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: (ぼくのなつやすみ) “Summer Fun 2”



Students in this group: Brian Abrams, Blade Olson, John Banayan, Erik Nichols

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

Genre: Simulation/ Adventure

Our Reasoning:  It resembles Animal Crossing from a collecting aspect and the presence of a “daily timeline,” although it seems to encompass more (the presence of the bike/diving), implying it features “adventure” elements as well.



Target Market: Family-oriented and features a very large demographic. Similar to Animal Crossing, the game features exploration and simple activities that highlight childhood experiences that both parent and child can enjoy, such as: bug collecting, fishing, bicycling, diving, making friends, etc…

Our Reasoning:  The art and design was calming, tranquil, and the gameplay seemed accessible enough that both children and parents would appreciate the game.


Narrative/Story: Small town kid who is enjoying his childhood. 



Our Reasoning:  In the brochure, and on the cover, the boy was featured most prominently and the adults were depicted as supporting characters.


Game play: Explore the game’s environment, Interact with the townspeople, family, and friends, Collect bugs, Fish, Bike, Swim, and Manage Time.


Our Reasoning:  Page 14 literally illustrates all the activities presented in the brochure and offers a summary of the possible modes of gameplay.
Chosen pages: 05, 14, 24-25, 06-07

Our Reasoning:  These pages depict a town map, a daily timeline, and the various methods of gameplay available to the player.
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