Interface Design for Games

USC School of Cinematic Arts, CTIN 401L

Instructor: Tomo Isoyama (Isoyama@usc.edu)


Lab Assignment 01: 8/25/08


Game Title:  “I Am Small”



Students in this group:  Michael Kane, RC Narma, Jonathan Rosenfeld, Gavan Wilhite

Guess the following about this game just by looking at the game brochure. Be specific and logical. Include why you think so.

Genre:  Action/RPG


We believe that this is an action/RPG because we found lots of dialog in screenshots and abilities with varying levels. There were also screenshots with combat and platforming implying an action game.  


Target Market:  RPG fans, fans of humor and light-heartedness. Age range: 10 and up. Non gender specific. 


The artistic style is non-photorealistic and ‘cartoonish’. Use of many exclamation marks leads us to believe that the game may be humorous. A bright color scheme and expressive characters implies a wide ‘everyone’ market. 



Narrative/Story:  Aliens threaten a family with mind control, and the robot must protect/save the family.  (p.18) Family is largely unaware of the danger in their midst. The player is sent to protect the family members who are unaware of their guardian.  

There are repeated pictures of a evil-looking brain creature, who we can only assume to be the main antagonist. Having such a prominent ‘brain’, and with pictures of oblivious humans leads us to believe that mind control might be involved in the storyline. 




Game play:  You’ve got different powers/forms that you can level up.  Powers like flying, electricity, vehicles, etc.  You can collect powerups, platforming elements.  RPG elements like talking, interaction.  You have a health bar.  Navigational interface elements for finding objectives.  Takes place in homes/you are really small like a toy.  Real-time combat and interaction.  You have to keep track of the family, sometimes via cameras, etc.  You can monitor the rooms the family is in.  

We saw evidence of each gameplay element in screenshots and graphics in the manual. 

Important Pages: 

15: Demonstrated acquiring powerups which implies rpg elements

18: Shows enemies which gives insight into storyline and combat

22: Shows the family acting abnormally which could be part of the storyline and gameplay
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