A.N.E.N.Y Post-Mortem

Introduction

A.N.E.N.Y is the latest iteration of faculty pitched pinball projects at the ETC. The
goal of our project was to create a new and unique pinball game that integrates
electromechanical hardware alongside digital components, and whilst acknowledging
pinball's history with sexy/sexist theming, create an experience with a sexy theme that
targets a more progressive audience. Our team consisted of five core members Adeline
Wu (Programmer, Technical Designer), Nina Gamboni (Producer, Game Designer) Enn
Ruan (2D Artist, Narrative Designer), Nightray (Te) Zhou (Interactive Designer) and
Yifan Jiang (Programmer).

Beyond strictly the project goals, our team explored sex the way we see it within
our current social economic climate. The way we explored this was through the role sex
plays in its relation to productivity. Our final deliverable was a pinball machine with a
brand new playfield designed and constructed by the team, placed in an old pinball
cabinet frame provided by Jonathan. The mechanical components of the machine are
connected to a digital game in the head of the machine, that provides feedback for the
pinball gameplay, as well as a visual novel, written and illustrated by the team. In the
game, you play as an alien factory worker, producing BUNNY, a type of
friend/assistant/lover/whatever you want companion unit formed out of a psychic
mushroom. The pinball field is designed to look like a factory station, and the
mechanical gameplay of pinball represents that factory work. In between sections of
pinball, the visual novel explores your relationship with your coworkers, your work, and
your own personal BUNNY. The way we always phrase the theme of the game is “the
industrialization of intimacy”.

What Went Well

01: Mapping Out Our Build

When we started this project, no one on the team had any previous experience with
electrical work, so we needed to learn a lot of stuff quickly. But even then, it took a lot of
planning before we even got to the stage of building the machine. Also, a lot of the
pinball parts we needed, like flippers and bumpers, came from online stores that sell
parts for pinball machine replacements. Which often meant they didn’t come with specs,
just “what old pinball machine would this be compatible with”. This meant that to plan
out the list of parts we needed to buy, we first needed to do extensive cross-referencing
between different machines and parts, trying to figure out what would be compatible,
and how big each part might be, so we could fit them into our playfield plan.



Luckily, | think we recognized this pretty early, so by halves we had that list and plan.
Once we had the parts ordered over Week 8, the only thing we ever needed to
purchase afterwards was screws.

02: Game Design

While we were planning out the parts list, we were simultaneously designing the game.
Enn, our writer and artist, had a very strong vision for what the narrative and theme of
the game would be, which helped get everyone seeing the vision early. This was
especially helpful, since without the parts, that was the only thing we had to look at.

03: Fabrication

As | mentioned earlier, no one on the team had much electrical experience, or much
hardware experience. But even so, our manufacturing process was very efficient.
Because of that planning we did while making the parts list, the only thing we ended up
needing to adjust was a few of the pegs. And by the end, we had gotten enough
experience that we were able to implement one of our stretch goals, LED lights and light
patterns, in just the last week.

What Went Wrong
01: Scope
So, the thing that | think went well, the fact that despite our team’s lack of experience
going into it, we even managed to achieve our stretch goals, is also our first issue. At
the start of the semester, our scope was enormous. We didn’t know how much went into
making a physical pinball machine, and it wasn’t clear until we talked to Dave Purta,
who helped us in the workshops, and who used to be a pinball repair technician, how
much it would take. So after we learned that, we scoped down significantly. Though
even then, we still had to cut some features over time. Which is also why I'm really
impressed we managed to get the lights in. But going into it, we were given a ton of
options for what we could do with the goal “make a physical and digital pinball
machine”, but no perspective on what was reasonable or possible in that space. We
managed to figure it out though, it just took a lot of effort.

02: A Polarized Team

Due in part to the lack of experience and the amount of time it took to order our parts
list, in order to make both the physical and digital parts of our game, we had to split our
team in two. Enn and Yifan on the digital side, Myself, Adeline, and Nightray on the
physical side. This ultimately was the only way we were ever going to get the project
done, which | do think was the most important in this case. However it meant that



because we had to move so fast, there was less time for iteration and collaboration. We
just had to commit hard to what we had planned before spring break, and make it
happen.

03: Narrative Length

As part of the whole “overscoping” thing, Enn wrote like, 8 times more text than ended
up in the game. Mostly in the form of a screenplay. This ultimately meant we needed to
figure out how to edit some things to play well in the visual novel style, and split things
up to fix some pacing issues. Also, we were only able to implement the 1st out of 5 days
Enn had written. The dialogue is really good, but with more time for iteration we would

probably be able to refine the pacing of when dialogue segments are shown to the
players.

The Future
There’s still a lot of Enn’s story that would be cool to adapt, and the pinball machine
itself we were told there was nowhere to store in the building. So | had to take it with
me. It’s still in Pittsburgh though. In the future, | can see us continuing to work on it, but
it would take a bit, and would likely be a side project. If we finish it though, we would
probably submit it to some local galleries, like the Mattress Factory or something.



