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Summary of the work so far:

So as the topic suggest we’re about halfway through the project. The 100 ideas are done, following with 20 which got a refinement; half of those have been made into PowerPoint presentations which we will present to Annakaisa.

What we have left is to do some background research on 5 ideas and then continue with making prototypes for 2 of the ideas. As we have stated in our project plan the background research shall be done by Friday. Then we can finally start making the prototypes and do some playtesting.

Just to remind all of you what our project is about, platform independent game ideas. This means that we will take the ideas as far as possible without specifying a platform for them. We’re already starting to notice the effects of this while working with some of the ideas. It’s really hard to develop an idea in finer detail when those details often go into specific platforms. This also restricts our design as we can’t choose exactly how certain things should be resolved. On the other hand we hope it’s going to go better to develop these ideas to several platforms than, for example, having to convert an existing game from one platform to another. We will experience this when we start with the prototypes because we are planning on doing 2 prototypes for both final ideas. Of course this means that we are doing the 2 prototypes for different platforms so that we can do some interesting comparisons regarding playtesting and development.

When we start making the prototypes we will have to go into full detail on the ideas thereby ending up with 2 versions of each idea. The goal is to make the prototypes feel like they are the same game, even though they are played a bit different. We’ll try to make use of the ideas’ full potential for each platform we make them for.

The idea generation:

Except for the proposal and plan for this project, the first task was to come up with a list of 100 game ideas. For this we used some different idea-creation-techniques, but since we are two persons doing this project, we always discussed the ideas with each other. The first ideas added to our list were ideas that we had thought of earlier, but never made anything of yet. Then we came up with ideas by just by trying to come up with game ideas with no specific method at all. After a while the idea flow seemed to slow down so we decided to try some idea-creation-methods.

We found a nice webpage with a lot of idea generation methods. [1] 

A list with methods we used from that webpage:

· Absence thinking

· Morphological analysis

· Rightbraining

· Visioning

· Mind-mapping

We also found some interesting techniques for coming up with ideas in the book “Game design workshop” [2], but we only used the idea structuring method. 
The methods that we liked the most were Mind-mapping and the Morphological analysis, but most ideas that have made it further have been thought up using no specific method.

The 20 ideas:

Before going forward with the 20 ideas we liked best we decided to read a bit in “Game Design Workshop” (part 1, chapter 2 and 3) [2]. We did this to get some advice on how to best develop our game ideas further. We described the ideas with the following topics, Title and tagline for the game (basically what we wrote about the game ideas when they were on the 100 list), players & role, story, goals and how to play. The description of an idea was usually between 0.5-1 pages. 
The 10 ideas:

Annakaisa selected 10 of our 20 ideas that she liked best. These 10 ideas we developed a bit further and then made a PowerPoint presentation for them. We searched around the internet and took some pictures that we thought somehow fitted with the game idea. A PowerPoint presentation with only text is so much duller to look at. It’s probably best that we don’t make the presentation available on the blog, since we haven’t checked up on whether we can show the pictures in public or not. Some of the pictures are made by us though. We are doing the presentation of the 10 ideas later today with Annakaisa. 

Background research:
We have already started a bit with the background, since Annakaisa has selected the 5 that will live on. So far it’s mostly about similar board games we’ve checked up. There were almost 100 board games with some form of Egyptian theme, and about 5 of those were about treasure seekers inside pyramids. We will say more about this in the coming days on the blog and we will probably have some more findings to share when we do our mid-project presentation on Thursday, since it’s only Tuesday now. We’re aiming to be finished with the background research by Friday, and that’s everything to tell so far.
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