ATEC 4367, Naasz, Spring 2012

Loop
Due: Feb. 20
Loops are everywhere in our lives (especially those of us that work in the digital space). Loops can be incredibly simple or extremely complex, but in the end they all work the same. Loops use to be a key component of videogame design because computers simply didn’t have the space to hold hours of game play. This is an art that is lost that I think is worth recreating.
Create a digital prototype using tools of your choosing to create a game that uses a loop (or loops) to provide fun and interesting gameplay.
Notes on Loops:
Games that loops don’t always have to present the player with the same thing every time the loop occurs. Many old arcade games utilized loops with increasing difficulty to get keep players engaged and keep them pumping quarters into a machine.
Racing games use loops to increase the amount of distance a player has to travel. Loops can be both literal in the sense of space and player progression or more abstract as in the action set a player should perform.
Sometimes hiding a loop from a player is important and sometimes it isn’t. Think about how your game loop effects the game play and whether that transition back to the start of the loop is important.
Think about all the different places you see loops in everyday life. Roller coasters, circuits, seasons and music are just a few that come to my mind.
