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Design Lab 5 – Game Media

Final Game Proposals
1. Title/Subtitle

The Lost Ball

2. Abstract of concept.

It is a strategy puzzle type of game in which I would like to combine all the core mechanics we’ve learned in this class (spots on/off, keyboard input, arrays, moving objects, attach movie clips, hit tests…etc.).

3. Context/ Research.

· Orbox B:   http://www.arcadecabin.com/play/orbox_b.html
It is a puzzle game in which the user uses the arrow keys to control the sensor in order to make it bounce into walls, and finds its way to the exit.

I like how simple is the game play but at the same time makes the player to think. 

· Draw Play:   http://www.flash-game.net/game/2450/draw-play.html
A draw game that uses the arrow keys and the mouse clicks to play. It is about creating your own ways to get the flag.

It is also a game that requires thinking. One must draw the way somehow not too incline or curved and is not near by the obstacles so the character may be able to climb and gets the flag.

I like how each time you play is different because the game play depends on different drawings one makes. The user can also modify their routes by erase the lines.

· Rings:    http://www.flash-game.net/game/2614/rings.html
This one is basically move each ring of different size and color on the top of another bigger one. The more rings you have in one set, the more points you get. It is simple but fun to play.

· Bum’s Rush:   http://www.eddiezone.net/flashgame/Get_Money.swf
In this game a homeless is getting changes dropped on the road. The player uses arrow keys to move the character. The more money you collect, the higher is the score. Your obstacles are the cars and police that pass by.

This is a good example of using what we have learned in the class.

It is very simple, funny, and the graphic is great!

4. Methodology.

I will be using spot grid as my interface and the goal of the game is to take the object (a red circle) to its home. The red circle has no power to move by its on, it only falls from the top to the bottom. The idea is to create a way and somehow to transport the red circle home. The player must turn on and off the spots to stop and move the circle. One can only turn on 2 spots at once; in other words, one must turn off older ones in order to turn a new spot on. The game comes with two black movable squares (of one or two spaces per move), which the player can use those to push the circle. The black squares can be moved and controlled with arrow keys. There will also be obstacles that block your way, so you must think before you make any decision in order to win. A limited time is given; you will lose if the timer reaches 0.

The game plays of the midterm and final game are very different, one is a shooting game and other one is a puzzle game that requires thinking and math. However, the core mechanics of both games are similar. I will be using hit tests, keyboard inputs; attach movies as my main controls.

5. Milestones, Goals & Timeline.

I will be spending two weeks figuring out all the core mechanics to make it work. The last week I will be focusing on its graphic, different levels, an instruction page and the end page.

6. Challenges.

I have already known how to make every function separately. My biggest challenges now will be:

- Mix all the actions together.

- Make the spots that allow me to click on only 2 at one time.

- Apply several hit tests to different movie clips at once.

- Remove all the movie clips at the end.

