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Viking Age – The time to Live and Drink 

Name: Tina Chang 

ID: 408110388 

Introduction 

As a human being, what we can’t live without is food and drinks, and they can provide essential nutrients 

to human bodies. After knowing the theme of the project is set in the Viking age, what came to our mind 

first was what the food and drinks the Vikings had, what plants and animals the Vikings kept, and what 

was their homes like in the Viking age. In this project, we aimed to find answers to these questions. We 

take these questions into consideration when deciding which group to collaborate with from the other 

course, and we eventually decided to collaborate with Sharon Liao whose report is about the Viking 

towns and the place they live. We believed by choosing this report, it will be helpful when creating the 

background of the project and the scenes in Mozilla Spoke. The objectives of this project is to provide an 

interesting method to learn knowledge about the Vikings for those who are interested in observing the 

food and drinks, the agriculture and animals, and the geography of the Viking age as we do. We hope that 

we can not only deliver the message about the food and drinks the Vikings had, we can also make users 

have fun observing the two scenes, which are the farm and the longhouse.  
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VR Game Design 

 

Student ID: 408110388        Name: 張婷榕 Tina Chang       Group ID: Group 5 

Topic 

Viking Age – A Time to Live 

and Drink  

 

Teammate(s) Jimmy Huang, Ryan Chen, 

Darwin Au, Tina Wu, Tina 

Chang 

Theme 
The Vikings’ food and drinks  

 

Background The Viking Age  

Target Users 

For all the people who are interested in learning the Vikings’ culture, especially 

agriculture and what the food and drinks the Vikings had at the Viking Age.  

 

Objectives 

We hope to give the users a deeper and more thorough understanding of Viking farming 

and food. Through the scenes and 3D model, we are able to visualize our description. 

By observing the farm and the longhouse, the users can find the answers to the questions 

listed separately in these two scenes, and eventually learned what the food and drinks 

the Vikings had, and what grains and animals did the Vikings keep.  

 

Character(s) 
The players who enter the two scenes, the farm and the longhouse.  

 

Plot 

In the scene of the farm, the users can observe the surroundings, the animals, and the 

grains. After they done their observation, they can go to the billboard to answer the 

questions and check whether they have the right answers at the same time.  

As for the scene of the longhouse, the users can see different kinds of bread and food 

such as porridge on the table inside the longhouse. When they done observing the 

interior part of the longhouse, it’s time for them to answers the questions listed on the 

wall and check their answers.  

 

Game Play 

and mechanics 

After entering the farm, the users need to make their first choice about which scene to 

observe first, the farm or the longhouse. The users should find answers to the 

questions by observing the surroundings in both scenes. When they want to go to the 

other scene, all they need to do is to click on the button provided in both rooms that 

has the link to the other scene.  
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Storyboard 

Scene Image Sound 

Screen shot Description Narration/ 

Sound 

effect/ 

Background 

music 

1 

 

When enter the 

longhouse, the 

users will see the 

food and drinks 

the Vikings had. 

Also, there will 

be a  

There is a 

list of 

questions 

about the 

Viking 

agriculture. 

1  The surrounding 

of where the 

Vikings lived.  

No sound 

effect  

2  The users can 

observe the farm 

and where the 

Vikings grew the 

grains they used 

to produce food.  

The 

surrounding 

of the farm.  
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2  The image 

delivers the 

message that the 

Vikings would 

go fishing. 

From the 

image, the 

users can 

learn what 

they do 

when going 

seafaring.  

2  The storyboard 

tells the story 

about what the 

Vikings used to 

produce the 

drinks they had.  

The 

background 

of the 

image 

shows the 

grains the 

Vikings 

had.  

2  The surrounding 

of the Viking 

village and the 

location of the 

longhouse.  

No sound 

effects.  

2  The man 

delivers the 

message to the 

users that they 

can find out the 

ingredient being 

used to produce 

food on the 

table. 

The users 

can find out 

what their 

mission is 

from the 

man in the 

storyboard.  
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QC Checklist 

Student ID:  408110388         Name:  Tina Chang            Group ID:  Group 5       

No. Item Module  Result Decision 

Pass Minor 

issue 

Major 

issue 

Pass/Hold 

1 When click on the button to 

enter the room, the users will 

enter the first scene, which is the 

Viking farm.  

A board    The users can 

learn where to 

start observing. 

Pass  

2 When pass the board suggesting 

where the users are, there will be 

the animals and the grains the 

Vikings had.  

Wheat farm, 

horse, pig, 

goat 

   Pass 

3 When pass the animals and 

grains, there is a board listed 

questions for users to find 

answers from the farm.  

A billboard 

with a list of 

questions 

  The users can 

find the 

answers in the 

farm. 

Pass  

4 When click the button of the 

other scene, the link will direct 

the players to the second scene, 

the longhouse.  

A button with 

the link to 

another scene 

  The users can 

have the access 

to another 

scene.  

Pass  

5 The sign on the wall suggest 

where the location of the users.  

Sign on the 

wall 

   Pass  

6 There are several kinds of food 

and drinks the Vikings had being 

put on the table.  

Table, flat 

bread, rye 

bread, 

porridge, 

cider &mead, 

pickled 

herring 

   Pass  

7 There is a list of questions about 

the Viking food and drinks.  

A list of 

questions on 

the wall 

  The users can 

find the 

answers to the 

questions from 

the food and 

drinks on the 

table.  

Pass  
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Programming Journal 

 

Date: 2022/06/18      Student ID: 408110388     Group ID: Group 5          

1. Project goal/ scope.  

The goal of this project is to arouse people’s acquaintance to the Vikings and their lifestyle and 

provide those who are interested in learning the food and drinks the Vikings had an opportunity to 

experience what their life was like in the virtual world.  

 

2. My task(s) 

In the project of Mozilla Hubs Scene Creation, my responsibility was to organize and outline our 

thoughts and discussion into the flowchart with Tina Wu, and to find and provide the 3D models that 

we think should be put in the scene to our group member Darwin Au.  

 

3. Progress.  

#. Task description Done 

1 Flowchart – Tina Chang, Tina Wu 

Tina and I are responsible for creating the flowchart, which is crucial for 

organizing all of our thoughts and ideas and outlining how our project is 

going to present.  

 

2 Storyboard – Jimmy Huang, Ryan Chen  

Jimmy and Ryan were responsible for the creation of storyboard. When 

the storyboard was created, the setting of the two scenes were determined.  

 

3 Mozilla Hubs – Darwin Au 

Darwin was responsible for creating the whole scene and fulfilling our 

expectation to the project.  

 

 

 

 

 

 

 

 

 

 

 

 

⚫ Articulate your thoughts 

⚫ Free up your mind and improve your concentration. 

⚫ Records the history of your progress and development 
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4. Problem solving solutions 

# Problem encountered Solution(s) tried/ other possible solutions 

1 Inefficient discussion and malfunction 

devices due to distant learning. 

Help each other when encounter the malfunction 

of devices we use and try to analyze and 

organize our thoughts systematically during the 

discussion.  

2 Problems of co-editing Use the same account from a group member to 

edit the project.  

3 Unfamiliarity of the tools we use  The whole group worked together to find 

solutions.  

4 Technical problem such as the avatar we 

uploaded to Mozilla Hubs failed to 

appear.  

After we’ve tried all the ways out, we decided to 

give up on uploading the avatars.  

5 The limitation to the size of the project Cut down on the amount of 3D models we 

originally planned to put in the scene.  

 

5. Lesson(s) learned.  

a. From trial and error 

At the beginning of the course, I could not imagine I had the ability to learn how to use the several 

tools we use in this semester. Since I am not good at the computer technology and do not know 

anything about programming, I was anxious when selecting this course. I was afraid that I would 

fall behind my classmates. Thanks to the professor who tried to explain every technique as 

detailed as possible, and with the help of my team members who taught me step by step and 

reminded me of the functions to each tool when I had no idea how to accomplish the task assigned 

by the professor. I had a lot fun when creating the Storymaps, I think learning this tool gave me a 

brand-new idea of how to express a story to the audience, and it is quite helpful if I want to set up 

my own blog. The biggest challenge I encounter throughout the semester was at the time when 

learning how to use Jigspace. After I installed Jigspace in my laptop, every time when I use the 

app, my computer would be overheated and being shot down. Also, in order to turn the content of 

the Storymaps into 3D objects, each group member need to take responsible for a part of the 

content. However, with no access to co-editing in Jigspace, but we managed to finish the task 

successfully by using the same account from a group member. Overall, there are a lot of lessons 

I’ve learned from taking this course. I not only learned from my group members of their spirit and 

techniques in dealing with the tasks, I also stepped out of my comfort zone to learn the tools that I 

am not familiar with, and I hope that I can keep this courage and have faith in myself whenever I 

face any challenges. 
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b. From team member(s) 

I think I am quite fortunate to have a group of team members who always provide their assistance 

whenever I’m in need of help. From my team member Tina Wu, I admire her not only because she 

is my best friend, she is also the one who always assist me when I do not understand the functions 

from the tools we use in this semester. Take Jigspace as an example, when I had no idea what type 

of 3D objects files I should download and how to use some functions of Jigspace, she was the one 

who taught me step by step, and she even made some instructional videos for me. Jimmy Huang 

and Ryan Chen were always active in all the discussions, and they provided valuable ideas to all 

the issues we discussed. They always motivate me to be more devoted into all the projects. And 

when I had no faith in myself to fulfill something, they always try their best to encourage me and 

lift up the spirit of whole team. What I appreciate the most to Darwin is that he volunteered to take 

the responsibility of creating the two scenes from Mozilla Spoke. When we had no idea how to 

start creating the project and feel anxious about the unfamiliarity to Mozilla Spoke, it was Darwin 

who told us that he had already looked for some usable setting that we could choose from. And 

whatever ideas and expectations we had to the project, he helped to fulfill all of them. I think the 

lesson I’ve learned from Darwin is the spirit of working hard and never give up on trying new 

things.  

 

c. From other team(s) 

Throughout the whole semester, most of the time I am impressed by the works done by group 6. I 

remembered that most of the time group 6 was always the earliest group to finish the tasks 

assigned by the professor. And when they were sharing their works, they can always express their 

ideas and the distinguishing features of the works clearly and fluently. Of all the works done by 

group 6 in the semester, I think the one I like the most must be the Mozilla Hubs Scene Creation. 

They not only created the scene with sound effect, they also created several different avatars. It is 

the techniques they applied to their works and the design of the PPT slides that I can learn from. 

I’m not only impressed by the works from group 6, I also admired the teamwork spirit from them. 

 

6. Most impressive conversation/ event.  

I think the most impressive conversation throughout the whole project was the discussion that we 

finally decided what the interactive game we want to put in the scenes. We were quite excited when 

we planned to design the Q&A section to interact with the players. Originally, we thought we would 

be able to set up some buttons in the scene that players can click on to start the game and answer the 

list of questions. Although we failed to succeed in designing the game section as what we imagined it 

to be, we still had a lot of fun when discussing all the possibilities that we can add in this project, and 

all the expectations we want to fulfill in the settings.  
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Your work including Storymap, Jigspace, and Mozilla hubs. Please screen capture your work and 

give brief description. 

1. Storymap: The Viking Age 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  

https://storymaps.arcgis.com/stories/1137271b3b2e49f68206dd998b5e0542
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2. Jigspace: The Viking Food  

3. Mozilla hubs:  

- The avatars I created:  

 

 

 

 

 

- The avatar I created being used in Mozilla Hubs: 

 

 

 

 

 

- The scene I modified:   

 

  

https://view.jig.space/?jig=2G50x1Z7&origin=Link&visibility=link&utm_medium=Jig%20Shared&_branch_referrer=H4sIAAAAAAAAAz2NTW%2BCQBiEf025NMqWsCw22RjSWF2lSY2kMV4IH1t4iyxk99W4%2FnqXg53DXGaemRZxNO%2B%2BfwbVzf%2BgmZuxqKQv%2FVqaDodxNgVmpmUNWla4dBUerCm5vZ2YN2hoQPHUVbwrGCjhDGj5hHh5qQtVtXlfoHOoOSNByEhECI0ooYyx0Ltgn%2Fdu%2BdLzLTSvh7ZwP%2F%2Bklr9Sa6n5JjQieSo2w%2B7QDYjp8R6rL7soU9vdjztLRbZiP1lshI1egk%2Bx%2BM626ar5SDbqmuwFTPADQsgp8e4AAAA%3D&%24web_only=true&_branch_match_id=702470600565057774&utm_source=internal-jigspace-app&utm_campaign=sharing
https://hubs.mozilla.com/3epzCt9/wry-legal-tract
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Final presentation PPT  
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Reflection and future study 

From the experience of the tools we used in this semester, including the Storymaps, Jigspace, 

Mozilla Hubs, and Mozilla Spoke, I think I did step out of my comfort zone when learning all these tools. 

I think I would never believe that I can successfully learn how to use these tools if I did not select this 

course. There is no regret in taking this course, and I appreciate having the chance to learn these tools 

with my group members who always show their support whenever I’m in need. With the interest of 

sharing articles on my social media account, learning Storymaps provide me with a new platform that I 

can share all my ideas on. Due to the pandemic, people nowadays spend more time working from home 

or studying at home, with Mozilla Hubs, it allows us to meet up in a virtual room and chat with each 

other, so I think it is a valuable experience to learn how to create a scene in Mozilla Spoke that can be 

uploaded to Mozilla Hubs for people to observe. Although I am still unfamiliar with some of the functions 

from Mozilla Spoke, it is definitely a tool that I would like to keep on learning in the future.  
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