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Gameplay:

This game is a prototype game about communicating directions between two players.  For this game, two players will each be drawing a picture.  The two players cannot see each other’s drawings, and the goal is for both players to draw the same picture only by communicating to each other via text.  A turn works as follows: The other player has left you with directions on how to replicate what they have drawn.  Follow them as best you can, and draw what the other player has told you to.  Then you draw whatever you want to add to the picture.  When you’re done, click “Finish Drawing”.  You then type in directions on how to replicate what you have added (ex: “Draw a small blue circle in the upper left corner of the canvas.”)  When you are done typing, click “Finish Typing.”  It is now the other player’s turn, so leave the computer so you can’t see what they’re drawing.  Continue playing turns until you want to finish.  To finish, when you end your turn, there is an “End Game” button on the waiting screen for the other player.  Press that button to end the game and compare drawings.  The goal is to make something together, not compete, as there is no winner or loser.  

The Theme:

This theme was proposed to us by a fellow ETC student when he mentioned that pretty much every game made so far in the past two semesters haven’t been turn-based.  Most of the games have always had an element of constant change, so there’s never an opportunity for the player to stop and think about his/her next choice.  That was the motivation for this week’s theme.  We were also encouraged by our faculty to be a lot more experimental and weirder with our games.
The Idea:

Taking the advice of our faculty, I tried to be really different from what I’ve done in the past.  Some ideas that were thrown around were games about art or communication, so I ran with those ideas.  The initial concept was to have players each take turns drawing on the same canvas, but I felt that could just be done on paper, so why bother making it into a video game?  I added the concept of the players leaving notes for each other and having to give players direction that way, and went with that idea.

What Went Right:

1. It’s an interesting concept, as it sort of combines the concepts of user-created content and multiplayer gaming.
2. If two people make something that’s complicated and looks alike, it’s very gratifying at the end.
What Could Have Been Improved:

1. This isn’t a very inherently fun game, it’s only fun if the two players are really into it.  I knew this going into making this game, but hey, it’s experimental!

2. It’s pretty complicated.  A lot of instructions, not very intuitive.  Turn-based games often get complicated, as the player has time to think things through.

3. It’s still a prototype, and still needs to be made into a fun game.
Conclusions:

This was a pretty different direction than I’ve gone this semester, and I thought it turned out pretty neat.  It’s definitely still very much in a prototype phase, and I don’t really think many people would find it that entertaining in its current stage.
