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One of the most difficult aspects of studying Japanese is being able to motivate yourself to study kanji (Chinese characters).  Our goal is to make this process enjoyable, yet still effective in terms of retention.  This project could be distributed freely to students currently studying Japanese through various mediums, such as the Internet or Clemson’s Japanese club.  Since this is a homebrew game, it will have to be played either using an emulator or flash cartridge.
The current specification would revolve around the use of a kanji flash card system.  This by itself would be a fairly mundane game, so we will incorporate a storyline to form an actual game.  The bottom screen of the DS could be used for handwriting recognition, while the top screen focuses on the storyline.  If a player were to correctly draw a certain number of kanji, the story would progress in one direction.  If they were to do otherwise, the story might take a different path.
Milestones:
1. Handwriting support
2. Combining handwriting recognition with a Japanese dictionary
3. Effective quizzing with flash cards
4. Develop a way to make this fun – game based on whether answers are correct – has to be engaging
5. Create original story, art, and sound for the game
In terms of presentations, the first would likely center on getting the handwriting recognition working with a Japanese dictionary.  The presentation would go over how it works on a technical level as well as provide examples of how to use it.
Presentation two would likely be for the end product.  We would distribute the game amongst the class and demonstrate how the storyline evolves as the player plays the game.
