Concept Map

Game Begins

The player begins its journey from space.

Player learns about African geography, and the location of South Africa
In this ‘oval’ is a
continuous loop from
level to level where the
player is assisted and
guided, but also provides
assistance to NPC within

Play

The vocabulary level/tutorial
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these loops and levels.
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As the player goes through the game/ story they
are learning vocabulary and attributesthat
can be used in later levels.
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When the story is completedthe
player gains points and attributesthat are
worn (eg a bow and arrow or expertisein
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