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Game Design and Reflection
[bookmark: _GoBack]Game Title
Kiwi’s Vowel Story
Game URL
Kiwi's Vowel Story by PenielLearning (itch.io)
Learner/Player
The game is designed for learners who are just learning phonics AND who have the motor and cognitive skills to play this type of strategic game. Ideally, the learner will be a beginning English language learner whose reading levels are quite basic. The learner should have a solid grasp of the alphabet and be able to identify letters. Additionally, the type of player that would gravitate towards this game would be the type of player who enjoys the goal of achieving victory, which is known as Bartle’s Achiever player type or the Explorer player type who enjoys finding out as much as they can about the game environment.

Subject Area
Within the game the players will learn about language, specifically English. 

Learning Domain
[bookmark: _Int_1w0KaAvq][bookmark: _Int_Vy1sLHaG]As we empower second language learners, it is important to make sure that the fundamentals of reading are present. The game aims to help hone in on the knowledge of consonants and vowels, di. According to Chapter 8 of Kapp’s The Gamification of Learning, “declarative knowledge is any piece of information that can only be learned through memorization.” 
Why vowels are the most important letters| BBC

Learning Objective(s)
After playing the game, given a word the learner will be able to breakdown letters and words into the correct phonemic pattern with no errors in identification. Each level of the game has a different phonemic task, within the first few levels the player will have to choose the correct beetle that has the letter patterns on it (eg., select –th, vowels, -ei (vowel digraphs), etc.) As the player chooses the correct pattern, they are given 1 point, and 1 point is taken away for incorrect responses. On the first level, they are required to collect letters, but are given more points for vowels. Being able to identify and pronounce these are essential in reading and the correct pronunciation of English words. I have used this in the past to teach my first and second grade students how to read. But I am excited how something like this will assist my teachers and students learn English more proficiently.

 (943) HOOKED ON PHONICS REVIEW | BEST APP for Learning to Read | EASY WAY TO TEACH READING - YouTube
[image: ]
Game Goal
The goal of the game is for the players to get through each level and find as many of the phonemic patterns as possible, without dying within some trap of the game. While the game is called Kiwi’s Vowel Story, which really focuses on the aim of level one, the goal is to be able to find various elements that pertain to grammar and reading. Another goal that helps players successfully complete the levels is the use of strategic planning. For example, some of the beetles in the first level are quite high up and require Kiwi to jump up several structures to reach them, but this cannot be done after the structures are passed. 		
[image: ]
In this photo you can see how Kiwi has the option of jumping on the log stump to get the beetle.
[image: ]
[bookmark: _Int_x58Lurcw]In this photo, Kiwi has jumped down but is unable to jump back up. Such movements take strategic planning on the part of the player.

Game Description
A crucial problem and some might go as far to call it an epidemic is that primary school aged learners are unable to read in English. In the first four years of their academic experience, they are exposed to learning through their mother tongues—in case of Selowe Primary School, that language is Sepedi. The students are then required to make this huge jump to proficient English during the fourth grade. Foundational phase educators (grades K-3) explicitly teach phonics and learning to read, but when students begin fourth grade their teachers are not equipped to do the same task and albeit in English. 
Teachers for rural schools - a challenge for South Africa (scielo.org.za) 
This article written by Pierre du Plessis and Raj Mestry for the South African Journal of Education details the complexities of rural schools and the teachers that work at them.
At my recent visit to such a rural school—Selowe, it made these difficulties very real. The building is still relatively new, but all the difficulties listed in the journal were evident here. 
[image: ]
Because the desks and benches are attached, learners cannot put their backpacks on the chairs. 
[image: ]
The filing cabinet has zero to no resources except for the necessities...chalk and textbooks. 
[image: ]
This is the front of the class. Chalkboards are still a very real reality in South Africa. There are no white boards, so even though the classrooms can use visually stimulating images to bring more engagement to the learning environment, they do not. 
This lack of adequate resources is problematic in and outside the classroom as well. The library was donated by a local company, but because the books are way above the level of reading of most high school students it is not used the way one would expect a library to be used. I could go on and on, but the short of it is that the best and most efficient way to revolutionize the learning at this school is to employ interactive technology. Learners need to know English to succeed academically as all their subjects are taught in English. Learners should have access to real literacy, both in context and in picture books at their level of reading and interest.
[image: ]

Environment
The game takes place in a forest in New Zealand. The scores are in the right upper hand screen of the game. It is not a real-life game but somewhat of a fantasy. The control buttons are simple, to go left or right the player hits the corresponding arrow, to jump or go through the door to complete the level, the player touches ‘Z.’ The music is fast, and it sets the speed of the game that the player is expected to play at (I would like to slow it down to give the player ample time to analyze what lies ahead). There are not multiple settings though that would be ideal if something faster or slower is needed.
[image: ]
The character’s health is denoted by the kiwi in the upper left-hand corner. If the player hits an enemy, it shows a fraction of the whole. In the second level, there is the option to gain a full kiwi, like Mario Brother’s mushroom in Super Mario Brothers game.
[image: ]


Story/Narrative
The narrative of the game is simple. Kiro, the kiwi, has been sent by his clan on a mission to find gummi beetles. Currently, where they have relocated to, they are unable to find any. Kiro sets off on his adventure, but along the way he gets lost. The goal of the player is to help little Kiro find the beetles and return to his family.
Along the way Kiro sees plenty of beetles but sometimes they are not so easy to collect. There are enemies (beetles, boulders, stalactites, squirrels and acorns, hedgehogs, cannons, and fish) that make the simple task of collecting a bit difficult. Additionally, there are places where Kiro can just jump to his death by not landing on a tree or a branch. Cacti and water can also kill the little kiwi. Each level is comprised of an obstacle course to collect the gummi beetles for the clan and only through playing can the player know which elements are useful or harmful to help complete the strategy of beating the level successfully.
Each level and world have a different focus within the phonemic patterns. The worlds are broken up into themes to help the player get more familiar with the content (i.e., More practice identifying the elements). 
[bookmark: _Int_8hoJPkQO][bookmark: _Int_US4AK7QM][bookmark: _Int_9kdpHMRY][bookmark: _Int_ygEo69Wa]The exposition begins at the beginning of the game with Kiro and his clan moving location in New Zealand. His clan then sends him on the obvious mission to find food but on the way he gets lost. As he jumps his way through the obstacles the player feels the sense of rising action (your heart is pumping away). The player realizes that the obstacles are few and the end is in sight (climax). There is a sense of relief as the player makes their way to the door (falling action). And just as they stand there getting ready to go to the next level, they reach the resolution/conclusion. 
[image: ]
In this example the squirrel throws acorns and they can hit Kiro.

Characters
The main character is Kiro, the kiwi. The other characters are enemies or non-player characters (npc). There are beetles in level 1 that walk back and forth and after the second hit kill Kiro. In level 2, there are squirrels that throw acorns from trees and boulders that roll that are meant to hit the player. In level 3, there is a cave that has stalactites that can poke Kiro, and he can die. The entire game little Kiro is evading death to collect gummi beetles. In level 4, there are hedgehogs that roll and try to squish the player. Besides the non-player characters there are yellow and red gummi beetles that spin so that Kiro knows to collect them. These characters have the various phonemic patterns that the player is supposed to identify and collect on their shells. These players also help Kiro collect points.
[image: ]
Gameplay
The core loop is the primary game system mechanic which defines the game (Eng, 2020). In Kiwi’s Vowel Story, the core loop is to collect as many gummi beetles (phonemic patterns) as possible and get to the end of the level and go through the tree. But according to Extra Credits (2019) there are core loops that every game has which involve the following steps:
· Get through the level (objective)
· Assess the environment (gather details)
· Strategize on how to achieve the goal
· Test the strategy
· Observe results
· Interpret data (what worked and what did not?)
· Try again and go back to the strategy step if the player died, but if the player beat the level they will then start again at the objective.

Core Dynamic
Kapp and Boller (2017) suggest that then “core dynamic is a key reason why some people like one type of game and others like another.” In Kiwi there are two simple dynamics at play, race to the finish and collecting. Race to the finish is exactly as it says with the goal of getting to the finish as quickly as possible. Collecting’s aim is to find and get specified objects. In Kiwi, the game is straight forward, collect as many gummi beetles as they can and make it to the finish line without dying.
Scoring, Award, Assessment
[bookmark: _Int_dEf5izEp]When the player correctly identifies and collects the right gummi beetle (i.e., it has a vowel, or some other desired phonemic pattern), the points will be displayed with the number of red and yellow beetles they have collected. The yellow beetles are reserved for the more trickier knowledge of English literacy within the same topic area. As the levels and worlds progress the player will be given different colored beetles and things to collect with the same aim in mind. The game will prompt the player to find more objects by rewarding them with the options of collecting kiwis that can extend their health and life, accessories for kiwi to wear, etc. This reward system will intrinsically motivate the players because it adds a sense of challenge, control and a timely reinforcement or award (Kapp, 2012). 
[bookmark: _Int_aa5MW1sx][bookmark: _Int_winOH9p3]Studying self-determination theory (SDT) helps one realize that there are serious factors that either facilitate or undermine motivation. “One of the first elements of SDT is autonomy which is the feeling the person has that they are in control and can determine the outcome of their actions” (Kapp, 2017). In the video presented by Growth Engineering, we see that there are three factors that determine SDT, competence, autonomy, and relatedness. All these factors are crucial to help the player be motivated internally as well as externally. So, even if a player cannot collect all these objects, the outcomes and objectives are still being met. How? I believe that through repeated exposure and practice (and the additional hint feature) the learner will understand the aim and as they progress eventually, they will grasp the learning objectives. These objectives and the accuracy with which the learner understands them can further be assessed within the classroom, outside of the game environment. 
[bookmark: _Int_mH6mHrHg][bookmark: _Int_FGGDk8J5][bookmark: _Int_vX4FOKvB][bookmark: _Int_VwSpkgOf][bookmark: _Int_K90GbC8B]Looking at the Super Mario Effect coined by Mark Rober, we understand that being penalized for not achieving, but rather encouraged to retry as long as it takes to achieve the goal. Additionally, through his research he has shown that when participants were penalized their success rate was 52% but for those who were not penalized for not succeeding their success rate was 68%. Furthermore, when diving deeper he found that those who were penalized attempted 5 times compared to the unlimited number of tries those who were not penalized—consequently, those who were not penalized saw more success and learned more. How does this translate to Kiwi? Players are not penalized for dying but simply start over (as many times as needed), and if they collect the wrong beetles, they are not given points, but neither are points taken away. Therefore, replay is not only encouraged but expected. 

	
	Lower-Order
	Higher-Order

	Kiwi’s Vowel Story Mechanics

	Remember
	Understand
	Apply
	Analyze
	Evaluate
	Create
	Scoring

	Example: select the correct beetle
	
X
	
	
	
X
	
	
	

	Justification
	The player must remember the different phonemic patterns
	
	
	The player must distinguish between those words or letters that are and are not patterns
	
	
	The number and type of beetles collected will be displayed in the upper right- hand corner 

	Example: 
Avoid obstacles that kill the player (beetles, acorns, cacti, etc.)
	
X
	
	
X
	
X
	
	Health is displayed through a kiwi fruit on the upper left-hand side of the screen

	Justification
	[bookmark: _Int_4CNk7jEt]The player must recall which obstacles damage the health of the kiwi
	
	The player must use that knowledge to jump over the obstacles
	
[bookmark: _Int_iWzWLqcr]The player must use previous experiences to apply in new situations to decide about a new scenario
	
	



[image: ]
In this photo kiwi can only jump on the branches using the same beetles that can harm him. But if he does not use them the cacti will kill him. (Illustrating example 2)
Gee Principles
[bookmark: _Int_Ei04879p][bookmark: _Int_JcdYlfip][bookmark: _Int_UWQ4Munu]There are two principles that are addressed in my game, Pleasantly Frustrating and Cycle of Expertise. Let us first define what these two principles are. Pleasantly frustrating is defined by Gee as this, “learning works best when new challenges are pleasantly frustrating in the sense of being felt by learners to be at the outer edge of but within their regime of competence.” And cycle of expertise “principle begins with a simple challenge and the introduction of the skill needed to solve that challenge (Spader, 2017).” My game addresses both these principles because at the introduction the player is required to master the obstacle course that Kiro must successfully jump through in order to complete the level, and it is not a simple run through but rather requires a strategy and lots of trial and error. Secondly, it is pleasantly frustrating because of the above statement, it makes the player want to overcome and try repeatedly to do so. I can attest to this. 
[image: ]
The cacti in this level are very frustrating and make it hard to get around but through practice the player can figure out the way.

Construct 3 Game Implementation
Description of the tutorial 
[bookmark: _Int_GkrNrWSq]For this redevelopment of the game, I used Kiwi’s Story from Construct 3. The game is pretty much the same and has the same goal. I did not change it. 
Kiwi's Adventure - Free Addicting Game (construct.net)

Description of the modifications made to the game
[bookmark: _Int_G4YxfdKr][bookmark: _Int_SzfKQ0Ty]While the game initially wanted the player to collect gummi beetles, I added the additional word knowledge component so that it had a learning objective. I do not consider this artwork as this is an integral part of my design. I also slowed down the rotation of the beetles so that the word elements could be visible to players. I also removed some of the sprites as they made some elements of beating the level is too frustrating. There would be additional modifications I would have added had I had more time to do so. These would have included such things as giving the player additional health for bonking enemy beetles. The coding is a bit difficult for me as the designer has already left his mark. :)
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