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Week 3 – Theme: Airflow
Gameplay:

A swarm of ants works their way from the perimeter of the screen in towards the cookies. The player is equipped with a hairdryer with which to blow them away. Once they are all the way off the screen they are gone. If the player gets the number of ants on the screen to below the threshold level (the number of ants required to lift the remaining cookies), they win. If the ants steal all the cookies, the player loses. 
What Works:

1. The movement of the ants is very nice and “buggy-ish.” I wish I had some time to smooth it out a little more, but it is definitely evocative of insect scrambling. 

2. The interaction of blowing the ants away is fun. They hang on, trembling for a few moments, and then skitter across the tabletop helplessly. A guilty pleasure. 
What Doesn’t Work:

1. Again, there’s a lack of variation and subsequent depth here. I can’t even really conceive of a way that it could be deepened. More cookies would make it easier (the ants would have a harder time picking them up), and more ants would just overwhelm the player unfairly. 

2. Controlling the hairdryer doesn’t feel very good – initially I had wanted its angle to be influenced by the angle of motion with the mouse (it was to be another click-less interface). The click-rotate feels a bit awkward, and you lose a lot of fluidity I was going for when you have to stop. 
3. Sound was the last thing added, and it really just doesn’t work well. There aren’t enough things for the ants to say, and the relative volumes of the voices and music are totally off. 
What I Learned:

Much like Rope ‘Em, this is a good, quick, interaction that would work as a microgame, but not much else. It was actually much more fun before it was textured and I was just using colored squares on the screen – somehow the art diminished the gameplay. In the end, it’s an inoffensive, simple game that is adequate but not outstanding. There simply isn’t as much gameplay there as I had initially hoped. 
