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Answer Key: Pixel Pioneers: Pre-K Playful Play-Makers Puzzle

Tiny techies transform into mini-designers as they build a brand-new digital world by choosing how characters
move, look, and help their friends.

1. You are building a new game world! If your character wants to get to a high treehouse but cannot
jump, what new 'rule’ should you create for the game?

Answer: B) Add a flying button

Synthesis requires finding a solution to a problem; adding a 'flying button' is a creative way to change the game rules
to reach a goal.

2. In your game, you want to show that a character is happy. You decide to change their costume to a
bright color.

Answer: C) Yellow

Creative design involves using visual cues like bright colors to represent emotions like happiness to the player.

3. True or False: If you are making a game for a friend who doesn't like loud noises, you should let them
choose to turn the sound off.

Answer: A) True

Inclusive design means thinking about what different people need to enjoy a game comfortably.

4. You want to design a 'Teamwork Game.' Which of these ideas requires two players to work together
instead of playing alone?

Answer: B) A heavy door that needs two buttons pressed at once

This requires synthesis of social dynamics; requiring two buttons creates a collaborative mechanic where players
must interact.

5. If you want to make a 'Night Time' level in your video game, you must change the background from
asuntoa

Answer: B) Moon

Using environmental symbols allows builders to create a specific setting or mood within their digital world.
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6. True or False: You can use a computer to make a game where a drawing you made actually moves.

Answer: A) True

This introduces the concept of technological innovation—how real-world creativity becomes digital animation.

7. Your game hero is at a river. To help them cross without swimming, which tool would you 'program’
(create) for them to use?

Answer: C) A bridge that appears when they whistle

Problem-solving in game design involves creating specific assets (the bridge) triggered by player actions (whistling).

8. True or False: A game designer only thinks about winning and never thinks about how the players
feel.

Answer: B) False

Advanced game creation involves empathy and considering the social and emotional experience of the user.

9. To make a character look like a superhero, you decide to give them a that flaps when they
run.

Answer: B) Cape

Identifying and applying cultural symbols (a cape) to a character is a key part of visual storytelling in games.

10. If you want players to find a secret treasure, what would be the best 'hint' to put in your game
design?

Answer: B) Put a sparkling light over the spot

Effective design uses visual cues to guide the player’s attention and reward exploration.
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