Cytoplasm:
Description: This is a simplified strategy game about controlling a swarm of creatures to cellular domination.

The game is based on the Predator and Prey theme. The idea is that numbers always win. You control a swarm of creatures inside a cell. You must protect your mother-cell (base) and eat food or enemies to sustain yourself. Eating food or enemies transfers their mass into you. Also, you are continuously losing mass with age. New creatures are spawned by the mother cell at fixed intervals. You win when you conquer your enemy’s base and lose when they conquer you. You can only be attacked if you are actively attacking something else. So, an enemy will attack you only if you are eating food, or another enemy or the enemy’s base.
Your creature splits into smaller creatures once it gets beyond a certain size.

Control:
You can pretty much attack anything by just moving up to it. You select your creatures by drawing a box around them. To move you can either click to where you want them to go or right mouse drag and a spring between your mouse pointer and the selected creatures will move them.
Strategy Tips:

· An important strategy is not to send in your creatures to the enemy base unless they are substantial in number otherwise they tend to become food for the enemy’s newly born.

· Keep a second round of attack waiting to go and help your creatures that are plucked out of the enemy base by the enemy’s defense. Your second round prevents your first round from becoming the enemy’s food.

What went wrong:

1. There isn’t enough strategic depth to the game. Its’ pretty much a button twitch on rapidly attacking the enemy with everything you have. This could be solved with a larger board to play in.

2. The controls, even though interesting, are some times confusing Eg. When a creature you have selected, gets attacked by an enemy and flies out of your control. This needs to be solved with more thought on the selection states and the rules that govern them to avoid such situations.

3. No sound. Sound makes everything feel 10 times more compelling and while I did spend a fair bit of time hunting sounds and even made a little background loop it just wasn’t doing justice to the game. If I were given more time to work on this game the first thing I would do is add sound.

What went right:
1. This prototype is actually like a game. There is a distinct goal and win-lose states. That’s a big step in the right direction for me personally!
2. The “continue” mode lends some depth to the game. Although it isn’t very well tuned, it allows the game to be played indefinitely and after a few continues, when you are controlling hundreds of creatures its really quite fun and hypnotizing
3. The soft collision system underlying everything (although O (n-squared) because I never optimized) is what actually creates the juice behind the controls and with a large number of creatures makes the game really addictive.
What I learnt

1. Tuning for strategy games is fun but really hard. Having done it at this simple scale I have even more respect for game designers who make massive strategy games like Warcraft III and game tuning in general. And as you know it’s really important to test your stuff on a whole bunch of people, especially when it’s new and unconventional.
2. The art in this game was a lot of fun to make. This was my first 2D game in the project. The previous 3D work (Spaceball Munch, spring loaded Metaballs, a spring system editor and “breed-able” subdivision meshes with modifiable history tree) never made it into a “game” form. I find that it’s really inspiring to get some sort of interesting art into the game as soon as possible. It gets you excited about fleshing out the rest of the game.
AI: 
· The AI is pretty simple and certainly has room for improvement. But it is very satisfying to see the enemy creatures defending their base as they violently pluck out your creatures from their base and gang up on them.
· An attacked enemy will call other enemies for help and the enemy base always gets first defense priority. Other than that the AI is just simple roaming around(slowly towards your base) and attacking the nearest player creature that’s eating food or another enemy.

What was implemented but left out

1. A feature where you can unite creatures into a larger one

2. I experimented with selection modes, one where you hold the mouse button down and a little circle expands selecting everything inside it. The more you hold down the larger the circle (up to a limit).

Proposed Modifications

1. A bigger board

2. A better-thought-of selection state system which eliminates some of the “what the?” moments in the current game.

3. Bring back in the unite feature where smaller creatures merge into a larger one. They may possibly unite and make a new mother cell. 

4. Some kind of score keeping

