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Fengyu, you should make sure that you have someone proofread your writing before submitting it. You have many small grammatical errors in the text that need to be fixed. 

ABSTRACT:

This project provides an environment to learn how to cook Chinese food, as well as the culture behind the food. The target audience is anyone who is interested in Chinese food. By taking advantage of new technology, I’m building a game that can simulate the real world cooking process. Players experience the virtual world by interacting with the game interface. Through playing the game, players absorb knowledge in a relaxing way. This paper is going to state the theoretical foundation of the project, some related projects that inspired me, as well as how my design work is going on.

INTRODUCTION:

Art, education and culture are my initial research fields. I want to take advantage of the power of art to improve our educational environment and the process of cross-cultural communication. Based on my background, I narrowed my topic down into Chinese culture and experiencing learning.


Following are my major design questions:

1, What are foreigners interested in Chinese culture?<-- what are? This is likely not grammatically correct and is therefore confusing
2, How to build an environment for them to experience better?

3, How to introduce the culture in an efficient way?

4, How to provide a brand new learning experience?

In order to find a solution to these questions, I’m going to build a game, to explore the way games help the education.

CONCEPT:

The motivation of my project is my own experience after I moved to the US last year. There were so many differences between  Chinese culture and  American culture. At the first few months, I kept getting confused or making other people confused because of the gap between the two cultures. Even though I had read some books and visited websites about western culture before I came here, I still could not manage it. Culture is a social knowledge, but it is also a personal experience. No one can really learn a culture just by reading books or watch documentaries.

Situated cognition is a good concept for education on culture. “’…situated cognition’ (I.e., thinking as tied to a body that has experiences in the world)… human learning is not just a matter of what goes on inside people’s heads but is fully embedded in (situated within) a material, social, and cultural world”.1 The first culture that an individual [has was learned] <--grammatically incorrect and confusing by situated cognition. For example, I was born and brought up in China, without any specific education, I understand the culture very well. The same thing happens all over the world. If we can create a cultural world for learners to gather information through their own experience, the learning process will be similar to how they learned their own culture. This simulation may increase the efficiency of cultural learning.

China has a history of more than 5000 thousand years. Its complicated and mysterious culture attracts people. There are China towns in big cities all over the world. They try to introduce Chinese culture by built this small cultural town. However, in order to be accepted in other countries, Chinese culture is changed there. Even though foreigners are familiar with China town, they can still be confused if they actually go to China. 

Rather than physically create a town, I would prefer to provide a virtual experience by new media. It is not only less expensive to built, but also easy to get people involved. Rather than driving for hours to go to the actual place, users can easily take part in the simulate world just by using digital device wherever they want. What is also important is that digital media is much easier to be manipulated by their creators, so they can keep the exactly<-- grammar culture.

Culture is a wide area, including languages, religions, literatures, history, food, and arts … After talking to several non-Chinese friends, I realized that food is the most interesting thing for them. There [are a lot more than]<-- grammar just eating and cooking in Chinese food. It is a good chance to develop a view of Chinese culture by introducing  food. 

I came up with the idea to create a cooking game. In this game, players act as a non-Chinese character, and share the experience of the character during play. It’s not only  teaches players how to cook Chinese food and  how it looks and tastes, but also introduces the stories behind the food.

RELATED WORK:

Life simulation games are popular today. One of the most famous simulation games is the Sims. Players make choices for the characters, and manipulate his life. The game is built in a decent 3D environment, which makes the experience realistic. But, there is no specific theme in this game. 

Compared to the Sims, Real Lives 2007 is another type of life simulation. It is counted as an educational simulation product. Because the goal is education, its concept is similar to mine. In Real Lives 2007, “You might be born anyone, anywhere on Earth. You might die as an infant, you might make it to old age. You might be able to marry the person of your dreams, and have a rewarding job, or you could be stuck in poverty. Be born, live an exciting life, and die. Then do it again. And again. Learn about the world as you live your Real Lives around the world, one life-altering decision at a time.” 2By interactiving with the system through dialogue boxes, the player controls his life statistics . Players get information about the place there are living in, such as, history, politics, weather. There is also a “www” tag in this system, through which players are directly led to relative websites. The obvious weakness of this system is that the simulation is working on literacy, which means the players experience through reading numbers and words. They cannot feel the world by visual and oral experience, which weakens the power of simulation in education.

Cooking games can be easily found online. There are thousands of Flash based small games. I played a lot of cooking games in order to learn how they control  elements in the games. If fact, most of the cooking games are not different from other games. One kind of cooking games is called decorate game, for example, birthday cake decoration. The players place different elements to decorate a cake. Technically it is exactly the same game as the dressing game. But because the setting is for a birthday cake, players get the chance to experience making cakes. Pizza games and BBQ games have the same concept too. These little flash games reminds me what make them different is not the game strategy they choose. It is the content of the games.  

Cooking mama is a cooking game played on Nintendo DS or Wii. In this game, players follow the instructions from Mama, to move their NDS pen or Wii remote, in order to control food material on the console screen. It is a well developed commercial game. What inspired me most is the technology they are using. Even though the game runs on the console platform, players are operating by doing similar actions of real world cooking. The motion sensor improves the level of experience.  

METHODOLOGY:

I am in the beginning of my project right now, so the jobs I had done were almost researches and several informal interviews. <--grammar
The first thing I did was interview people. At the beginning I didn’t know which specific area I should focus on in the huge area of culture. I provided several options to my audience: literature, food, art, history, and religion. Most people showed their passion to food! Then I decided to narrow down my topic to just Chinese food.

I read part of the book “What Video Games Have to Teach Us About Learning and Literacy” by James Paul Gee. It taught me a concept -- situated cognition, which I soon realized could be useful in cultural education. I then started to look for reference projects that were combining culture and simulation.

After in-class discussion, I decided to make a cooking game for my project. I remember in James Paul Gee’s book, he said a game designer, or a researcher who studies games, had to play a lot of games. The first related game I picked up was “Cooking Mama” <-- proper noun! on Nintendo DS. Also, I tried tens<-- tens or tons?do you mean “many”? of online cooking games, most of which were flash based. While enjoying those games, I kept thinking how they organized the game, [what was inside of the game]<-- this could be referred to as game mechanics without the cooking content. Because I had never studied game design before, it was hard for me to analyze them. I’m planning to ask my friends who were in game design class for advice, as well as read some game design books.

I’m also considering the technique part. I would like my game to work on Wii, because Wii can provide the best simulated actions. I’m going to do more research on how to build Wii games.

IMPLEMENTATION:

The final project will be a life simulation cooking game. It is based on a story, however  players can manipulate the direction of the story.

Right now I have a rough structure of my game. First is the narrative story for the whole game. 

I want it be entertaining and meaningful at the same time. The story is, our player has dinner in a Chinese restaurant in China town. The food is different from authentic Chinese food but he doesn’t know that. When he opens his fortune cookie, he is brought to another world --  ancient China. In order to earn permission to go back home, he has to cook a gorgeous Chinese meal. He needs not only cooking skills, but also different kitchenware for this meal. So he travels across the whole country to learn Chinese cuisine, and by winning cooking competitions, he collects kitchenware. The player  learns what  the real Chinese food during this game. Additionally, he will have a chance to be involved in stories of traditional food, for example, acting as a character in that story when a special event occurs. 

There are two threads in this game. The major one is region. Different regions represent different levels of the game. As the game progresses, time is calculated in according to a certain pace. When it comes to a traditional festival, the player will go into a special stage of food stories.

Game design is a complicated work. Usually a group of people are  needed for during the development process: programmer, visual designer, sound and music designer, and other professional workers. Here comes my biggest issue. The project is a half semester individual work. I don’t have enough skills and time to build the whole game. Instead of that, I’ll build a prototype. It will be a simple Wii controlled cooking game with several basic Chinese foods. I’ll develop a traditional story part if I have enough time. 
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