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Gameplay:

Form combo chains by clicking on tokens that have the same shape or color.  Keep on forming chains, or else the game will end.

Things That Went Right:

1. This game has a very nice aesthetic feel to it.  When I initially imagined this game, I saw these neon musical notes that you had to chain together, and jazz music playing in the background.  The final product didn’t stray too much from the initial image in my head, and I’m glad that I was able to translate it well onto the screen.
2. This game really makes you be attentive.  I wouldn’t really call it strategy, but you have to really pay attention to your surroundings on the board, and you don’t have a lot of time to do it, so you really have to be on your toes.  You have to find the right balance between clicking blindly and spending too much time planning.

3. This game has a satisfying “mindless twitch gameplay” appeal to it.  Like I said, it isn’t really strategy, you just click stuff.  There’s something fun about just zoning out, listening to the music, and watching the colors and shapes move around.
Things That Could Have Been Improved

1. I didn’t have enough time to add any sound effects, so I feel that the game is lacking in audio feedback.  My original idea was to have a series of alto saxophone notes play when you started forming a riff, but I was having a hard time finding sound effects that I liked.  In the end, I kept it silent, minus the music.  Sound effects would have helped.
2. The hexagon and circle look too similar.  I meant to change that, bah!  
3. There’s a timer, and you can sorta tell that it’s counting down and that it refills a little when you make combos, but it’s not very clear.  If you’re just playing the game, it just seems like the game ends randomly.  I could have tied the timer in better, or found a better mechanic for ending the game.

Things That I’m Not Sure About:
1. I’m still not sure if I should have made the spawning of the shapes a little bit more intelligent.  At the moment, it’s all random, so getting a huge combo not only requires you to be attentive, but also lucky that the computer spawned the shapes in a way that allow for large chains.  However, if there was always a shape to link to, that might make things too easy.  Some of the fun comes from being attentive enough to find the good chains.  Overall, the feedback I got has been I made the right choice in making it random.

What I Learned:

1. Even though we say that it’s possible to have fun with simple primitives, aesthetics can really go a long way.  A good aesthetic feel, which could just mean a good color scheme or soundtrack, can make a mediocre game seem better or more fun than it really is.  This could be seen as a good or bad thing.

Conclusion:

This game helped show me that even though better graphics don’t mean better gameplay, a good aesthetic quality to a game can make it go a long way.  Overall, I think this game is a very solid prototype for what could be a very compelling game.
