Mail Madness
Description: 

You are working in the sorting center of your local post office. Use ramps to sort the incoming letters and make sure they make it to their destinations.
Thought Process: 

When I think of games based on gravity, I almost automatically start to think of marble ramps and other related toys I used to play with when I was a kid. I also thought of Pachinko, the Japanese ball game, liking the sort of playful randomness of the balls as they fall down through the maze of pegs. It was the processing of these thoughts plus the conception of a theme to fit it that led to this game.
What went wrong:

· The creation of a strategy that must be used to do well. It became quickly obvious that since the player has no way to judge what the incoming letter might be, he has to set up traps at the top for those letters. Only in this way does the play have enough time to reliably bring a letter from any chute to any bin. Given that, the traps should have been built into the game as a mechanic. Ideally letters would build up in a hopper that you then released onto your system of ramps, but letting the hopper get too full would result in some sort of penalty (probably that the hopper would open on its own accord).
· The physics. The major trap of this game was making physics for square packages. A theme could have been found just as good or better that would have used marbles, and marbles are far easier to simulate. The boxes didn’t really add anything, and in fact took a lot away from the game since it took such a high percentage of the development time. And after all the effort put into them, the physics still had some pretty significant bugs as well.

· Unconstrained resources. The ramps are the key resource for the player, but their use is unlimited. The game here could well have been properly managing their use.

What went right:
· Art. I gave myself very little time to work on the art for this game, and it turned out very looking pretty good considering. 
· The physics working at all. The challenges of getting falling boxes working were very similar to the challenges in getting the unfinished shape game to work. The fact that I at least got close too good falling physics was a lot better than I had done before.

Conclusion:

This game can actually be pretty fun if you know what is going on. However, without the traps being enforced as a release control mechanic it falls squarely in the “help, I don’t know what to do category.” Time spent on non-critical systems took away from proper polishing.
