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THE BRIEF.

Tuhuratia Paenga Hira To Whare Taonga
Discover War Memorial Your Museum

Haere mai and welcome to

Auckland Museum

PLAN A VISIT

Open weekdays from 10AM - 5PM.
Open Saturdays, Sundays, and public holidays from 9AM - 5PM.
Open late every Tuesday evening until 8.30PM.

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.

INTRODUCTION ® 5
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DESIGNER PROFILE. METHODOLOGY.

RESEARCH
1.
EXHIBITION &
DEMOGRAPHICS
PLANNING
2.
IDEATE, REFINE,
VISUALISE, CONCEPT
BRANDING
3.
COLOURS, FONTS, Ul
Interactive Researcher ASSETS
UX/UI designer
Lead Programmer
DEVELOPMENT PLANNING
Miharo went through a lot of changes. Our team had equal roles throughout the design and development phase 4
with everyone taking bits and pieces of different work. | branched out into illustration and animation for this [
project, creating a lot of the menu illustrations and game assets. PRODUCTION TIMELINE,
REQUIREMENTS, STRUCTURE
PRODUCTION
5.
ILLUSTRATE, CODE, TEST
6 » INTRODUCTION INTRODUCTION ° 7
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INITIAL RESEARCH.

To build a fFoundation for our project we researched Auckland museum and did case studies on what other
museum's online experiences were like.

Could be a large webpage (imagine figma like
navigation) where users can explore around by
dragging or touching on mobile. Filling this page
will be lots of assets that can be expanded and
feature more information and resources.

Zak Alexander

Lots of hidden features to entice users to explore
and interact. Think like butterflies hidden behind a

door, when clicked they all fly out

Zak Alexander

Back in 2015 Auckland
‘museum hosted an event
where Gallipali (ww1) was
remade in minecraft,
allowing visitors to explore

the are virtually. It was
‘made in collaboration with
students from Alfriston
College.

10
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Webpage could be themed in the style of the
actual exhibition. Maybe could have a character
that accompanies the users like the ai idea we
had. We could have promotional videos to fill the
H motion roll and even use motion for featured

objects in the exhibition

Zak Alexander

Découvrez la ptite galerie du
musée du Louvre

A volcanic explosion every 15
minutes: how Australia’s mus.

exhibition. Not really
unique in any way but is
technically impressive:
allowing users to navigate
the exhibition in a virtual
space.

baostattendances

[y

Similar to our museum's volcanic exhibition, the
Museum of Australia's Pompeil exhibition in
Canberra showcases an immersive experience
that aims to bring the Roman city back ta lfe. Its.
actually currently running (30/4/25) and ends on
the 4th of May 2025. This exhibition combines
tech with artifacts to recreate the events:
surrounding the eruption of mount Vesuvius in
79ce. It features a 360-degree recreation of
Mount Vesuvius's eruption, presented every 15
minutes. This Is a multisensory experlence which
‘shows visitors vivid visuals and soundscapes,
simulating the chaos and destruction of the
ancient disaster.

‘This is an installaticn, instead of a strictly online
experience like what we'e aiming to do

‘Gamification of virtual museum
curation: a case study of
Egypt: In the Time of Pharachs Chinese...

AM has an existing "virtual exhibition”. It just
features photos and information about the topic in
'standard web format. For our project we would
want to expand further on this as far as
interactivity, but would be good to keep in mind
their current format of story telling.

This is 2 case study on
gamification in museums,
is shows, with the use of
3d scanning, exploration
and interactive gameplay
engages viewers to leam
more and deepen their
understanding. They use:
mediums of text, photos,
videos and games

Zak Alexander

Would be mainly a mobile
experience as it'll probably
be accessed from the
museum it's self, or
children mainly use tablets
these days to access the
internet. Gone are the
days of my childhood
using a desktop computer
H(

Zak Alexander

Al-aided virtual conversations
with WWII vets are latest feature

If we wanted to g further down the Al route then
this case study might be a good source of
inspiration. Basically the exhibit uses Al to
facilitate virtual conversations with ww2 veterans
accompanied by their life sized images. The
responses are from pre recorded interviews, and
they provide personal stories of their experiences.
in the war.

Inmy opinion the fact it's pre recorded makes it
less Al, which isn't a bad thing, but shows how it
is a big buzz word still

Zak Alexander

RESEARCH

J

DEATION.

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

Blue Hat

Successful reflection

process

White hat

Available and required

information

Thinking Hats |

s fun and playful it
‘sparks curiosity and
discovery.

[rr—

feels ke a toy - ts alving
iget toy

g oagapde e

rubiks cube?

audienca because tis a
fun and playful idea

the kids If s ton complex?

etz

How can we kaep it
feasible 2 something that
can be made in 8 weeks

Doesihis have the

potential o be on the
scala of a whole exbit?

Ep—

IDEATION

before?

oris there anything similar
oy

I el liks nesd ta research
more into case studies
and what other peopie
have done just incase we
are doing somathing that
has already been made

willit take us a long time
25 a team because it has
30 elements?

e

Intuition and feelings

Yellow Hat
Optimistic judgment,

Benefits and Hope

Black Hat

Critical judgement, Risks
and Weaknesses

Green Hat

Creative and
Alternative Ideas

objectsithings in the:

change as the exhibition

changes exhisition

Ifwe use the acronym Could expand to
range

of difforent senses? and
toaching stylesfformats

Kind of ke holding a teeny
musesm in your hands

| can'tfind anything simiar
- good sign?

neurodivergent kids woukl
Ioasove this

‘gamified learning

g with the it

We can focus on one
feature of our overall idea/
salution, this feature wil
e fuly leshed out, real
and working.

By doing this it really

overall concept would feel
ke

Solution Idea

Our solution idea is to create an
interactive web experience inspired by
the grid-like structure of the Weird and
Wonderful Discover Centre.

It will display a cube with a range of tiles.
on each side that you can uncover to
learn and explore hew things from the
Weird and Wonderful Discover Centre
from home

an interactive digital cube that invites kids to
explore the Weird & Wonderful Discovery Centre
online.

Tone of Voice

Educational
Fun
Engaging

Desirability - why will
people want to use this?

Digital sensory toy (would appeal to
kids as well as tweens probably.

Teachers would be able to use this
as teaching material during classes
Kids love interactive things

we have a tight timeframe, doesnt have a etear

ight not be able toget Storyline? or namative?

averything donein time Kids could get
overwhalmed or
overstimuated because
they might nat know.
wher (o start

If1he cube ties are tao may take a long time to
shallow in content or fes! load the page

00 rapetitive... couid

cause lack of interest after

awhie

1o hold attention or thing fiks this st requires

goals. and decent device
performance

Might be fard 1o dispiay
information in a way thats
intaresting for kids

A cube packsd with
clickable elements could
overwneim younger
children or newrodivergent
users {ospeciall without
an easy navigation system
o hisrarchy)

Teehnical Bitations wil
‘The idea has the potential R

of mad scope cresp. Its

always better to maka

online, Interactive exnibits
we hae the opportunity
to stand ot as a unigus
idea afthough it makes it
harder ta nat have
reterences

small than a half broken
mess of a larger project

Making it fun and
accessible ffor ESL
Iearners, neurodiverse
users, kids with hearing!
vision dlfferences)

Target Audience

Teachers or parents for teaching material
Primary TA - Kids aged 5-10

Viability - will this be successful?

It has a lot of opportunities to be successful
use for kids as educational material
during their “screen time”

educational material for teachers during
class time

+ leaming through FUN and play

Visual Branding Ideas

« Muted colours
« Intriguing
« Friendly

ity - is this possible

Built as a web-based experience (no
app required)

Uses existing museum content

g a

letter
exhibition

senses

quizzes o the tles? ke video
blah bian bish" sound)

games.

find th

dihe ¥

or weekly or something. younger audiences ika an

5000 two visits fesl the ‘easy, medium, har
‘same, keeps up seuting.

engagement. LIKE SHARK o
WEEK hehe @

by
S

Having the extibit

Whatif ltwas 3 web
varsion of the card game
memory. The pictures
cauld be of exbits, for
‘example the jars or t-rax
skulls

featurad in a stylised way
isometric?) that users
can interact with, by
‘escking on things. Wch
‘will make sounds, move or
Pop up with diziogue

rp—

‘ganhes Bike rubi cube, Altool to this idea as wel,

of exhibit, Like calours of
thecube s replaced with
fars themed etc.

kaly need heip with the
idea

Sp—— stz

What i the Jars were.
‘eharacters that users can
interact with

n
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DESIGNING FOR KIDS

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

for them.

Designing for Kids Research

- 3-5 years — this age group prefer swiping and tapping on touch screens as they don't

have the motor s for trackpads or keyboards.

+ 6-8 years — can handle the above as well as simple clicks and keystrokes.

= 9+ years — can do dragging, scrolling, and more complex coordination between
keyboard and mouse.

4 3y “This one is still locked
# Try ancther one.”

e

Diffarant things thal we
can do to design for bath
parants and kids

Parsmis ara concornad or
want 1o know whit
‘content ar what their
chigeen are looking at
when it comes Lo devices.
Therefore, doing things
e this can encowrage
them and slso give them
clarity on who they are

Shouid they be hidden
though? | think we should

— IR,

s tiing the same

ty both and user test 1o ties o somethng viusty

see which one people icsor v words

prefer

becausa ook it
it tham s g pisin

User testing will reveal if
this is mandatory, or an
optional icon to be clicked,

Wil this be overlayed

Srmermang st phiginke out of the scope of our uni
a ‘designing for it
— bl project, but could pitch a
community submission
side where people can
uplod their own games
Encauragement sna
Appreciation Is iImportant!
Saying things like “Hallo I
i —
o i a rwet”
Primary sna secondary education
coLouR vamaTIONS
a
- B
o &l
L N

@ Psychological Impact of Colors on Children

Colors can significantly influence children’s emotions, behavior, and learning: - ieannes
Bright Colors: Children are naturally drawn to bright colors like red, yellow, green, blue, and pink. These
colors can create a sense of positive energy and playfulness. g«
Calming Colors: Cool colors such as blue and green can have a calming effect, helping children to relax
and focus.  thesrcecom
Color and Learning: The use of color in educational settings can enhance learning by improving

memory retention and creating an engaging environment.  SH |l etesringSoiors  Home

12
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- DESIGNING FOR KIDS

. BL0E 1 HE s P
1 S rom i i w1

FUN GOLOUA FAGTS
ELOUR EAN MAE U3 FEEL
= =

LR

Auckland museum
website

FAMOLS BRAND E0LOURS
& Gartedy [ H
- 0 =0 MeM: [ &

Children 5-7 years old’s literacy ranges from comprehension of simple sentences and
words to more complex ones, in this small demographic age range. This means that we
will keep text on the site at a minimum but can rely on the children being able to read
well enough to play. Another thing to note is that children around this age jump from one
interesting thing to the next, this will be playing to our benefit based on the layout of our
site featuring a range of interesting things they can explore. Colour also plays a big role
in our design, and has to be approached differently than designing for adults. Children
obviously like bright colours, and the use of bright colours in an educational setting can
actually enhance learning, by improving memory, and boosting engagement. Font is
another aspect we've thought about in depth, as this is an online version of weird and
wonderful we wanted to stay true to the design in the exhibit, so we chose a round, child
friendly sans serif font, that will work for text printed and on screens.

CONCEPT

ontop of the tiles or users
get to dive straight in and
start clicking, with the
choice of tutorial.

Anather option canbe a
key featured in the hud,
always available

User lands an Weird and
Wonderful - The
Interactive Experience,

presented with 8 tiles
- containing mini games —>

and interactions.

Also cading some of these.
mini games willbe super

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.

-M“ E
|

Super cool, exactly how |
imagine it This soems ike:
cool areally good, b

straightfoward idea that
people won't struggle to

Tutorial

+ Contrals: “drag the
page around with
space + right mouse”.
Click/touch on tiles to
interact

+ Game mechanics:
“Complete mini games
ta unlack new ones’,
“there are fun
interactable tiles", “find
collectables”

« (TBC) tile border
colours = mingame,
collectable,
interactable.

comprehend | hope. @

PLAY!

»

Sre sy

AN 300 veur e mace i canon?

@love met

mg

+ Ensuring our colours.
are colourbiind
accossible

+ Zoomin and out option

« Colour Contrast check

« Diferent Languages

+ Use of AR > implement
the Discovery Trailidea
from the exhibition
where children have to
find the AR scenes.
from the tles

Bonus games based on
luck?

+ Guess the card (fip it
over)

+ Flipa coin

+ Guess the number, roll
the dice

Mini games

- What dinosaur is this?

- tic tac toe

- (Silnoustte) what
animal is this?

= Mix these beakers to
make orange

Fun interactions that don't
count as part of the
progression

- Dancing stick bug

~ A door when opened a
~>  fisnlsbenina it ana

closes the door
- egq falls down and
eracks

Collectables scattered
around the tiles users can
drag off into their HUD.

User testing:

It you get the mini game
wrong, wil t be done? Wil
It reset and allow you to
try again? Wil it give you
the answer?

More mini games get
ravesled upon completion

Each stage of mini game
D gets rogressivety harcer

Ranks for how many
collectables have been
found

—

18/06/2025
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MINI GAMES. USER INTERFACE.

Concept Testing

. A . . . . Screens To Design oa . B
We decided to keep the scope realistic, so we aimed at implementing a small amount of games to prove the 1. Welcorme Screen
. 2. Sereen Expiaining o Tie States Focus state i game How wil completed e be
concept and allow it to be expanded on later. Ferents what the Wets « Incomplete + 2o0m il to it screen o
Expwionos s sout = Foms State + arvy oo s = lowsr opachy
3. Tutorial + Completed « overiay with apacity
. 4 Thes < vig ek
L se o the iscovery st s s whch e Oetie thtas Camurnginyour o [rr—— W makes i bes” Wrich i thebiggest? 5. Settings
e =t B= e
e sy e e ) ) 6. Collectibles
g Interactive Characters/Tiles 7. Navbar e i
o Jing THes®
M & Minigames 8. “Unlocking Tiles'
! .
Questions
Vs sbomtal? | Mnbgtkeines | Wity Sound Activity
U." :c::i';::::-.\mm Navigation HUD Might be good to have 2
At} tinkocked. Whan Current completed tile: + Users can clickitouch a = Total completed tiles colour blind mode, at least
e sparkles and then opacity tile - this will zoom in « Collectables (drag and in concept
R overlaid on top to show and focus drop for board?) =
completed + Border of tile changes * Settings
. Lmd tiles are always H colour {yellow?)
e + Navgtionanxaa0y
+ Sarma se bove but et P 2t

random solid colours. yT—

pR—

. ¥ UME Academy Do's
Maori Icons and Buttons - Auckland - 2
Museum New Zeatand

Unconventional Layout

Fun
« Maori should appear before English e A e
)i Abstract & Asymmetrical shapes

Ul Copy C Doy

Ul copy should be clear and to the point. Where possible, well known icons and symbaols should be used first and words second, Be Boring
as required.

Overuse Bland Text
Avoid adding finger painters onto the screen where users can click. instead use |ayout and UX design methods to make user

journeys clear.

Conventional Layouts
Below is a table of commonly used English and te reo Maori copy from our digital products. -

English Te reo Maori Notes
Home Kainga o]
-4
Zoom in ‘Whakatere i roto | *
A
Zoom out Toru atu

& Recommendations for Your Tile-Based Mini-Game Website L4 4 OO px tlle

der the following strategies:

 Tiles can be square or rectangle
» All assets to be vector or coded
» Border colours:
e Green = collectable
» Red = mini game
+ e Onbonning | e Blue = interaction
AT —— ., gl . Yellow = focus
|  Tile only to be animated when

focused on

Clear Visual Hierarchy: Important information like scores and
achievements are prominently displayed.

14 » MINI GAMES USER INTERFACE » 15
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CODE PLANNING.
“3

* Make a class for mini

game, interaction and Notes:
collectable » Tiles need a property
* Use OO approach that says if they're schools
double size and in
‘which axis

Zak Alexander

Zak Alexander

e RS Something like this
.grid-contai
displa
id-templa ns: peat (auto—fill,

The aim is to make the
code super streamlined so
you can plug in new “tiles”
without having to create a
new html element every
time and style it

Zak Alexander

File structure vibes

/games
[ticTacToe.js
/memoryMatch.js
[shake.js
/maze.js
GameBase.js

/index.html

/main.js

FEEDBACK.

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.

Common Trends in Ideas
Tiles

Storytelling

Maori gods

Following a character’s story

Main.js will be the linked
file to the document,
games will be held in an

wawwn  [styles.css

gares 10 e e
. document e ot al ¢
"Tic Tac Toe", unlocked: guess =

" 009 ©C @«

Main Problem
Kiwi wants to fly
Kiwis cant fly

array.

Main structure code will
be featured in here
checking for progression, function complete gameName) {
and unlocking tiles. gameName . i('completed')
et gameName.completed = true;

I'l do this by having a }

complete tile function that
applies a class to the tile

Zak Alexander

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 A

oriented programming approach, et
allowing the ability to plug new games in.

O man the controls will
have to be hard coded too.
for movement in x andy.

Ithink that wefllhave to.

UA.PG

Create a simple drawing app using javascript and

N M .

16 -
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_Dm,\wihg, APP

Font properties

font-family: "baloo-2", sans-serif;
font-weight: 400;
[ . )
st b font-style: normal;
hatan b catod e

e game S5 fie7?
font-family: "baloo-2", sans-serif;
font-weight: 700;

B font-style: normal;

Viow

porpeos
®

MM N R ]

CODE STRUCTURE PLAN

Why Mr Herm and not other thats why the kiwi is going to the gods 5o that he.
animals? Start Scene - ki talks o Ranginui & can get powers from them
Papatuanuku because he wants to be
stz able to iy andithey direct them to Howto get to Solution
ther ids (which i the gods) Kini needs to collect all3-4 Feathers or
collectibles to be able tofly
Characters
Ranginui e
What s the main story? Each Scene needs: g He collects all the collectibles and presents them Kiwit
10the Sky Father and Earth Mother and this gives
Start/Problem - Whatis the goal? him the abilty to iy © YouTube
+ something misplaced What animals are
+ cantfind their home involved? Tane-Mahuta S o e e N
° What does the childleam? Tangaroa Kiwis wings so it can fly
- each scene s atral or testortask to
AL - Tawhirimatea be able to get the ‘reward”
Ruaumoko Sceno Contents
+ lustrated scenes with background
e e ‘each scene will show a story or animal from the
tolear o experience end scene - kiwi gathers al the Weird and Wonderful exnibition
from the story? feathers and gets the abiity to fly Wit a task to complete from that animal
+ to be able to ciscover Copywriing can lnk to
Sl R oonce completed, the god (of that scene) will give
ETRETETEE L) the kiwi the collectible/feather
animals inthe world. + Do youremember
B e CCTCIRDETRRD «each god is represented by a different animal
o be curous about the the rock pools ?
world R
i A = +
-ﬂ Ol tooB e = =G+
) e
essBalls before | can grant you the ability to fly young takahe you must prove your worthiness. ooe .
See my sons and complete their trials, only then can l allow you passage to the sky.”
Stage metaphors
[ ———
o et v
Ocean - Tangaroa Volcano - Ruaumoko
e prosepeint e ey e st o st
=" P Vet ooty o0 e ey o ey e
D T ——
Sy SO
Glyans kv opal
- sore o tvovars st e S
Y
prr—
. H H .
Forest - Tane-mahuta Puzzle Sky - Ranginui
« Link to weird and e oched ur campetinof otrs
[r— T wonderful q
== Darkness - whiro
« god
— + message?/why Prmimemite | out s oterta [T
et we are doing this L™ TR
puzzle P p—.
ST '
(D caen sty osine
e
pre—
18/06/2025
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REDEFINING GAME. GAME VISUAL STYLE.

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!

Volcano - Ruaumoko Lizard

Avoid Lava faling fromthe. ‘Geology and volcanos
oy

pOne of the Maori kite pieces fell in the volcano, we are 7
waiting for the volcano to explode so we can catch it O//é\
The Maori kite is hidden at the top of the volcano, so we &
need to cimb the voicanotoreachit Y @)

Ruaumoko is cheeky and wants us to pass the test of
dodging volcano rocks before he can give it to us

The Maori kite is hidden in one of the volcano rocks, so
we are trying to find which rock its stuck in .

find a fact for each Weird and
Wonderful exhibition story

Forest - Tane-mahuta Kauri Tree

Fid oo btoios s, butetis, WoRLD OF BuostHmN
nien i e et
rrT—
‘The butterflies know where the Maori kite s,
50 we are finding them to ask for more
information/so they can help us

....... - ®@ "

The butterflies know where the Maori kite is, so when we.
collect alot of them, they can grab the Maori kite

The butterflies are keeping the Maori kite safe, so we are
collecting them to ask them for information??

i y s0
‘Wwe are trying to find them by (collecting them), until we find
the right one

GET READY!

B

Ocean - Tangaroa Great Whale

S [l Gotaen ~The first cora reefs formed on Earth 240 million
oy o years ago. That' before the inosaurs were aive!

F—— |

The Maori kite is hidden in the depths of the ocean

18 » REDEFINING IDEA GAME VISUAL STYLE » 19
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ILLUSTRATING GAME. 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 Backgrounds

20 » ILLUSTRATING GAME ANIMATION » 21
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CODING MAIN MENU. CODING VOLCANO CLIMB.

" H Vo Civt T
|« -5 C QO D hitp/122.004:2000 nckes il Score:0. Double Jump

[ Monel 8 by K17 & proicbey @ Albspres @ Tadoe [ Thermoese (0 High Score: 286
— ———1
VOLCAND CLIMB WISPEY FOREST
|

" Volcano Climb )

Te Puia

Drag to see more levels

Where do you want to
5 go?

Score: 1301 Double Jump
High Score: 0

» = document . getElementByTd( " kite d");
s dLevelComple = JSON.parse(localStorage.getItem( ' vollLevelCompl
dL 5

d & volLevelcompleted) {

volLevelCompleted = stores

Volcano (

Te Puia

style.display

4l

22 - CODING MENU CODING VOLCANO CLIMB » 23
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]
CODING WISPEY FOREST. CODING OCEAN RUN.

GAME OVER!

(Play Again?) (Main Menu)

Score: 1118

High Score: i

dbe: &

Page'sillustrations | added some seafoam to.

GAME OVER, your score is 0

Ploy Again?

High Score: 0 -
B

¥

.directionX;
.directiony;

Score: 9
Wave:1

Score: 0
Wave:1

generateCorals(count)
Math.floor(Math.random() *

dth - 100);

ath.random
;= -i * 200;
{ x, y, width: 80, height: 100, image: r

1s.push({

25
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TUTORIAL & DIALOGUE. TUTORIAL & DIALOGUE (2).

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

\‘
How to Play

'S

Move Left Move Right

Tangaroa ™
Hey lil bird, are you okay?

Takahe OH! thear you're looking for the kite? _

Itis SO werawera (hot) in here! Am | in the Well, it's hidden at the top of te puia (the

right place? volcano).

How to Play How to Play

Land on Platforms

Double Jump

- &

Watch out for Broken Platforms!

Tap the butterFlies to catch
them!

Back LETS PLAY!

26 - TUTORIAL & DIALOGUE1 TUTORIAL & DIALOGUE 2 » 27

Why thank you, Takahe! What brings
you here?
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Score: 0 vuuwie Jup
High Score: 1353

OUTCOME.

s a6 Score: 0
Coke: ‘ Wave: 1
High Score: 0

\

Volcano Climb

Te Puia

Drag to see more levels [E]

Where do you want to go?

Tane-Mahuta

Why thank you, Takahe! What brings
you here?

28 - OUTCOME OUTCOME » 29
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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.
| 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.

30 » REFLECTION
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