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FROBLEM
SOLUTION

What is broken and how
are we going to fix it?
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THE PROBELEH

Sponsor and Organization Client's Business Area
e Dr Asl‘(rjish ,?mresh,twit%expertise ir} video « Our client operates in games research,
ame development and a passion for : e
gddressing hpeolth issues. P focusing on vaccination
awareness.

« MGSis dedicated to creating engaging

solutions for healthcare challenges. . Vaccination plays a crucial role in

e Dr. Amresh aims to bridge the gop in preventing hospitalizations and deaths
adolescent vaccination rates through among
interactive video game interventions.
Existing Issues Specific Problems
. Vaccination campaigns lack engagement o Poor vaccination rates among .
among , leading to low uptake adolescents

B =i i B
o Limited studies for improving vaccination
rates.

o Lack of platforms within clinical settings to . .
promote vaccination awareness.
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am THE SOLUTIOM

® Combine Awareness Through Gaming

e Modifiable components for creating gome

mechanics

° Simple, modular architecture

e Knowledge drops to help players learn

e  Game environment can fit any domain

Did You Know...

The COVID-19 vaccines currently available and being developed in the
U.S. don't use the live virus that causes COVID-19. Source: Mayo Clinic
Staff



REQUIREMENT
SPECIFICATIONS

Our requirements.




REGUIREMENTS OVERVIEMW

MAJOR REGUIREMENTS
Develop Upload fo

Game Web Browser

Burst Style Genres

® Players have a limited time to play while waiting .
for their appointment A.

Behavior Change/Educating

e Knowledge Drop components

Customization
. . e Components can be easily modified to suit the

users preferences Play Game
s B B
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ARCHITECTURE &
ITMPLEMENTATION g

Logical architecture
and tools used.
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ARCHITECTURAL OVERVIEMN

Researcher
Obtains Data
From User
Interaction

Teen Plays
Game
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~15 minute
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Window
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Game Engine

e Unity

(@)

HTMLS and WebGL
development support

Compatible with a wide range
of platforms

Web Browser

e |tch.io

(@)

Easy to upload and find
gomes

Mobile device compatibility

HTMLS and WebGL platform
support



ITMPLEMENTATION REVIEMW

Character Component
o Movement and interaction

o Player controller
o Autonomy

e Environment Module

I‘ o Platform component

o Obstacle component

e Knowledge Drop Module H‘aﬁiH
o Knowledge drop canvas -BqpEN-

o Conditional activation -1

e Level Manager Component

o Character respawn
<:> o Scene management
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PROTOTYPE

REVIEW

What we have so farl!




STARTIHNG UP

Character (Script)

4]
Rigid Body & Character (Rigidbody 2D)
GFX A GFX (Transform)
Move Speed 15

5

Jump Force

Is Moving

Is Jumping

Is Grounded

Jump Counter

Total Jumps

Ground Layer

Can Move Vertical
Can Move Horizontal

Can Jump
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GAMEPLAY LOOP

Score: 0

v Level Manager (Script)
n

Respawn Point X 0 v el
Fall Detector @ Obstacle (1)

Scene Name PlatformLv2

Score: 2




How did we tackle our
problems?
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TECHNICAL CHALLEHNGES -

GITHUE AMD UNITY COMPATIBILITY .

e Amount of files when importing packages range
around 15,000 to 20,000
e GitHub has a file size limit of 100 MB per file

SOF THARE REUSABILITY L e
. C
e Our fraomework requires maximum reusability i A
e Difficult to determine what developers would like e

. to implement in their medical-focused games




SOLUTIONS

GITHUE AMD UNITY COMPATIBILITY

e Currently importing as packages into GitHub, with
different components as their own package.
e Included a Gitlgnore for Unity to avoid any

unnecessary commits such as metadata files

SOF THARE REUSABILITY

e Referring to example games from our client
developed in GameMaker
e Making sure all components are in a singleton

design, meaning they are not dependent on another

component.
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TESTING FPLAN

& SCHEDULE

Moving forward.




COosT SCHEDULE

TECHNICAL OBJECTIVES

PROJECT

SCHEDULE
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DECEMBER
2023

UML Diagram
of Code
Components
and Begin
Development of
Usa Case 1

JANUARY
2024

Rough
Design
Document
and
Development of
Use Case 1

L4
FEBURARY MARCH APRIL MAY
2024 2024 2024 2024
Finalized Development  Finalized Use  Final Touches
Design of Use Case 2 Case 2 and End of
Document and Year
Use Case 1



D TESTINMNG FPLAN Vs

Unit Testing Integration Testing
components are fully functional environment to create a
and work in a singleton design. functional use cose.
Usability Testing Performance Testing .
. . Certify that the target users for our Compaitibility, optimization, and . . .
framework, being beginner game maintainability.

. . . developers, are able to use our . . .

product with ease.
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CONCLUSION

Importance of the Project Project Vision and Goals .
preventing hospitalizations and deaths among e video game framework to promote vaccination
. awareness oamong
address the gap in vaccination rates among e Create games within clinical settings to maximize

impact during short interaction times.

Have you been administered the |
COVID-19 vaccination?

Commitment to Software Reusability and Implementation Overview
Scalability e Technologies used: C# scripts in Unity game

engine.
e  Moximizing software reusability to benefit future S

developers. e Games accessible via web browsers, particularly on

bile devices.
e  Scolability of the framework to accommodate MOBIiE cevices

different gome genres and medical subjects. e  Overall client is happy with our product)
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