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Gameplay:

Your mouse acts as the center of gravity for the system.  The blue and yellow masses gravitate toward wherever the mouse is on the screen.  The goal is to get the colored masses to their matching colored targets to score points without letting the two masses collide together.  You go about doing this by using the barriers in the level to help separate the two masses.  If you do well enough, a third mass will appear on the screen, then a fourth, and even a fifth.  I’ve only gotten the fourth once, I think the fifth is impossible, but I left it in their as a challenge for you all to get.
The Theme:

Yes, this is a repeat of a theme from last semester (Gravity was Spring 2005’s first theme).  We chose to revisit an old theme for a couple reasons, but the major one was that we wanted to set a precedent for this project that it’s ok to revisit themes.  We didn’t want a group of students in a year or so desperately trying to come up with a theme that hasn’t been used yet, nor do we feel that we have fully exhausted any particular theme.  
The Idea:

So the way I went around making this game was by making a toy first.  I made a simple program that let me spawn masses and attractors, as well as draw lines on the screen that acted as barriers.  I could drag attractors around with the mouse, and the masses would gravitate towards the attractors.  I found that you could do some interesting stuff with this toy, such as put a bunch of attractors in the middle of the screen, put a circular barrier around them, and masses would orbit around it like moons around a planet.  I also found myself playing a little game where I had two masses, and the goal was to not let them touch eachother as I moved an attractor around the screen.  In the end, I just made the mouse itself an attractor, built a little level by drawing barriers using the toy, and gave the player the goal of also hitting targets with the masses.  Add the obligatory space theming, and you’re done.

The toy can be downloaded at:

http://www.experimentalgameplay.com/dl.php?gn=06_Gravity/GravityToy.exe
What Went Right:

1. This game was a case where building the toy first worked.  I was able to quickly prototype out a couple of different ideas for games that used the same basic primitives to them, and was able to craft a game that I felt turned out really well.

2. Although the game feels really simple, it has a pretty unusual control system to it.  I like how there’s more to this game than meets the eye, especially when you get to the third mass.
3. I like how the sound turned out for the game.  I made a point this week to not put off sound till the last minute.

What Could Be Improved:

1. If I had more time, I would have added more levels.  I would imagine this level gets old after a while, and I feel that differently designed levels would have different strategies for navigating the space effectively

Conclusions:

Building the toy first can work, but I feel it works best for physics-based games.  It works great for Gravity, but I don’t know how well it could work for more abstract themes.  Using the toy I built first, I was able to come up with a pretty fun interaction, and base a fun game around that interaction.  

