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: Chu-lip (character’s name)



Students in this group: Drew, Michaela, Alec, Ryan

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

Genre:
Adventure/Sim

Why?
The game seems to be explorative in design and involving a trade mechanic/socialization/interfacing with other characters.



Target Market:
Teens 16-20


Why?

Because of the artistic style and the themes of the game in youth and love.


Narrative/Story: 

Mailman named Chu-lip seeking love, tries to fix the corrupted world along the way.  On his journey, he collects and barters items (including garbage) with other characters in the world.  All the while, he is trying to better the world through social connections and mutual love.

Why nature?

The cover of the game box illustrates a dismal outlook on industrialization, and the flaps of the game manual depict nature/animals with negative dispositions.  Pg. 1 has a picture of the stork carrying the planet/turtle.  The graphics on page 2 depict a trash/treasure relationship.

Why delivery boy/mailman?

On the cover, he has the hat and messenger bag, and the main operation (from screenshots) seems to be trading/scavenging/delivering.

Love?

There is a heart meter in the GUI, and on page 6 we see two characters kissing/creating a heart/love.  On the back of the game case we see this as well.  There seems to be a female love interest involved, and on the game disc she is gazing at the moon (while he is as well).

Game play: 


Explore the world, collect trash/inventory items, interact with NPC’s by trading and love-garnering, and controls are simplistic in nature (one joystick, four interaction buttons).
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