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Gameplay:

Use the mouse to draw barriers on the screen.  Red and green tokens bounce around the screen, and you want to block red tokens from reaching the center by drawing barriers for them to bounce through, and you want to let green tokens reach the center to score points.  Barriers decay over time, so you have to continuously draw new barriers.  Also, the more barriers you draw, the more red tokens appear on the screen.

What Went Right:

1. The interaction is very simple.  You draw lines using one mouse button, and that’s it.

2. There is triangularity in the gameplay.  You can be very defensive and essentially just draw a circle barrier around the center all game, but you won’t let any good tokens in and score any points.  However, if you’re a little more daring, you can keep the center more open to allow green tokens in, and even draw barriers to bank the green tokens towards the center, but at the same time you’re leaving yourself more vulnerable to a red token going in.

3. I focused on the gameplay for the first 90% of development, theming for the last 10%.  Up until the last couple hours of development, the game had no artwork, music, or sound, as I had focused completely on making sure the game itself played well.  The weird “Icelandic Polka” theming came late on the last night in a fit of silliness between me and other team members.
What Could Be Improved:

1. There are some bugs that I wasn’t able to get out where tokens can get stuck in barriers and start “jittering.”  In some cases, the tokens can jitter through a barrier, which is unfair to a player who set up barriers around the center.  It’s really discouraging to lose in a video game because of a bug in the code.  If I had more time, I would have devoted to fixing the barrier-token collisions.

2. I don’t feel it was clear enough that red tokens spawn based on how much you draw.  Once a player is aware that the more the draw, the harder the game gets, then it adds another layer of strategy/skill to the game where the player wants to draw shorter lines to prevent as many red tokens from spawning.  However, if the player never realizes this, then they never get that layer of strategy, and will probably draw lines as big as they are allowed.  There is a bar at the bottom of the screen, but I’m not sure if players will actually look down there with all the activity on the main portion of the screen.
What I Learned:

1. Simpler is better.  I had a couple ideas in my head on what to make a game about, but in the end I went with the simplest one because it had the clearest gameplay, and probably the most fun.
2. Scores are clutch.  Not only do they give the player feedback on how well they played, but it gives them reason to play the game again and again.  Skeeball is a perfect example of this.  

Conclusion:
I was really pleased with my first attempt, and I learned a lot while making this game.  I think the success lies in its simplicity, and I hope to stick to this principle in future games.  I could have done without all the comparisons to Kirby and the Canvas Curse, though, heh.

