ATEC 4367, Naasz, Spring 2012

Economy
Due: Feb. 13
You don’t have to be an economist to be able to create a simple economy, especially in a videogame. All you need is a resource a player must gather and something for them to spend that resource on. This is the basis for any game economy, but a good one needs a bit more than that. What do you think is missing?
Create a digital prototype using tools of your choosing to create a game with a visible game economy in it.
Notes on Economies:
Economies don’t have to consist of someone collecting or gathering something to buy something. Since we are dealing with abstract systems most of the time the processes can also be abstract.
What are your favorite kinds of games with economies?
Economies don’t have to be complex. Castleville has a simply economy where energy is converted into items and coins which the player can then use to further build and expand their kingdom.
Many people say that the fun of a game is the ability to choose. How will you let the player make a choice with your economic system?
