



Pluck: Post Mortem

The theme for this week's game was 'Dissect'. After having some difficulty with my initial idea in terms of how it tied into the theme, I had to come up with a new one beyond half-way point of development. 

My game – ‘Pluck’ was based on the idea of the "She loves me/She loves me not" activity associated with the plucking of flowers. The literal thematic connection here was the dissection of the flower itself. The abstract one being the emotional dissection that comes in trying to anticipate the outcome of this activity.

A huge limitation to the success of my game was the lack of player 'input'. The player wasn’t able to affect the game other than wait for the 'coin toss' outcome based on the number of petals on the flower. In terms of a development standpoint, I had underestimated the complexity of petal generation and placement in an attempt towards seamless integration with the chosen art style.

Given more time, I could have explored the possibility of having multiple flowers as well as experimenting with their growth and decay under time constraints. This would have definitely allowed for more player initiated game feedback and interaction. My incomplete prototype could have also included a risk/reward system where the depending on the flower chosen, the player would have observed appropriate aural and visual feedback.

The important lesson learnt was to focus on the theme and subsequently develop a game idea rather than to come up with a game and try to rationalize how it adheres to the theme.

