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WILD CARD #3 REFLECTION
Simple is Beautiful, Think about the End User,
And How I Stopped Worrying about Originality:
A Reflection on my First Game


	Well, I wouldn’t call it my FIRST game. But it is the first one I can publish on my wiki without hanging my head in shame.  See it (hyperlink text “here”, address Lunar_Duel.exe), but the controls may be more than a little funky without a PS2-type controller. Oh, and you’ll need a buddy. And remember it’s not polite to camp spawn.
	Which brings me to the first topic of my reflection, the idea of emergence (unanticipated glitches and exploits discovered by the end user). Believe it or not, the people who play video games are infinitely resourceful and are quite fond of finding really cheap ways to win. A look back (and quick play) at Lunar Duel suggests that the “super attacks” given to each player (land mines and a large, collision-ignoring laser, respectively) are overly oriented towards killing an opponent in their spawn, and should have been toned down or otherwise limited to prevent an unfair advantage. Also, relatively little consideration was given to keyboard users. The game was designed to use gamepads for better flow of play, and the prevent crowding the keyboard. The result among testers with gamepads was positive, as analog control allowed them to play in ways that would have been much more difficult with digital input.
	What’s the difference?, you ask. The difference, is that it allows the players a deeper and more fluid range of control. An analog stick operates with degrees of motion. The more pressure placed on a side of the sensor, the higher the value it returns to the computer. A keyboard, on the other hand, is digital. A keyboard is either pressed or not pressed. While in this game the difference is mostly a matter of ergonomics (try crowding 4 hands on a keyboard, and you’ll understand), in more advanced applications the consequences can be devastating.
	The next topic, as mentioned in my mouthful of title, is the fact that this game won a contest, simply because it was simple and fun. While other competitors tried fighting games and platformers that were complicated, and broken, or games that were so simplistic they lost any vestige of fun, this entry toed the line with two simple ideas.
· Making multiplayer is easier than teaching the computer to play.
· Shooting other players is fun.
People find it fun to pit themselves against each other, and multiplayer solves more than a few problems encountered while coding for single player. When you play against someone of equal skill, it solves the problem of a game being too hard or too easy. And you don’t have to code AI either, because the computer just watches collisions and maintains the arena. So, in a phrase, the decision to make a multiplayer game was a fortuitous cop-out.
	One last note, on originality. While most entries used licensed content (Fair use), originality can trump all, or fall on its face depending on how it’s used. Often, it’s safer to go with an established idea than to make something completely different. A case in point is the contrast between my game, and a friend’s entry, both of which were acclaimed by classmates and faculty. The key difference is that his involved originality in content (his game used 100% hand-drawn graphics, but a tried and true “dodge the obstacles” gameplay), whereas mine had unoriginal graphics & sound (they were ripped from files created by the makers of the Multimedia Fusion 2 textbook), but a completely new gameplay concept: a multiplayer top-down shooter. In the artistic world, the more you gamble, the more you can win.
