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Brief Description of Project

Entertaining and magical narrative led game for 9 – 12 year olds, exploring the five 

senses within a carnival theme.

Our game is a five-player game which uses the five senses: hearing, sight, 

smell, taste and touch based around a carnival theme.  The team members 

have to complete the three games using their senses to try and restore Carnival 

Town back to working order after the Evil Clown stole the enchanted sceptre. 

In the first game the team have to work together to find the key to enter Carni-

val Town.  In the second game they have to work individually to find the enchant-

ed sceptre, which Jinx the Jester will use to restore Carnival Town - but then the 

Evil Clown steals the enchanted sceptre and the team must work together to 

find the sceptre in the third game to once again restore Carnival Town for good.
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Project Roles 

 

• Project Manager 

• Audio 

• Design and Animation 

• Programming 
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Role of Project Manager

My name is Marie-Therese Ward and I am the Project Manager. My role as Project 

Manager is to manage the project development from beginning to end according 

to our project and the given deadlines. Each member from Sense Spinners would 

suit the job of Project Manager but I think they chose me because I have been the 

project manager of other group projects in college and I was also the captain of 

St.Kevins Camogie and Gaelic team until I had to give it up because I damaged my 

knee. As project manager I am the person in charge of the project itself, the cost of 

it, the overall timing of it and making sure that the project is completed in full and 

on time. Being project manager also includes coordinating the other Sense Spinners 

members in order to deliver projects according to plan and provide direction and 

support to the group in everything they do to help equal the work load. I also define 

the project’s objectives and oversee everything that is done within the group, which 

can involve identifying, and solving problems, which I do through speaking with the 

group to make sure everyone, is happy. I believe that communication is a must have 

within a group so everyone knows what is going on which means the group can all 

work together to help each other so I try to make sure that all the group members 

know what is going on so we can all have a say in what happens. I have good nego-

tiation skills and stress tolerance though with this group we talk about what we are 

thinking so having to negotiate is not needed a lot as we seem to always come to a 

compromise and combine ideas. Being a good decision maker is also a key element 

to being a good project manager and I believe that being a member of the Sense 

Spinner group shows that I am a good decision maker as we all work well as a group.
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Role of Audio

My name is Amy Murray and I have been chosen for the Role of Audio in our group 

“Sense Spinners”. I like the three other people in the group, Nicole, Marie-Therese 

and Melina have had two previous years of audio knowledge from our audio classes 

in college with Pat Mc Caul. So we all have the same basic knowledge in audio pro-

duction.

But the reason, I think I was picked for the role of audio in the group is that I myself 

have a background in music, as I can play the piano and have been doing so since I 

was nine and I have achieved grade 7 in The Royal Irish Academy of Music.

Also, I have been singing from a young age, through out my school years in choirs 

and have had some classical vocal training and have competed in competitions. So I 

think the other members of the group thought that this previous experience would 

be a great advantage and benefit to me in my role of Audio in the group.

My role will basically consist of the creating, editing and the production of all 

the audio for the project. The main part of the audio will be the dialogue of the                    

jester throughout the game. Then each game will also have its own audio specifical-

ly  tailored for the game depending on what the object the user will have to guess.  

The audio for the games will either be the direct sound of the object, the sound the 

object makes, a persons reaction to the object or a vague description of the object.

All of the games in the project will have isolated audio but when the jester is speak-

ing, their will be background and atmospheric sounds layered underneath, to   
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create the illusion that the user is actually in a carnival with the jester.

Along with having the role of audio in the group, I will also be playing the part of 

Jinx the Jester. I think the rest of the group feel that I would be confident, eccentric 

and entertaining enough to play the part of the Jester as I was the first person who 

popped in their heads when they though of who should play the Jester.

As well as acting and creating the audio, I am currently overseeing some of the 

group’s online content. I set up and look after the following group pages and   

accounts; facebook, twitter and team box.
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Role of Design and Animation

My name is Nicole Carragher and I have been chosen by my group to be the main 

person in charge of design and animation for our project. The reason I was selected 

for these particular roles is for the enthuasim and experience I have in designing 

and animation. The experience I have for designing and animation is from the Mul-

timedia Production course (PLC) before I started DKIT. In this year, there was a lot 

of focus put on Illustrator and Flash, as well as Photoshop.  An example would be 

creating an interactive story in flash for six weeks using illustrator and flash. It in-

volved character development, interior and exterior scene development and story-

boarding the animation.  Designing and animation is something that I have always 

wanted to be a part of since a very young age. One of the main reasons I love this 

part of Multimedia is that you are not bound by limits of what you can achieve but 

rather you can create something from the unlimited power of your imagination. 

As the designer and animator of our project, I will be taking on the responsiblities 

of creating the look and feel of our carnival themed game. The first thing that I will 

be doing in this role is to research as it is important to get the right look and feel 

which will appeal to our target audience.  For that I will look into fonts, colours, de-

signing for children as this will aid in the design development.  As a group we have 

discussed mixing animation with a “real” jester so research  is been done into how 

this may work.  As well as keeping the appeal for the age group we will be aiming 

for, I want to make sure each member of my group approves of the design ideas and 

the animation techniques. 
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For the actual design of the project, I want to create a realistic landscape that cap-

tures the atmosphere of a carnival. I think it will add more effect to the ideas we 

have for the structure of our project.  The animated background will also protray 

this idea, especially with a real jester in the role. The aim is to be as true to a real ex-

perience as possible but maybe with a few alterations.  This animated background 

will be created in 3d max which will give the project the look and feel we will be 

aiming to achieve and also something that will appeal to our target audience.  Alter-

natively, we have also being discussing over the past number of days with creating a 

surreal, kind of Tim Burton influenced carnival. At this present time,  we are think-

ing about a mix of both. 

As well as designing and animation, I have also been updating our blog account and 

with the help of Amy updating our YouTube account. I have also set up and looking 

after the  Flickr account. 
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Role of Programming

My role within the group is as programmer. The programmer is responsible for en-

suring that the game is coded and working correctly.  The programming task within 

this project will involve close liaison with the designer (Nicole) to make sure that 

the visual elements of the game are prepared and formatted for the program. I will 

work without these elements initially by using different symbols, which will be ex-

changed when the graphics are complete.  At a later stage I will liaise with Amy, the 

person responsible for audio, to incorporate sound and music into the game. 

The programming task will be carried out predominantly in Flash Actionscript 3.0.  

There are a number of different elements to the game which will require the use of 

additional software programmes and processes.  The animation which is played on 

commencement of the game will consist of a “live” chroma key screen film compos-

ited over a 3 dimensional animation.  

Other elements to the game will involve the use of hardware to relay the answers 

from each of the games into the computer in order to move the game along.  In order 

to achieve this the group has been involved in researching a number of hardware 

devices to accomplish this aim.  Full in-depth details of these can be found in the 

hardware section of this document but the options include:-

•	 InfraRed 

•	 Touchscreen

•	 Arcade Buttons

•	 Motion Sensors
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So to clarify, the software which will be used for this project will include:-

•	 Flash Actionscript 3.0

•	 Final Cut Pro

•	 Adobe After Effects

•	 Chroma Key Screen

•	 3D Max
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Target Audience 
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Target Audience

The target audience for our game is 9-12 year olds or 4th , 5th, 6th class.  We chose 

this age group because we feel that if we went for a younger target audience they 

wouldn’t be able to understand everything that would be going on.  If we chose an 

older target audience, they might feel like we were patronising them and that is the 

last thing we want to do. We want the user to have an enjoyable experience whilst 

they are playing our game.

We have done a lot of research on our target audience. We have got in contact with 

a 6th class primary school teacher from Dunleer primary school, called Ms. Gillespie. 

We explained to her how the game worked and what we were intending to do and 

asked her if she thought it would be appropriate for the age group that we intend 

to target our group project at.  She thought the children would love it.  She also said 

that we could run any of our materials or prototypes  by the class, to get feedback 

from our target audience. So we will be able to user test with children that are rep-

resentative of our target audience.

Research

1. The Leelanau School, Michigan

Whilst doing our research we found a school in America called The Leelanau School 

situated in Michigan. This school is well known for its experience-based, five-senses 

learning community for 9-12 year olds.  Their research compares our target group 

with that of younger children, irrespective of gender.  
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The findings show:-

Physical development

•	 Improved co-ordination and reaction time.

•	 Great interest in team games.

•	 They like more complicated crafts and complicated tasks.

Mental development

•	 Show Interest in reading, fictional stories and magazines.

•	 Fantasize and daydream.

•	 Enjoys games with more complex rules.

•	 Lively curiosity

•	 Capable of prolonged interest.

•	 Can do more abstract thinking and reasoning.

   Social and Emotional development

•	 Enjoys been a member of a group.

•	 Interested in friends and social activities.

•	 Likes group adventure and co-operative play.
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Toys and Hobbies

•	 Musical instruments

•	 Board games

•	 Arts and crafts

•	 Sport

The Leelanau School research has many similarities to our game. Our group project is 
a fantasy team game, which incorporates adventure, play and some complicated tasks. 
Thus, our group project covers all of the main areas that relate to boys and girls from the 
age of 9-11 years.  Their physical development, mental development, social and emotion-
al development and toys and hobbies.

2. Jakob Nielson’s Alert box: Children’s Websites: Usability Issues in 

Designing for Kids 

In this online document, Jakob Nielson says that the biggest finding in all the research he 
has carried out, both old and new (2000 and 2010), is when you are designing for chil-
dren you need to target a very narrow age group.

“At a minimum, you must distinguish between young (3–5), mid-range (6–8), and older 

(9–12) children. Each group has different behaviours, and the users get substantially 

more web-savvy as they get older.”

Our project relies heavily on animation and sound effects in order to make the users feel 
like they are immersed in the carnival experience. Jakob Nielson thought that animation 
and sound effects are positive design elements for children.

“…They often created a good first impression that encouraged users to stay with a site.” 
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Another finding in Nielson’s research was that most children are willing or would 

prefer to read instructions, whereas adults disregard instruction and would rather 

interact immediately.

“Half of our users were willing to read instruction; indeed, they often preferred 

to read a paragraph or so of instructions before starting a new game. In con-

trast, most adult users hate instructions and try to use websites without having 

to read about what they are supposed to do.”

Therefore, from our research we think that our game is perfectly suited for the 

target audience that we have chosen.
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Aims, Objectives and Desired 
Outcomes of the project
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Aims, Objectives and Desired Outcomes

The objective of our game is to provide a fun and entertaining experience where the 

users are encouraged to collaborate with their team members in order to achieve a 

shared goal.  We hope the users will come away with a sense of pride in their skills 

and ability and insight into what can be achieved when a team works together.  

Children in this age group enjoy playing games. This is evident from studies carried 

out by the Swiss theorist Jean Piaget, who found that “rule games were typical for 

children from about 6 years up; by this age, they became capable of understanding 

rules sufficiently to join in properly. Also, this rule structure enabled larger team 

games to take place. Observational studies do indeed suggest that team games are 

very popular in the 6-12 year age range.” (Blatchford & Sharp, 1994).  Our experi-

ence will promote this ethos and develop their understanding in a challenging way 

but with the emphasis on fun.  

The games we propose to implement encourage our users to develop their sensory 

skills in order to solve the game.  Having researched this theory further, Bethany 

Little and Daniel Nettle observed that “Ten and eleven year old children master first 

and second level theory of mind problems, are slightly above chance on third level 

problems and perform at chance on fourth level.” 

We intend to make full use of the theme to our game and make it an experience that 

will incorporate all the senses.  The atmosphere will mimic that of a carnival, the 

smells, the sounds and visuals.  The room or area for the game will be decorated 

in the traditional colours of the carnival.  There will be stalls similar to those you 
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would find in a carnival. Its intention is to be an all-round sensory experience with 

popcorn and candyfloss machines to create the aromas synonymous with a carni-

val. Ultimately the users should leave with the feeling that they have been taken on 

a journey of carnival life.  



21 

Site Map 
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Introduction

Animation: 
Story/instructions

Game One
Team Level

Animation into
Game Two

Game Two
Indivdual Level

Animation into
Bonus Round

Bonus Round

End Animation/
Rewards
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A Comprehensive 
Walkthrough or Description 

of the narrative structure 
of your project

•	 Script Synopsis
•	 Shooting Script
•	 Storyboards
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Script Synopsis

When the group walks into the installation they are greeted with a welcome 

animation playing on the screen in front of them. It consists of Jinx the jester telling 

them to “Come in, Come in and welcome to Carnival town”. This animation will be on 

a loop until all members of the group are settled and ready inside the installation. 

Along with the jester greeting the group, the users will see the jester jumping around 

the scene, looking out at them and popping out from the edges of the screen.

After this the introductory animation plays, which shows the entrance of Carnival 

Town, the letters are hanging off the gate, lights slightly flickering but not working. 

It will then switch to the users point of view, where Jinx the jester begins to tell the 

background story as to why Carnival town has lost its magic. While this is happening 

the laugh of the evil clown will be heard. We see the jester flinch.

Next, the jester will tell the group to go over to the “Ball of Mystery” and pick a colour. 

This is how the group is allocated a sense in order to play the games that follow. They 

will have a few seconds to pick and whilst this is happening the animation of the 

jester peeeping out from behind a clock will play, counting down the time they have 

to decide and choose their colour. Jinx will tell them each of the colours represents 

a sense and directs them to a booth.  Simultaneously, a humourous safety message 

appears on the screen of the jester holding a safety leaflet and reinacting a cabin 

crew safety instruction.
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At commencement Jinx the jester will explain exactly what has to be achieved 

in order to successfully complete each of the games.  This will appear as a list of 

instructions for clarity. 

The first game is a team game. This game relies on the group’s ability to work together 

and how they incorporate their chosen sense.  Each player has twenty seconds to 

use their given sense and try to figure out what the object is. They will be given 

time to confer with the other players and decide on a final “group” answer. If they 

successfully complete this team game, they will obtain the mystical key of Carnival 

Town, which grants access to enter Carnival Town. A visual of Carnival Town will 

appear partially  coloured; a little brighter and a little more magical. If they are 

unsuccessful they continue to the next game where they have another chance to 

save Carnival Town. The camera will move through the gates and pan round. This 

is from the perspective of the user, so they feel like it is the users who is moving 

through the gates and entering the Carnival.

The players then return to the “Ball of Mystery” to pick another colour.  Whichever 

sense chosen this time will be the sense used for the second game. The second game 

is more of an individual game, which relies on each of the group members to come 

up with their own answer on what they think the mysterious object they are trying 

to guess is. In order to successfully complete this game, all the individual answers 

have to match. If successful, the team will acquire the magical sceptre. The visual 

will show the carnival fully restored to its former glory.  If unsuccessful, the team 

have one last chance to save Carnival Town in the form of the bonus round.
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The group will see an animation of the clown suddenly swooping in and stealing the 

sceptre!!   Jinx explains that the team needs to get the sceptre back or Carnival Town 

is lost forever.  This will be visually shown by Carnival Town degenerating slightly 

to about three quarters of its full glory and the audio will also reflect this.  The aim 

of the bonus round is for the group to find the sceptre within the scene of Carnival 

Town.  This will be achieved by attempting to find the sceptre by touching it on the 

screen.  If they touch the wrong place the screen will go blank for two seconds so 

they will lose some of the time they have to find the sceptre.

Hopefully, the group will find the sceptre within the given time limit and Carnival 

Town will be saved.  This will be shown visually on the screen by Carnival Town 

restored to its former glory, colourful and bright with all of the flashing lights 

working, the rides in motion and ultimately all the magic has been reinstated to 

Carnival Town.
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SENSE SPINNERS 

Written by

Amy Murray

Melina Taylor

Marie-Therese Ward

Nicole Carragher
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2. 

FADE IN: 

TITLE CARD - SENSE SPINNERS PRESENTS BRAND LOGO ANIMATION WILL PLAY 
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FADE IN: 

EXT. WELCOME SCREEN - CARNIVAL GATES - DAY/NIGHT 

At the carnival gate, JINX THE JESTER will appear. The carnival 
gates will have damaged lettering and flickering lights will be 
appearing in the background. 

JINX THE JESTER 
Come in, come in. Welcome to Carnival Town. 

THE EVIL CLOWN will be appearing at random edges of the screen. 

THE EVIL CLOWN 
(Evil Laugh) 

JINX THE JESTER 

My name is JINX the Jester. I am the  jester of 
Carnival Town. A year ago, here in Carnival Town 
a very sad and horrible thing  happened. The Evil 
Clown came and took the Enchanted Sceptre and 
sucked the fun and magic out of  Carnival Town. 
Ever since then, Carnival Town has never been the 
same, so that’s why I’m asking all  of you for your 
help, to help bring back the fun and magic to Car-
nival Town by playing a few games to  find the En-
chanted Sceptre and  restore Carnival Town to it’s 
former glory.  

JINX looks around once more. 

THE EVIL CLOWN 
(Evil Laugh) 

    
    JINX THE JESTER
  Before we can enter Carnival 

Town, you must complete the first 
challenge. If you complete the
game, you will get the key to the 
carnival and to Carnival Town.

Jinx looks around once more.
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    JINX THE JESTER (CONT’D)
  Go to the Ball of Mystery. Pick a
  Colour, any colour. You have
  Twenty seconds to decide.

A clock will appear at the bottom with the sound of tick tock 
tick tock. 

JINX THE JESTER (CONT’D)
In front of you is five booths. 
Each represented by a colour. 
Purple player your chosen sense 
is sight. Yellow player your 
chosen sense is hearing. Blue 
player your chosen sense is 
touch. Green player your chosen 
sense is taste. Orange player 
your chosen sense is smell. Please 
step behind your booth. 

SAFETY ANNOUNCER (V.O)

This is a safety message, please 
keep all hands and limbs inside 
the booth at all times.

Jinx, will be showing the diagram of what the procedures are. 
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EXT. CARNIVAL TOWN - DAY/NIGHT (MOMENTS LATER) 

Following the users POV of Carnival Town, they will enter through 
the carnival gates. JINX THE JESTER will pop out from one of the 
stalls/rides and will start to walk ahead while talking to the us-
ers. 

JINX THE JESTER 
Congratulations you are doing              

brilliant so far.

While walking through the town, an evil laugh can be heard. Upon 
hearing the laughter, Jinx turns around to look. She will come 
closer to the screen to explain what happened in Carnival Town. 

JINX THE JESTER (CONT’D)
For this level, select a different 
colour and go to your chosen colour’s 
booth. Like the last level, you will 
use your chosen sense to work by yourself 
this time to discover what the mysterious  object is.  
You have twenty seconds to 
figure out what the object is. 
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EXT. CARNIVAL TOWN

The carnival is now restored and the sceptre has been found. The 
clown suddenly appears out of nowhere and steals the sceptre 
again from JINX and hides it within the carnival. 

JINX THE JESTER
(visibly distressed)
Oh no!! We must find 
the sceptre before 
Carnival Town is lost forever. 

Carnival Town will slowly start to shut down again.

JINX THE JESTER (CONT’D)
In order to get the carnival 
back and save Carnival Town we 
need to play the bonus round. 

Carnival lights begin to flicker.

JINX THE JESTER (CONT’D)
The sceptre is hidden somewhere 
in Carnival Town, can you spot 
it? To find the sceptre, touch 
the sceptre on the screen, but 
be careful, if you touch the 
wrong place then you will not 
be able to see Carnival Town 
for two seconds. You have a 
minute to find the sceptre. 
Good Luck!!

(users will play the game, if they are successful.)

JINX THE JESTER (CONT’D)
Get the sceptre and Carnival 
Town is restored to its former 
glory. You’ve done it, You’ve 
saved Carnival Town.

CUT TO BLACK.

THE END
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Game Elements

•	 Objective of the Game
•	 Mechanics of the Game
•	 Detailing all tasks, goals, rewards, navigation and flow
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Objective of game

The object of the game is to renew Carnival Town to its former glory. When the 

game starts, the user will see Carnival Town without its magic, dull, dreary and 

lifeless. They will also be told why Carnival Town is in the state it is in, because the 

Evil Clown stole the magical sceptre which drained Carnival Town of its colour and 

magic.

The aim of the user is to play each of the games in order to gain back the life, colour 

and magic of Carnival Town. They do this by winning the first game, which allows 

the group to win the key of Carnival Town in order to open the gates and enter 

Carnival Town. 

Next, they play the second game, which allows the group to win the magical sceptre, 

which restores Carnival Town to its former glory. Finally, they will play the bonus 

game in order to win back the magical sceptre once and for all. The reason for this 

is between the second game and the bonus round there will be an animation, which 

shows the evil clown stealing the magical sceptre.

There are three games in total, two rounds and a bonus round. The objective of the 

first game is to get the users to use a specific sense to recognise an object but also to 

work as a team. The idea is that each of the five players have to use the sense, which 

they have chosen and combine their thoughts on what the object could be into one 

final answer, which they all agree on.
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The objective of the second game has the same concept as the first game, which 

is to get the users to use a specific sense to recognise an object. The difference 

between the first game and the second is that instead of the second game been a 

team decision on the final answer, the second game is based on the five individual 

answers of the users. Each of the players composes their own answer to what they 

think the object is. In order to be successful the five players answers need to match. 

The final part to the game is the Bonus Round. The reason for the bonus round is 

not only a conclusion to the game but also to give the users a final chance to win 

the game and renew Carnival Town to its former glory, by winning back the magical 

sceptre, once and for all. The objective of the bonus round is to find the magical 

sceptre within the scene of Carnival Town. The whole team, all of the five players 

will be given a time limit to this. It is their final chance to save Carnival town. 

Finally, when the team successfully complete the bonus round. They see Carnival 

town been restored to its former glory, bright, colour, magical and full of life. They 

have then completed the aims and objectives of the game.
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Mechanics of the game

The game begins with an animation which will be made using the green screen and 

3Ds Max which is then projected onto the wall. The animation is from the player’s 

point of view of Jinx the Jester welcoming the players to the carnival. She then 

begins telling the story of how the Evil Clown broke the enchanted sceptre that 

brings fun and magic to Carnival Town. Jinx then asks the players to help bring back 

the fun and magic to Carnival Town by playing a few games to find the key to enter 

the Carnival Town and then to find the sceptre, she then asks the players to go to the 

ball of mystery which will be behind them in the room and they have to pick out one 

of the five colours within twenty seconds. Each colour represents a carnival booth 

which will be in the room, purple - sight, yellow - hearing, blue - touch, green - taste, 

and orange – smell. At the moment the booths will all have touch screens so the 

players can input their answers from the multiple choice answers on the screen but 

this may change as we may come up with a different method for inputting answers.

The first level allows the players to work together as a team to work out what the 

mysterious object is. If the object was candy floss each player would have twenty 

seconds to use their chosen sense to guess what the object is. This could be depicted 

by a visual image on the screen in the booth of something pink (sight), or feeling 

the candy floss in a box (touch), smelling the sugar from the candy floss while 

blindfolded (smell), hearing a sound of someone describing or tasting the candy 

floss (hearing) and tasting the candy floss (taste). The players then get to work 

as a team to come up with their final answer and choose from the multiple choice 

answers. When the team completes this level, the projection on the wall shows 

Carnival Town becoming a bit brighter and the key appears to allow them to enter 
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Carnival Town. Jinx then congratulates the team for completing the first level.

Throughout the animation, Jinx asks the players to select a different colour from the 

ball of mystery and to go to the coloured booth represented by their chosen colour. 

She tells them that they will work individually to work out what the mysterious 

object is in their booth and that they have twenty seconds to do so. Once the players 

think they have the right answer they can chose it on the screen and see if they have 

it correct. The game will be easy enough so the players should all get the correct 

answer. When they get the correct answers the projected animation shows that the 

carnival is nearly restored and the sceptre appears but then the Evil Clown suddenly 

appears and steals the sceptre from Jinx and hides it somewhere within the carnival.

Jinx then asks the players for their help before Carnival town is lost forever by 

playing the bonus round, the carnival lights on the animation begin to flicker. Jinx 

then tells the players that the sceptre is hidden somewhere within the carnival and 

that they have to find it on the screen but if they chose the wrong thing then Carnival 

Town will disappear for two seconds and the team only have a minute to find it. If 

the team are successful then Carnival Town is restored to former glory and the team 

will receive a team photo which a member from the Sense Spinner group will take 

and use Photo Booth on the Macintosh computer to print it at the exhibition using 

one of the group member’s laptops and printer.



45 

Detailing all tasks, goals, rewards, navigation and flow

In the Sense Spinner project, there are a total of three games that the users will 

compete for.  The reason we have decided to secure three games in our project is 

so that if the users lose one round they have the bonus level to complete the story.  

Tasks

The first and second level in our project hold certain similarities. 

•	 First Level

In the first game, each user when they have finished watching the animation will 

select a colour. This colour is a mark to which booth each player will be assigned. 

Once they have reached their booth, the game will begin.  An important part of the 

booth system is that each one will be subject to a certain sense. The task of the level, 

is to use their chosen sense to figure out the object placed at their stall. For example 

the user with the sense of touch will be required to place their hand inside a box 

where the object will be placed. This users task is to feel around the object and try 

to figure out what that is within the time frame. Once the time is up, the player will 

confere with the remaining users and submit an answer. They will be given multiple 

choice. 

•	 Second Level

The second level in our project has a similar task with the first level, however, 

instead of the users working as a team, they will work individually. To begin with 

the user will be reselecting a different colour thus allowing them the experience of a 

using a different sense. The task is to gain knowledge of the object inside the booth. 
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They will be restricted to a time limit and once they have the correct answer,  the 

player will submit it to see if they are in fact right. At this present time, we are still 

coming up with ideas on how they will give there answers. 

•	 Third Level (Bonus Round)

For the bonus round, we decided to do something different and add a twist to the 

narrative. With that, the task for this final round consists of finding the sceptre. This 

will be achieved by allowing the users one minute to search the interface and select 

the sceptre from the place they believe it to be hidden. 

Goals

The goal of our games is simple,  the users must complete a number of challenging 

games in order to bring our carnival and town back to life.  The players will achieve 

this by been successful at each of the levels. 

Rewards

The reward system for our game is simple and well known throughout any genre 

of game play. Once the users have successfully completed a level they will move 

forward onto the upcoming challenge.  Therefore, when they as team complete 

level1, an animtion of the key opening the locked gates will play. Then after finishing 

the 2nd level, another animation will begin and thus mark the start of the bonus 

round. As the bonus round finishes, the user will be rewarded with the carnival 

being restored to its former glory and saving carnival town. Also at the end of the 

game, we have decided that the users will be able to get a team photo taken with the 

help of photo booth (mac) and print it off at the exhibition.  Finally as a last reward, 

a certificate with the users names will be printed out at the end of the game. 



47 

Introduction

Animation: 
Story/instructions

Game One
Team Level

Animation into
Game Two

Game Two
Indivdual Level

Animation into
Bonus Round

Bonus Round

End Animation/
Rewards

Navigation

The navigation of the game will procede in the following order:
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Flow

Our flow within the project is one of fluidity as the narrative and games work as 

one.  The twist at the end was to give the users a bonus round therefore allowing us 

the freedom to change the game plan around. 
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Branding and 
Look and Feel 
of the Project

•	 Font Samples
•	 Interface Mock Up
•	 Sample Graphics
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Research
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Font Sample

Time was spent researching the various fonts and typefaces available.  We wanted 

to find not only something that was visually appealing but was also suitable for 

children. Amongst the research, it showed that legibility is the most important. 

However as our target audience is a little older, we can select something more 

eyecatching and a little alternative. One of the interesting things I found in one of 

the articles is the “Typefaces with larger x-heights are generally easier to read than 

those with short x-heights, and this is especially true for children.”  The reason it is 

included here is that I think it makes an interesting point and one that will be deeply 

considered when deciding on a font for our project. 

CARNIVAL 
TOWN

Bauhaus 93, Size 72

Carnival Town
Art- Nouveau 1912, size 72
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Carnival Town
Cracked, size 72

Carnival Town Curlz MT 
size 72

Carnival Town
Giddyup Std, size 72

Carnival 
Town 

Rosewood Std Regular, size 72
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Carnival 
Town

Neon Lights, Size 72

Carnival Town
Mesquite Std, size 72

Realistically, we will want to select a type that will not only make people interested 

in the look and feel of our project but also allow for a more readable environment 

that will hopefully suit the majority of children’s reading capabilities and for the 

legibility of the text we will be using. 

Carnival 
Town

Century Schoolbook
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I was looking at the research again and when looking for the Plantin Schoolbook 

font for free as at most websites, it will cost at least €25, I found a site called 

Identifont and it on this website that I found a section beside the font sample, giving 

suggestions to similar fonts. Due to not having a majority of the texts available in 

the font library, I thought that I would show the pictures and hopefully within the 

next couple of days find a reliable source for the fonts. 

 Xavier 
font
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Plantin Schoolbook

Bembo Schoolbook
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It was between Amy and Marie-Therese that came up with the idea that the capital 

letter at the beginning of each letter with a font that will have a jester hat attached. 

In the following images, Amy and I came up with the following. 
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Mock Interfaces

At this present time, we have decided to create the background animations in 3D 

Max. By doing this it will allows us the opportunity to come up with something 

that will appear more realistic. Also having researched into the types of films and 

cartoons being aimed at children, there are many new ones coming out which 

have been developed in 3D packages. An example of this is the Jim Carrey Film, A 

Christmas Carol.  Other types of cartoons that children would enjoy watching have a 

more illustrated feel but if you notice a lot of previously animated television shows 

are switching to a 3D environment. 

While discussing design for the project, we looked into images of dark carnivals. 

In the research you will be able to see the images with a vintage shade to them. 

In particular the ones with the use of sepia tone and mist. This we are hoping will 

show the extent of the carnival and Carnival Town’s downfall. 

As of the 25th January, we are considering changing the style from a realistic look 

and feel to the carnival background to a surrealist, Tim Burton inspired feel to 

the carnival. This was suggested to us by our lecturer JJ and is something we are 

considering very seriously. The reason we have not changed this part of the script is 

that we wanted to show the progression as well as the fact that this is only a recent 

development and the images we have here at present can support the idea we are 

thinking about.  

The following images are taken from a tutorial to show an example of what we are 

talking about and it is where the idea came from to go in this particular direction. 



63 
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Personally, I really love the designs from this tutorial I have found on 3d total. 

These will be very inspiring in the final designs for our carnival and project.  

The rest of these images are my own which where taken at Funderland.
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The above images, are to show an example of what we would like to achieve colour 

wise. For the mist part of the images, it is in my opinion that the best way to create 

this is to actually draw a shape for the cloud effect in Photoshop and that will enable 

us to manipulate the effect to the consistency we wish to have. 
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The above scanned images are interface concepts for the carnival gates. 
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Sample Graphics

Before starting the graphics, a list was made of what was needed for our project in 

terms of design. 

•	 Mask

•	 Sceptre

•	 Jester (before deciding to do the green screen)

•	 Rides

•	 Stalls

The images below are from the sketches I had done before the presentation and 

when we were heading towards an animated Jester. Since then we have decided 

that maybe it would look better and more realistic with a person acting in front of a 

green screen playing the role of the jester. 
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Following on from the jester sketches, these drawings are of the ideas we have 

for the mask which will be worn during the filming period of the project. This has 

been helped greatly through the research where we discovered that a lot of masks 

available on the market represent creepy looking carnival masks, which is what we 

do not want.  Instead by looking at a YouTube video, we found images of a mask that 

we quite liked and would suit are ideas. 
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These rides will be designed in 3D Max 2011. Having collected images from the 

Funderland visit, it is our intention to use these images and apply them to the 3d 

files as textures and also as reference images.  This should create the more realistic 

feel of our carnival.  
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In the pictures taken as part of the design research, it was noticed that after a certain 

number of carriages, the colour of the glass would be a different colour. 
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Audio Script 
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The audio style that I intend for the project will reflect the mood and atmosphere 

of the different parts of the game. At the start when Carnival Town is life-less and 

lacks any colour or magic, the audio for this part will reflect this feeling. I intend 

to this by creating sounds which will give Carnival Town the atmosphere of it been 

run down, deserted and life-less. Then as the game continues the audio will be-

come bright, louder and more joyful. Finally at the end, the audio will reach its cli-

max and become a full sound where all aspects of the audio will be full, bright and 

make the user feel the magic of Carnival Town. I think the best way to show what I 

intend to do for the audio of the project is by creating an audio map for each scene.

Audio Map

Welcome Animation

Concrete 

Sounds

Musical 

Sounds

Music Voice

 Gates clang open Whistling of wind Carnival theme 
music

 Jester - Dialogue

 Footsteps  Clown - evil laugh

Squeak of lettering 
hanging

Buzz of lights flick-
ering

Most of the audio for this part is just setting the atmosphere, while Jinx the jester 

welcomes the users to the installation.
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Title Screen

Concrete 

Sounds

Musical 

Sounds

Music Voice

Spin of logo Carnival theme 
music

This part is just basically the logo spinning in and the audio will reflect this by 

having a whirling, spinning sound effect.

Introductory Animation

Concrete 

Sounds

Musical 

Sounds

Music Voice

 Squeak of letter-
ing hanging

Whistling of wind Carnival theme 
music

 Jester - Dialogue

Buzz of lights flick-
ering

 Clown - evil laugh

Cawing of bird Whoooo sounds

Rolling of tumble-
weed

Creaking of carni-
val rides

In this part of the game, Jinx the jester is telling the group the back group story to 

Carnival Town. So because this is the beginning of the game, Carnival Town is dull, 

life-less and lacking any magic, so I feel that getting this atmosphere across is the 

most important thing. That is why I am suggestion the use of the carnival rides 

creaking in order to give an eerie atmosphere.
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Ball of Mystery (pick colour)

Concrete 

Sounds

Musical 

Sounds

Music Voice

 Creaking of carni-
val rides

Clock ticking Carnival theme 
music

 Jester - Dialogue

Buzz of lights flick-
ering

 

In this part of the game, the group are been told how they pick which sense they 

will used by Jinx and the atmosphere of the carnival will still be the same as the 

previous part.

Safety Warning Animation

Concrete 

Sounds

Musical 

Sounds

Music Voice

Unfolding of leaflet Bing Bong – start 
of announcement

Carnival theme 
music

 Jester - Dialogue

I intend the safety warning to be humorous and a bit of a pun on other carnival/

theme park rides.

Game One

Concrete 

Sounds

Musical 

Sounds

Music Voice

 Creaking of carni-
val rides

Clock ticking Carnival theme 
music

 Jester - Dialogue

Buzz of lights flick-
ering
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The four users who have the senses of sight, touch, smell and taste will hear this 

audio. It basically will just be jinx counting down the time they have left to com-

plete the first level.

Game One (Sense of Hearing)

Concrete 

Sounds

Musical 

Sounds

Music Voice

Sound of object Reaction to object.

Brief description 
of object.

The person who has picked the sense of hearing will have isolated audio, so only 

they will hear the description or reaction to the object, no the other four in the 

group.
Winning Animation

Concrete 

Sounds

Musical 

Sounds

Music Voice

Buzz of lights Magical sounds Carnival theme 
music

Applause

Jester - Dialogue

This will be like an over the top applause if the group successfully complete the 

first game. There will be a bit more life and the carnival sound will sound a little 

fuller.
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Second Ball of Mystery (pick colour)

Concrete 

Sounds

Musical 

Sounds

Music Voice

 Creaking of carni-
val rides

Clock ticking Carnival theme 
music

 Jester - Dialogue

Buzz of lights flick-
ering

 

Only the group will pick a different sense this time, which they will use for the 

second game and the atmosphere of the carnival will be the same as the previous 

scene.

Game Two

Concrete 

Sounds

Musical 

Sounds

Music Voice

 Creaking of carni-
val rides

Clock ticking Carnival theme 
music

 Jester - Dialogue

Buzz of lights flick-
ering

 

Like the previous game the four users who have the senses of sight, touch, smell 

and taste will hear this audio. It basically will just be Jinx counting down the time 

they have left to complete the first level.
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Game Two (Sense of Hearing)

Concrete 

Sounds

Musical 

Sounds

Music Voice

Sound of object Reaction to object.

Brief description 
of object.

Only the person who has picked the sense of hearing will have isolated audio, so 

only they will hear the description or reaction to the object, no the other four in 

the group.
Winning Animation

Concrete 

Sounds

Musical 

Sounds

Music Voice

Buzz of lights Magical sounds Carnival theme 
music

Applause

Jester - Dialogue

This will be an exaggerated applause if the group successfully complete the second 

game. There will be a bit more life and the carnival sound will be to three quarters 

of what the fullest sound will be.
Stealing of Sceptre Animation

Concrete 

Sounds

Musical 

Sounds

Music Voice

 Jester gasp Carnival theme 
music

 Jester - Dialogue

Buzz of lights  Clown – Evil     
laugh

Slight breakdown 
of previously built 
carnival sounds

Gasp!
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This part will be an intermittent animation, which will show the clown steal 

the sceptre from Jinx. The audio for this will be really dramatic, with gasps and 

shock from the jester. Also the carnival will have a slight deterioration of the 

sound, which has build up through out the game, giving a slight lull to a sound.

Bonus Round

Concrete 

Sounds

Musical 

Sounds

Music Voice

 Buzz of lights Clock ticking Carnival theme 
music

 Jester - Dialogue

Slight breakdown 
of previously built 
carnival sounds

 Clown – Evil     
laugh

The bonus round will have the same kind of lull as from the “Stealing of Sceptre Ani-

mation”. It will also have Jinx describing what the group has to do in order to com-

plete this round.  As well as that there will be the audio of the clock counting down.

The End (Winner)

Concrete 

Sounds

Musical 

Sounds

Music Voice

 Buzz of lights Magical sounds Carnival theme 
music

 Jester - Dialogue

This will be an exaggerated applause, when the group successfully completes 

the bonus round. The carnival will be restored to its former glory, so the au-

dio for this last part will be at its fullest, full, bright, magical and full of life.
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Technology and 

Interaction Design 
 

• Outline your planned use of technology 

• Interaction 

• Explain the choices and why they are suitable for the project. 
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Technology and interaction Design

Infrared Pens

We are thinking of using an infrared pen along with a Wii remote using the infra-

red camera in the Wii remote which is sensitive to sources of infrared light so it 

can track the infrared emitting pen to interact with the games on a whiteboard or 

through a projection on a wall. The projector projects the image/animation from 

the computer onto the wall and the Wii remote tracks the signal from the infrared 

pen. The reason we would use the infrared pen would be to allow the players to 

interact with the games more rather than just using touch screens which can be ex-

pensive we can just use projections. The following tutorial would allow us to track 

the infrared pen on screen using the co-ordinates http://www.developphp.com/

Flash_tutorials/show_tutorial.php?tid=82

The infrared pen http://infraredpens.com/tutorials.html is easy to use and can be 

made using the casing of a pen and an infrared (IR) LED along with a battery, a bat-

tery holder and a momentary switch.  

Infrared Pen Pros:

•	 Fast

•	 More interactivity

•	 Hand Held

•	 Anyone can use it

•	 Doesn’t need to be plugged in

•	 Easy to use 
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Infrared Pen Cons:

•	 Button activated

•	 Other components needed – Wii remote and projector

•	 Fatigue from standing and writing vertically

 Image from - http://www.penciil.com/

 Video from - http://infraredpens.com/tutorials.html 

  Image from - http://www.instructables.com/id/Wiimote-White-
board-IR-Pen/

 Image from - http://www.penciil.com/

 Video from - http://www.wonderhowto.com/how-to-build-infrared-
pen-cheaply-170295/

Sensors:

A sensor is a device that measures a quantity and converts it to a signal and it can 

also receive and respond to a signal. We were thinking of using sensors for the but-

tons if we can not use touch screens so we would have manual buttons that the 

players can press to choose their answers. Radio Frequency Identification (RFID) 

sensors would work well as they are small, easy to use and work like a wireless bar-

code as it reads labels attached to objects. They are used in animal tagging, security 

tags for CD’s and for accessing rooms.
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 Image from - http://www.gentag.com/applications.html
http://www.urop.uci.edu/im-sure/2005_summer/helmeste/helmeste_powerpoint.pdf

Arduino:

The Arduino is a circuit board which makes using electronics in a wide range of 

projects accessible. It makes it easy to write code using Java and upload it to the 

input/output board which in turn can affect its surroundings by controlling mo-

tors, lights and many other components. It runs on Windows, Mac OS X, and Linux. 

There are a variety of Arduino boards from the Bluetooth board to the LilyPad.  You 

can build it by hand or buy it reassembled and the software can be downloaded 

for free from http://arduino.cc/en/Main/Software. Arduino projects can commu-

nicate with software running on a computer e.g. Flash.  http://en.wikipedia.org/

wiki/Arduino

Arduino Uno – 

It connects to the computer with a standard USB cable. It consists of everything you 

need to program and use the board including labelling to clearly show the inputs 

and outputs. You can add extra parts on to the Uno to give it special features. 

 Image from: http://arduino.cc/en/Main/Hardware
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Bluetooth – 

The Arduino BT contains a bluetooth module that allows for wireless serial com-

munication and programming. It is compatible with Arduino shields which are the 

printed circuit boards that sit on the Arduino and plug into the pin headers. Shields 

have many functions from controlling motors to allowing you to connect to the in-

ternet. It is not compatible with bluetooth headsets or other audio devices. Infor-

mation on setting it up http://arduino.cc/en/Guide/ArduinoBT

  Image from: http://arduino.cc/en/Main/ArduinoBoardBluetooth

LilyPad – 

It is designed for wearing or on textiles; this board can be sewn onto fabric or 

mounted onto sensors and power supplies. It can be powered via USB or by an 

external power supply and it can even be washed as long as the power supply is 

removed first.

 Image from: http://arduino.cc/en/Main/ArduinoBoardLilyPad

Keyboard Hacking

This refers to taking apart a computer keyboard and using the circuit board for 

your own projects. You can test the circuit board by connecting it to a computer via 

the USB to remap the keys by touching a wire off one input and then another to see 
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what letter or symbol it generates on the screen. You can then program your game 

around that letter or symbol so it works through the circuit board.

   Marie-Therese’ images
http://www.instructables.com/id/Hacking-a-USB-Keyboard/
http://www.physorg.com/news143890946.html

Electronic  push buttons

 image from  http://img.alibaba.com/photo/107266759/Ar-
cade_push_buttons_American_Style.jpg

If we can not use touch screens then we will use normal monitors and use elec-

tronic push buttons to input the answers. Push button are simple switch mecha-

nism for controlling some aspect of a machine or process but for us they will be 

used for inputting the chosen answer into the computer, they come in a variety of 

types, colours and sizes. In industrial and commercial applications, push buttons 

can be linked together by a mechanical linkage so that the act of pushing one button 

causes the other button to be released. Research on connecting arcade push but-

tons http://www.jammaboards.com/jcenter_installing_pushbuttons.html 

http://ab.rockwellautomation.com/Push-Buttons-and-Signaling-Devices

http://www.tradekey.com/ks-electronic-push-buttons/
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Touch Screen

A touch screen is a computer display screen that is also an input device. The screens 

are sensitive to pressure. A user interacts with the computer by touching pictures 

or words on the screen.

There are three types of touch screen technology:

Resistive: A resistive touch screen panel is coated with a thin metallic electrically 

conductive and resistive layer that causes a change in the electrical current which is 

registered as a touch event and sent to the controller for processing. Resistive touch 

screen panels are generally more affordable but offer only 75% clarity and the layer 

can be damaged by sharp objects. Resistive touch screen panels are not affected by 

outside elements such as dust or water.

Surface wave: Surface wave technology uses ultrasonic waves that pass over the 

touch screen panel. When the panel is touched, a portion of the wave is absorbed. 

This change in the ultrasonic waves registers the position of the touch event and 

sends this information to the controller for processing. Surface wave touch screen 

panels are the most advanced of the three types, but they can be damaged by out-

side elements.

Capacitive: A capacitive touch screen panel is coated with a material that stores 

electrical charges. When the panel is touched, a small amount of charge is drawn to 

the point of contact. Circuits located at each corner of the panel measure the charge 

and send the information to the controller for processing. Capacitive touch screen 
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panels must be touched with a finger unlike resistive and surface wave panels that 

can use fingers and stylus. Capacitive touch screens are not affected by outside ele-

ments and have high clarity.

The two most common types of touch screens would be the resistive and capacitive. 

The touch screens would involve the users to input the answers to each of the games 

into the computer.  Examining their use from a HCI perspective would benefit our 

game as our users will be children. Children are very responsive towards visual 

clues and will engage with the game happily and confidently. This would be prefer-

able to, say, a touch pen which could prove fragile in younger hands.  The use of a 

finger to interact with the screen appeals to users who will receive instant feedback 

and assurance as they will have total control to manipulate the data on screen. 

Touch Screen Pros

•	 Direct: Direct pointing to objects, direct relationship between hand and cur-

sor movement (distance, speed and direction), because the hand is moving 

on the same surface that the cursor is moving, manipulating objects on the 

screen is similar to manipulating them in the manual world

•	 Fast (but less precise without pen)

•	 Finger is usable, any pen is usable (usually no cable needed).

•	 No keyboard necessary for applications that need menu selections only 

-saves desk space

•	 Suited to: novices, applications for information retrieval, high-use environ-

ments.
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Touchscreen Cons

•	 Low precision (finger): Imprecise positioning, possible problems with eye 

parallaxis (with pen, too), the finger may be too large for accurate pointing 

with small objects -> a pen is more accurate.

•	 Hand movements (if used with keyboard): Requires that users move the 

hand away from the keyboard; a stylus requires also hand movements to take 

up the pen.

•	 Fatigue: Straining the arm muscles under heavy use (especially if the screen 

is placed vertically).

•	 Sitting/Standing position: The user has to sit/stand close to the screen.

•	 Dirt: The screen gets dirty from finger prints.

•	 Screen coverage: The user’s hand, the finger or the pen may obscure parts 

of the screen.

•	 Activation: Usually direct activation of the selected function, when the 

screen is touched; there is no special “activation” button as with a light pen 

or a mouse.

The touch screen would be suitable for our game as there is a minimal text require-

ment. 

Chroma Key

Chroma key compositing (or chroma keying) is a technique for compositing two 

images or frames together in which a color (or a small color range) from one image 

is removed (or made transparent), revealing another image behind it.  It is com-
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monly used for weather forecast broadcasts, wherein the presenter appears to be 

standing in front of a large map, but in the studio it is actually a large blue or green 

background. The meteorologist stands in front of a bluescreen, and then different 

weather maps are added on those parts in the image where the color is blue. If the 

meteorologist wears blue clothes, his clothes will become replaced with the back-

ground video. This also works for green screens, since blue and green are consid-

ered the colors least like skin tone. 

A newer technique is to use a retroreflective curtain in the background, along with 

a ring of bright LEDs around the camera lens. This requires no light to shine on the 

background other than the LEDs, which use an extremely small amount of power 

and space unlike big stage lights, and require no rigging. 
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Project Timeline
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Project Timeline
 

January 2011

Friday 21st: Script Draft

Monday 31st: Script Due this week
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February 2011

Friday 4th: Book Equipment, have costume and mask

Monday 7th: Graphic Background (for film)

Monday 14th:  Green screen

Tuesday 15th: Green screen

Monday 21st:  Graphics and Animation

Monday 28th: Blog, YouTube, Twitter
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March 2011

Monday 7th: Technology (month long)

Friday 11th: Logbook, supervisor check

Thursday 31st : Technology finished

                              Exhibition Plan
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April 2011

Friday 1st: Audio 

Friday 1st: Programming

Friday  29th: Audio
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May and June 2011

Friday 6th:  Progress Report and Demo
Monday 16th: Programming finished
Wednesday 25th: Group Project finished
          Project hand in
Friday 27th: Project promotion
                       Audio (Process and Product)
                       Design (Process and Product)
                       Final Log
                       Group Evaluations
                       Individual Contributions Final Mark
                       Individual Evaluations (self)
Tuesday 31st: Final Project Mark
Wednesday 1st June – Friday 3rd June = Exhibition 
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Our Promotional 
Online Social 

Media
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As a group, we came to the decision that online media accounts would be beneficial 

in creating awareness of our group project. With this in mind we have started dif-

ferent accounts on a variety of websites that offer us a number of ways to upload 

our research, explain the idea for the end of year project and a way to keep a journal 

of what we have been doing each week. 

Facebook Accounts

http://www.facebook.com/sensespinners

This particular account is for adding people and letting everyone know the prog-

ress we are making. As well as this account, we as a team of four have a closed 

group account, which allows us the opportunity to have online discussions about 

our project. 

sensespinners@groups.facebook.com

Blog Account

http://sensespinners2010.wordpress.com

We use our blog as a way to document the progress of the group, the meetings we 

hold, and the research we have done. 

Twitter Account

http://twitter.com/SenseSpinner

Our twitter account is somewhere to place research links, ideas, short notes on how 

we are getting on. We have found this to be very useful and upon checking site stats 

on wordpress we have discovered referrals from our twitter account. 
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YouTube Account

http://www.youtube.com/user/SenseSpinners2010

Originally meant for enquiring videos about our chosen theme, it is now one of our 

best-viewed accounts. We are now posting research videos on games, funderland 

and vlogs.  

Flickr Account

http://www.flickr.com/photos/58155441@N04/

This account was opened due to space availability on the wordpress account, 

which allows for 3GB of storage in terms of media. With the thought of not being 

sure how much space we would need in the end of the project, Flickr was set up as 

a place to hold the images taken. 

Teambox account

This account is not for public viewing but rather a place for us to post documents 

such as our script, links, tasks, discussions, etc. We don’t really appreciate the lay-

out of this site but has become a place for the group to call a group headquarters 

as we can freely discuss any problems and tackle it as a group. 
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Conclusion
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Conclusion

In this report we have attempted to outline the appearance, functionality and 

implementation of our project.  We have set out each of the elements of our game and 

how we intend to carry out these tasks.  This report should carry the reader through 

the concept of the game and should provide an insight into what we are trying to 

achieve. Where the specific items for the games are still in a pending state, we hope we 

have illustrated that we have sufficient detail in order to move forward at this stage.  

Each of the team have set out their objectives and how they intend to 

accomplish these requirements.  The visuals illustrate our vision of how the 

project will look. We have a plethora of online outlets with which to share our 

thoughts and ideas and also share our journey with fellow classmates. We have 

indicated our tasks onto a timeline and these milestones will be adhered to.  

We have, however, allowed room for error and revision should the need arise. 

 

We are working very well together as a team.  Each member has particular strengths 

and also weaknesses.  We feel that being aware of this, we can aim to forsee any issues or 

problems that will arise and tackle them in advance of the problem getting out of hand.

We are determined to make this project a success and one that will be remembered 

in years to come. 
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