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Gameplay:

Blow ships around the sea through buoys to score points.  Avoid hitting sharks, and the more buoys you sail through, the more sharks appear.  You can blow the ship either by blowing into a microphone, or by clicking and holding with the left mouse button.  You move the cloud around with the mouse, and the cloud blows the ship in the direction from the cloud to the ship.  There is also a changing tradewind that is constantly changing it’s direction that can either aid or hinder you in traveling across the sea.

Things That Went Right:

1. There is something fun about blowing into a microphone, and watching some physical reaction on the screen.   A handful of DS games have used this in a very limited extent, as did last semester Experimental Gameplay game, “Blow.”  I wanted to try to make the blowing less of a toy, and more of an actual gameplay mechanic, and I think I was successful in that aspect.

2. Giving the player the option to play with a mouse instead proved to be a good option to add, as the majority of players probably don’t have a mic, and I wouldn’t want to limit the audience.  That, and as I found out, you might not want to blow into a microphone.

3. Adding the tradewind to the game made it a bit more interesting, thanks to our faculty advisor Chris for that suggestion.  Before, you could just stop and wait for sharks to leave an area, but the constant wind means your ship is always moving, which makes the game more active.

Things That Could Have Been Improved:

1. The blowing is pretty neat, but the gameplay itself could have been a little more exciting.
2. I may have oversimplified on the collision detection with the sharks, and as a result, you may get eaten by a shark even when they aren’t that close to you (basically, there’s a circle around them, when it should be a more narrow ellipse, as sharks aren’t round).  This can be frustrating to players.

3. If I had more time, I probably would have found a way to make the game less exhausting for playing with a microphone.
What I Learned:

1. There may be a reason why DS games only use the microphone aspect as a mini-game.  You get dizzy fast.  In some ways, this adds a new level of gameplay that a lot of real-life games and sports have that most video games don’t: exhaustion.  But I generally can only get up to 400 points before getting really dizzy, wheras I can get a much higher score with the mouse.  With the microphone, the main goal is to manage your breath as not to tire yourself out physically too fast, leaving you susceptible to a shark attack.  With the mouse, the main goal is to avoid the ever increasing amount of sharks.  But you can also sing into a microphone and have the same effect and be less tiring, in which case the goal is not to look dumb singing to a game I made.  Emergent gameplay?
Conclusions:

Even though it doesn’t seem like it, this is probably my most “experimental” game to date, as it really experimented with if blowing is a viable game mechanic.  I think it is a fun concept, but it’s time to go back to the mouse and keyboard!
