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At Stage 2 Review:

e Prototype with local DB (90% Completed)
e Gamification Elements: Levelling Up
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Post Stage 2 Review

e Completed & tested prototype
e Scoped down to one-to-two working modes of gameplay
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Main Game Design

(Re)Design the core gameplay
o Uncategorized Data

o Likely category estimation algorithms

o Cater to different use-cases
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Main Game Design

e (Re)Design the core gameplay
e Wireframing & Flow Design
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Main Game Design

e (Re)Design the core gameplay
e Wireframing & Flow Design
e Data Design
o Data flow design to ensure proper data
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Main Game Design

(Re)Design the core gameplay
Wireframing & Flow Design
Data Design
Detail out the UI
More Gamification Elements
o Customised Badge
o Titles (Based on Level)
o Leaderboards
o Achievements
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Main Game Design

(Re)Design the core gameplay
Wireframing & Flow Design
Data Design
Detail out the UI
More Gamification Elements
o Customised Badge
o Titles (Based on Level)
o Leaderboards
o Achievements
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Main Game Design

(Re)Design the core gameplay
Wireframing & Flow Design
Data Design

Detail out the UI

More Gamification Elements
Customised Badge
Titles (Based on Level)
Leaderboards
Achievements
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Achievements

Martin
Level : 12 (Professor)
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Main Game Design

(Re)Design the core gameplay
Wireframing & Flow Design
Data Design
Detail out the UI
More Gamification Elements
o Customised Badge
o Titles (Based on Level)
o Leaderboards
o Achievements
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Stats

Martin

Level 12 (Professor)
Exp : 14015/17000

Proving Ground Stats
Exp Gained 9400
Accuracy 88%

Time Taken 34 mins

Main Stats

Words IDed 651
Accuracy 92%
Achievements 10/24
Unlocked

Most Played  Timed
Mode

Multiplayer Stats

League Silver
Games 12
Played

Win Ratio 80%




Main Game Design

(Re)Design the core gameplay

Wireframing & Flow Design

Data Design

Detail out the UI

More Gamification Elements

Integrate above parts with the android app
(in progress)
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Further Steps

e Complete and deploy the Game
o To a controlled group
e Evaluation

o800
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Evaluation Plan

e Game Test Phase
o >20 Users
o >300 words
o Over a period of 1 week
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Evaluation Plan

e Game Test Phase
e Variables to be studied:
o Accuracy of game
(If game confidently categorizes a word,
what % does it get right)
o Rate of categorization
o % of Total Words Categorized
o Player Engagement
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