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MAY IT PLEASE THE COURT, EVIDENCE 

INSTRUCTIONAL PLAN 

Introduction 

 May It Please the Court is a series of instructional apps (interactive applications for use 

on mobile devices such as iPad, Smartphones, etc.) to assist aspiring attorneys in learning and 

applying the fundamental principals of law in a simulated environment of hypothetical legal 

issues of the type that occur frequently in real life.  The modules that have been developed for 

this series are not intended to replace the rigors of law school and its traditional Socratic 

approach to examining legal issues but, rather, to supplement such course of study.  

The purpose of the Evidence module of May It Please the Court is to assist attorneys in 

recognizing attempts by opposing counsel in courtroom situations to inappropriately elicit 

testimony from a witness or present inadmissible evidence to the trier of fact.  The Evidence app 

introduces the user to various simulated courtroom scenarios in which opposing counsel is 

examining a witness. In each scenario, opposing counsel makes 10 attempts to inappropriately 

elicit testimony from the witness and/or present inadmissible evidence to the trier of fact. The 

user will be graded on how many of these attempts he/she is able to recognize and respond to 

appropriately.  The app program includes a decision matrix which will anticipate in real time 

input from the user and the appropriateness of such input. Because the courtroom scenarios are 

being presented to the user in real time, the user will be on the clock once the app initiates.  This 

approach enables the creators of this app to create an infinite variety of simulated courtroom 



scenarios containing an infinitely variety of factual scenarios with an even more infinite variety 

of questioning patterns and responses. 

In prototyping this app, the creators reviewed other law-related apps which are already 

being distributed for use on mobile devices. For the most part, these apps present static screens 

with simple animations to convey factual legal issues to the user who then uses a touch screen, 

keyboard or mouse to submit user input, The May It Please the Court,  Evidence, app on the 

other hand, contains real life video portrayals of witnesses being examined in court with the user 

interacting with the content of such videos by means of voice commands. Video simulation with 

real time human interaction is what really makes this app virtual and sets it apart from the 

plethora of games and other interactive media on the market which rely upon digital (digital as in 

“phalanges”) input to submit human feedback to the device. Lodging courtroom objections using 

your fingers and then setting forth the reason for such objections using multiple choice answers 

using a keyboard is certainly workable but, old style, less virtual, and not necessary with current 

technology. 

 

The Users 

 May It Please the Court was initially set up to assist law students who have already 

received classroom instruction in evidence in bridging the gap between such book earning law in 

law school and practicing the art of law in real life. The creators have found, however, that the 

information contained in these apps, all of which is presented in a competitive game format 

which provides immediate feedback, is, also, of benefit to those who support lawyers such as 

secretaries, paralegals, researchers and administrative assistants whose job it is to help the lawyer 

prepare for and, ultimately, prevail in the legal matter at hand. These apps are, also, a lot of fun 



and a delightfully rewarding experience for people of all kinds who want to better understand the 

news or, simply, have a good time. 

 

Objectives 

 As indicated in the preceding paragraph, the primary objective of May It Please the Court 

is to make good attorneys better.  The Evidence app, in particular, which mimics a real-life 

courtroom situation where cases can sometimes be won or lost on the basis of information, some 

of which may be inappropriate or inadmissible, conveyed to the jurors by way of testimony, is to 

help attorneys more rapidly identify contexts in which such damaging information might arise 

and, then, respond appropriately to such inappropriate or inadmissible information. To put this 

skill in a context which has more recently come to light in the course of fMRI exams, the 

purpose of this app to engender an automaticity in recognizing key words, word patterns and 

courtroom contexts which, hopefully, will enable the users in real life, to allow the prefrontal 

cortex of his/her brain to concentrate on the more complex parts of the courtroom drama. For 

more information on this issue, please review the clinical research described in Appendix A. 

The ultimate goal, both for this app and in real life, is for the user to achieve the professional 

status of “Seasoned rial Attorney”. 

 

The Method of Delivery 

May It Please the Court is a cloud-based internet application which requires that the user 

have a smart device and internet access.  May It Please the Court is available through the App 

Store and Google Play for operation on Apple and Android operating systems. Internet access is 

required to use the app, obtain updates and provide new factual scenarios. 



Using the App and Scoring 

In this app, you, as a trial attorney, will be presented with simulated courtroom sessions 

in which you, as an attorney for one of the parties, will be 

paying close attention to the examination of a witness by 

opposing counsel and voicing objections to questions 

asked by opposing counsel. (As part of the registration 

process, your voice will be calibrated for voice recognition 

by the app.) 

The user’s first introduction to the app is the  

screen shown in the adjacent image. 

After the user 

has registered 

and logged in to the app, the user will be directed to 

the Settings page and then make the choices necessary 

to the play the game and personalize their interaction 

with the courtroom scenarios presented in the app. 

The Setting screen is shown below.After making these 

choices presented in the Settings screen, the user will 

enter the courtroom where the narrator will provide 

the user with a brief synopsis of the case and the 

present status of the proceedings. All trials will be to a 

jury and it will be the job of the presiding judge, among other things, to enter rulings on the 

admissibility of evidence.  In each session, opposing counsel will either make attempts to elicit 

 

 



evidence inappropriately or seek entry of evidence which is inadmissible under the Rules of 

Evidence. 

 It will be the user’s responsibility to timely make objections to opposing counsel’s 

examination by stating “Objection” in an authoritative voice and then upon the request of the 

judge stating the grounds for the objection (Go to the Law Library for a list of objections covered 

by this app and tutorials on how to present them)  If the objection was timely made and for the 

appropriate reason, the judge will state “sustained”.  If an inappropriate objection is made or the 

wrong reason given, it will be “denied” or “overruled”. 

 In each session, there will be 10 attempts by 

opposing counsel to elicit evidence inappropriately or seek 

entry of evidence which is inadmissible under the Rules of 

Evidence.  The user will receive one game point for each 

objection timely made and an additional game point if the 

grounds for the objection are appropriate. The user will 

lose one point for each inappropriate objection.  The user 

will be evaluated on the following scale:18 – 20 pts.  -  

Seasoned Trial Attorney 

16 – 17 pts.  -  Good but, more trial practice is needed 

14 – 15 pts.  -  You might want to consider becoming a 

                        transactional attorney 

 

13 pts. or less - You should go back to law school 

At the conclusion of each session, the user will receive a summary detailing their 

performance in court. The user can also request an audio replay of the courtroom session with 

their input  and may review a transcript of the proceeding which provides an analysis of the 

 



evidentiary issues and explanation for the Court’s rulings. Such files can be exported by the user. 

The user can at any time delete the records pertinent to their performance in any or all sessions.  

The app will, also, maintain a record of all games played by each user and their outcomes with 

advice to the user concerning areas of law that would be appropriate for the user to review. 

 

Rationale 

 The vision behind May It Please the Court originated with Bill King who left the private 

practice of law to pursue his interests in Instructional Design and Educational Technology. 

 



Bill King was struck by how fast the worldwide internet and mobile technology was changing all 

facets of life but, also, noted how the legal industry was lagging behind others in adopting and 

taking advantage of it.  

 In reviewing current literature regarding the preparation of law students for trial practice, 

(See Reference List at the end) Bill King came to the conclusion that things have not changed 

much since 1977.  Among things, he observed that, although some legal commentators noted the 

challenges posed to the legal profession by mobile technology and the promise of using such 

technology to improve the skills required by the legal profession, there seemed to be little effort 

to incorporate the use of such technology into the law school curriculums. In particular, there 

seemed to be no progress in using virtual / simulated environments which are rapidly becoming 

available in other areas of education as a means of fine-tuning legal skills. Only one writer 

(Pistone, 2016) considered the existence of legal games and, upon, research, not all of the games 

mentioned in the article can even be found by Google search at the time of this paper. 

 The purpose of May It Please the Court is, therefore to bring the same new instructional 

design techniques which are being increasingly used in both civic and corporate environments to 

the law student and law school environment. 

 

UDL Vision Statement 

It is the goal of May It Please Court and the members of its design and programming 

team to create a learning environment which recognizes the variability of all learners and 

provides appropriate options to ensure that each user has the opportunity to maximize their 

potential.  To this end, this app gives the user the options of either reading the text or receiving 

an audio narrative, close captioning of all video presentations, audio input via microphone or text 



input via keyboard, projection of the screens via VGA or HDMI.  The team is, also, at this very 

moment working on software to make this app available in virtual environments. 

May It Please the Court is not working in isolation. We very much appreciate any 

feedback that other professionals in this field wish to offer and, most importantly, the comments 

of the user.   

May It Please the Court will, of course, continually analyze the performance of the 

players, to create better courtroom scenarios, timing sequences and decision matrixes.  As 

indicated in the Privacy Statement, individual user information will never be shared with anyone 

outside of May It Please the Court. 

 

Concluding Remarks 

From the author’s personal experience and perspective of having practiced as a trial 

attorney for 35 years, going to trial in real life is a lot like engaging in martial arts, playing a war 

game, playing a sport or any other type of endeavor in which your whole being is extremely 

focused.   This state has been recognized from ancient times but, has been recently described by 

Hungarian-American psychologist Mihaly Csikszentmihalyi as the “flow” state. Hopefully each 

user of this app will, in the course of participating in these courtroom vignettes, find themselves 

in that same state of flow. 

 

Contact Information 

MAY IT PLEASE THE COURT 

266103 Lexington Avenue South 

Philadelphia, Pennsylvania 19019 

267-466-9910 

information@MayItPleasetheCourt.com 

 



 

 

Privacy Statement 

This privacy policy governs your use of the software application May It Please the 

Court (“Application”) for mobile devices that was created by May It Please the Court, LLC.  The 

purpose of this Application is to provide interactive instruction concerning courtroom 

procedures. The user will be requested to acknowledge receipt of this Privacy Statement and 

consent to its terms as a condition of using the app. 

What information does the Application obtain and how is it used? 

 

User Provided Information  

The Application obtains the information you provide when you download and register the 

Application. Registration with us is optional. However, please keep in mind that you may not be 

able to use some of the features offered by the Application unless you register with us. 

 

When you register with us and use the Application, you generally provide (a) your name, email 

address, age, user name, password and other registration information; (b) transaction-related 

information, such as when you make purchases, respond to any offers, or download or use 

applications from us; (c) information you provide us when you contact us for help; (d) credit card 

information for purchase and use of the Application, and; (e) information you enter into our 

system when using the Application, such as contact information and project management 

information. 

We may also use the information you provided us to contact your from time to time to provide 

you with important information, required notices and marketing promotions. 

Automatically Collected Information  

In addition, the Application may collect certain information automatically, including, but not 

limited to, the type of mobile device you use, your mobile devices unique device ID, the IP 

address of your mobile device, your mobile operating system, the type of mobile Internet 

browsers you use, and information about the way you use the Application.  

Does the Application collect precise real time location information of the device? 

This Application does not collect precise information about the location of your mobile device.   

Do third parties see and/or have access to information obtained by the Application? 



Only aggregated, anonymized data is periodically transmitted to external services to help us 

improve the Application and our service. We will share your information with third parties only 

in the ways that are described in this privacy statement. 

We may disclose User Provided and Automatically Collected Information: 

• as required by law, such as to comply with a subpoena, or similar legal process; 

• when we believe in good faith that disclosure is necessary to protect our rights, protect your 

safety or the safety of others, investigate fraud, or respond to a government request; 

• with our trusted services providers who work on our behalf, do not have an independent use 

of the information we disclose to them, and have agreed to adhere to the rules set forth in this 

privacy statement. 

• if May It Please the Court, LLC is involved in a merger, acquisition, or sale of all or 

a portion of its assets, you will be notified via email and/or a prominent notice on our Web 

site of any change in ownership or uses of this information, as well as any choices you may 

have regarding this information. 

What are my opt-out rights? 

 

You can stop all collection of information by the Application easily by uninstalling the 

Application. You may use the standard uninstall processes as may be available as part of your 

mobile device or via the mobile application marketplace or network. You can also request to opt-

out via email, at privacy@MayItPleasetheCourt.com.  

Data Retention Policy, Managing Your Information 

We will retain User Provided data for as long as you use the Application and for a reasonable 

time thereafter. We will retain Automatically Collected information for up 24 months and 

thereafter may store it in aggregate. If you’d like us to delete User Provided Data that you have 

provided via the Application, please contact us at privacy@MayItPleasetheCourt.com and we 

will respond in a reasonable time. Please note that some or all of the User Provided Data may be 

required in order for the Application to function properly.  

Children 

We do not use the Application to knowingly solicit data from or market to children under the age 

of 13. If a parent or guardian becomes aware that his or her child has provided us with 

information without their consent, he or she should contact us at 

privacy@MayItPleasetheCourt.com. We will delete such information from our files within a 

reasonable time.  

Security 

 



We are concerned about safeguarding the confidentiality of your information. We provide 

physical, electronic, and procedural safeguards to protect information we process and maintain. 

For example, we limit access to this information to authorized employees and contractors who 

need to know that information in order to operate, develop or improve our Application. Please be 

aware that, although we endeavor provide reasonable security for information we process and 

maintain, no security system can prevent all potential security breaches.  

Changes 

 

This Privacy Policy may be updated from time to time for any reason. We will notify you of any 

changes to our Privacy Policy by posting the new Privacy Policy here.. You are advised to 

consult this Privacy Policy regularly for any changes, as continued use is deemed approval of all 

changes. You can check the history of this policy by clicking here.  

Your Consent 

By using the Application, you are consenting to our processing of your information as set forth 

in this Privacy Policy now and as amended by us. "Processing,” means using cookies on a 

computer/hand held device or using or touching information in any way, including, but not 

limited to, collecting, storing, deleting, using, combining and disclosing information, all of which 

activities will take place in the United States. If you reside outside the the United States your 

information will be transferred, processed and stored there under the United States privacy 

standards.   

Contact us 

If you have any questions regarding privacy while using the Application, or have questions about 

our practices, please contact us via email at privacy@MayItPleasetheCourt.com. 
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