Tooth Decay
Description: 

To the horror of dentists everywhere, the goal of this game is to actually encourage tooth decay. This is done by taking food particles from an area near the top of the mouth and distributing them onto the teeth to create bacteria. When a tooth has been infected long enough, it falls out. But watch out for the toothbrush and dentists drill that come at random intervals to thwart your plan.

Thought Process: 

The theme for this week was “Entropy/Decay.” I thought it would be a neat challenge to make a game where the goal was to actively cause decay. This is different from most games because on most games, especially puzzle games, the goal is to avoid entropy. In specific games like Tetris, you lose when you are overwhelmed by the increasing entropy of the system and can’t manage it anymore.

When I started, I was having trouble coming up with a specific theme, so I turned to the now popular idea resource: Google. When searching through it for random inspiration I found that the word decay was almost always associated with the word tooth. Tooth decay fit my theme and personal challenge, so I went with it.

What went wrong:

· I was simply not able to put enough time into this. Everything that went wrong, and there was a lot, stemmed from the fact that due to the ramp-up time of the project I did not have more than a day to work on it start-to-finish and it shows. The lack of sound, feedback, and introduction, instruction, win, and lose screens all come from this.

· Game did not have any strategy. Since the player had no way of knowing or controlling when the toothbrush or drill came it gave them very little knowledge to plan on.

· Not enough player involvement. Interaction involved placing food and waiting until they were removed which led to a rather detached state of interaction with the game.

· The game did not feel dynamic. I spent a bit of time on the animation of the bacteria, and was initially satisfied at how dynamic it looked. But since the players don’t actually interact with the bacteria, they don’t feel dynamic.

What went right:
· The code framework. Most of the week was spent making a framework for my games in this project. The fact that I was able to use my brand-new and untested framework and get anything working at all was an accomplishment.
· Themeing. As bad as many of the graphics looked, especially the teeth, there was a nice gross-out effect created by seeing a human mouth projected so large. This added an immediate draw to the game that I’d like to replicate in future projects.

Conclusion:

This game was good as a first effort but didn’t have too much merit. The idea of a tooth decay game may still be a good one but it needs more work in design to create an actually fun game rather than a gross-out experience. The main takeaway from this was that things that look dynamic will still feel static if the player has no ability to affect them.
