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INTRODUCTION
The Econauts is a fun filled game 
targeted at children ages 9-12 that 
focuses around environmental 
sustainability. 

The game  has elements of space 
travel, adventure and action.
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CONCEPTUAL REVIEW
Conceptual review of similar 
pre-exsisting games.

Math Blasters:
Pro’s
+Great Art Style
+Good at educating children
+Fun games/interface
+ Bright colours

Con’s
- Use of boring movies instead of 
Interaction
- Graphics are too old for today’s 
audience

Planet Ten:
Pro’s
+Fun mini games
+Good gameplay

Con’s
- Dull artstyle and themes
-Not very educational



Colours: 

The color scheme was meant to follow Space Age/ retrofuturistic 
appeal.  The colour scheme allows for the user to feel excitment 
and adventure. Whilst the colour scheme is engaging enough for a 
younger audience, the more destaturated tones allow for the game 
to be enjoyed by an older audience.

Typefaces:

 
Bebas Neue (Bold) gives the project a bold, professional feeling. 
Rockwell balances out this stark text by being easy to read and 
more inviting.

#fbb357/ #ffd998 
 
 
 
 #1c404e/ #2b5262 
 
 
 
#55882b/ #81c341 
 
 
 
#006c94/  #036384 

-BEBAS NEUE (BOLD)
-Rockwell

Visual 
INTERPRETATION



Shape: 

The circle is the main shape is used for this assignment. The 
Gestalt principles of the circle make it symbolise unity and law.

Examples:

Style:

The retro-futuristic style is meant to evoke a childlike sense of adventure 
and wonder, but still uses more sutble colors to appeal to an older 
audience. My style is derived from various 1960’s pulp novel’s, tv shows and 
movies like Flash Gordon. 

Shape and style



WIREFRAMES storyboard

1) Opening Sequence: Parallax 
Scrolling in between sequences 

2) Home Page: Each part of the planet 
acts a hyperlink to a mini game in 
which you have clean up the 
environment in some way. Content 
works via dialog from Harold/Jemima. 

3) Action Mode: Each part of the planet 
acts a hyperlink to a mini game in 
which you have clean up the 
environment in some way. Content 
works via dialog from Harold/Jemima. 

4) The Inventory: When an item is 
needed to solve a certain puzzle or do a 
certain action, the user will use their 
backpack to get an item. 



WIREFRAMES storyboard Moodboard



Typefaces:

 
Bebas Neue (Bold) gives the project a bold, professional feeling. 
Rockwell balances out this stark text by being easy to read and 
more inviting.

SAMPLE INTERFACES



This is the planet gaia, THE CITY HAS 
BEEN BUILT, BUT THE  ENVIRONMENT 
NEEDS A LOT OF help.



Prototyping strategy



prototype timeline



RATIONALE 
PROTOTYPE:

1) The prototype starts off with the title screen 
featuring the logo and a “start” button.

2) A box opens in which the user slects the characters 
name, age and gender.

3) An opening story explaining the plot of  “Econauts”   

3) This then leads to the main menu in which various 
areas of the planet can be accessed.

4) Only the forest will be accessible in the prototype.

TIMELINE:

1) My skills in Illustrator are a high standard, but my 
skills in Adobe Flash are at a beginner’s level.

2) Using crowdsourcing from an audience suiting the 
age demographic i will be able to create a much more 
effective and enjoyable experience for my target 
audience.

3) Considerations to using HTML 5 and CSS will be 
kept in mind.
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