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WHAT IS CRITTER 
CLASH?

A fun, interactive, and engaging solution that 

aims to make argumentative writing more 

entertaining for students and teachers alike. 

Critter Clash is an assortment of games that 

each have their own specific purpose in 

introducing and expanding on essential 

argumentative writing skills while 

maintaining a fun and open environment 

within the classroom.



REQUIREMENTS LIST

R1.There will be a feature that allows the host to disqualify answers.

R2. Players will be able to choose their usernames.

R3. There will be a filter on usernames that doesn’t allow inappropriate language.

R4. Players will be able to connect to the host’s game through their phone.

R5. There will be 3-5 minigames that the host can choose from.

R6. There will be a scoreboard that is displayed, which will keep track of which player is winning.



• High school classroom

• Prompts need to be appropriate

• Displayed names need to be appropriate

• All displayed answers need to be appropriate

• Size needs to be accommodated (up to 

30 students)

• Connectivity needs to be fast and simple 

for students

• Games should not last longer than a 

class period



• Start by using Unity’s Game Engine to develop the game itself.

• After a lot of head scratching, we decided to base our 

game on the popular “Jackbox Games”

• We want to keep argumentative writing as the main 

theme and implement those fundamentals into each game.



SYSTEM ARCHITECTURE DIAGRAM



USE CASE MODELING



STRUCTURAL MODELING: CLASS DIAGRAM



BEHAVIORAL MODELING: SEQUENCE DIAGRAM



BEHAVIORAL MODELING: 
ACTIVITY DIAGRAM



SCREENSHOTS (FRONTEND)



[ HACKBOX ]
• A Unity Package that allows for its users to 

implement their own Jackbox-style games 

in Unity.

• Connects players to Unity projects via 

Hackbox.ca and allows both parties (host 

and players) to interact with one another.
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SCREENSHOTS (CODE)



DEMO VIDEOS (HYPERLINKS)

•Counterpoint

•Coup de Critter

•Priceless Persuasion

https://drive.google.com/file/d/1AZ6PPS1dLk8Q22fdmzEJgN2BUS2OaJCU/view?usp=share_link
https://drive.google.com/file/d/1-N0IjmZRkgCJyuSliExq9GMZLlgGNpwE/view?usp=share_link
https://drive.google.com/file/d/1dyRRwkwqjBF8f20LNp8wV0Nl4aaSHqj8/view?usp=share_link


CONCLUSION

• Gamification is beneficial and a lot of fun!

• Making games is hard.



GITHUB

https://github.com/CSCD488-Winter2024/project-description-user-stories-and-glossary-ericboxgames



REFERENCES

• Hackbox - server solution

• Unity Assets - Leantween

• ChatGPT (DALL-E) - AI image generation

https://www.hackbox.ca
https://assetstore.unity.com/packages/tools/animation/leantween-3595
https://chatgpt.com
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