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This week was kickstarted by the arrival of “Quarter 
Walkarounds”, where small groups of faculty and guests 
visit project rooms for 20 minutes, and the project team 
gives a small presentation and question and answer session.

Quarters went by smoothly, with many questions and sug-
gestions given to us by the touring groups. Overall our im-
pression was that everyone understood our project’s goal 
and deliverable, which sometimes can be harder than it 
seems! We did receive the comment to really situate our 
deliverable within the context of a telenovela “series”, to re-
ally convey the structure of what we’re doing.

Other suggestions were that it was important to keep the 
excitement level for this fun story up during the games 
themselves, meaning that strong theming for the games is 
essential; Spanish translation is a point we need to address 
sooner and not later; and we also received many leads in 
terms of people to contact for more insight into assess-
ment, games, and language learning.

Art

Rayya has been hard at work making assets for our ges-
tural baking game. There are a lot of assets, and so far she 
has both been prototyping what the ideal background for 
the game would be as well as sketching out the items that 
would be used in it, for later scanning and inking/coloring.

Design

Katherine has been going over and analyzing the Spanish 
textbooks supplied by McGraw-Hill, looking at what sets 
of vocabulary and grammar structures we can integrate 
into our games. Though we don’t have to follow the text-
books in locked step, to our delight there is actually a good 
amount of overlap in terms of topics covered both in the 
books and with our game. With this research we’ll be tak-
ing our first steps into creating content that fits the Span-
ish being assessed.

Programming

One feature we’re starting programming on is cutscenes 
- these will serve as expository devices for our games, ba-
sically telling the player what is going on either through 
narration on the part of our main protagonist Noé, or 
through conversations he has with other characters. While 
not directly involved with gameplay, these sequences are 
important for supplying the context to our games. Sophie 
has also been hard at work improving the playability and 
basic functionality of the point and click logic puzzle game, 
as basic functionality is one of our top programming goals 
this sprint - a very important goal as we move ahead with 
testing in preparation for Half-Semester Presentations.

Looking forward

We continue onwards towards making our games func-
tional and laying down the groundwork for testing, as well 
as further fleshing out all aspects of design. 

Special Note: On Thursday we went out to celebrate Kath-
erine’s birthday at The Cheesecake Factory, which marked 
the first of hopefully many team outings, where we can let 
loose and have a well deserved bit of R&R.


