

• This gave me a chance to see how the 

flow functioned in the interface and 

show it to users for context after tests.

• Experimented with prototyping both 

Marvel and Figma versions (Figma won).

• Click or scan to try it for yourself.

https://www.figma.com/proto/NdrbuVyvW59Zxtq30xIifA/2a-location-prototype?node-id=0%3A2&scaling=scale-down
https://www.figma.com/proto/NdrbuVyvW59Zxtq30xIifA/2a-location-prototype?node-id=0%3A2&scaling=scale-down


Designing search and evidence reporting to catch a killer

Solving the Case



Designing a Search Engine



Trialing Search Prototype Options



How to Add Evidence



Generating a Case Report



Mapping out a complete journey through a case

Wire Flows



Launch a Case



Find a Clue at a Location



Search the Records for a Clue



Solve the Case



Scan or click for blog posts

Solving the mystery

Alpha Prototype

https://sayskez.tumblr.com/tagged/alphaprototype


The Arcadia Report v0.1 (1/4)

Launch a case and read the case file detailing the crime.



The Arcadia Report v0.1 (2/4)

Search the records for clues to prove your case.



The Arcadia Report v0.1 (3/4)

Travel to real world locations to uncover new evidence.



The Arcadia Report v0.1 (4/4)

Add evidence to the report and submit your theory to solve the case.



Case Report Iterations



The Arcadia Report v0.1 Prototype

Prototype 5: Full Flow

• Alpha version of the complete flow, from 

launching a case to unlocking clues and 

solving the mystery.

• All real content in context, perfect for 

iterating on microcopy of the interface 

as well as story elements like clues.

• Click or scan to try it for yourself.

https://www.figma.com/proto/mi3gsxfkYwUa7a12neeojD/6a-arcadia?node-id=1%3A4710&scaling=scale-down
https://www.figma.com/proto/mi3gsxfkYwUa7a12neeojD/6a-arcadia?node-id=1%3A4710&scaling=scale-down


Scan or click for blog posts

Going back to the beginning to introduce Arcadia

Onboarding

https://sayskez.tumblr.com/tagged/projectonboarding


Onboarding Content Design



Onboarding: Launch and Case File

The idea is to teach first time players how to launch and investigate a 
case by letting them reboot the corrupted Arcadia database.



Onboarding: Records and Clue Files

Players can search the records for the access key files to manually 
restart Arcadia while discovering secrets that hint at what is to come.



Onboarding: Locations

The onboarding offers a simple introduction to locations that players 
can complete from anywhere.



Onboarding: Case Report

Adding the key files restarts Arcadia and introduces players to what 
it is like to solve a case. With Arcadia back up and running, they can 
then dive into the first chapter ready to go.



Iterating Based on Usability Testing

• Testing with users, people were 

absorbed in the story but struggled 

to understand the difference between 

saving evidence for later vs adding 

directly to the report.

• Opting for simplicity, I removed the save 

for later function entirely. This simplifies 

the experience for users while centring 

activity around the case report.

• In the next version, the goal will be to 

continue testing and simplify further 

now that the core content is in place.



Onboarding Prototype

Prototype 6: Onboarding

• Onboarding incorporated everything I 

learned from previous prototypes and 

user feedback to introduce the core 

elements of The Arcadia Report.

• Iterating on the full flow, I continued to 

refine the visual design, introducing the 

‘Arcadia eye’ for contextual clues.

• Click or scan to try it for yourself.

https://www.figma.com/proto/2xKeKIb2b5ru1E8Gx32ZUK/7a-case0?node-id=0%3A1254&scaling=scale-down
https://www.figma.com/proto/2xKeKIb2b5ru1E8Gx32ZUK/7a-case0?node-id=0%3A1254&scaling=scale-down


Stay safe


