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1. Title of the project 

We named our project Cooking with NorBuS. We tried to predict the theme of our 
serious game. In the name of the cook we tried to include all three countries from which 
the members of our team come from. We decided to name our cook NorBuS. Name 
comes from combining first letters of NORway,BUlgaria,and Slovenia. 

 

2. Project team 

The group 2 is composed of: 

▪ Elena Tuparova, HMNSS Blagoevgrad, Bulgaria 

▪ Ines Medved, University of Ljubjana, Slovenia 

▪ Marina Lexberg, University of Agder, Norway 

▪ Milen Georgiev, South-West University, Blagoevgrad, Bulgaria 

▪ Sara Ferlin, University of Ljubljana, Sloveni 

▪ Spaska Vladimirov, South-West University, Blagoevgrad, Bulgaria 

 

Participation report: 
Elena found on clipart background for the game and some objects which she adjusted 
and modified in program for vector graphics named Inkscape.  

Ines was co-leader of our team. She wrote some fact about Slovenia, found the picture 
of Slovenia and organized the work. She made the cook character, the peasant, market 
and the last scene of the game in Inkscape, so that the images are all in vector graphics. 
She also wrote the documentation.  

Marina wrote conversation for the storytelling and some facts about Norway. She also 
found the picture of the state and Norvegia boy and participated in prepearing the 
presentation. She also wrote rough draft of documentation. 

Milen did the video for the storytelling, found the Bulgarian boy and picture of the 
country. He was also the leading force at building the presentation.  



Project	  documentation	  

2	  
	  

Sara was also co-leader of our team. She prepared the map of Europe, found the 
Slovenian girl, adjusted all three characters in Photoshop and found both musics for the 
game. She was also the only programmer of the game, which is made in e-Adventure. 
She also helped to design the Prezi presentation. 

Spaska wrote some fact about Bulgaria and was next to people who were working. 

We all participated on defining general outcomes and crucial ideas for the story & the 
game. 

 

3. Didactical specification 

Educational level: 2nd or 3rd grade of Primary school 

Knowledge domain(s): measurements in Mathematics, algorithmic thinking in 
computer science, problem solving  

Learning goals – general goals: 
o improving algorithmic thinking 
o improving comparing and estimation skills 
o developing of the cross-cultural respect 

Didactical functionality – operative learning goals: 
o player understands how to convert dimensional units: l – dl, g – kg 
o player is able to compare units 
o player is able to select lighter/heavier elements 
o player is able to follow the recipe 
o player is able to determine the correct order of tasks 

Level of difficulty: 
Our game has only one level of difficulty. It is designed for the children aged 8 – 9 years, 
but everybody can play it, if one understands English and can read.  

Positive stimulus of the players: 
When the player is in the market, before he/she buys any product, he/she has to solve 
some mathematical tasks. If he/she answers correctly, he/she gets to buy the ingredient. 
If not, he/she is given one additional question. Also the salesman says things like “Well 
done!” on the occasion of a correct answer.  

In the end when the children get the meals they are happy and this is a positive stimulus 
as well. 
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Tracking/ Counting of achieved results: 
Basically we are tracking results in the way to provide immediate feedback and the 
player cannot continue the game until he/she fulfils all the requirements. Our game is not 
competitive so we do not have points or life which the player can lose. 

Place of the game in educational process: 
This game's purpose is to practice what teachers presented as a theoretical part. It 
could also be used in home self-learning and self- assessment. That would help 
teachers to obtain information about what is pupil's estimation about their own 
knowledge and how close it is to the teacher's point of view. Teachers point of view 
could be naturally build by pupils playing this game as well (teacher's assessment). 

Game plot: 
The game is actually the continuation of the storytelling Cooking with Norbus. In the 
story we meet three children from three countries which are in summer school in 
Kranjska Gora. They are feeling homesick so they decide to cook some national dishes. 
They do not know how to cook, so they search for a chef. 

The game starts when the player meets the cook in the kitchen and takes the list with 
the ingredients. He/she then goes to the market to fetch everything, but in order to do 
that, he/she has to solve some small mathematical tasks (transmitting, comparing) for 
each ingredient. Because this game is only a demo version, he/she needs to do the task 
only to “buy” the milk. If he/she answers wrong, he/she gets a new question. If she/he 
still answers wrong, he/she goes forward, so the player doesn’t get stuck in the game. 

After the shopping is finished, the player returns to the kitchen. Here he/she has to 
follow the recipes to cook the national dishes. Since again, this is only a demo version of 
the game, the player only has to prepear Norwegian fish soup. He/she has to put 
coloured buttons/squares  in the correct order so that fish soup is cooked properly.  

Number of players: 
The program allows only one player, so our main character is the cook NorBuS.  
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Slika	  1:	  NorBuS,	  the	  cook 

Next to her, we also have four other character. Already in the storytelling the cook meets 
three children: Ivan, Ana and Nils. 

	  

Slika	  2:	  Ivan,	  Ana	  and	  Nils	  

Later on in the game, more specifically at the market, the cook meets and talks to farmer 
boy. He asks the player mathematical questions in exchange for goods from his stall. 

	  

	  

Slika	  3:	  The	  farmer	  boy 
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4. Technological specification 

In this part we will describe all used software and minimum system requirements for 
playing the game.  

Used software: 
eAdventure: The eAdventure platform is a research project aiming to facilitate the 
integration of educational games and game-like simulations in educational processes in 
general and Virtual Learning Environments (VLE) in particular. It is being developed by 
the e-UCM e-learning research group at Universidad Complutense de Madrid. It is free 
and open sourced program based on Java. 

Inkscape: Inkscape is a free and open source software vector graphics editor. Its goal is 
to implement full support for the Scalable Vector Graphics (SVG) 1.1 standard. We used 
it to create or modify most of our object because we wanted the best possible looking 
object and vector graphic allows us that.  

Microsoft Paint: Paint (formerly Paintbrush for Windows) is a simple graphics painting 
program that has been included with all versions of Microsoft Windows. For its simplicity, 
it is one of the most used applications. 

Minimum system requirements 
All you need to play the game is a computer, about 46 MB of space, updated Java and 
nothing more.  

 

5. Declaration of Ethics 

Most of the images, all sounds and programs used in this game are under Creative 
Commons licence or made on our own. Some of them were actually taken by us. 

 

6. ALICT Classification and Evaluation 

We helped to shape critera for made serious games. All groups on Summer school 
prepared 5 – 10 descriptive statements for the evaluation of serious games. Suggested 
statements were then merged, analyzed, improved and sorted by our mentors. As a 
group, we had to do a self-evaluation and peer assessment by rating the following 
statements on a scale of 1 (strongly disagree) to 4 (strongly agree).  

(1 – Strongly disagree, 2 – Disagree, 3 – Agree, 4 – Strongly agree) 
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1. The game is related to learning goals. 
2. The learning goals are hidden in the game in a good way. 
3. The story of the game is clear and understandable. 
4. The story of the game is suitable for target audience (as specified). 
5. The difficulty of challenges in game is appropriate for target audience. 
6. The game provides relevant instructions. 
7. The game offers appropriate help and hints. 
8. The game offers a variety of activities. 
9. Challenges in game facilitate an appropriate learning progress. 
10. Story / idea of the game is original. 
11. Graphical elements of the game are original and of high quality. 
12. The sound effects in the game are appropriate /improve the game experience. 
13. The background music of the game improves the game experience. 
14. The game provides appropriate feedback to the player. 
15. The game provides sufficient degree of interactivity. 
16. The game provides diverse activities. 
17. The game documentation contains appropriate suggestions for teachers on how 

to use the game in pedagogical setting. 


