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Week 1 – Theme: Decay

Gameplay:

The gamespace is a hexagonal grid of gems. At opening, they are all spinning, but their energy quickly begins to decay. After they stop spinning, their color begins to drain. The player can either give them a temporary boost of energy by clicking to spin the gems and their neighbors, but the real goal is setting up standing waves by matching colors. If two or more jems of the same color are adjacent, they lock and reinforce each other, so they will never decay. Once there are fewer than five gems left to play with, the game is over, and the score is based on the number of permanently spinning gems the players was able to set in motion. 

What Works:

1. A surprising amount of “juiciness,” though it had to be turned down in the final release because it impeded gameplay. The player is rewarded not only for random clicks with a satisfying spin-up, but simply moving through the space adds a small amount of energy to each gem that is moused over, giving a feeling of affecting the world. 

2. The sparkle effect and the initially super-saturated colors of the gems produce a genuine desire to keep the gems’ energy up. Combined with the trance-like music (courtesy of Ravi Shankar and Philip Glass), this desire creates a kind of hypnotic and focused emotional state. 

3. There is a good amount of choice the player must make – short-term gains versus long-term ones in the decisions to temporarily spin up the gems or to try and find solid color matches. 

What Doesn’t Work:

1. The task is not terribly clear unless it is explained. While a more thorough instruction screen would be a step towards helping, it would only increase the appearance of complication. I remain convinced that there is a way to communicate the gameplay in a more organic manner (the faculty advisor’s suggestion of the opening spin is a good example), but I failed to find that way. 

2. Lack of feedback for _actual_ actions like clicking the mouse or switching gems. A selector would help the player to understand what’s going on with their choices, and actually seeing the gems swap places would better show the action taken. There is no auditory feedback either, which is a tragic oversight; time constraints forced me to ignore this element of production, and it is much to the game’s detriment. 
3. I’m not sure how the game would scale up from here to later levels. Simply increasing the decay rate seems too easy – more interesting complications to the field are something I didn’t consider. While that’s technically fine in the context of EGP, thinking of such things from the outset I believe would have helped make a stronger overall game. 

What I learned:


In addition to simply learning the EGP framework, I got a good sense of how to produce an inherently rewarding interaction outside of gameplay. In the future, I hope that such interactions can form a more direct gameplay in themselves, rather than being icing on another gameplay form. The direct interactions are a bit too simple, and that’s something that that I’ll need to consider in the future. 
