A Pirate’s Life for Me: Design Blueprint    04/01/03
Topical Description:
The topic for the children’s educational multimedia game A Pirate’s Life for Me is word associations.  In this game children will be asked to choose the item out of a series of items that does not belong with the others.  This task requires that the children associate items as belonging to a larger group.  It encourages children to see and understand the bigger picture corresponding with individual items. In order to “win” the game, children must correctly categorize the objects that they see and observe. For instance, one might have to recognize that items share the same color, number, letter, or function.
Intended Audience:
The primary audience for this educational multimedia product is children between the ages of four and six with a special emphasis on children who have not yet mastered the concept of word associations.  This audience includes both boys and girls of all races.  In understanding this special audience, one must recognize that the majority of the children falling in this age category are unable to read which plays a major role in how the product is designed. Pictures and sounds therefore play a more dominant role in successfully understanding the multimedia product than written words do.  Children between four and six also have a difficult time retaining information.  As a result, repetition can provide a good foundation for these children’s processing capabilities.  Finally, this primary audience has a very short attention span.  For this reason, the game should be simple enough for the children to benefit from it while only having to spend a short time working with the program.
The secondary audience is the parents of the prospective child users.  These are the people who will be purchasing the product for their children.  Therefore, the product must appeal to them as a vital educational tool for their children’s well-being.  The game must stress the value that the game will have for their children while appearing to have a metaphor that the parents think is both age appropriate and relatable for their children.
Design Strategy:
A Pirate’s Life for Me is designed around the idea of a Treasure Hunt.  This metaphor is one that should appeal to both boys and girls alike as both sexes often embark on treasure hunts of some sort as young children.  With this intended metaphor, the user will become a pirate.  At the beginning of the game the user will be shown a treasure map depicting several scenes as well as a giant “X”.  As the game progresses, the user will travel to the scenes on the map.  For instance, the starting point on the map will be a pirate ship.  The first game, therefore, will take place with a pirate ship background.  Upon successful completion of the first game, the map will appear once more, and foot prints will be seen advancing from one scene to another in the direction of the “X”.  After all levels of the game have been successfully completed, the footsteps will reach the “X,” and a treasure chest will appear and open.  This signifies the end of the game and the end of the treasure hunt.  
Multimedia Elements:

A Pirate’s Life for Me implements a variety of multimedia elements.  First, one of the most important elements to the children’s ability to understand the product will be sound.  Sounds will be used to signify correct or incorrect answers.  When an incorrect choice is made, a voice will say something along the lines of “Try again” and a wrong answer noise will play.  When the correct answer is chosen a “Good Job” message will be heard along with a right answer noise and voice explaining why the answer picked was correct. Sounds will also be used to add effects during the map screens and while the treasure chest is opening.  Finally, sounds are the dominant way for the non-reading audience to navigate through the product.  Sounds will be used to deliver instructions to the audience. Also, when the user rolls over the items in each category, the name of the item will play.  In addition to the sounds that play, text will be used.  The directions to the product will correspond with the instructions that play.  Likewise, the name of the object will correspond with the rollover spoken name of each item used in the game.  Along with sounds and text, graphics and animation will be included in the product.  Just as sound is extremely important for young audiences’ understanding of the game, graphics too play a large role in the usability of the product. Graphics will make up the backgrounds for each scene.  They will also be used to display the objects from which the user has to choose the one that does not belong.  These graphics will relay the primary information about the objects’ identities to the users.  Animation will be used to add interest and further the understanding of the game.  The objects in each of the rounds of the game will grow slightly as they are rolled-over.  The footprints on the map will move to signify the advancement from one level to another.  Parts of the backdrops may move as well such as a flag waving in the wind. The combination of sound, text, graphics, and animation will engage children in the multimedia game while effectively guiding them through the product as well.
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Outline:
I. Title Screen for A Pirate’s Life for Me

II. Directions for game
a. Background of Pirate Ship
b. Voice reads directions that also appear as text on screen
c. Three buttons
i. Continue- advances to first round
ii. Play Again- Reads instructions again
iii. Exit- ends the program

III. 1st Game: Colors

a. Map appears and see starting place as being the pirate ship and then fades out.

b. Pirate ship background fades in

c. 5 objects Fade in

i. Apple- makes wrong answer noise and try again message appears.
ii. Flower- makes wrong answer noise and try again message appears.

iii. Santa Hat- makes wrong answer noise and try again message appears.
iv. Heart- makes wrong answer noise and try again message appears.
v. Sunshine- the only object that is not red- correctly clicking on this object will say why it is correct and advance to the next round.
d. Exit button

IV. 2nd Game: Numbers

a. Map appears and see foot prints move from pirate ship to the beach of an island and then fades out.

b. Beach scene fades in,

c. 5 sets of objects fade in

i. 3 ice cream cones- makes wrong answer noise and try again message appears.
ii. 3 trees- makes wrong answer noise and try again message appears.
iii. 3 pears- makes wrong answer noise and try again message appears.
iv. 3 butterflies- makes wrong answer noise and try again message appears.
v. 5 cats- the only set that doesn’t have 3 objects- correctly clicking on this object will say why it is correct and advance to the next round.
d. Exit button

V. 3rd Game: The Letter “B”
a. Map appears and see footprints move into cluster of trees and then fades out.
b. Forest scene fades in.

c. 5 objects fade in

i. Banana- makes wrong answer noise and try again message appears.
ii. Balloon- makes wrong answer noise and try again message appears.
iii. Bicycle- makes wrong answer noise and try again message appears.
iv. Beach Ball- makes wrong answer noise and try again message appears.
v. House- the only object that does not start with a “B”- correctly clicking on this object will say why it is correct and advance to the next round.
d. Exit button

VI. 4th Game: Animals
a. Map appears and see footprints move to a ancient temple and then fades out.
b.  Temple fades in.

c. 5 objects fade in

i. Worm- makes wrong answer noise and try again message appears.
ii. Spider- makes wrong answer noise and try again message appears.
iii. Lion- makes wrong answer noise and try again message appears.
iv. Bird- makes wrong answer noise and try again message appears.
v. Television- the only object that is not an animal- correctly clicking on this object will say why it is correct and advance to the next round.
d. Exit Button

VII. 5th Game: Clothes
a. Map appears and see footprints move to a cave and then fades out
b. Cave scene fades in

c. 5 objects fade in

i. Dress- makes wrong answer noise and try again message appears.
ii. Shirt- makes wrong answer noise and try again message appears.
iii. Pants- makes wrong answer noise and try again message appears.
iv. Shoe- makes wrong answer noise and try again message appears.
v. Kite- - the only object that is not a piece of clothing- correctly clicking on this object will say why it is correct and advance to the next round.
d. Exit Button

VIII. Final Treasure Sequence
a. Map appears and footprints move from cave to giant “X” and then fades out

b. Treasure chest fades in

i. Chest opens

ii. Lots of gold and jewels are found

c. Voice Congratulates for finding the treasure
d. 2 Buttons

i. Exit Button

ii. Play Again Button- takes you back to the instruction screen
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Storyboards:
	Title: Title Page
Page/Screen: 1

	
	Revision #: 1
Date: 03/30/03
Author: Jenny Paschke

	Description of Content

The content of this screen is mainly the title of the game.  It also sets the pirate theme for the game.  It is used as a welcome and introduction into the game. In addition to the title “A Pirate’s Life for Me,” the creator Jenny Paschke’s name will appear as well.
	Description of Activity
There is very little activity for this screen.  It will be on a timed sequence and will go directly to the next scene after it is done.  It does feature subtle background music (a pirate song) as well as a voice saying “Welcome to ‘A Pirate’s Life for Me,’” at which time the name of the game will appear in conjunction with the spoken words.
	Graphics/Animation
The title page will feature a close up on a large pirate whose eyes will move. Behind him will be the background of a ship. The name of the game, “A Pirate’s Life for Me” will fade in in black bold letters. At the end of the scene, the entire scene will fade to the next one. 


	Title: Directions

Page/Screen: 2


	
	Revision #: 1

Date: 03/30/03

Author: Jenny Paschke

	Description of Content

This screen includes the directions of the game.  It will explain to the user that he/she needs to look at the pictures displayed and pick the object that does not belong.  It will also remind the user of possible similarities for which to look such as colors, numbers, etc. The directions will be displayed both written and oral. These directions include an explanation of the buttons on the page. (For further description of buttons see activity column). 
	Description of Activity
During this scene the directions for the game will be spoken orally so that non-readers can understand them. (This is in addition to them being printed.) There will also be 3 buttons which a voice will explain.  One is an exit button- it will appear in the shape of a door and upon clicking on it you will exit the program.  Another will be a play again button.  This button will be in the shape of a mouth and upon clicking it the recording of the instructions will play again.  Finally, there will be a continue button in the shape of an arrow.  This button will take the user to the next screen, the first round of the game.
	Graphics/Animation
This page keeps the same pirate ship background as the previous game. However, there is no dominant pirate in this one.  The colors of the background may also be lightened so that the directions stand out better.  The directions will be in black font.  The only animation that will appear in this scene will be the scene fading following the pushing of the continue button.


	Title: Game 1: Colors

Page/Screen: 3

	
	Revision #: 1

Date: 03/30/03

Author: Jenny Paschke

	Description of Content

This screen first includes the treasure map.  This provides a point of reference for the user and gives the user and indication of how far along he/she is in the game. It also foreshadows the setting of the round. This first round includes five objects- an apple, a Santa Clause Hat, a flower, a heart, and a sunshine.  All of the objects except for the sunshine are predominately red with the sunshine being yellow.  This game should be one of the easiest as many children in the target age range already have somewhat of a foundation in colors.  The correct choice in the game, therefore, is the yellow sunshine. The words pick the object that does not belong will appear at the top of the screen.
	Description of Activity
The main activity on this page comes with the user having to decide which item does not belong.  If the user chooses the apple, hat, heart, or flower, he will hear a wrong answer sound and a voice saying try again. A frown-y face also appears. If he chooses the sunshine then the voice says “Great Job- all of the objects except the sunshine are red.” This button also is the activation button for the next round of the game. When the five objects are rolled over they grow slightly, their names in text will appear and a recording of the names will play as well.  In addition to the five objects acting as activity buttons, there is also an exit button which will end the program.
	Graphics/Animation
This scene begins with the dominant graphic of the treasure map.  The ship on the map will be blinking in order to indicate that this is the starting point. After the map fades out, this page keeps the same pirate ship background as the previous screen. The colors of the background may also be lightened so that the objects stand out allowing the user to separate the background from the objects to choose from. 


	Title: Game 2: Numbers

Page/Screen: 4


	
	Revision #: 1

Date: 03/30/03

Author: Jenny Paschke

	Description of Content

This screen first includes the treasure map.  This provides a point of reference for the user of how far along he/she is in the game. It also foreshadows the setting of the round. This second round includes five sets of objects- 3 ice cream cones, 3 pears, 3 butterflies, 3 trees, and 5 cats.  All of the sets except for the cats consist of 3 objects with the cats having 5.  This game requires children to recognize there being more cats than anything else.  The correct choice in the game, therefore, is the five cats. The words pick the objects that do not belong will appear at the top of the screen.
	Description of Activity
The main activity on this page comes with the user having to decide which item does not belong.  If the user chooses the ice cream, pears, butterflies, or trees, he will hear a wrong answer sound and a voice saying try again. A frown-y face also appears. If he chooses the cats the voice says “Great Job- there are three of each item except for the cats.  There are five cats.” This button also is the activation button for the next round of the game. When the five objects are rolled over, they grow slightly, their names in text will appear and a recording of the names will play as well.  In addition to the five sets of objects acting as activity buttons, there is also an exit button which will end the program.
	Graphics/Animation
This scene begins with the dominant graphic of the treasure map.  Feet prints will move from the ship picture on the map to the sandy picture of the island beach. A sound occurs with the moving feet. After the map fades out, this page takes on a beach background with sand, palm trees, and maybe a sand castle. The colors of the background may also be lightened so that the objects stand out allowing the user to separate the background from the objects to choose from. 


	Title: Game 3: Letters

Page/Screen: 5


	
	Revision #: 1

Date: 03/30/03

Author: Jenny Paschke

	Description of Content

This screen first includes the treasure map, providing a point of reference for the user of how far along he/she is in the game. At this point the user is about half way through the game. It also foreshadows the setting of the round. This third round includes five objects- a banana, a balloon, a bicycle, a beach ball, and a house.  All of the objects except for the house begin with the letter “B”.  This game will most likely be the most difficult as children will have to associate the names of the objects with the letters with which they begin.  The correct choice in the game, therefore, is the house beginning with the letter “H”. The words pick the object that does not belong will appear at the top of the screen.
	Description of Activity
The main activity on this page comes with the user having to decide which item does not belong.  If the user chooses the banana, balloon, bicycle, or ball, he will hear a wrong answer sound and a voice saying try again. A frown-y face also appears. If he chooses the house, the voice says “Great Job- all of these items begin with the letter B except for House.” This button also is the activation button for the next round of the game. When the five objects are rolled over, they grow slightly, their names in text will appear and a recording of the names will play as well.  In addition to the five objects acting as activity buttons, there is also an exit button which will end the program.
	Graphics/Animation
This scene begins with the dominant graphic of the treasure map.  Feet prints will move from the sandy beach picture on the map to the clump of trees. A sound accompanies the moving prints.  After the map fades out, this page takes on a forest background with tall trees. The colors of the background may also be lightened so that the objects stand out allowing the user to separate the background from the objects to choose from. 


	Title: Game 4: Animals

Page/Screen: 6


	
	Revision #: 1

Date: 03/30/03

Author: Jenny Paschke

	Description of Content

This screen first includes the treasure map, providing a point of reference for the user of how far along he/she is in the game. It also foreshadows the setting of the round. This fourth round includes five objects- a worm, a spider, a lion, a bird, and a television.  All of the objects except for the television are animals.  The correct choice in the game, therefore, is the television. The words pick the object that does not belong will appear at the top of the screen.
	Description of Activity
The main activity on this page comes with the user having to decide which item does not belong.  If the user chooses the worm, lion, spider, or bird, he will hear a wrong answer sound and a voice saying try again. A frown-y face also appears. If he chooses the television, the voice says “Great Job- all of these items are animals except for the television.” This button also is the activation button for the next round of the game. When the five objects are rolled over, they grow slightly, their names in text will appear and a recording of the names will play as well.  In addition to the five objects acting as activity buttons, there is also an exit button which will end the program.
	Graphics/Animation
This scene begins with the dominant graphic of the treasure map.  Feet prints will move from the forest picture on the map to a temple picture. A sound accompanies these moving prints.  After the map fades out, this page takes on an ancient Indian-looking temple as a background. The colors of the background may also be lightened so that the objects stand out allowing the user to separate the background from the objects to choose from. 


	Title: Game 5: Clothes

Page/Screen: 7


	
	Revision #: 1

Date: 03/30/03

Author: Jenny Paschke

	Description of Content

This screen first includes the treasure map, providing a point of reference for the user of how far along he/she is in the game. It also foreshadows the setting of the round. This fifth round is the last round before the completion of the game. The round includes five objects- a shirt, a pair of pants, a shoe, a dress, and a kite.  All of the objects except for the kite are things that you wear.  The correct choice in the game, therefore, is the kite. The words pick the object that does not belong will appear at the top of the screen.
	Description of Activity
The main activity on this page comes with the user having to decide which item does not belong.  If the user chooses the pants, shirt, dress, or shoe, he will hear a wrong answer sound and a voice saying try again. A frown-y face also appears. If he chooses the kite, the voice says “Great Job- all of these items are types of clothing except for the kite.” This button also is the activation button for the next round of the game. When the five objects are rolled over, they grow slightly, their names in text will appear and a recording of the names will play as well.  In addition to the five objects acting as activity buttons, there is also an exit button which will end the program.
	Graphics/Animation
This scene begins with the dominant graphic of the treasure map.  Feet prints will move from the temple picture on the map to a cave picture. A sound will accompany the moving prints.  After the map fades out, this page takes on a cave background with stalactites, stalagmites, and bats. The colors of the background may also be lightened so that the objects stand out allowing the user to separate the background from the objects to choose from. 


	Title: Treasure Finale

Page/Screen: 8


	
	Revision #: 1

Date: 03/30/03

Author: Jenny Paschke

	Description of Content

This screen first includes the treasure map, providing a point of reference for the user of how far along he/she is in the game. The map in this scene indicates by the reaching of the giant “X” that the treasure hunt is over.  This scene serves mainly to provide closure to the game and to celebrate the reaching of the end.  The word “Congratulations” appears on the screen. The scene also contains a treasure chest which opens to reveal gold and jewels. The words “The End” appear following the animation sequence.
	Description of Activity
The activity on this page consists mainly of two buttons.  As the game is now over, the user can either exit using the door button as is indicated by a voice saying “To end the program click on the door button at the bottom of the screen.”  The user may also choose to play the game again.  This is indicated by a voice telling the user to push the Play Game Again button in the form of a miniature treasure map.  Also, at the beginning of the scene, a voice congratulates the user on successfully finding the treasure. At that point the treasure chest opens. Happy music such as blaring trumpets plays during this scene.
	Graphics/Animation
This scene begins with the dominant graphic of the treasure map.  Feet prints will move from the cave picture to the giant “X”. A sound accompanies these moving prints.  After the map fades out, this page takes on a beach scene with a huge treasure chest as the dominant image.  Following the appearance of “Congratulations,” the treasure chest opens revealing gold and jewels.


