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I think that protesting... 
 
 
 
 
 
 

Coming from a sort of submissive position, it's always begging people to not do anything. 
 
 
 
 
 

What we do in Sea Shepherd is oppose illegal operations. 
 
 
 
 
 

You don't beg criminals to stop what they're doing; you intervene. 
 

You physically, and aggressively, shut them down. That's what we do. 
 

 

 
 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

  



 

Introduction 
 

Established in 1977, Sea Shepherd Conservation Society (SSCS) is an international non-profit, marine wildlife 
conservation organization.  
 
Our mission is to end the destruction of habitat and slaughter of wildlife in the world's oceans in order to conserve and 
protect ecosystems and species.  
 
Sea Shepherd uses innovative direct-action tactics to investigate, document, and take action when necessary to 
expose and confront illegal activities on the high seas. By safeguarding the biodiversity of our delicately-balanced 
ocean ecosystems, Sea Shepherd works to ensure their survival for future generations. 
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But most of all, their innovative direct-action tactics are extremely cool. 
When I began thinking about a company to choose as potential sender of an advergaming campaign, I 
was looking for an institution with a strongly defined set of values, a strong identity to play around with. 
..Something controversial hopefully. 
I then began thinking about Sea Shepherd, and their vast usage of Medias as one of their tactics. 
 
L ŦƛǊǎǘ ŎŀƳŜ ŀŎǊƻǎǎ {Ŝŀ {ƘŜǇƘŜǊŘΩǎ ŀŎǘƛƻƴǎ Ǿƛŀ ŀ ŘƻŎǳƳŜƴǘŀǊȅ ƻƴ !ƴƛƳŀƭ tƭŀƴŜǘ ǘƛǘƭŜŘ ²ƘŀƭŜ ²ŀǊǎΦ 
At its second season, going towards a third, this show consisted in sending a crew of cameras and 
photographers on the ŘŜŎƪ ƻŦ {Ŝŀ {ƘŜǇƘŜǊŘΩǎ {ǘŜǾŜ LǊǿƛƴ ǾŜǎǎŜƭΣ ǘƻ ŘƻŎǳƳŜƴǘ WŀǇŀƴŜǎŜ ǿƘŀƭƛƴƎ 
activities in Antarctic seas.  
The ship, commanded by an ex Greenpeace member, is driven by a crew of volunteers, most at their 
first experience on sea, and it has the purpose of hindering the fishing of whales by taking physical 
actions against the Japanese fleet. 
 
..The images of a bunch of inexperienced idealistic cowboys, surfing Antarctic waves to bombard decks 

of disproportionately big ships with bottles filled with butyric acid..  

..The ideas of civil disobedience and the will to stand for principles, even if this means the dramatic 
choice of stepping away from what society dictates..  
..The άōȅ ŀƴȅ ƳŜŀƴǎ ƴŜŎŜǎǎŀǊȅέ ŀǇǇǊƻŀŎƘ ƻŦ ǘƘŜ ŎǊŜǿ ƳŜƳōŜǊǎ.. 
 
All of these elements help making this show an extremely controversial and exciting program. 
Watching this show through the eyes of a Multimedia Designer under education, moreover, makes the 
experience much more interesting. 
¸ƻǳ ǿƻƴŘŜǊ ǿƘȅΣ ŘƻƴΩǘ ȅƻǳΚ 
LǘΩǎ ōŜŎŀǳǎŜ ƛƴ ǘƘŜ ŜƴŘΣ ŀƭƭ ƻŦ these guerrilla tactics, ramming of ships and pirate attitudes are not the 
weapons through which Sea Shepherd is fighting the Japanese whalers. 
During the show, in fact, it becomes more and more obvious that the captain and the crew focus a huge 
amount of energies in sharing their experiences with Medias. Or better said, exploiting the powers of 
the Medias to send the message that they so strongly believe in. 
The show itself is probably the biggest achievement of the crew. 
Converting this battlefield into a reality show, in which the hero captain Watson, chief of a crew of 
activist vegans, fights against the evil Japanese whalers to save the whales. 
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A story that would stand against a storytelling analysis. 
Everybody loves the whales. Nobody is interested enough to get informed on the reasons behind the 
Japanese whaling activities. 
The result is an hour long show in which viewers get completely immersed in this story, embracing Sea 
Shepherds values with far less resistance than while reading a pamphlet. 
Animal Planet, a lot of viewers.. 
¢ƘŜ ŎƘƻƛŎŜǎ ƻŦ ǘŜǊƳǎΣ ŦƛǊǎǘ ƻŦ ŀƭƭ ǘƘŜ Ƴƻǎǘƭȅ ƳŜƴǘƛƻƴŜŘ άiƭƭŜƎŀƭ WŀǇŀƴŜǎŜ ǿƘŀƭƛƴƎ ŀŎǘƛǾƛǘƛŜǎέΣ ŀƴŘ ǘƘŜ 
repetition with which this messages are provided enhance the retention of their ideas, and make this 
show a powerful advertising tool for the organization, helping extending worldwide its sympathizers. 
 
When thinking about an institution that would gain value in using an advergaming campaign as a tool to 
increase brand awareness, while providing at the same time a theme exciting enough to justify the 
development of a game, making it entertaining, Sea Shepherd flashed through my mind. 
 
And Mc Donalds, obviously. But mostly Sea Shepherd. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

Problem Statement 
 

This project will analyze why advergaming can be a valuable resource for Sea Shepherd Conservation 

Society as a marketing strategy to increase its brand awareness in a relevant target group. 

The project will conclude in the production of an AdverGame, as a tool to apply and verify the 

hypothesis stated.  

 

Project delimitation 
 

Emphasis will be put as said in proving that an Advergame can target a segment relevant to Sea 

{ƘŜǇƘŜǊŘΩǎ ƎƻŀƭǎΦ 

The analysis will be carried out using case studies and relevant theories as argumentation. 

The production of an Advergame has been planned for the following reason: 

By doing this I hope to get to face as many unexpected considerations to take as possible, as a proof of a 

learning process in relation to my starting point. 

These considerations, for example, can mean anything from the discovery of unforeseen importance of 

the design of certain areas of the application, to the discovery of miscalculation of the required activities 

when planning the project resource allocation.  

The product will be a prototype, demonstrating the core functionalities and possibilities of the concept, 

while at the same time expecting an abstraction in order to see the results in the appropriate 

perspective. 

 

 

 

 

 

 

 

 



 

Report Structure 
 

The report will follow chronologically the development of the process. 
¢ƘŜ ǇǊƻŎŜǎǎ ǿƛƭƭ ōŜ ŀƴŀƭȅȊŜŘ ƛƴ ǘƘŜ ƪŜȅ ƻŦ άtǊƻƧŜŎǘ aŀƴŀƎŜƳŜƴǘ ƻŦ ŀ aǳƭǘƛƳŜŘƛŀ tǊƻƧŜŎǘέΣ ŦƻŎǳǎƛƴƎ 
firstly on the planning and the choice of the methods, and only consequently on the actual design and 
implementation of the real product. 

 

Method 
 

As method to follow when planning this Multimedia Project, I chose to follow the one that I argued 

during the subject exam in Business Studies, in the 3rd semester of my education. 

The process consists of the following stages: 

¶ Understanding of requirements 

¶ Drafting of a Work Breakdown Structure 

¶ Drafting of a PERT Chart 

¶ Drafting of a Gantt Chart 

¶ Design and production processes following an existing lifecycle model of system development 

 
 

 

 

 

 

 

 

 

 

 

 



 

Planning the Project 
 
I began this process with a fairly unorganized approach. The first weeks were spent under the flag of 
άǊŜǎŜŀǊŎƘέΣ ǘǊȅƛƴƎ ǘƻ ŎƻƳŜ ǳǇ ǿƛǘƘ ŀƴ ƛƴǘŜǊŜǎǘƛƴƎ ŎƻƴŎŜǇǘ ŀƴŘ ǘƻ ǇǊƻŘǳŎŜ ǎƻƳŜǘƘƛƴƎ ŀǎ ǉǳƛŎƪƭȅ ŀǎ 
possible. 
I soon realized, however, the necessity of a much more organized way to structure my work, in order to 
assure me the capability of completing the job in time, with enough resources to provide a quality 
result. 
I chose so to bring back to life the theories argued during my subject exam in Business Studies, and to 
apply them on the field to verify if they actually add value to the planning process, instead of just 
increasing the complexity of it. 
 
The first step consisted in analyzing the requirements and the project descriptions. 
This could seem redundant, but it is essential because it protects the interests of all the parties involved 
in a project. 
It also defines the business objectives of the project, or in my case, by this being an academic report, my 
learning goals. 

 
Quoting the exam project description:  
 
άThe purpose of the final exam project: 
The final exam project must go along with the two exams after the 3rd semester document that the 
student has reached graduation level.  
In the exam project the student must document verbally as well as in writing the ability to systematically 
carry out problem solving as well as carry out theory and practice in a wide coherent professional 
perspective. 
This should be close to practice in relation to a specific problem in the field of multimedia.  
The final project must result in a project report and a product.  
The content, the complexity and the depth of the analysis have to be on the edge of what the student has 
been working with so far. The student either has to find new subjects or work deeper with the subjects 
than before and the student should use literature beyond the syllabus. 
The student has to use theory and research and/or solve a practical task. 
If the student works with research he must use known and approved methods and he has to write a 
method section. 
If the student makes a product he must include documentation papers and describe the method of 
development. 
The report must have a clear disposition, argumentation for points of view in a precise language.  
 
The following things will be considered in the evaluation:  

¶ Presentation and exam dialogue 

¶ Evaluation of the product  

¶ Report 
o Is the problem formulation precise and carried out  
o Is the report well structured and delimited 
o Has relevant theory been applied 
o Are there any considerations about possibilities and limitations in the chosen theories 

and methods 



 

o The argumentation for the stated points of view  

¶ /ƻƴǎƛŘŜǊŀǘƛƻƴǎ ŀōƻǳǘ ǘƘŜ ǇǊƻŘǳŎǘΩǎ ǎǘŀǘǳǎέ 
 

I then drafted a list of personal objectives that could help me developing a report and a product that 

could stand against the areas evaluated. 

¶ To develop a product that offers a multimedia approach as a solution to a real life problem.  

¶ This product must be developed following a systematic method, based on documented 

theories. 

¶ The methods chosen must be argued, providing at least an alternative to fully appreciate the 

reason behind the choice of each of them. 

The last step consisted in verifying that the problem statement could live up against these statements. 
This brought me through various iterations that ended in the following statement, already limited in the 
previous chapter of the report. 
 
άThis project will analyze why advergaming can be a valuable resource for Sea Shepherd Conservation 

Society as a marketing strategy to increase its brand awareness in a relevant target group. 

The project will conclude in the production of an AdverGame, as a tool to apply and verify the 

ƘȅǇƻǘƘŜǎƛǎ ǎǘŀǘŜŘΦ έ 

 

 

The next step, having a problem to solve, consisted in planning the process that would bring me to 
giving a solution to it. 
In order to do this, I used different planning tools. 
The first time I planned the process, I used a Work Breakdown Structure (WBS from now on) to 
understand the amount of tasks presumably involved in the project, plus a Gantt Chart. 
I developed the Gantt Chart follow an intuitional manner, basing my estimates upon the total amount of 
time I had, fitting all the tasks into a timeline without actually estimating how long each task would take. 
The resultant Gantt Chart seemed credible. (attached in appendix for documentation sake) 
However, I then chose to repeat the planning process including two more planning tools: two kinds of 
network diagram, also known as PERT chart (Project Evaluation and Review Technique). 
It was interesting to notice that, even if the original Gantt Chart seemed credible and well balanced, the 
second version of it presented differences of even one week in the appearance of particular tasks. 
 
The various tools used are now going to be analyzed singularly. 
 

 

 


