








Game Overview:
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The main game play screen for the players.

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:

Project Leader - Hanna Karas

Coding Team - Gene Herrscahft (Team Leader)
Dylan Landry

Design Team - Ted Scontras (Team Leader)
Jack Rideout
Adam Donabed
Megan Hurrell

Art Team - Jessie Huff (Team Leader)

Megan Lewis

Jess Ronner

Becky Turner

Brynee Allan

Will Tooher - Consultant

Elleson Butler - Consultant

Sound Team - Will Tooher (Team Leader)

Garrett Clare
Ted Scontras - Consultant

Timeline:

April 6: Consult with the class
General list of concerns
April 7-10: Address concerns
Work on class critiques
Continue necessary work
April 11: Class critique
Final look
April 12: Finalize Details
April 13: Project Due



