
SPLODER GAME DESIGN BRIEF


[image: image2.jpg]‘Where games oome true™




Name: 

Plan (complete in week 3)

What will you do first? Why? 

First, I'll do the basics like everyone, plan out my game! Why - because if I don't plan out before, I'll get stuck while building my video game.

How will you ensure that you complete the project on time? 

To ensure that I will complete this project on time I will be using class time appropriately 

Who will test beta versions of your game?
I will choose two people that I can trust and can easily tell me what I should do to improve the game while in Beta.

Will you incorporate other people’s suggestions into your game’s design?
Yes I will incorporate other people's suggestions since I won't always have ideas, and getting ideas from others could also help.

How will you decide if you have created a good game or not?
To decide if I created  a good video game or not is by seeing if people have fun, see how other people react to the game, do they like it? or do they think its too easy or something. Thats how you generally builds games, stick to idea and just adapt it and make it better so everyone likes it!.

Design (complete in week 3)
What type of game are you going to produce?
I wanted to create a "Platformer" type of video game. Platformers are basic, easy and fun if you can create something unique. I'm also probably going to try to sprinkle some puzzles and such within it.

What will it look like?
I don't have a definite design of how my game EXACTLY is going to look like but I do have an outlined idea in my head for it.

How will the characters be controlled?
I will be using the WASD keys on the keyboard, W for jump, A for going left, D for going right and S for going downwards. Spacebar for climbing higher on walls and hitting enemies.

What will be the objective of the game?
The objective of the game is mainly to collect crystals and get through through the level without dying as there will be traps etc.

How are you going to test its functionality?
To test its functionality I'm going to trial and error and just ask people around to find out what their thoughts are about the game to improve it.

How will it be evaluated?
How I think its going to be evaluated is by seeing the quality of the game, is it fun? Too hard? Too easy? How it plays, is there a mistake maybe? Or a glitch or something? I think thats how the game is going to be evaluated but probably mostly focusing on FUN!

How long will you need to create it? Give a timeline for its completion.
The time its going to take to create it is probably going to be all the class time I get. For the first few classes I will: Get the design/plan of the terrain of the game. As time progress it will all end up to be trial and error and what I need to add and fix.

Investigate (complete in week 3)
What makes a “good” game enjoyable to play?

A good game makes it enjoyable to play when the obstacles are challenging but it makes the player come back for more and how good the video game graphics are, it can be enjoyable to play if the storyline is very good.

What makes a “bad” game not enjoyable to play?

It will not be enjoyable to play when there's bad graphics in the game and not very eye-catching, the obstacles are really hard from the start of the game, and if the character is very hard to control.

Evaluate (complete in week 6)

Describe your game (including a title)
My game is called Dark Abyss Temple, your pretty much this guy stuck in this temple and its pretty dark and you have to escape. That is basically the game but, to be more descriptive, it is a platformer game and requires patience and some pretty good skills with the keyboard.

What is the objective of the game?
The objective of the game is to collect all the crystals, and its not so easy to collect them all so you'll need to keep a eye out on whats about to come at you.

Discuss two strengths and one weakness of your game.
I think one of the strengths of my game is that it has some challenge to it and another strength is the aesthetics I tried to put in the game, to make it look like a temple but of course there are limits so I can't make it too good. I think the weakness of the game is the frustration you can get from the game, I mean you die, or you miss some of the crystals. I guess thats probably because of me since i designed the game, but I like to give some of a challenge to  a game.

What improvements could be made?
Some improvements I thought about was the lighting in the level since it gets pretty dark and you can't always see everything, but it does make sense because it is the "Dark Abyss Temple".

What difficulties did you encounter while creating your game?
The difficulties I went through were mostly the placement of the blocks in the game, will this jump work? too big of a jump, too small? Also needed to plan a way to give the player of the game some trouble to deal with, and of course as the creator of the game it did give me troubles too.

What did you have to modify or change from the original design?
My original design plan was to have the level or "temple" to be above ground mostly, but I ended up having it go underground and that was really the only change in the design.

Discuss the strengths and weaknesses of your performance during this assignment. 

The strengths were that the performance went mostly as I planned, like that the game was actually beatable, but some of the weaknesses were probably the lag the game got and it really messed with the gameplay and usually ended up with you dying.

What did you do well?
I think what I did well was the challenging parts I added to the game and I tried to make it clear as possible that it was going to happen.

What could you have done better?
Maybe made the game longer? But everything has limits.
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