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Game Abstract
The Australian Indigenous community has been taking care of the Australian outback for over forty-thousand years. Few people have attempted to learn their fire practices. Slowly the indigenous culture is slipping away. To curb this trend we have created a game that teaches indigenous culture. 

In the Kuku-Thaypan Fire Project an Australian Indigenous boy must survive in the northern Australian wilderness and take care of an area of land using indigenous fire control practices, with only a little help from one of the Australian indigenous elders. The player will learn to read the land and take the appropriate measures to preserve balance between the natural elements for both his and the biosphere’s survival. 

The Kuku-Thaypan Fire Project will be made primarily to bring about awareness of the Australian Indigenous culture. This game will also be geared towards Aboriginal children; the Kuku-Thaypan Fire Project will be created to boost the children’s appreciation and respect for their own culture. The Kuku-Thaypan Fire Project will be a single-player adventure SIM game based on survival both of yourself and the ecosystem around you.  The world will be two-dimensional and cartoonish. The game will be created with Microsoft XNA Gamestudio Express. The game will be made using a tile based engine. 
Introduction

Modern day indigenous youths have no respect or understanding of their own culture, traditions, or history. In order to revive interest in their own culture we are creating a game that teaches their culture to them.  Since the modern day indigenous youth have been going to schools that do not teach land management they see the traditions and culture of their own people as being archaic, and outdated. As one of our indigenous contacts have said though, the indigenous people know things that no school could ever teach.

Indigenous knowledge is precious. The indigenous people have been taking stewardship of the land around them for over forty-thousand years. Through this game we will be teaching others how to help in the survival of the land around them as well as their own survival while taking care of the Australian outback. We could learn a lot about managing our own land from the indigenous peoples’ traditions. 

Background
A project that is related to our own in that it has interests in making games that are inoffensive to any culture is the CUI project (Cultural User Interface) (Yeo, 1996).  The idea behind it is that different cultures interpret things differently so before you create something that will be distributed to various cultures you should consult with someone of that culture to make sure you don’t inadvertently offend any of the cultures you are distributing your product to. You can read more about this in Appendix B.

Another related work to what we are working on is “Factoring Culture into the Design of a Persuasive Game” (Khaled, Barr, Fischer, Noble, & Biddle, 2006). They created a game for an indigenous culture in New Zealand to try and persuade them to stop smoking. They took into account the cultural beliefs of the Maori indigenous group before creating the game and created a separate version of the game for the New Zealand European population. You can read more about this in Appendix B.
There are many groups of people interested in keeping the Australian savannah healthy through the use of setting fires. One such group of people involved in doing this is Northern Australian Fire Information (Tropical Savannas CRC, 2007). They give information on the burnings in various parts of Australia, but Cape York is right at the top of the list. They show where there have been recent fires and how long the duration of the fires are and the exact location those fires are in. They give information about places that are commonly burned during which part of the year.  You can read more about this in Appendix B.
In northern Australia, the forestry service has been using fire to regulate the habitats of different animals.  However, the hot natural and set fires there are scarring the land. The Kuku-Thaypan, a forty-thousand year old indigenous culture, has long known that cool, controlled fires can help maintain balance in the environment. Traditional Knowledge Revival Pathways (Ilk, 2007) is a website started to help preserve traditional indigenous knowledge and teach stewardship of the environment.  
Methods
Our original plan was to create a prototype for a video game that teaches the fire practices of the indigenous people of Cape York, Australia. The game would have a few levels with different challenges that you would have to use the fire practices of the indigenous people to solve. However after hearing from one of our indigenous contacts’ vision for the game we decided to change it. His vision of the game involved teaching their survival skills along with their fire practices, and how every action performed has an effect on the environment, that the game should be as much about the survival of the environment as it is about the players own personal survival.
With this new vision in mind we have come up with five scenarios spread over three levels. The first scenario involves the choosing of an optimal camping site within the game. For example it has to be close to a water source but not too close so that you will not be eaten by crocodiles in the middle of the night. The second scenario involves gathering water and berries. The water must not be stagnant or you will get sick. The red berries will also make you sick. The third scenario involves going fishing, but first you have to burn some overgrown weeds on the edge of the river, otherwise you cannot reach the river at all. The fourth scenario involves burning overgrown grass that is hiding kangaroo. The fifth scenario involves hunting the kangaroo after green grass has grown. There is more information on each of the scenarios in Appendix A in the section labeled “The Plot”.
One of the most important decisions we had to make about the creation of this game was the decision to change it into a tile based game. People have certain expectations when they see a tile based game and so we had to change all aspects of the game to reflect that. For example instead of the character moving pixel by pixel we had to make it so he could move tile by tile. Originally the game read in a color map then used the colors to generate textures. This game it the look of a tile based engine but not the feel of it. 

Due to the creation of a tile based game we also decided to load in sprite sheets rather than loading in each individual texture. This made creating the game a lot easier because then we didn’t need to remember the name of each individual texture, we could just use a number to refer to each texture within the sprite sheet. It also made creation of the game easier because then all of the textures were exactly the same size, so we could make objects made of multiple tiles and it would fit in perfectly with the rest of the game. 
Another important decision was to create the characters in the game ourselves and to make them look as cartoonish as we possibly could. We decided to do this because the indigenous people believe that it is disrespectful to show images of someone who has died. In order to prevent our characters from looking like someone whom has died, and therefore upsetting the indigenous people, we made the characters stick figures.

Since the Kuku-Thaypan people would not be the only ones who would be playing this game we also made the decision to include a cultural sensitivities menu at the beginning of the game. For example the Kuku-Thaypan people men have certain duties that they perform in their part of the stewardship of the land that the women are not allowed to witness and vice versa. In order to prevent offending the Kuku-Thaypan people we are going to have separate versions of the game for men than what the women have. 
Another important decision was when to have the Elder appear within the game. We decided to have it so he gives instructions at the beginning of each level and there is also a button you can push on the game screen that allows you to receive further instruction if necessary. 
Results

As we originally planned we first created a game that read in a color map to determine which texture showed up where. However we just recently made the game tile-based after reading a tutorial on how to make tile based engines in Microsoft XNA (Jaegers, 2006) since that was the look we wound up with anyways by reading in the color map. This made many aspects of the game much easier to deal with. For example collision detection became based on which tile was being used rather than based on bounding boxes. Bounding boxes are where you give the game two points for each texture involved and then based on when those points collide determines what happens to the two textures. 
The tile engines we created are based on two-dimensional integer arrays. Depending on which number is being used in each spot in the array determines which texture goes where on the screen. More than one of these arrays is used to create the game screen. For example there’s one map specifically for the different types of grass. There is also one for the different types of objects that can be put on top of the grass. There is a two-dimensional array specifically for collision detection. 
Jordana Hodges


My contributions to the final product of the Kuku-Thaypan Fire Project demo included the logic to the world (I.E. how time works, how elements of the biosphere relate to each other, how the user interacts with the world, etc.), the sprite sheets, the tile engine, level one and the latter half of level two. Most of the logic to what I programmed had to be revised repeatedly over the course of the summer, but despite multiple roadblocks I managed to complete most of what was mentioned above.


The original structure of the game was going to be based on an invisible map of colors which were assigned properties such as texture and passability. The reason we started out with the color map idea was because we wanted to be able to change the textures quickly as the game world changed. The textures would load automatically, fitting themselves inside and around their blocks of colors; however, the edges were blocky and the overall appearance to the game looked quite messy. A solution could have been to go along the borders of the colors and smooth the edges of the textures out, but this would have taken awhile to accomplish due to lack of experience.

For time reasons, and to also make the game look better and more unified, I ended up switching to a simple code from xnaresources.com to create a tile engine. The tile textures, the objects, and collision detection are all entered as integers into 2D arrays that are then drawn automatically onto the screen. This second way of loading the game worked out because we could still switch the textures around easily just by changing their representative integers inside the arrays.


I created a simple game panel with buttons at the bottom where the player can choose which task he or she wants to perform. I didn’t want to make the panel too crowded, so I also put information buttons on the right side of the panel where the player can get information, either about the world or the task they need to do next.


Time was not an easy factor to implement into the game, especially when we weren’t sure how we wanted the levels to flow together. Finally I decided to model our game’s time system after that of Oregon Trail, where the days go by quickly until the player has to make a decision, during which the time stops completely until the decision has been made. I broke an individual day into periods so that the player could see time pass by with an increasingly darkening screen as the sun sets and eventually reaches night time. At the end of each day, the game checks to see if the player has performed all of the required tasks for that level; if the player has completed everything for that level, their character will start the next day on a brand new level with new tasks.


I programmed a method for the environmental logic which took all of the biosphere’s factors into account, such as the rain, the grass’s health, and the health of the player, the animals and the flowering plants. I programmed the grass tiles to change according to how overgrown and dry that grass becomes due to drought, time and neglect from the player.  


Learning to put sprite sheets into the game was essential, because Michelle and I simply had too many textures to load one at a time. Thanks to the tutorials on xnaresources.com, I learned how to take one image and cut it into multiple textures that I could use separately when needed. Using sprite sheets also helped the tile game looking more like a tile game, because each image/texture fit into a 48x48 pixel section (or sections) rather than ranging from all sizes and not quite meshing with each other in appearance. 


I also wrote and programmed the instructions for the elder. At first I made a cut screen where the player could stop and read the instructions outside of the game world, but in the final version the elder enters the game beside where the player’s character is standing and the instructions are shown inside a speech bubble. This way, the elder could intervene and give suggestions as the user plays, and the user doesn’t have to go out of their way and pause the game in order to get the extra instructions.

Michelle Chamberlain


My contributions to the final product of the Kuku-Thaypan Fire Project demo included putting all of the code into classes and methods, creating the algorithm that spreads fire within levels two and three, creation of the kangaroo texture, creation of the crocodile textures, and merging code between different versions of the game. 


Merging code was probably the most difficult of my contributions. It took me a few days to get the hang of it but once I did the game was all the better for it. Creating the textures on the other hand was probably the easiest of my contributions, even though they look almost nothing like the animals they are supposed to resemble. 


The algorithm for spreading the fire in level two, and level three involve for loops that check whether it’s the right conditions for a fire and then based on that spreads the fire in the proper directions and then leaves charred land behind. 


Putting the code into classes and methods was also very difficult, however it needed to be done because before that everything was in main and there was over one thousand lines of code. Putting everything into classes and methods made the code more readable, and much shorter. It also had the added benefit of making it so Jordana and I could work in different classes at the same time without it being as likely that something we did would cause the code to break. 
Lessons Learned


We have learned two different forms of collision detection. One involving tile-based engines and two dimensional arrays, the other involving the creation of a bounding box around a texture. 

We have learned that the use of a tile engine with two-dimensional integer arrays is faster and more efficient than having the game read in a color map and using the color map to determine which textures goes in each spot on the game map.  


We have learned how to code using the C# programming language. We also learned how to use the C# language in Microsoft XNA Gamestudio. We learned all the different features we could use in XNA Gamestudio, and put them all into good use in the creation of this game. 

We have learned a great deal about the Kuku-Thaypan indigenous culture. We learned how to survive in the Australian outback when taking stewardship of the land. For example it is not a good idea to camp too close to a river otherwise crocodiles may come to eat you in the middle of the night. We learned how to create proper fires in the right situations. For example it is not a good idea to burn green or brown grass, however it is optimal to burn grass that is a mixture of the two. 
Conclusion
   Design issues we had included creating the scenarios given to us from the indigenous people. For example setting camp up not too close yet not too far from the river had the issues of figuring out how close is too close, and how far is too far. Giving the characters a cartoonish depiction was important so as to not upset the indigenous people. The indigenous people are upset by seeing someone whom has died, so giving the characters a cartoonish look made it so that they could not resemble anyone whom has died. 

   Game engine creation using XNA Gamestudio was fast and efficient. Use of a tile map instead of a color map that generates textures was more efficient because it made the code shorter. Using a single file that we can cut textures from was more efficient because then we had to load fewer files into the game. Use of the tile engine in collision detection was more efficient in that you did not have to figure out the exact points that you wanted to have collide, you used a system of ones and zeroes in order to determine where the boundaries were.

   Controlled cool fire is beneficial to the environment. Controlled cool fire can only be achieved in the Australian outback with half green half brown grass being burned. The brown grass alone burns too hot and can scar the land. The green grass alone does not catch fire. 
Future Work

Our future work on this project includes the completion of the game. After the game is completed we will present it to the Kuku-Thaypan people to get their approval of the game. If the game isn’t approved we shall make any changes they request. Once the game is approved we will run studies to make sure that people actually learn from the game. If the game is fun and educational then we will distribute the game. 

Appendix A
Design Document for:

Australian Fire

The Ultimate Survival Game

“Don’t Kill More Than One Kangaroo!”™

All work Copyright ©1999 by Kuku-Thaypan Fire Project

Written by Michelle Chamberlain and Jordana Hodges

Version # 1.00

Friday, August 10, 2007 

Design History

Version 1.10

1. We have expanded on various aspects of the game

2. We have included more details about the layout of the game and how it was rendered

3. We have included more information about the characters within the game

Version 2.00

1. We have added the details of the plot

2. We have included what choices must be made

3. We have shown how the player will know whether they are doing the right thing within the game or not

Game Overview

Philosophy

The Kuku-Thaypan Fire Project is looking to promote a positive view of the Australian Indigenous traditional knowledge and culture. Through gameplay, the player should have a higher level of understanding and respect for the Aborigines people. 

 The player will learn to make the appropriate choices according to what they see and learn in the world around them. Within the games biosphere, the player will learn how everything affects everything else in a large web of relationships between the natural elements. There will be positive and negative feedback corresponding with everything they do.

The player will learn about maintaining the land using the traditional Aborigines fire control techniques. In order to succeed in the game, the player will have to learn how to become a good steward of the environment. 

Game Abstract

The Kuku-Thaypan Fire Project will be a single-player adventure SIM game based on survival.  The world will be 2D and cartoonish. 

An Australian Indigenous boy must survive on his own in the northern Australian wilderness and take care of an area of land using Aborigines fire control. Player will learn to read the land and take the appropriate measures to preserve balance between the natural elements for both his and the biosphere’s survival.

Motivation

The Kuku-Thaypan Fire Project will be made primarily to bring about awareness of the Australian Indigenous culture.

This game will also be geared towards Aboriginal children; the Kuku-Thaypan Fire Project will be created to boost the children’s appreciation and respect for their own culture.

Location

The 2D game world will be representing the wilderness within Cape York, Australia. 

The biosphere is about five square miles, complete with various types of grass and trees, bushes and rivers. The game has a width of fifteen-hundred pixels and a height of fifteen-hundred pixels. A square mile is three-hundred by three-hundred pixels. 

Focus (Player motivation)

Player will enhance individual survival while maintaining the landscape.

What’s Different?

The Kuku-Thaypan Fire Project will be the only game based on the Australian Indigenous culture. 

The game is also not just about individual survival, but also heavily includes the survival of the surrounding ecosystem.

Game Architecture
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Feature Set

General Features

Two-Dimensional representation of the Australian outback of Cape York

Crocodiles

Kangaroos

Village Elder

Fire setting options

Wiimote

Keyboard and mouse interface

Map importer

Procedural detection of fire boundaries

Gum Trees

Blue Berries

Yellow Berries

Red Berries

Dry Grass

Green Grass

Half-dry and half-green grass

Editor

Microsoft XNA.

Gameplay

Set up Camp close to the water but not close enough for a crocodile to eat you during the night

Set fires to make the land healthier

Hunt and kill Kangaroos for food

Go fishing while avoiding crocodiles

Survival in the wilderness
The Game World
Overview


Two-Dimensional map with rivers, trees, grass, and various kinds of berries

Vegetation


Gum Trees


Blue Berries which have healing properties


Yellow berries which are edible


Red berries that will make you sick


Dry grass


Green grass


Half-dry half-green grass 

Camera View

The main camera view is overhead. The camera view changes for hunting to a side view wind direction indicator and spear range.

The Physical World

Overview


The physical world is five miles by five miles. It amounts to fifteen hundred pixels by fifteen hundred pixels. One mile is three hundred pixels by three hundred pixels. There is dry grass, half-dry half-green grass and green grass. There are gum trees. There is a river. There are blue berries which are used for their healing properties. There are yellow berries which are edible. There are red berries which make you sick.  

Key Locations

1. The river – it has a crocodile

2. Tall grass -  where the kangaroos hide

3. Campsite of your own choice- however you will be warned if it’s too close or too far from a water source

Travel


The player walks around the world using either the wii-mote or the arrow buttons on a keyboard.

Scale


Five square miles made by fifteen-hundred pixels by fifteen-hundred pixels.  Three-hundred pixels by three-hundred pixels makes one square mile. 

Objects

The Land: You must interact with it in order to keep it healthy by setting fires when needed in the correct spots, and occasionally eating a kangaroo so their population neither gets too large or too small.

The Campsite: you may need to move if it is either too close to the water, or too far away from the water.

The Fire Bag: Holds the coal that is used to create fires.

The Spear: Used to hunt kangaroos.

The Kangaroos:  are hunted.

Red Berries: poisonous fruits.
Blue Berries: medical fruits.

Yellow Berries: edible fruits.

Fish traps: Catch fish for food.

The Backpack: Carries supplies.

The Bucket: for gathering fresh water. 

Weather


The only weather will be clear skies or rain. The rain will be indicated by blue spots all over the screen.

Day and Night


We will indicate nighttime by shading the background. The world will change from day to night every sixty seconds.

Time


Player will be given stewardship of the land for thirty days. Each day lasts as long as it takes to complete your task. There will be at least one instance where the game jumps ahead in time altogether after a fire has been set so the grass can re-grow quicker. Game play will last thirty to forty-five minutes average.  

Rendering System

Overview


We will be using Microsoft XNA to render a two-dimensional world that is based off of the Australian savannah of Cape York. The background will scroll as the character moves. 

2D/3D Rendering


We will be using Microsoft XNA to create a two-dimensional world.  

Camera

Overview

The Camera is centered on the player, and moves around with the player. The views will change for a side view and for when you are hunting but mainly it will be an overhead view. 

Camera Detail #1


The camera will follow the character as he moves around the world.

Game Engine

Overview

The game engine will keep track of variables that control aspects of the world we are creating. For example, it will keep track of whether or not any fires have been set or not. It will keep track of whether or not any kangaroos have been killed and if so how many. It will keep track of how healthy the player is. It will keep track of how much food and water the player has. It will keep track of the cleanliness of the player. It will keep track of the health of the biosphere the player is in. 

Water


There will be water in the world that has various kinds of fish and crocodiles within it. The player can pass it if there is a bridge.

Collision Detection


Our game engine will be using bounding boxes to detect collision.
Lighting Models

Overview

We will not be using any special kind of lighting model. The only changes in lighting occur when day turns into night and vice versa.
The World Layout
Overview


Background is drawn based on a color map that will be made in the Microsoft paint application. Here is an example of what the game world may look like after it is rendered through XNA:[image: image2.png]



Game Characters

Key Characters

Name: Kalti

Age: 10

Level: 1


Race: Aboriginal

Current Experience: 0

Experience needed to reach level two: 10

Inventory:

1. Spear

2. Coal Bag

3. Coal

4. Bucket

5. Backpack

Personality: Kalti is intelligent for his age, educated by the elders of the Aboriginal people, he has a lot of respect for those whom are older than him. He loves his family and always tries to put their needs before his own.

History: The second child of Gulara and Kolya. Kalti has an older sister, Burilda, whom he does not get along with. Kalti also has a younger sister, Camira, whom he loves dearly.

Motivation: Since Kalti and Burrilda do not get along, Kalti wishes to get out of the hut for the summer and learn the ancient fire practices of his people. Kalti is aided by his grandfather Allambee.

Name: Allambee

Age: 60

Level: 10

Race: Aboriginal

Current Experience: 100

Experience needed to reach level eleven: none, ten is the highest level

Inventory:
1. Years of experience using fire to keep the land healthy

Personality: Allambee is wise, honest, somewhat playful, and a bit quirky.

History: Allambee learned how to take stewardship of the land when he was about Kalti’s age. He is very fond of his grandson and wishes to see the traditions of the aboriginal people to be passed on. Allambee was thrilled when Kalti told him of his interest in taking care of the land.

Motivation: To see the ancient traditions of his people passed on, and to share something special with his grandson.

Cape York, Australia: The final and most crucial character is the land itself over the age of forty-thousand years old which interacts with the player through symbolism. The land begins the game with a health of five out of ten. 

Enemies

Crocodiles: will come and eat you during the night if you camp too close to the water. The crocodile’s age is unknown.

The fires you set: can injure or kill you if you are too close, especially if you set a hot fire. Fire doesn’t have an age.

User Interface
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When you first begin the game you must choose to start the game from the main menu.
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Weapons

The Spear

The spear will be using when hunting kangaroos for food, it may also be used when going fishing.

The Coal

The coal will be used for setting fires to the areas that need it so that the land may grow healthier and more fertile.

Knowledge of the land

Perhaps the most important weapon you have is the knowledge you gain of the land, which allows you to more effectively take care of the land you have gained stewardship of.

The Bucket

The bucket is used to gather water.  

Musical Scores and Sound Effects

Sound Effects

We will be using the following sound effects:


Birds


Kangaroos


Running water


Koalas

Crocodiles

Dingo

Wind

Fire

Rain

Moving grass

Sound Design


We will be using sound effects found online that are free.
Single-Player Game
Overview

The player will experience camping in the northern Australian wilderness and will be beset with a variety of responsibilities towards maintaining the local environment.

Gameplay Time

Forty-five minutes.

How do you win?

After thirty “days” (thirty to forty-five minutes real-time) of surviving on his own in the wilderness, the player will be scored on their health, as well as the health of their assigned biosphere. If they have a certain level of health for themselves and the bio-sphere then they win and the animals throw a big party and birds chirp.

Persistance

In the instance, yes.

Saving and Loading

Player will be able to save their game onto their local machine and begin where they left off afterwards.

If The Player Dies

The game asks if they would like to start the task over again, if they don’t then the game asks if they want to either end the game or start the game, over, or save.

Character Rendering
Overview


We will create our characters within the Microsoft Paint application and then load them through the content pipeline in Microsoft XNA Game Studio.

Originality

All of our characters will be original and created by us.

World Editing
Overview


We will create the backgrounds by using a color map that generates textures based on which colors are used. 

The Color Map

The color map will be made using the Microsoft paint application.

The Textures

Will be loaded into XNA through the content pipeline, some will be created by us, others will be found online. 

The Plot
Scenario One: Camping

The player must walk around and try to choose a good camping site that is close enough to a water source so that they can easily get water when needed but not so close that a crocodile could come and eat them during the middle of the night. If you camp too close to the water an elder will show up and warn you that you may be in danger of being killed if you stay where you are. If you ignore him for a particular amount of time then a crocodile will come and eat you in the middle of the night. Otherwise the birds will sing and animals will dance. 

Scenario Two: Gathering Berries and Water

There are three different types of berries in this game for the player to choose from. If the player chooses blue berries then their food supply increases as well as their health because blue berries are medicinal. If the player chooses yellow berries, then their health increases. If the player chooses red berries their health drops because the red berries are bad for them and then they need to collect some blue berries to cure them. When you eat the red berries it will become quiet and the elder will show up and tell you that you will get sick if you keep eating the red berries, once you eat some blue berries the birds will start singing again. If you ignore the elder then you will begin to lose health points. If you run out of health points you die and the game ends. Then the player must collect some water. However if the water is stagnant then the player will get sick and need blue berries. Again the birds will stop singing if you drink stagnant water and the elder will show up and tell you that the water isn’t good for you. If the water is running then the players health will increase, and the birds will keep singing. After you have both of these tasks accomplished then the animals will dance.

Scenario Three: Burning Grass

In order to be able to hunt kangaroo you must be able to see the kangaroo but the grass is too high to be able to see them. So the player must choose a spot in the grass to burn.  If the player tries to burn the green grass it will not catch fire. If the player tries to burn brown grass then it will catch and burn hot, if there are any trees within the fires vicinity then they will also catch fire and it will harm the biosphere. The land will be charred from the hot burn. The grass will take about three to four weeks to re-grow, it will re-grow green. If you try to burn the half-green grass it will catch but it will be a cool burn. It will last two to three hours, and it will grow green within 2 weeks. If you set off a hot fire the birds will stop singing and the elder will warn you not to set a bad fire again. If you set a good fire the animals will dance and the birds will sing. If you try to set the green grass on fire then the elder will come out and tell you that that kind of grass will not burn. At this point in the game time will speed up in order to watch the grass re-grow in the game. If you are too close to the fire, particularly a hot fire then you could either be injured or killed. The Elder will warn you if you’re too close to a fire you are trying to set. 

Scenario Four: Hunting Kangaroos

When hunting kangaroos you must approach from downwind, otherwise the kangaroos will run from you. If you don’t manage to kill a kangaroo then later in the game there will be too many kangaroos and the health of the biosphere will go down.   If you kill one kangaroo you will have enough meat to feed your family, your health will increase and so will the biosphere’s health. If you kill more than one kangaroo then later in the game there will not be enough kangaroos and the biospheres health will go down, although your health will still increase. If you don’t kill any kangaroos or kill too many the elder will come out and warn you and the birds will stop singing. If you kill one kangaroo the birds will sing and the animals will dance. 

Appendix B

Related Works


A project that is related to our own in that it has interests in making games that are inoffensive to any culture is the CUI project (Cultural User Interface)(Alvin Yeo, July  1996, “Cultural User Interfaces: A Silver Lining in Cultural Diversity”).  The idea behind it is that different cultures interpret things differently so before you create something that will be distributed to various cultures you should consult with someone of that culture to make sure you don’t inadvertently offend any of the cultures you are distributing your product to. Yeo makes the example of the OK hand gesture saying that we understand it as meaning OK but “in France the same gesture means “zero”, “nothing”, or  “worthless”. In some Mediterranean countries, the gesture implies a man is homosexual.” So if we were to make a game where the OK hand gesture is used, and then send the game we have created off to France or the Mediterranean we’d be offending a lot of people, depending on which context the hand gesture was used in. As the Author points out however people are not necessarily defined by a single culture. For example I enjoy rock music and am an American. Therefore I am part of the American culture, but I am also a part of the culture of people who enjoy rock music. 

This project is related to our work because we are taking gender, religion and other various factors into account at the start of the game so that we will not offend anyone whom may play it. For example we’ll have options for various age groups, different genders, and if you prefer to have the indigenous boy clothed completely.  It’s also related to our work in that we are making a conscious effort to make it so that we do not show anyone whom is dead within the video game because the Indigenous people of Australia are always very highly saddened and offended by seeing pictures of dead loved ones. 

Our project however is better because we are having the people whom play the game decide on what is offensive to them and allowing them to control various aspects of the game by having them choose from various features at the beginning of the game.  We’re not making various versions of the game in order to please each individual population. We’re creating one game where whichever version of it runs is based upon which options you choose at the beginning of the game.  Also the player can use the Wii-mote in order to control the vario0us options of the game even though we are not using a wii as the media we are putting the game onto. The game will be run by a computer. The game will be one-player in a two-dimensional world. 


Another related work to what we are working on is “Factoring Culture into the Design of a Persuasive Game” written by Khaled, Barr, Fischer and Noble in November of 2006. They created a game for an indigenous culture in New Zealand to try and persuade them to stop smoking. They took into account the cultural beliefs of the Maori indigenous group before creating the game and created a separate version of the game for the New Zealand European population. They interviewed various people of the two very distinct cultures to get their views on smoking, and to find out which arguments they would find most convincing to get them to stop smoking.  

This is related to our work because we are using the guidance of one of the Indigenous people of the Kuku-Thaypan tribe in the Cape York, Australia region. It’s also related to our work because we are taking the culture of the Kuku-Thaypan people into account before making the game. We are using knowledge that they have given us about the landscape in Australia and ways of reading the land in order to know when and where it’d be best to set fires in order to make the land healthier and more fertile. This has an effect not only on the plant-life in the region but on the wildlife as well. For example if there’s not enough dark green grass around for the kangaroos to eat then you must  burn some of the grass that is around you in order to get more kangaroos into the area. The Kuku-Thaypan people then kill and eat a kangaroos that has come around once the dark green grass has grown.  However we will not be showing the actual death of the kangaroo so as to not offend the Kuku-Thaypan people. However if you kill more than one kangaroo you suffer some form of consequence (which has not of yet been determined). You also need to know the differences between the various types of berries that grow out in the Australian savannah. For example, red berries are poisonous, yellow berries promote healing, and blue berries are edible.  Also the research included information about how in Indigenous cultures the elders are respected and extended family is very important in everyday life.  Consequentially this lead to some of the Indigenous culture smoking since their parents and other family smoked it was viewed as an acceptable habit. 

Our project is better than this one however in that it teaches practices that have been performed by the indigenous people of Cape York in Australia for at least forty-thousand years.  It teaches the player how to read land in order to set useful fires that make the land a healthier more fertile and overall better place to live, which consequentially allows the Australian indigenous population to have longer healthier lives because they have more food to eat.  It will also teach the fishing, washing, and living conditions of the indigenous people while they take stewardship of the land. The player will be easily able to tell when they have done something right or wrong through various cues in the landscape itself. Also the player will be using a Wii-mote to control the various aspects of the game including which area of the savannah they are in, general moving of the character around,  and where exactly the fires are set. 
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There are many groups of people interested in keeping the Australian savannah healthy through the use of setting fires. One such group of people involved in doing this is Northern Australian Fire Information (NAFI)  (http://www.firenorth.org.au/nafi/app/init.jsp) . They give information on the burnings in various parts of Australia, but Cape York is right at the top of the list. They show where there have been recent fires and how long the duration of the fires are and the exact location those fires are in. They also give information about places that are commonly burned during which part of the year.  NAFI also allows you to zoom into specific areas in order to learn more about the particular regions the fires are in.  NAFI also allows you to print out the information. The map on the NAFI website also allows you to pan over various sections of Australia. You can also view various layers or the map. The website also gives information on fire scars that have been left over from some of these fire. Some of the fire scars go back as far as 2004. 

This is related to our project because they give information about the fires in Australia. We are going to be making a game that teaches how, when, and why some of those fires are set. We will also be teaching the culture. We will also be teaching some of the history of the people whom set those fires. 

Our game will be better in that since it is a game, it makes it more fun to learn the information given. It’s nothing like most modern day video games in that it teaches something useful. It’s also not terribly flashy because it’s created in a two-dimensional environment. Our game will also be better in that we aren’t using the conventional controls that can be used in a computer game. We will be programming the game to use Wii-mote controls to make the game more fun and more efficient.  
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In conclusion, there are various related works to the Kuku-Thaypan project that we are currently working on.  There are articles about game interfaces made for various cultures. There are articles about games that have already been made to teach the Indigenous population of New Zealand. There are websites devoted to teaching about the fire management problems in Australia that have been made by the Indigenous populations, which includes the Kuku-Thaypan people of Cape York, Australia.  Our project is better for having the information in these articles and websites and we shall use the information within them to make the game as fun and educational as it can be. 
Works Cited

Ilk. (2007). Traditional Knowledge Revival Pathways. Retrieved August 9, 2007, from Traditional Knowledge Revival Pathways: http://www.tkrp.com.au/

Jaegers, K. (2006). Creating a Tile Engine With Game Studio Express. Retrieved August 9, 2007, from XNA Resources: http://www.xnaresources.com/pages.asp?pageid=21

Khaled, R., Barr, P., Fischer, R., Noble, J., & Biddle, R. (2006). Factoring culture into the design of a persuasive game. ACM International Conference Proceeding Series (pp. 213-220). Sydney, Australia: ACM Press.

Tropical Savannas CRC. (2007, July 8). North Australian Fire Information. Retrieved August 7, 2007, from North Australian Fire Information: http://www.firenorth.org.au/nafi/app/init.jsp

Yeo, A. (1996, July). Cultural User Interfaces: A Silver Lining in Cultural Diversity. ACM Press , 4-7.

36

