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Project Objectives:
This project aims to produce a gamified web application (Cryptoy) that teaches

users about cryptography. The main target audience is beginners to

cryptography who may not necessarily have a background in Computer Science

or Computer Engineering.

Gamification Framework (D6)
2 modes in Cryptoy:

“Learning Phase” helps users learn

concepts while solving beginner

level puzzles.

“Mastery Phase” lets users solve

puzzles as a test of skills.
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