Rope ‘Em
Shane J. M. Liesegang
Week 2 – Theme: Chains
Gameplay:

The player is presented with a stump and a bull running around the screen. The player must first circle the stump with their mouse and then do the same to the bull in order to chain him to the stump. As the game progresses, the bull gets faster until the player can no longer loop the chain around him. 
What Works:

1. When I set out to make this game, I wanted to play with a click-less interface, where simply moving the mouse around formed the interaction. Rope ‘Em is a game that is actually fairly fun and twitchy to play, but it looks absurd and dumb when seen. As I think, to date, I’m the only person who’s actually played it, you’ll have to take my word for it. 
2. Childlike art: I would have liked some more frames on the twitching and for it to be a bit more subtle, but overall it adds a generally simple quality to the whole game that I think suits it. 

3. It very rarely crashes. 

What Doesn’t Work:

1. There’s no real depth or progression to the gameplay. The bull gets faster, but there should really be obstacles, weak links, and other confounding elements to make the gameplay a little more varied. As it stands there’s no real incentive to play it again. 

2. The click-less interface is not communicated terribly well, as indicated by the number of questions about the game in the forums. Some mouse trails or more visual feedback on the “roping” behavior would help with this, but right now I could understand why people had no idea what to do. The standard thing to do is to try clicking, but the game just ignores that and people get frustrated as a result. 

3. Doesn’t really fit the theme of “Chains.” When we discussed as a group, we talked about how chains have weak links and a more visceral aspect to them than ropes, but in the end, my game is much more about ropes than chains. Even the title and verbage talk about ropes. 

What I Learned:

All in all, I think Rope ‘Em is not a bad concept, but it could certainly be implemented better than I did. There’s not nearly enough polish on the game, mostly because I wasn’t feeling well this week and didn’t put nearly enough time into tweaking the gameplay and artwork. I think the gameplay could work for something like WarioWare on the Nintendo DS; it’s a simple kind of interaction that the player must discover rapidly, and it scales up with a simple speed multiplier. The progression of levels actually feels very similar to the original WarioWare in terms of pacing and execution. 
