Design Model

Audience Analysis

This program is targeted to those between the ages of 16-35.  Adolescents and Young Adults who might feel some sort of anger of hostility toward the way society basically chooses the life you will follow.


People younger than 16 will not understand many of the comments, ideas, or jokes expressed within the program such as comments on beliefs and religion.  People who are a little bit older and have already established there career and cling to there day to day routine as if without it the world would stop.  Although they would understand the ideas they might not find it amusing having lost the angst they might have felt in their younger days.  


The main user group of this program will mostly be people who are familiar with the computer and electronic media.  Many will be interested in the interface design of the program as well as the ideas supported within it.  Basic instructions will be given from the start with an option for more advanced controls.

Objectives of the Program

 
The main object of this program is not to start a revolt or have people turn on the government.  It is more to just poke fun at the way society conducts itself and bring out how so many millions of people have very similar lives with almost identical day to day tasks.


It will however not totally bash on society.  Showing some of the benefits from our way of life and things that most people just take for granted.

Task Analysis


At the beginning of the program information about how to navigate and play the game will be presented.  The main content of the program will be presented to the user through scenarios with up to three possible outcomes.  The user picks one of the choices and depending on the choice will gain or lose “points.”  This will help to determine the final outcome of the user thus networking the questions asked with the point system and end result of the game.


Navigation throughout the program should be very basic.  The user will be on the same screen for almost the whole program with the exception of intro, in between levels, asking for help, and the end.  A preliminary sample shot has been included of the main screen design.  A main box for the board layout, a smaller box for the questions being asked, a place for the level and points.  There will be 3 color-coded buttons for answers to the questions, a quit button, and a help button.

 
The other screens will pretty much be identical having a sleek looking text box to present the information that is in theme with the main page.

Performance Objectives


This project really has two main goals for me.  The first being to engage the user and have them think about some of the points I am trying to get across.  The second objective is for me personally.  It is just for me to get a better understanding of the inner workings of director and learn some more advanced Lingo. (the programming language of director)  This will help me obtain a job when I graduate and in the long run might be more important, but for this class getting my ideas across will be the main goal.


I will achieve this goal by presenting the questions to the user in a clear and concise manor, giving them a choice as to the outcome making the program more interactive and involving them in the decision.  Thus making final statement at the end of the program completely dependent upon the choices the user has made.


The user will answer questions and roll the die a number of times until he has went through all three levels.  The user will then have a final score, which will be interpreted by the program, and the user will be given a statement about themselves depending on the score and the choices he made earlier.

Content Outline


Information presented at beginning of program - Basic Instructions will come up at the start of the program explaining functions of buttons, the point system, and an overview of the game.


There will be three levels in the final version of the game.  Level 1 is in a school, Level 2 is in a Church, and Level 3 is in an Office Building.  Each section will have questions pertaining to the environment the user is in.

Example Questions and Answers 

Another student asks if he can copy from you on your math test do you

A. Tell him ok and let me copy

B. Say no I’m not a cheater

C. Say I would but I can’t get caught cheating again

Do you believe in god?

A. Yes

B. I believe in a higher power

C. No

After working all day to finish a project for your boss he tells you that you left out an important part that he never told you about but supposedly did.  He tells you to stay late to do it the right way but you have tickets to the baseball game tonight, do you

A. Stay as he told you to and redo the project

B. Tell him that you can’t stay late but will come in early tommorow to finish it

C. Tell him you are busy and if it needs to be done that night he can do it himself

Visuals


On the main page which has a prototype screen shot included will have a box for the game board on the upper right and a box for the questions on the lower left.


On the top right side of the window will be the level the user is on and right below the game board will be there score.  Below that will be a cartoon drawn picture of the player. This picture will either dress up and become more clean cut or break away from the normal and show a more rebellious side. (below)
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Below that on the bottom right will be three color-coded buttons for each possible answer to the questions along with quit and help buttons.


Text

The only text passages will occur at the beginning and end of the game, in the help window and in the question box.


After the player has completed the third level a screen will come up with the following:

· The players final Score

· A cartoon picture of the person dependent upon their score

· A text passage with a description of the person

Example for someone with a high score of normal points:



You have successfully moved yourself up in the world and are now proud to call yourself middle management.  With a smile on your face you walk down the rows to your cubicle (which is one of the largest in the office).  You look out the window and smile thinking to yourself “Man, I’m cool”.

