ATEC 4367, Naasz, Spring 2012

Down
Due: Feb. 27
The direction down is an often overlooked direction for games to take. Many games focus on the standard left-right system or place you at the bottom of the screen while things come from the top. What happens when we remove those standards and explore what it means to move down? Well, we get a prompt about down of course.
Create a digital prototype using tools of your choosing to create a game that focuses on moving down to provide fun and interesting gameplay.
Notes on Down:
Much of our Game Literacy is built upon many of the games that were built back in the early days of games and design. The fact that moving left to right feels like progress is due to what we are familiar with. How can you make moving down feel like progress?
There are genres of games that are more downward focused than others. Rougelikes for example are a genre that focus on “dungeon crawling” in which the act of going down indicates the player is taking on the next level of more difficult challenge.
Think about what going down means to you. What does it entail? How do you do it?
