
past writing of some sort

Tutorial ™ background video
Narrative repositioning of flashback

Match cut to new scene

Arcade style phone motion of spaceship
 Transition to puzzle Puzzle

Jigsaw start

Jigsaw to teach connection

Puzzle solving

Puzzle conclusion transition to next scene

Match cutScreen deactivation
Prompt to another formation

Prompt to another formation

Narrative repositioning with Mantis

Match cut

Ambigrams

Back and forth connection

Church scene
Final puzzle with in-game content rotation


What does our space has to offer:
Moment of connection reveals magic
Tactility
Physical maneuvering
Free form scramble ™ jigsaw
Formation making via restricted actions ™ connect via pinch, disconnect via motion, 
Formation reaction --> gyroscope detection
Touch screen (feedback via visuals, haptics, and audio on individual screens)












Moment of connection reveals magic


Goal: 
Moment of connection is magical
Player require little to no hand holding at the end of the game to play our experience



Our phone space:
To facilitate connection magic
reposition
drag
zoom
Additional phone good things
tactility (reposition)
touch screen and individual phone feedback (sound and haptics)












Progressing the adventure (time and space)


Explore worldview (lore)

Solve puzzle (primary goal fun, secondary could be either on top as well)




Components of the game (player goals)


Start (informational indication))

Information indication list

Must pay attention

Donˇt pay attention

Optionally pay attention Reward this

Start (activation point) End (informational indication))End (activation point)

Formation changes

Free form (jigsaw)

Rigid 1 at a time (3 cannot move)


Part free (1+) part fixed

Function

make sense of picture

Get to 1 more frameReconnection

In-place rotation

sliding / disconnect

Reveal carefully

Build to some formation

to change 1 thing in the screen

Swapping

Decrease phone screens (make phones blank)


Decrease other phone screens to highlight


Cross screen content (comic, big picture)


Animation

Ambigram

Expanding scene

Change content in same scene

Optionally pay attention

Must pay attention

zoom

Jigsaw

animation

Decrease phone to highlight



possible risk: blank = movable

Rigid 1 at a time


possible risk: only move 1 rigidly

match cut

animation

UI indication

Animation indication

possible risk: not getting pivot

Changing the formation

Action Indication

Previously connected with another phone as part of a formation



B reaking a 
formation

Bringing in a blank 
phone to expand 
the information 
spac

take away 1 frame to get new 
frame.

expand the frame

Transforming the previous formation

Decreasing the information space
Making the formation smaller but still connected
Break 1 formation into 2








need to take away 1 frame of 
information / 1 frame information 
is obviously not needed

The frame HAS to go away. The 
formation HAS to break apart

Action Meaning

Take away 1 frame

Risk: teach them phones are free form --> swap will happen at times we donˇt want to if we donˇt isolate when and where these actions happen.






Winnie Tsai

Get to some formation quickly

Change scene

Phones introduce all these new challenges

This possibly happens when they clearly know a formation goal to go to. (either we tell them, or they realized)





Winnie Tsai

There are two free phones

This is assuming 1 player, and they have 2 hands. If more players, a. I speculate still one player will dominate. b. itˇll be for jigsaw moment.






Winnie Tsai

Our goal is to have player have a narrative experience with puzzles. And itˇs beautifully represented with art (processed informed by comics).



Could be as strong as film editing. - by Sam


Winnie Tsai

All move with each other

Oort CloudMany to 1 1 to many

4 pieces

Phones connect

Connect Pivot Disconnect Deactivate

Rotate (beetle)

2 pieces3 pieces free pieces
break current formation



Formation Territory


Rotate then connect

Locking the phone

Sam

when do you disconnect

Sam

Crazy, this is as much as we can get from 1 step.
We should NOT allow this all the time.


1 step, as defined by either 
a. A phone is removed from original position, changed to a different position, and reconnected through a pinch action
b. A 90-degrees rotation of the phone on the same position







Other user interactions:
180-degrees rotation
swap phones
free-form changing positions
--> must end with a pinch for the system to know
What would incorrect position pinch cause? --> My recommendation is donˇt let that happen. Make it so obvious like a hatch is needed for connection.













Information flow
Pinch = connect
phones can move positions (is a pinch or a jigsaw or a gyroscope better teacher)
Questions
Does the phone turn off if not used. How is disconnection communicated.







Minimal Viable Moment
Onboarding + tutorial / start
narrative repositioning
major puzzle
Easter egg





Easter Egg / narrative deadends ˝puzzles˛

Functionally, the Easter egg components gives player a sense of: I can explore this part...?
When the path is to the right, how do we want to show the left is Easter egg?
We directly tell them there can be connected through UI
No direct UI, but more indirect like light shimmering
Harder like through phone shaking








whether itˇs horizontal phone or vertical is not set yet
Horizontal would be long edge with long edge
Vertical would be short edge to long edge
Cool but harder to prompt
™ If itˇs UI, it can be
™ If itˇs indirect control, the visuals can be







Possible activation methods:
when supposed to non-rotate connect, do a rotate connection
Need to account for but they show same content




Need to have super obvious cutoff so players KNOW thatˇs the right way, instead of the left Easter egg





Rotation added version HUGE QUESTION: WHEN DO WE ALLOW ROTATION 
Whatˇs the baseline players go back into?
What will prompt them to do rotation?


Questions
What formations are good for that, what pictures would work with that.
How do people go from a formation to another
How are Easter eggs presented in the experience before it is activated.
indirect control / motif:
Character looks at a direction longer than needed.
Light sipping through
but definitely not obvious visual cutoff

What different activation ˝mechanic˛
AND go back?

















Information presentation in the space:

We want them to go there


Obvious visual cutof
Character waiting for player action


We don’t want them to go there at all.

Un-expandable area (looks like a 
deadend). Any new connection goes 
to black.

Character refuses to move there.


ooks dangerous.

Player sees the game as camera 
into a world --> they will still 
connect.

Player sees the game as 
connection action will guide the 
character, the connection will be 
more deliberate. Any wrong 
connection then has to be 
punished . 


We want that exploration to be rewarded 
through Easter egg.


Un-expandable area, but added still 
the usual connection UI on the black 
screens. They will go, hmm .


jigsaw moment. black screens fade 
to pictures to connect, then the 
Easter egg plays.


normal expansion to hidden spaces 
through indirect control (less visually 
cutoff, but expanding towards 
something)


Baseline:
There must be 1 phone that is always there --> how do we show itˇs the anchor that should not be moved.




Ideas: 
staircase shape


By number of vertical and horizontal:

Insights:
Players tend not to ˝disconnect˛ already connected shapes.
We can use this as activation of Easter Egg





Wit

schematically, thereˇs something hidden on another side to the intended direction




Winnie Tsai

Movement schematic, formation suggestions consultation



Winnie Tsai

Character movemen
Camera movemen

Through:

visual 

narrative


This schematic assumption can 
be broke

Winnie Tsai

transitioning about formations and linking getting from start to finish.




Winnie Tsai

When designing boardgames:
players execute the rules themselves as opposed to video games just let them react
Systems of transforming phones
Connect
Disconnect
Fundamentally, what the player knows sabout the 

Rotation:
connect at pivot. Disconnect still holds!!! Intuition about this sytem is the types of connection. 
Very rigid: edge to edge vs. looser, connected vs. with the string, and the phones can even be moving

I can be designer for consistency.
teach the rules. learn the system.
use the rules, and follow it. only when intentional subverting.
expand the definition of connection and disconnection!! Write these rules down to design things.
A deliverable is definitions: rules of moving phones as toolset for designers. What even better, and the team uses it (new ways to expand puzzle space through iteration)
Teach the rules, not the sequence. e.g. taught pivot, then can use it.




























Actual transformation. Did the player disconnect and reconnect vs. rotate it. 





Winnie Tsai

Disconnecting and reconnecting use it for different story moments.
Reconfiguration of space, or sliding rotating phones is more transforming the room







Winnie Tsai

Catalog of rules
one way of disconnect and reconnected, e.g. defining a path. like the stairwell. action and its meaning. Go left. Instead of put phone left.







Winnie Tsai

The action --> the meaning.
Help clarify and define current ones. As well as add more as needed. 
Create consistent meaning, teaching the team too









Winnie Tsai

Translation guide from script to phone. 
Rule system conencts formation to meanings. 
Transformation to actions, and it has meaning within the space.
Start state, end state.








Winnie Tsai

System designer. 
Building the rules and refining it and teaching it to the team in support of the team and player.





Winnie Tsai

Narrative designer.
Puzzle designer
System designer
Visual + ? Designer
Programmer
3D artist







Winnie Tsai

need to know 
underlying system to 
know moments doable. 
emotionally

need to know rules to 
work with things.

connect ideas visually. 
Translated into phone 
space. 

needs a system to 
work with. Ability to 
disconnect to be 
harder. Disconnect to 
be easily

Winnie Tsai

As i bring clarity. Suggesst new ideas. Exciting but also fitting.
Consistent and new.
Good chance of support. But will be a tool to spark new stuff too!







Winnie Tsai

Design out the story with phone configurations. 
Visualation and rotation. 
Terms of transformation. Translating the proposed gameplay to system. -- talke with everyone. 
Can I write that in my system language.










Winnie Tsai

System rule document. 
Different transformation. Uses and meaning.



Winnie Tsai

n: does it make sense to n. phones would make story feel. implicitly, is system analysis helpful. s. progress and tool.ealy confirmation with n. 






Winnie Tsai

What does our space has to offer:
Moment of connection reveals magic
Tactility
Physical maneuvering
Free form scramble ™ jigsaw
Formation making via restricted actions ™ connect via pinch, disconnect via motion, 
Formation reaction --> gyroscope detection
Touch screen (feedback via visuals, haptics, and audio on individual screens)












Winnie Tsai

Goal:
moment of connection is magical
at the end of the experience, player require little hand holding and learned to navigate thsi space






Moment of connection reveals magic


Tools
Flashback or like video or scenes playing --> show back story
Character go out of frame --> prompt progression + connection
Zoom in / zoom out then match cut --> change scenes
Collect relic --> ??
Possible more action gyroscope 1 phone playground stuff  --> ?? Utilizing the tech?
***** Prompt a starting formation ***** --> indicate puzzle start
Every puzzle start with a formation, then show animation or something, then go on to puzzle
Ortcloud --> need to know that phones can be moved, and itˇll change
Addressing blank screens == movable
Puzzle ends with ??? Indication (some screens go blank and play animation?)
Possibly change scenes after a ˝jigsaw happens˛, then we can zoom then match cut.
Foreshadowing through symbols / motifs (mantis)
Narrative repositioning out of spaceship to follow mantis
Follow mantis back and forth
Ambigram as visual connection --> mayhaps it activates an easter egg. Could add in individual phone touch screen action perhaps. Drag.
Can zoom be somewhere? For what? Will it be too confusing.
3D opportunity: on the moment of pinch, things move in and snap. (breaks the promise of 2D pinch?? Or not?
Embryo and circle






















Its function from design standpoint ( U   teaching / 
practicing / mastering), (story - explore emotional 
landscape / provide backstory / progress time or 
progress character)

A formation from design standpoint (visually - provide 
lore metaphors / provide visual cues for action

Goal: 
Moment of connection is magical
Player require little to no hand holding at the end of the game to play our experience



Our phone space:
To facilitate connection magic
reposition
drag
zoom
Additional phone good things
tactility (reposition)
touch screen and individual phone feedback (sound and haptics)












Progressing the adventure (time and space)


Explore worldview (lore)

Solve puzzle (primary goal fun, secondary could be either on top as well)




Components of the game (player goals)


Start (informational indication))

Information indication list

Must pay attention

Donˇt pay attention

Optionally pay attention Reward this

Start (activation point) End (informational indication))End (activation point)

Formation changes

Free form (jigsaw)

Rigid 1 at a time (3 cannot move)


Part free (1+) part fixed

Function

make sense of picture

Get to 1 more frameReconnection

In-place rotation

sliding / disconnect

Reveal carefully

Build to some formation

to change 1 thing in the screen

Swapping

Decrease phone screens (make phones blank)


Decrease other phone screens to highlight


Cross screen content (comic, big picture)


Animation

Ambigram

Expanding scene

Change content in same scene

Optionally pay attention

Must pay attention

zoom

Jigsaw

animation

Decrease phone to highlight



possible risk: blank = movable

Rigid 1 at a time


possible risk: only move 1 rigidly

match cut

animation

UI indication

Animation indication

possible risk: not getting pivot

Changing the formation

Action Indication

Previously connected with another phone as part of a formation



B reaking a 
formation

Bringing in a blank 
phone to expand 
the information 
spac

take away 1 frame to get new 
frame.

expand the frame

Transforming the previous formation

Decreasing the information space
Making the formation smaller but still connected
Break 1 formation into 2








need to take away 1 frame of 
information / 1 frame information 
is obviously not needed

The frame HAS to go away. The 
formation HAS to break apart

Action Meaning

Take away 1 frame

Risk: teach them phones are free form --> swap is a taught thing



Winnie Tsai

Get to some formation quickly

Change scene

Phones introduce all these new challenges

This possibly happens when they clearly know a formation goal to go to. (either we tell them, or they realized)





Winnie Tsai

There are two free phones

This is assuming 1 player, and they have 2 hands. If more players, a. I speculate still one player will dominate. b. itˇll be for jigsaw moment.






Winnie Tsai

Our goal is to have player have a narrative experience with puzzles. And itˇs beautifully represented with art (processed informed by comics).



Could be as strong as film editing.


Winnie Tsai

Use "The Verb" (The Dance Move)
You are innovating a new medium. New mediums fail when people don't know what the primary verb is. In Dance, a move isn't just a shift in weight; itˇs an attack, a yield, or an expansion.
When describing your system, replace "The user inputs X" with a Kinetic Verb:
Instead of "The user adjusts the slider," say "The user sculpts the environment."
Instead of "The system calculates the trajectory," say "The system mimics the player's aggression."










Communication: use the "So What?" Test

The Strategy: To avoid being "narrow-minded," don't judge the Beetle based on if it fits the game; judge it based on whether it causes a State Change. If the Beetle moves the player from "Boredom" to "Discovery," the math says itˇs a valid system component, even if your intuition was unsure.





You have very little time. Do not try to be perfect; be opinionated.
Select the "Top 3 Verbs": Look at your analysis. What are the 3 most "unique" things about this medium? (e.g., "Spatial Depth," "Tactile Feedback," "Persistent Presence").
Define the "Golden Path": Take your storyboard and highlight the one interaction in each scene that is mandatory for the "Meaning" to land.
The "Hint" System: Use your documentation of techniques. Don't give them a list; give them a Hierarchy of Intervention.
Level 1 (Diegetic): The environment changes (a light flickers).
Level 2 (Implicit): The NPC looks at the object (Gaze).
Level 3 (Explicit): UI appears. 
 











A game shows its system within the first few moments!

Donˇt try to impose general constraint right now.



Winnie Tsai

Not describe the system or ruleset that the player will use



Winnie Tsai

Employed by the current demo


Winnie Tsai

This is the narrow rule set that us as designer are using



Winnie Tsai

Connecting: is that system compete. Is that the only way the connection is?



Motion

Designed not to move until


Winnie Tsai

Beetle is designed to move. How does it start to do motion.



Winnie Tsai

Connect (v) vs. Connection (n)


Winnie Tsai

The Actions through the experience using the moving the phone system.



Winnie Tsai

Have all the steps written out and categorized.
connection type 1
disconnection type 2
movement type
deactivate






Winnie Tsai

Nouns and verb mapped out. --> find out where to split



Winnie Tsai

Time-based ortcloud. Is that a new type of connection. Connect only at the right time??




Winnie Tsai

Back and forth mantis. Is that timing based. Is there timing based disconnect? Derek can use this knowledge too to make the system. Interface in consistent way.







Winnie Tsai

alignment-based?

Winnie Tsai

cool ideas from the analyzed system. Donˇt want to do that at the same time. Itˇll be a huge amount of work.





Winnie Tsai

Good thing: We have reasonably scoped interaction space. Staying focused on what is currently designed helped keep me scoped.






Winnie Tsai

The diagram is not to create the meaning, but a visual language, not about the implied meaning. Do we have a good way to indicate that.






Winnie Tsai

I sit down and diagram it, and say, it fits. ˝Itˇs NOT really that type of the connectioin˛




Winnie Tsai

Narrative repositioning things with meaning would be another document. 1st pass in system level. Donˇt worry about that meaning.






Winnie Tsai

4 phone in a square is same is 4 phone as a row. After that, is looking at the formation. ==> content designer.  They use the system rules to create recognizable meaning.







Winnie Tsai

4 phones in a square is from 4 phones together. Thereˇs a hierarchy.



Winnie Tsai

Then thereˇs a sequence. From 1 configuration to another configuration



Winnie Tsai

At the end of the semester, I will be explaining that hierarchy. In the meantime, Iˇm exploring the idea of these configurations and sequencing.







Winnie Tsai

Diagrammed --> Iˇll know whatˇs good for progression (look at the labels I give!)




Winnie Tsai

What is content, what is system. Level design is content. Production is making content. 
Preproduction deliver the tools to make content.






Winnie Tsai

The messy little space has best practices. In the guide.



Winnie Tsai

At the end of semester, Iˇll have that documentation of my conclusion after the result of discovering the system.





Winnie Tsai

Ending a certain phase of pre-production to clarify the underlying foundation.



Winnie Tsai

Match Plug Remove Pivot

Basic actions

Slide

Formation building 3 + 1 2 + 1 1 + 1

Shake

All move with each other

Difficulty was from dissecting and splitting the problem from UX, tutorial onboarding level progression, visual representation, and system design.







Winnie Tsai

How not to think about everything all at once to scope my own workload and not step into the roles of other design functions was the challenge.






Winnie Tsai

Test 2-1

Test 2-2

Starting point

Goal

Actual orientation

Starting point Destination

in 2 steps

Test options
limit actions
just get to the desired formation

End
just get to formation
show a surprising image







Learn connection

First ˝mechanical interaction˛ / ˝puzzle˛

Candidates:
drag solar wind particles around Naiad
control Naiad via phone reposition for her to go around particles

Regardless:
space probe is rotating

Goal:
get past solar wind area (--> show thereˇs safe area)











List of technical feasible stuff for potential mechanics

1. drag across screens (there's snapping)

2. reposition and connection (detect spatial coordinate changes)

3. gyroscope
(direction)
4. 3D camera

5. narrative repositioning

6. jigsaw
7. Possibly map through gyroscope










Visual puzzle version...?

Automatic / animation zoom
teach / prompt zoom
prompt to pinch
prompt to click then it zooms





Space probe minimizes to 1 corner, showing solar wind particles approaching (in a still image, or like with particle effects looking like approaching




UX: how do we teach the player about ˝zooming˛ in and out in the first place.UX: how do we teach the player about ˝zooming˛ in and out in the first place.






Winnie Tsai

Good place for our logo or game name to appear hehehe


Winnie Tsai

https://www.youtube.com/watch?v=4B9x6WgVFTA 

Logo/poster tells more about the experience at a glance;
2d becomes 3d?
Not a photo experience;
If not animated images, at least animated play.





Isometric direction

(0, 0) (1, 0) (2, 0)

(1, -1) (2, -1)

Initial pieces

1x2x3x

Here, please put in anything you want people on the team to know. Especially any main concerns, questions, and so on. If you would like, you can directed it towards, programming team, art team, producers, etc. (Use sticky notes)


I love direct and transparent communication. Please just be direct to me!





Winnie Tsai

Re-posting my comment from the round 2 pre-pitch meeting here.

Just read through the slide deck structure, thank you team! 

A few notes on my end, following the discussion from our last meeting. 

1. Derek pointed out last meeting whether the ultimate objective of our gameplay is cooperative or competitive. I feel we should delve deeper before we make our decision, as it would make all the difference. I would say it is hard to develop further mechanics without addressing this first. 

2. In our first pitch deck there was a slide which reads: puzzle solving to build a story from start to finish. I think this lands us in the cooperative direction, but leans a little bit too close to visual novel territory with no objective/game verbs really.

3. After deciding on whether we are competitive or cooperative, I think both approaches still need a ˝how˛, are we actual thieves escaping from guards, or are we several different characters, or are we a fly on a wall? Are we architects who build the room? Are we just a bunch of players trying to solve this escape room (with no actual characters) these would all fall under game design questions, I believe.

I think itˇs worth going into GOROGOA gameplay and figuring out how exactly might we translate that into multiplayer and multi phones. Before we establish this, I think itˇs hard to go further in solidifying theming.

































































Sam

I see 3 more steps before we can narrow down on the Game design document™ which informs everything else but especially narrative Design

Priority list (1-most important to the least 3-)
Clear definitions of Technical constraints Established and communicated to rest of team( i think this  "informs˛  what the design space but shouldn't be the driver of the ˝why˛ we made this design choice)
The what and why? ( collaborative vs competitive; or mix,  one avatar or multiple;  infinite canvas or top-down map; turn based, partial turn based or not at all) if itˇs a mix of the above; when do we make the switch from one to another; and how to we effectively communicate this with the player (Deliverable: this should be drawn as a simple game play loop;  with step by step descriptions of which user (1-4) does what)
 considerations of storytelling potential and constraints should  also inform design decisions (eg phones are small,  and phone speakers aren't the best; most of the storytelling would need to be done pictorially, rather than via text or sound/voice acting; there's more potential if we lean towards the infinite canvas idea aka similar to gorogoa gameplay)


























































Sam

Storytelling/narrative specific thoughts.

i was going through disco elysium again and  thought it was pretty cool   in how the game uses objects the player collects to influence the main characterˇs psychological  profile and hence augment the narrative design. (
i think adjacent to the phone positioning system, having a game system of objects that can augment the psychological profile of the main character can be useful.




















Sam

Cinematics design thoughts. (
Zoom, pan, tracking shots can be user activated or controlled.

Phones can be zoomed/panned in and out by the player, we can storyboard a couple of scenarios where this can be an emotive gameplay moment. 

some refs of camera movement in 2D animation: 

https://youtu.be/v0U28HxbzmQ?si=npi1LnPidELusBqQ(
https://youtu.be/ZiXIX-CQerg?si=7ZViWLiWvlhXMpn6



















 





Sam

Having clearly defined: just needs to be decided, vs. needs to be tested (are design risks, or simply we want to explore)






Winnie Tsai

Core hours and work hours


Winnie Tsai

What we can do when phones are connected 
(pinch together)


Cross border animation

Drag from one screen to anothe

James

What we can do when phones are separated

Cue something to play on each phone at the 
same time


James

This specific FigJam page serves 2 purposes:
Documenting our own explorations
Letting other team members also see that
So that when the semester starts, weˇll have a starting point where everyone looks at the same ˝space˛ that we are at, or have started with but decided to ˝abandon˛. 

Therefore, please share ANY things you might have come across and found relevant. Itˇll be crucial for team members to look at it to say, ˝hey thatˇs nice we SHOULD do that˛ or ˝oh I think weˇll not spend our time on this thing˛ and having this board makes it explicit (+ central area to agree on)

There are currently 2 sections:
References: put in references, be it design, art style, tech, or anything else.
Exploration: anything youˇve created by APPLYING what you learned from References

(To Skye, for example, the ways to think about space thinking you shared in the last meeting was great!! And I think that should go into Exploration. And Ian, Blue Prince art style, that goes into references. James, your new multiplayer idea you came up with before round 2! Samantha the direction you think would maximize different areas of production. Derek any questions and ideas you have that were not answered in satisfactory state!)

in addition, to align our mental models, please feel free to:
Organize the board in themes / genres (feel free to copy and past the same items into different categories) (e.g. Gorogoa might fall into ˝game˛ but also ˝linear story˛, etc.)
Put in your feedback on anything through sticky notes (found in the bottom toolbar) to indicate what you like, what you think we should omit. Feel free to ALSO reply to other peopleˇs sticky notes.

A few notes on the previous paragraph:
Donˇt be worried about messing other peopleˇs organization, as this collaborative whiteboard experience is whatˇs make the so-called ˝affinity diagramming˛ effective.
Would be great if people can stick to one color for the sticky notes theyˇve left. (Winnie is purple like UW haha)

One additional board on the right is for everyone to share any thoughts on anything to anyone, and any design unknowns they are especially looking out for.







 



























E-merl.com - Never Shoot The Chronopath Infinite Canvas


TV from Craigslist, 2011  Mirrors (from Catalogs and Home Décor Websites), 2001 - 2011   

Penelope Umbrico

Doors (From Home-Improvement and Home-Decor Catalogs), 2001-02 

Screens of different sizes


Winnie Tsai

Predetermined screens

Winnie Tsai

Jasper Johns

https://uxdesign.cc/the-worst-volume-control-ui-in-the-world-60713dc86950


Florence

Heist themed grid based game


Winnie Tsai

Game mechanics that fits narrative



Winnie Tsai

How does the ipad know left phone is not right ipad



Winnie Tsai

Actions will be deliberate


Winnie Tsai

Pinch cannot be simultaneous



Winnie Tsai

https://www.figma.com/file/lnYznM26ZTFUyL9x5DM4Id?node-id=0-1&p=f&t=jaKlPVXJ3kWuYhLf-0&type=whiteboard 
    

Systems design Initial exploration: (top-down map view gameplay idea)

Event 2: Setting: change or no/ Character A (introduce character B) +Player Action



Event 3

Event 4

Event 5

Closed Window Formation


Panel Formation


Open Window Formation


Ladder Formation


Rotated Window Formation


This is the 2d animated sequence? Rotoscope ice crystals?

past writing of some sort

ambigram

Winnie Tsai

background story videl / flashback items


Winnie Tsai

Naiad with mother. 
Foreshadowing earth.


Winnie Tsai

grown up. Mirror with a spaceship.


Winnie Tsai

1 phone interaction.. Dynamic gyroscope???


Winnie Tsai

UI hint. 
Story is strange. 
Metaphore with mantis which is pink.




Winnie Tsai

not used for now. Yea possibility.

Skye likes the comic version.





Winnie Tsai

Connection is trivial

Winnie Tsai

 earth to center of ort cloud. Monitor on top for feedback or goal.



Winnie Tsai

only 1 left on. And others are black to show feedback / reward.



Winnie Tsai

zoom then match cut to spaceship going to earth


Winnie Tsai

earth as large as mantis head.


Winnie Tsai

zoom out again, space ship land match cup.


Winnie Tsai
cute mantis. And you startled it, and it will go right.



Winnie Tsai

around 2 steps ahead of you.


Winnie Tsai

back and forth

Winnie Tsai

from cute vibe to a bit scary upon going to church



Winnie Tsai

Easter egg??

Winnie Tsai

No narrative build up at current 1st pass.


Winnie Tsai

Physics based puzzles.

Winnie Tsai

Space bending things beyond just people walking around. Just keep walking in comics. Storybook. Narrative repositioning.






Winnie Tsai

Mechanics, systems, fun, phones ==> narrative.


Winnie Tsai

Novelty, not using phones.

Winnie Tsai

Visual elements. Infinite back and forth like Gorogoa. Weˇre looking for precise movement.




Winnie Tsai

System-related. Understand something for deliberate. 
Phones taking shape of something. Introduced once or cut short. What else can take a shape.







Winnie Tsai

From the current moment. Form systems. If beetle is simple, whatˇs the harder. Not rely on narrative scenario.






Winnie Tsai

Each idea is wrapped with everything. Waste time into yea moments. Make cool moments work and complicated.





Winnie Tsai

Conservative and boring. Novelty. Each time it connects. If only window. Itˇs boring. Each individual connection.






Winnie Tsai

current moment --> system

individual connection moment

Find circl e

Tap to activate

Use fourth phone as a key to reveal

The ending scene has part of the match cut tha
serves as the key to the next on

First there was fire. Then it rained, and the rain burned their skin. By the end of the attack, there were only a few of us left. Annihilation was not their goal, they let us be and watched us wriggle in fear. Our world has been plunged into darkness for many years since then. For those who destroyed us and our civilization, theyˇre nowhere to be seen. But we lie in fear, fearful that theyˇre still watching us in the dark, ready to strike again at any moment.












yea. or something similar.

Winnie Tsai

just as long as this player has this. No pinch. Make it so that they have to do so.



Winnie Tsai

Thereˇs two lines, narrative and puzzle. What happens in puzzle ˝affects˛ narrative.




Sam

1 3 to account for 2 2 might be too boring for the whole time.



Sam

The problem here right now is that everything is still, move, cut scene, move, cut scene. But we want formation-motivated non-choreographed play.






Sam

Goal: narrative pacing to be faster


Sam

Section 1

https://www.youtube.com/watch?v=4B9x6WgVFTA
https://uxdesign.cc/the-worst-volume-control-ui-in-the-world-60713dc86950

