Updraft

Shane J. M. Liesegang
Week 4 – Theme: Temperature

Gameplay:

The player controls a paper airplane flying in and around a small house. They can drive the plane left and right, but their only source of lift is heat sources around the house in the form of vents and fires. The player must navigate obstacles using these methods of propulsion while not getting too close to the heat sources or touching any of the walls. 
Fair Disclosure: It was pointed out to me by a member of the EGP forums that the game is strikingly similar to an old Mac game called Glider Pro (http://en.wikipedia.org/wiki/Glider_PRO). I can honestly say that I wasn’t aware of Glider when brainstorming for Updraft, though as a Mac gamer in the 90s it’s quite possible that I had come across it at some point. 
What Works:

1. While the prototype doesn’t necessarily develop it to its fullest potential, there is a good amount of depth to the gameplay here. As the game progresses, heat sources can become scarcer and less obvious, and pushing through the environment can involve a good amount of thought and surveying before making a move. It’s a good mix of control and dependence. 

2. I wrestled with shaders for the display of the thermals for quite a while. I was hoping to have the shimmery heat-haze effect. I found that my experience in Cg did not translate well into GLSL and found more headaches that usable visualizations. After abandoning GLSL, I was able to create the current visualization in a total of about 20 minutes – simple is better, and I like the way this calls less attention to itself against dark backgrounds. 

3. I created a level-editing system that involves nothing but the editing of text files. This made it much easier to prototype and tweak the level designs before going through the process of creating art. It would also make future expansions on the idea much quicker to implement. 

What Doesn’t Work:

1. The artwork was very rushed, particularly the backgrounds. I am immensely displeased with it, and wish I had stuck with something more representational than concrete. 

2. There’s not a terribly great variety of heat sources at the moment. I has wanted to add a system where you had to flip a light switch to generate the heat for a certain room, but ran out of time. 
3. Apparently the idea is not terribly experimental (see disclosure above).
What I Learned:

I want to think more about environment in my future games, since a lack of environment is what caused the weakness in my round 2 and 3 games. Having the world be both the obstacle and the source of power, and both the plane and environment affecting each other creates a very nice kind of interaction that leads to fun gameplay. Also, simple concepts work… I had thought of this (originally as a hang-glider), early on in the week but rejected it as too basic. By moving it inside the house, I was able to add all variety of obstacles and potential that I hadn’t thought of originally. 
