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Week 6 – Theme: Gravity

Gameplay:

The player is presented with a debris field and a stream of particles running through it. By clicking in the debris field, the player can make masses (asteroids) that affect the gravity in the system. When the asteroids are dragged around, they will accumulate debris and become larger, thus having a greater gravitational force. The player creates and manipulates these masses to try and guide the particle stream towards a goal. 

What Works:

1. The aesthetics of the game are very consistent and clean. Creating the asteroid graphics was enjoyable, and let me use some Photoshop skills I hadn't played with since round one (Influx). The green and pulsing yellow of the particle stream is supported by the music, and the action of the cross hairs feels appropriately science-fiction-esque. 

2. The gameplay is actually fun! Since I'm writing this postmortem a bit late, I can verify that reviews of the game that have come in and people seem to be genuinely attracted to it. Because I know I sometimes get frustrated with the destruction of the masses when I move them into the stream, I included a “toy” mode for the game where the masses are invincible and there is no goal. Just setting up the gravitational systems and watching the ensuing motion of the stream can be very enjoyable. 

What Doesn’t Work:

1. I didn’t realize until a bit too late that I should have colored the asteroids and debris brown. In their current gray they blend too much with the starfield, and players can’t really tell how much debris they have remaining. This is particularly problematic towards the end of a session, as the game is waiting for the player to drop below a threshold of available mass; if they can’t see the remaining mass, then the game never ends. 

2. The game appears, superficially, very similar to Particle Suck, a game from last semester. No code was reused, and it didn’t appear similar visually until about two-thirds of the way into the development process – I tweaked some variables in the particle appearance and all of a sudden it looked practically identical to the older game. I could have consciously changed it simply to be different, but felt that we had both independently arrived at the proper appearance for the particles and didn’t feel bad keeping them as they were. 

3. The aiming for a goal feels a little thin as a gameplay mechanic. If there were multiple goals and the player had to coordinate the stream to hit all simultaneously, or if they moved, or there were some other obstructions... these are all potential ways to vary the gameplay. Hard to say if they would add or simply clutter. 

What I learned:

The quality of a simple idea well executed. In retrospect, the game was a bit of a safe bet, but at the time, it simply felt right. I still go back and play this one from time to time, which I haven’t done with any of my other games to date. 

