
Pirate Challenge is an educational prototype designed to teach Kindergarten and 
First graders. General math and language skills are taught within the pirate themed 
interface. The full scope of to project also included a “story mode” but the question 

development portion filled the time alloted.

This process book reviews early project ideas, concept art used, development screen 
shots and early test examples. Prior to this class my ActionScript abilities were very lim-
ited and focused on AS2. Most flash projects involved numerous frames and scenes and 

very little scripting. That changed shortly after this class.
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Concept Sketches & Production Roughs

Early in the design process I wanted to develop a hand drawn interface 
to give the entire program a cartoon feel. I began with the pirate theme 
and felt the reward/treasure analogy would work great for young kids. 
Shortly after drawing these sketches I quickly moved to early prototypes 
within the Flash program.
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Early AS2 Tests

With only the ActionScript knowledge I had learned form the class, I 
began focusing on the fundamentals of writing to the screen with dy-
namic text fields and the use of if statements. These early tests worked 
with time line navigation as well as visibility settings and Booleans. 
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Quiz mode early question map

Once I was confident I could accomplish more robust interface options, 
I set out to establish a framework for the project as a whole. There was 
two parts I wanted to include in the project; a quiz mode, and a story 
mode. Unfortunately the quiz mode was the only section that became a 
working prototype.

The quiz mode is divided into 4 different levels based 
on the users age input. The older they were, the more 
difficult the questions were going to be.

Eventually this would alter in form to become a single 
track question sequence touching on a variety of 1st - 
2nd grade topics. The skill levels I had envisioned never 
fully made it into the game.
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COMPASS

TELESCOPE

ROPE

LEFT OR RIGHT?

SNEAK OR RUN?

LEFT OR RIGHT?

TREASURE

Story mode outline
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Alpha Testing

Once I had a map set up guiding the overall plan of attack, I jumped 
back into Flash and started to mock up the interface. I knew I wanted to 
have the working area large and centered on screen, and the menu set 
up to the right. In early stages I used ribbons as rewards and markers 
for achievement. Later I would add in the pirate themed treasures.
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Reward tools / Map

With the general game play in place I set up specific spots within the 
game as milestones to give the student 4 different rewards, as well as 5 
pieces to a treasure map. The hope was that these tools and map would 
be used within the story mode yet-to-be developed.

=
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Interface options

Using what I had tested earlier, I allowed the user to customize the 
interface based on their gender, and their color preference. This meant 
designing  two versions of each color for the menu screens. Once the 
player has selected a color and entered their age they are ready to begin 
the game.

Girl menu screen / Boy menu screen
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Additional perks

With the game nearly complete I felt a scoring system needed to be 
added to help students feel as though they were accomplishing some-
thing along the way. Early tests with my children had them saying 
things like “what do I get?” This let me to add the gold coins as a form 
of points to run a tally of the correct answers.
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Final touches

With the dynamics in place, the score calculating and the logic work-
ing the last finishing touches were to add sound effects an background 
music. I added effects for the coins, earning prizes, wave sounds and 
music. lastly I added in this overview page to help users with a descrip-
tion of the project.


