Topics in Games Development

ECE 495/595 & CS 491/591

Spring 2008

Video Game Analysis Assignment

Write a 5-10 page paper (single spaced, 12 pt font) analyzing a video game of your choice.  You may choose an existing game running on any platform (console, PC, handheld, etc.) and within any genre.  Although I would prefer that you choose a game that you have actually spent some significant time playing, it isn’t absolutely necessary.   The goal of this assignment is to get you to really think through what it is about a video game that makes it good (or bad) and how the developers accomplished their delivery of story, control, excitement, suspense, fun, etc.  Consider the problems that you have already encountered in designing and building a game and how the developers of the game you are analyzing might have overcome those same problems.
This is an individual (not a team) project.  The assignment is due April 15.  Be prepared to spend 3-4 minutes in class talking about the major points of your analysis.
The following is a basic outline listing the major topics you should consider when writing your paper.  When possible you should answer questions based on key points discussed in the lectures.  Skip any sections irrelevant to the game you chose.  Feel free to deviate and talk about interesting ideas that aren’t listed here.
1) Summary

a. Provide a short overview of the game you are analyzing briefly (2-3 sentences) describing the genre/story/goals of the game.

b. What developers were involved?  What publishers?  How many programmers?  Artists?  Level designers?  Story writers?
c. When was the game published?  On what platform?  How successful was it commercially?

d. What was the budget for game development?  How many people were involved?  If you don’t know, take a guess.

e. What was the rating of the game?  Was this intentional?  Why?

2) Story

a. Describe the back story leading up to your player’s involvement in the game.
b. Describe the story that the main character participates in.

c. Describe how the player interacts with or manipulates the story.  Is the player the main character, a participant, a viewer, or some other participant?

d. What techniques did the developers use to tell the story?

e. Is the story crucial to playing the game?  Why or why not?

3) Characters

a. Describe the major characters in the game.  Point out major protagonists and antagonists.

b. Do the characters have enough personality and detail to add to the game experience?  If so, how do they accomplish this?

c. Who was your favorite character, or the one you associate with the most?  Why?

d. Who was your least favorite character, or the on e you associate with the least?  Why?

e. How do the characters add to the overall game experience?  Do they add humor?   Mystery?  Heroism?  Are the characters necessary to the game experience?  Why?
4) Setting

a. Describe the setting of the game.  Open world or closed levels?  3D first person or 2D top down?  Why do you think this setting was chosen?

b. How are levels, scenarios, or scenes used in the game?  How is the game transitioned between them?  Do the transitions make sense or do they interrupt game play?

c. Each game generally sets a mood or a tone.  What was the mood or tone of the game?

d. Was the tone intentional?  What techniques were used to set the tone?  Describe the use of visual effects, audio, story, or other means to deliver the appropriate atmosphere.

e. Describe the emotions invoked when playing the game.  Does the game give you a sense of accomplishment?  Risk taking?  Tension?  Fear?  Humor?

5) Your general analysis

a. Provide a general analysis of the game, covering any topics not previously covered that you deem important.  Feel free to expand on any of the topics covered in lecture but not explicitly listed here.

b. Describe what you liked and didn’t like about the game.  How could it have been made better?

c. What makes the game stand out in a crowd?  Why do you think the publishers decided to publish this game vs. some other game?

d. Describe the major challenges the game developers likely had to overcome?  How did they do so?

