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Summary: 

Coding:  

Sound:  

Bob Moog’s Sound Garden uses a gaming platfrom in order to teach children 
the differences of five different tyes of sound waves and how they may differ in 
both frequency and pitch. Taking into account Bob Moog’s love of gardening, 
children wil be able to plant their own gardens that will help them learn about 
sound. Children will be able to plant flowers in a garden that represent the saw-
tooth, pulse, triangle, square, and sine wave. Through game play the children 
will be allowed to learn at their own pace and experience the difference in sound 
waves through both sound and sight. 

The project will be programmed using a game development environment called 
Unity. Unity is an efficient tool to develop video games because it provides 
many necessary prebuilt systems which would otherwise have to be created by 
hand. Considering our time constraints, Unity is a timely choice because the 
majority of programmers in the current NMD 306 class have experience with 
Unity or are already comfortable with it. Unity is a capable production tool be-
cause the project’s production environment will be a website and Unity provides 
an embedded web player to play games in a browser. Unity’s web player is sup-
ported by Safari, Firefox, Opera, and Internet Explorer.

The sound in this game will be used over several different platforms. The game 
will consist of a quiet soundtrack on the main menus before fading when the 
user begins the game. Each asset in the game will be accompanied by a small 
sound effect when it is put into action. As for the flowers, they will begin on the 
lowest frequency and the highest pitch, changing each time the user interacts 
with this. The sounds should represent each type of sound wave, yet still main-
tain an organic typre sound. The user should be able to recognize the different 
sounds the flower produces easily. 



Game Architecture: 

The game will start with a basic start screen prompting the user to begin the 
game. The user will be prompted through the game by an in game tutorial in 
order to lessen the amount of reading the user may encounter. The user will be 
equipped with five different tpes of seeds that represent each type of sound-
wave. The user will then be able to plant  type of seed they so wish to use and 
from there manipilate the flower/sound wave type that grows. Game play only 
ends when the user decides that he or she is finished playing the game. The 
user may not restart the game, but does have the ability to change flower/-
soundwaves that they have planted. 



The main game play screen for the players. 

Game Overview: 

The tools section will hold the majority of the game play mechanisms. 
These tools will allow the user to manipulate the sound wave and the 
flower in specific ways. 

Tools:
1. Watering Can- Controls the pitch of the flower. As the watering can 
is used the flower grows in size and deepens the pitch of the flower.  
Can be used up to five times on one flower. 
2. Fertilizer - Controls the amplitude of the flower. As the fertilizer is 
used the flower growes “stronger” and the amplitude of the sound-
wave increases. Can be used up to five times on one flower. 
3. Shears - Cuts the flower at the stem allow for new flowers to be 
planted. 



The flower section will hold the seeds for the five different flowers. The 
seeds will be represented in bags with the name of each soundwave they 
represent underneath. The seed bags will also have a symbol on it repre-
senting the sound wave it will be. Seed bags will be able to be dragged 
and placed over the plot of dirt the user wishes to plant the flower in. 
The five types of soundwaves represented by the seeds will be triangle, 
square, sawtooth, sine, and pulse.  

The soil that the flowers will be planted in will be represented by a large 
plot of land. The plot will contain five physical plots that the user can 
utilize. Each plot will show the top of the soil as well as show a view of 
the seed once it is planted so the user can visualize the flower as it 
grows and is able to keep track of what plots are in use. In addition, he 
soil should change color when a seed has been planted, indicated that 
the soil has been disrupted. 

The physical flowers themselves will be appear after a short amount of 
time after planting. The stems (not currently shown) will be in the shape 
of the soundwave they represent. Each stem will appear to “grow” into 
the shape before a flower ‘pops’ up. The flowers stem will change ac-
cording to the different frequencies and pitches that the user has set 
them to. The flowers should also have a slight swaying animation. Upon 
being cut, the flowers will shrink and disappear from existence. 



Teams Roles:  
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Project Leader - Hanna Karas 
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   Jack Rideout
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     Becky Turner
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       Will Tooher - Consultant
     Elleson Butler - Consultant

April  6: Consult with the class
        General list of concerns
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April 13: Project Due
   

Sound Team - Will Tooher (Team Leader)
     Garrett Clare
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