Cosmic Balance
Description: 

While in a job interview, the questions you get pose you with a series of “mental blocks.” Break through the mental blocks by carving up your “experience” to fill the path through the maze.
Thought Process: 

I came at this game from a different direction than usual. In the past, I had been coming up with high concepts, but have been stopping short of designing what could be a fun game. This time I did both. The high concept was almost free. I had a phone interview in the week before working on this game, and came out of it feeling as if I had been “probed” and “dissected” during the interview. From there, the metaphors about “mental blocks” and such pretty much wrote themselves. I also thought of dissection as a game mechanic and decided that I liked the idea of breaking things down and building them up again. That combined with the high concept lead to the final result through standard iterating on the game design.

What went wrong:

· Some of the art doesn’t quite match. In particular, the sprite for a chunk of memory was supposed to be some sort of piece of brain matter with sparks, but it didn’t really turn out that way. Some of the sound was rushed and doesn’t really fit.
· I had a lot of false starts on this project specifically in making the shapes and making them rotate. What should have been a stepping-stone on the road of development ended up taking way too much time.

What went right:
· For the first time, I can play my own game and feel excited about the gameplay. In essence it’s a planning puzzle, but it works well due to its two-part structure. You have to plan a path through the maze that can be made with the available shapes, but at the same time you need to be conscious of the way you are cutting up your resources.
· The game mechanic has room to grow. As I was showing this game, I got a lot of suggestions for complications, including bigger mazes, score, timers, restrictions on how to use your memory pool, shifting pieces of the maze, and so on. I didn’t put any of them in because the game can stand on its own. However, the fact that all of the suggestions would work and provide interesting complications shows that this idea could become part of a much larger and more polished game.

· Using the Tetris shapes as the cutters. At the beginning I wasn’t planning on using cutters at all. The idea was suggested by our advisor, and it was a good one. Choosing the Tetris shapes was actually a controversial decision, because on the surface it makes the game seem a whole lot less experimental. I think they were a good choice since players are already familiar with them, which made less to explain how to play. Many people already know how to put together Tetris shapes efficiently. This gives players an instant feeling of mastery over the resource management aspect which gives them confidence to learn how to adapt those skills to a new situation.
· A text-based level editor made it possible to make the levels quickly and easily.

· I personally think the splash and ending screens turned out better than the others I’ve done this semester.
Conclusion:

If anything, this game serves as evidence that even concepts as played out as the seven Tetris shapes can still do new things.
