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Auckland museum wanted an online experience of their weird and wonderful exhibit. 
Something that keeps their audience engaged even after visiting the exhibition, or for 
people who are physically unable to visit it in person.

What solution can be created that keeps these conditions in mind, stays true to the 
exhibition, but is also something new and interesting that their target audience 
resonates with.

First Concept
Mini Games
User Interface
Code Structure
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76 INTRODUCTIONINTRODUCTION

DESIGNER PROFILE. METHODOLOGY.

Interactive Researcher
UX/UI designer
Lead Programmer

Miharo went through a lot of changes. Our team had equal roles throughout the design and development phase 
with everyone taking bits and pieces of different work. I branched out into illustration and animation for this 
project, creating a lot of the menu illustrations and game assets.

RESEARCH

EXHIBITION  & 
DEMOGRAPHICS

IDEATE, REFINE, 
VISUALISE, CONCEPT 

COLOURS, FONTS, UI 
ASSETS 

PRODUCTION TIMELINE, 
REQUIREMENTS, STRUCTURE

ILLUSTRATE, CODE, TEST

PLANNING

BRANDING

DEVELOPMENT PLANNING

PRODUCTION

1.

2.

3.

4.

5.
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98 WORK TIMELINERESPONSIBILITIES

WORKLOAD.
W1 W1W2 W2W3 W3W4 W4W5 W5W6 W6W7 W7W8 W8

TIMELINE.

Research

Ideation

Development

Creation

Research 
on Brief

Field
Research

Topic Ideation

Demographic Research

Code Planning

Idea Refinement

Coding

Bug Fix/Polish

Game Asset Illustration
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1110 RESEARCH

INITIAL RESEARCH.
To build a foundation for our project we researched Auckland museum and did case studies on what other 
museum’s online experiences were like.

The team used the “6 thinking hats” technique to hone 
in and define our idea.

Initial ideation on solutions.

Asking ourselves questions on the viability of the idea.

6 thinking hats process.

IDEATION

IDEATION.

Case studies on existing museum online experiences.
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1312 DESIGNING FOR KIDS

DESIGNING FOR KIDS

CONCEPT

FIRST CONCEPT.
The first version of our idea was an interactive webpage covered in dynamic tiles. These tiles were inspired by 
the exhibition’s compartment based design. Inside these tiles would be a range of fun mini games.

First visual concept of the tile based game experience - by Jefritz.

Userflow/sitemap of the experience.

As the target audience of this project is kids, it’s important we make sure we take into account how to design 
for them.

Research on colour theory, font and UI designs for children. Bilham, J. (2022, July 5).
Primary and secondary education. (2024).
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1514 MINI GAMES

MINI GAMES.

Game ideation and visual theme research.

We decided to keep the scope realistic, so we aimed at implementing a small amount of games to prove the 
concept and allow it to be expanded on later.

USER INTERFACE

USER INTERFACE.

15
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1716

CODE PLANNING.

Coding warm up and snippet research.

Making sure the code is serviceable and easy to maintain and update.

Creating a storyline for the game.

Level ideation and storyline - it was important that this was replayable.

“Kiwi” - 2006 was about a kiwi 
wanting the ability to fly, this 
was the inspiration for our 
idea.

CODE STRUCTURE PLAN FEEDBACK

FEEDBACK.

porpeoJ. (2021).

Permedi, D. (2006)

It was important to market our idea as 
something that is dynamic and easy to 
update as the museum’s needs evolve. 
We aimed to achieve this with an object 
oriented programming approach, 
allowing the ability to plug new games in.

After presenting we were given praise and feedback. They liked the idea but wanted a more narrative approach 
and to incorporate Maori into the game.
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1918 GAME VISUAL STYLE

GAME VISUAL STYLE.

REDEFINING IDEA

REDEFINING GAME.

Volcano Climb

Wispy Forest

Forest background - dropshadow effect.

Forest background - stroke/outline effect. Forest background - gradient effect.

Below are Jefrtiz illustration experiements.

Forest background - grain effect.

Ocean Run

We did a huge amount of experimentation on visual style before we settled on the final one. We knew we 
wanted to do bright, vector based illustrations as they’re a good format for web and kids love bright colours!
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2120 ILLUSTRATING GAME

ILLUSTRATING GAME.

ANIMATION

ANIMATION.
After finalising our narrative, characters, games and visual design we can start to make things! I’ve never 
thought of myself as much of an illustrator but decided to try my hand at illustrating some of the game assets.

Ocean Run - level icon. Volcano Climb - level icon. Wispy Forest - level icon.
Broken platform.

Final cutscene menu icon.

Wispey forest.

Ocean run.

Takahe hangout spot.

No depth.

Broken platform. Platform.

End cutscene main menu icon - cut from final.
Tranquil hangout spot for 
takahe - main menu.

Doesn’t look like 
lava.

Final background. Bad contrast to 
characters.

Final background.

Volcano Climb Backgrounds Ocean Run Backgrounds
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2322 CODING MENU

CODING MAIN MENU.

CODING VOLCANO CLIMB

CODING VOLCANO CLIMB.

First main menu version.

Animation plays 
on center.

Creating gameplay with 
rectangles.

Using localStorage to send level complete flag and score to main menu.

Kite piece presented at score 
1300 and level complete 
variable becomes true.

Platforms and looping background. Double jump feature and 
mobile controls.

Hover function (plays animation).

Game progression checks if all levels are 
completed to allow final cutscene to be played.

Refined menu based on team’s UI 
(for mobile).

Kite piece feature on main menu 
when level complete.
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2524 CODING OCEAN RUN

CODING OCEAN RUN.

CODING WISPY FOREST

CODING WISPEY FOREST.

24

Styled game over menu.

This is what controls their direction.

Final game. Final game animation.

Butterfly animation spritesheet.

Page’s illustrations I added some seafoam to.

Ocean run’s code base is volcano climb in reverse (same function 
to place platforms is used to place coral).

This is what choses a 
random image of coral/shell.

Gameplay.

Kite piece collected at 5k score.

I made this point and shoot game before, the code base 
was perfect for Wispy Forest.
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2726 TUTORIAL & DIALOGUE 2

TUTORIAL & DIALOGUE (2).

TUTORIAL & DIALOGUE 1

TUTORIAL & DIALOGUE.
I made 2 files which handle tutorials on all levels. This approach cut down on code repetition.

Seperate tutorial files.

Dialogue screen with Takahe.

Controls (for mobile & desktop). How to play screen. How to play screen (2).

Working sound controls.

Dialogue screen with God.

Ocean god.

Forest god. Forest tutorial.

Ocean tutorial (1). Ocean tutorial (2).
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2928 OUTCOMEOUTCOME

OUTCOME.
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REFLECTION

REFLECTION.
It was hard to have to go back so many steps based on initial feedback, it was frustrating. 
But good practice for the real world when clients expectations and requirements change. 
I continued to hone my coding ability and even branched out into other disciplines 
like graphic and motion design! The team worked well together and shared a common 
ambition but was also dynamic and flexible as the goals changed. We also did well to 
not get beat down from feedback and managed to present something visually and 
technically impressive in week 8.
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