A Day in the Park Postmortem
Demetrius Jordan
Description:
You are an evil storm cloud in the park.  Your goal is to see the longest chain of lightning you can form between people walking in the park.  Manipulate the crowd in order to position them and set up the longest chain of lightning.  Raining on people makes them more likely to be hit.  A rainbow appears when the rain stops which causes people to stop and look at it.  Thunder causes people to run away from the cloud which could be used to position the people.
Good:
· Different strategies to try and form chains of lightning (position the crowd, rain on people, cause people to stand still)
· Sound adds to the game
· Interesting concept of using people as links in a chain of lightning

Bad:
· Not enough visual feedback in the game.  Cant tell who has been rained on. 
· Instructions could have been clearer.  People don’t know what rain, rainbows, and thunder do
· Hard to create long chains.  The game could be balanced more.  Right now the factors that determine whether or not a person is likely to be hit are whether or not they have been rained on, how wet they are, how fast they are moving, and how close they are to the lightning.  I need to play with the more so people can set up longer chains.
Consensus:

The game has an ok start but needs more work so players can see how they are affecting the game.  I originally planned to have umbrellas pop-up for people who were rained on.  This would have let the player know that these people are more likely to be hit.  The game turned out to be a little more complex than I would like it to be and seemed to be geared more towards a theme of crowd control instead of creating chains.
