Ice Fishing (MacGyver Style)
Description: 

You are out in the wilderness in winter by a pond. You need to catch food, but only have a single magnifying glass with which to do it. So what to do? Melt snow on trees into icicles. Then melt the base of the icicles to break them off the trees and onto the fish in the pond below.
Thought Process: 

Coming up with a game based on temperature proved to be more difficult than I first anticipated. After spending most of the week in a fruitless attempt to come up with ideas, I finally sat down and started drawing, trying to flesh out ideas for something involving a structure of sticks made out of ice. At one point the drawings started turning towards a pond, and an icicle made its way in somewhere. I decided that I liked the idea that icicles, which are very cold, are formed when water melts and then refreezes on another structure. The idea of fishing came from trying to figure out what could be done with falling icicles.
What went wrong:

· Not enough “juice.” This game came close to some of my other games in the fact that the player often has to prepare things for the future, and wait to see their actions take result. People seem to have more fun when there is more chance for instant gratification.

· Process not obvious. The ray from the magnifying glass tended to get lost in the white background. Making that stand out a little more would have helped. Other touches to help guide the player to the trees and icicles, rather than just trying to aim at the fish directly, would have helped.
· Depth perception. Dropping icicles from trees onto a pond forced a mapping from the 2d space of the tree onto a perpendicular 2d space of the pond. It was not obvious where exactly an icicle from a tree would hit the pond. I didn’t want it to always be one single plane because that would have looked weird. I ended up going with a random depth, which made it impossible to know where exactly an icicle would hit when it was dropped. Some sort of shadows would have probably helped.

What went right:
· The art direction. This week I focused on my weaker skills, namely art, first and spent far longer on them than anything else, focusing on what bits of polish I’d need from the outset, and making sure that I had them ready before I ever started coding. I also made all the graphics either from scratch or from royalty-free photos, without relying on Google image search. The result was one of the better looking games I’ve made, and I’m proud of that. Spending time on things that needed more time and not relying on Google was a good move.

· Naturally increasing difficulty. The game was pretty easy at the beginning when there are lots of fish in the water, but got much harder near the end when there were less fish to catch. That ramp-up in difficulty that was added without artificial structures like levels worked well.

· The sound. I felt like the sound worked well for this game, especially the bell that’s sounded when the player hit a fish. I was already taking liberties with reality, and that sound served to both inform the player that he’d made progress, and reminded him that the game was not reality at the same time so that he would ignore the obvious non-realistic behaviors of the world.

· The small touches. The ripples when the drops hit the water, the drops starting slow until they cleared the branches, using the sun as a game timer, and making the screen change color as the sun went down all added good style to the game.

Conclusion:

I really liked this game, so I was a bit surprised when it had relatively poor votes for the first few days after it was published. I think that even though there was a lot to like about this game, the “What went wrongs” seem to have overwhelmed the “What went rights.” My sense is that finding a way to fix the problems would probably end up improving this game 1 to 1.5 points on our fan-voting scale.
