Townsburgh Power
Description: 

You are managing an electrical grid with an unusual way of delivering power. Using a chain and a motorized gear, you must add other gears to the system to deliver power to the surrounding grid. Keep it up long enough and you will have the thanks of the city.

Thought Process: 

The theme for this week was “Chains.” I decided to take it literally and thought back to a toy I had seen at the Exploratorium in San Francisco where you could stretch belts over wheels on a peg board. After I had the basic interaction in mind, the theme felt natural when I thought of it.

What went wrong:

· Distraction. I spent most of my time getting the chain working and feeling smooth. Once I did, I had a system that was quite fun to play with on its own. I then spent a lot of time exploring other games I could make with it and almost didn’t finish the one I set out to make.

· The gameplay wasn’t obvious. I had an idea that this was the case when my instruction screen was filled with text, but it became clear when my first outside players started playing and couldn’t figure out what to do. The light bulb symbols on the gears were not obvious at all, as was the symbol on the chain lengthening gears. There is also little feedback when a player overstretches or under-tensions the chain. Perhaps a meter would help.

· Counterintuitive goals. I realized only when people started playing the game that keeping the grid from growing dark is much less satisfying than bringing light to a dark grid. The win condition is currently a timer, and the lose condition is a threshold. These should be reversed. Similarly, gears either need to keep their usefulness longer or not decay at all.
· Various user interface concerns and bugs. It is too easy to accidentally double-click a gear you want to single click, and the game doesn’t always recognize when gears are put in the trash.

· No background music. Appropriate music would have helped the atmosphere a lot.

What went right:
· Mechanics. The chain had the fluid dynamic feel I look for in the games I make. It worked much better than I ever expected. Certain things like the chain slowing down when overstretched were emergent properties of the system.
· Graphics. Most everything was hand drawn in Illustrator and Photoshop, and the graphics turned out at least as well if not better than any I have ever made.

· New gameplay. I haven’t met anyone yet who has seen gears and chains used this way in a game before.

· Interactivity. I really liked the fact that the player had to frequently rework the chain network to bring in fresh gears and to reach un-reached areas.

Conclusion:

This game showed remarkable potential. The gameplay might be too complicated and turned on its head, but it definitely warrants further development into a more polished game.
