Secondhand Smog
Description: 

You are managing a cloud whose sky is being invaded by evil smog clouds. Use your breaths of clean air to clean them but watch out, because it blows you backwards as well.

Thought Process: 

The theme for this week was “Airflow.” My original concept had to do with someone standing on a giant flower on a lake using a leaf to blow air at enemies while pushing the player backwards. It was transformed into the cloud idea when I was trying to come up with some rational explanation for the interaction.

What went wrong:

· Too close to established games. The idea for the game boils down to the classic game asteroids with a twist. Despite the themeing, dampening forces, and a prevailing wind, it still felt like flying through space.

· Not related close enough to the theme of the week. The idea for the game certainly came from the theme of the week, but in the end the cloud concept made it seem like it was simply an excuse for dealing with airflow.

· Using the avatar as a health meter. It was hard to tell how much life you had left when I used the cloud slowly changing more orange with each hit as feedback.

· Sound effects. They took way too long and didn’t turn out too well. There has to be a better way than what I’m currently doing.

What went right:
· Easier to program. I wanted an simpler game to make this week so that I would have more time to spend on the polish aspects. It was indeed easier to program and it paid off.

· Splash screens. The splash and instruction screens give a good hook to the game.

· Good gameplay. One of the advantages of using an established game is that most of the gameplay mechanics are already worked out. Tying shooting and thrust together ended up being a good twist on a classic game.

Conclusion:

The game ended up being relatively fun to play even though it was less experimental than others I’ve made, making it a moderate success in my book. In the future I need to be more careful about wandering away from the theme too much.
