
HEY, KUJO! 

DIGITAL MEDIA CONCEPT  
 
Community, diversity, friends, music, cooking and fun!—these are all themes 
inherent in the series  that will lend themselves to simple learning and discovery 
games and activities for young players aged 3-5.  As part of our Digital Media plan, 
we aim to create a micro-site section of the Hey, Kujo! Website that will 
accompany and promote the new episodic and learning content that will refresh our current website 
with a dedicated kid zone. 
  
While our Digital Media plan is still in the early development stages, the following outlines our initial 
conceptualization and brainstorms for our vision. We will further develop and produce these ideas 
concurrently with the production of the television series, which will result in a solid plan based on 
approved narratives and themes of the show. 
  
Project Overview 
  
The Hey, Kujo! micro-site will be an interactive digital complement to the episodic content and will 
support its learning goals in a fun and entertaining way. It will mirror the humour, imagination, 
excitement and educational components of the program, allowing children to explore and learn. It 
will use verbal prompts, as well as simple, intuitive interfaces to ensure that 3 to 5-year-olds find it 
accessible. The controls will be simple and intuitive for our young fans, allowing them to play the 
games with little or no help from their parents, and they will cater to players of diverse interests, 
abilities and learning styles. 
  
COMMUNITY CENTRE HUB 
  
In this micro-site, children can join Kujo in a virtual community centre in which the various sections 
of the site will mimic the different rooms and areas seen in the episodic content. 
  
THE FOYER where Kujo works at the front desk, will serve as the hub – allowing users to access all of 
the other sections from this central location. It will feature three main elements: the familiar 
schedule board, an activity board, and an artwork wall. 
  
THE SCHEDULE BOARD will feature a monthly calendar that shows what holidays and events are 
being celebrated around that world in that month. Users are able to click on each event to open up 
a pop-up window that will give additional information about that specific event.  
 
TODAY’S ACTIVITY BOARD will be displayed in the foyer in addition to the monthly calendar. Users 
are able to click on other icons on the schedule board to open games, kid-friendly factoids, and 



interactive experiences from the show. For example, if a user were to click on Hamida’s spaceship, 
the site would take them to a space game in which they can meet astronaut Victor Glover.  
 
THE ARTWORK WALL displays digital artwork created by users on the website. The works change 
often and cycles through digital artwork created by users in the Arts and Crafts section of the site, 
giving children a reason to return to the site again and again to see if their creations are being 
featured on this main page. Kids will have the option of leaving their first name and age at the bottom 
of each digital artwork. Arts and crafts how-to videos will be created with Kujo and Bernard the 
Beaver, showing kids how they could create all kinds of DIY arts and crafts at home-- for example, 
how to make a papier-mache spaceship at home.  
 
Decorative elements around the foyer and the view through the picture window near the desk will 
change depending on the seasons and to celebrate certain holidays to give users another reason to 
return to the site over and over again to see what has changed in the neighborhood. These elements 
are cheap but effective ways to create ongoing enthusiasm and excitement – similar to the Google 
doodle. 
    
Create Your Own Avatar: New users have the option to create their very own avatar when they 
create an account. They will be able to personalize their features, hair, and bodies from a wide range 
of options, ensuring each child can create an avatar that looks just like them, or create a whole new 
look if they like.  
 

 
 
Everyone is Welcome: There is a sign on the wall at the reception desk which welcomes new visitors 
to the centre. User avatars can choose to have their avatar displayed with the other characters on 
the string.   

  
THE FRONT DESK will be another component of the foyer which users will encounter once they 
enter the community centre. Kujo’s laptop, which is featured on the show, will be sitting open 
on the front desk. Users can click it to open the laptop and 'collect mail' to see kids' questions 
on videos which have been sent to the site.  
  
 



ARTS AND CRAFTS ROOM: Hey, Bernard, what arts and crafts are we doing today? 
  
Bernard the Beaver will guide the user in arts and crafts activities featured on the site. Kids can 
create their artwork digitally on the website and have the option to “publish” it onto the Kujo 
website with their age and first name. This art will be featured on the wall in the foyer of the 
community centre for all who enter and will change regularly.  
 
Examples of the kinds of games the Arts and Crafts room will consist of: 
 

● Coloring pages (online & downloadable) 
●  Crafts from around the world (paper airplanes, tie-dye, origami, etc.)  
● Free draw 

  
PLAYROOM WITH TOYS: Hey Juan, How do I sign this word? 
  

The playroom is filled with objects and activities that kids can learn how to sign. When they click 
on various objects on screen, a window pops up with a simple animated / live video of Juan 
demonstrating how to sign the word or action. This broadens a child’s understanding and 
knowledge of language and introduces new ways of communicating early in the child’s 
development.  

 
SCIENCE LAB: Hey, Amira, let’s experiment!  
 
Kids can learn about scientific topics like biology in a safe space that fosters their love of learning and 
information.  
 
Examples of the kinds of games the Lab will consist of: 

● Invention engine – build an invention 
●  Science-based sorting game  
● Learn the 5 Senses / Parts of the Body 
● The functions of skin, hair, and eye colour 

 
OUTDOOR PLAYGROUND: Hey, Kweku! Let’s play!  
 
Kids will learn to think on their feet and problem-solve in real-life situations. This area of the 
community centre also promotes fitness and encourages kids to be healthy and active in their daily 
lives. Gram will supervise the activities in her tracksuit, giving users hints and cheering from the 
sidelines. When the activity begins, Gram will blow her whistle to signify the start of the game.  
 
 
 



Examples of the kinds of games the Outdoor Playground will consist of: 
 

● Help Kujo race through the playground by removing obstacles.  This will help 
kids develop and improve their fine motor skills. 

● Sandbox Search  - click and dig to find items hidden in the sandbox! 
● Hide and Seek – find objects and characters from the show hidden in the scene. 

This game demonstrates diversity and memorization of the placement of things.   
 
GYMNASIUM: -  Hey K-V!  What outfit should you dress up in today? 
  
Players dress up Kujo-Vincent with items from the tickle trunk.  In this simple ‘click and drag’ game, 
users can select items to turn K-V into one of his many personalities, and create silly combinations of 
their own. Users will have a choice of dressing up for certain careers, cultural/traditional outfits, or 
characters. For example, there will be an option to dress-up as Kujo by donning a dashiki and red 
glasses. This will give children the opportunity to explore cultures through clothes (kimono, sari, 
nordic patterns, yarmulke, etc.).  

 
THE COMMUNITY GARDEN:  Hey, Adjoa!  What kind of seed is this? 
 
The community garden will foster children’s love of nature through the tending and nurturing of 
plants. Kids will learn to appreciate the world’s processes of life and the value of patience from their 
development from seed to sprout.  
 
Examples of the kinds of games the Community Garden will consist of: 
 

● Seek & Find / Spot the Difference activities. Updated depending on the season. 
There will be a clue button where Kweku or Adjoa give the user a hint. 

● Ready, Set, GROW! Plant and tend garden game 
● Fruit and vegetable harvesting game. 

 
KITCHEN - Hey, Gram! How do I cook this dish? 
 

Cooking with Gram where users can follow a visual recipe and select the right items 
to create a culinary masterpiece (Example: Cooking Mama).  K-V serves as Gram’s 
trusty sidekick. Users can click on each ingredient, utensil, and action for K-V to 
demonstrate  the spelling and pronunciation of the same objects and activities in 
French. Recipes will feature food from diverse cultures while using ingredients that 
should be easy to find at local grocery stores. The site will include a full written kid-
friendly recipe so users can try  the real thing at home with an adult’s help.  

  
 



LIBRARY – Hey, Jaden!  Where is this? 
  
The library will feature a rotating globe that users can click to learn more information about people 
and traditions from different parts of the world, as well as fun facts – presented primarily with visuals 
– for each country.  Icons can display what foods, animals and traditions are common in that country. 
Viewers will be able to see a scene from each country through the library window with each location 
they click - along with the country’s flag. This introduces kids to a wider world and where they are 
situated, showing they are a part of something so much bigger. 

  
OUTSIDE / ENTRANCE TO COMMUNITY CENTRE: Hey, Kujo! Who can we meet today? 
  
This section will feature neighborhood community members and kids from around the world.  Kids 
will be able to select pictures of individuals that will play short video interview clips in which these 
individuals can share snippets of information about their jobs, culture, celebrations and 
achievements.  It will also feature kids from around the world. 
  
When the show has a guest on, the guest is recorded in a one-minute interview for the episode. The 
viewer will be directed to the website in order to watch the rest of the interview. For example, Victor 
Glover will do a 5-minute interview, only 1 minute of which is used in the episode. Users will then 
access the Kujo website to watch the rest of the interview.   
 
Production 
 
Once the production of the new episodic content is greenlit, we will seek additional funding in order 
to concurrently work on the creation of this microsite.  Given the segmented nature of the site, it will 
be easy to scale up and down as budget allows, and also allow for new content and games to easily 
be added / switched out as we learn more about what works best with our users. All of the games 
will be relatively simple and will be produced in HTML-5.  We plan to work with a studio experienced 
in creating these types of games for a preschool audience.  All games and activities featured on the 
site will be COPPA compliant, certified by the kidSAFE Seal Program and meet all GDPR requirements. 
 
 


