



Chaos: Post Mortem

The theme for this week's game was 'Contrast'. I spent a lot of time brainstorming on the different possibilities: diversity and its absence, the realization of the value in something after its taken from you, wealth and poverty, illusions that stem from contrast in light, shape and form, etc.

I finally chose the contrast exhibited between order and chaos. A variety of activities related to order and chaos came to my mind – construction, making noise, traffic, etc and finally cleaning up. Essentially, it would be the act of cleaning up that would map to maintaining order.
What went right:
1. I was content with the art work and representation of characters and objects in game. The Benny Hill soundtrack in the background, also, seems to lend congruity to the overall game experience. 
2. To not have collision detection and maximize on screen real estate was a conscious decision. In hindsight, this turned out much better than facilitating restrictive movement for the player.

What went wrong:

1. The approach towards the theme for my game was again too literal. I really hope to design a game in one of the subsequent rounds where people can think of the theme as a verb/noun and it being seamlessly integrated to gameplay.

2. Rather than create a randomized and progressively  harder placement routine for dirt, I should have utilized my environment layout to employ risk/reward strategy based on which part of the room was dirtied. This would definitely made the act of cleaning up more interesting and fun for the player.
If I had to do it over, I would have spent more time and worked on paying attention to the  consequence of getting caught and how that would affect the player experience. Thus,  changing the objective of the game from a ‘how high can you score?’ by cleaning up the best, to somewhere on the lines of ‘what would be the funniest/best place to intentionally leave the mess unattended?’ or exploring ways of emergent Nanny behavior as the game progresses.
