





ALPHABOT

66




ALPHABOT

67

EVALUATION FORM

Thesis Project
Chao Luo

MFA Visual Communication Design

Game Design

Game Instruction Effectiveness
Not clear Very clear No help Reach the goal
Level 1 1 2 ¢ a4 s 1 2 3 a4 5
Level 2 1 2 9y 5 1 2 3 @/ s
Level 3 1 2 & 5 1 2 3 W 5
Level 4 1 2 4 \s/ 1 2 3 4 \y
Visual Design
Other suggestions
Poor Excellent

Visual Style 1 2 3 4 &/

Sound Effect 1 2 3 4 \§/

Motion Graphics 1 2 3 4 \5/

Program

Any Bug/Error found in the game? :Fd?r e Za@( 2, I‘f 1 ()L‘ok e <ome e

twice, ~fhe letter / word  will

: T}mt f-)loub( be_

He by for fe e h e back and. 2.

Thank you! Your feedbacks will help me to improve the design.
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Thesis Project
Chao Luo

EVALUATION FORM

MFA Visual Communication Design

Game Design

Sound Effect
Motion Graphics

Game Instruction Effectiveness
Not clear Very clear No help Reach the goal
Level 1 1 2 3 4 @ 1 2 3 4 G
Level 2 12 3 4 (9 1 2 3 4 O
Level 3 1 2 3 4 @ 1 2 3 4 C‘j
Level 4 1 2 3 4 (3§ 1 2 3 a4 (9
Visual Design
Other suggestions
Poor Excellent
Visual Style 1 2 3 4 @

P2 s 4 (3
1234@

Program

. ” Y/ 1
Any Bug/Error found in the game? Lor @ mert’re twe ’@S ok

one @) doege ok For The okher ome S gpot

Thank you! Your feedbacks will help me to improve the design.
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Thesis Project
Chao Luo

MFA Visual Communication Design

EVALUATION FORM

Game Design

Motion Graphics

Game Instruction Effectiveness
Not clear Very clear No help Reach the goal
Level 1 1 2 3 @ 5 1 2 3 4 @
Level 2 1 2 3 4 @ 1 2 3 4 @
Level 3 1 2 3 3 1 2 3 4 @
Level 4 1 2 3 4 1 2 3 @ 5
Visual Design
Other suggestions
Poor Excellent

Visual Style 1 2 3 4 @ N/A
Sound Effect 1 2 3 4

1 2 3 4

Any Bug/Error found in the game?

Program
G lovel 1, not clear iratruction .

GmO‘ ]bb WM '. %W?.

Thank you! Your feedbacks will help me to improve the design.
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Thesis Project
Chao Luo

EVALUATION FORM

MFA Visual Communication Design

Game Design

Game Instruction

Effectiveness

Sound Effect
Motion Graphics

1

1

2 3 4 @
2 3 4 @

Not clear Very clear No help Reach the goal
Level 1 1 2 3 "ANG) 1 2 3 a @
Level 2 1 2 3 4 @ 1 2 3 4 W
Level 3 1 2 3 4 @ 1 2 3 4 65’
Level 4 1 2 3 a @ 1 2 3 a4 ﬁ

Visual Design
Other suggestions

Poor Excellent

Visual Style 12 3 & (B

Program

Any Bug/Error found in the game?

Thank you! Your feedbacks will help me to improve the design.
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EVALUATION FORM

Thesis Project
Chao Luo

MFA Visual Communication Design

Game Design

Game Instruction

Effectiveness

Not clear Very clear No help Reach the goal
Level 1 1 2 3 4 1 2 3 a €)
Level 2 1 2 3 (@) s 1 2 3 &) s
Level 3 12 3 4 (&) i o2 o3 4 (9
Level 4 1 2 3 @ 5 1 2 3 4 @
Visual Design
Other suggestions
Poor Excellent W \
uh! love Viso
Visual Style 1 2 3 a4 () Perbet! 1 Your
syle.
Sound Effect 1 2 3 4 @
1 2 3 4 Q

Motion Graphics

Any Bug/Error found in the game?

Program

Inlowd 4 F=wa T can ollly hear pronoucicto)
one ¥mMe, T ould g@jeg, Wq{

heav AV B word w Govers| HYVES.

Aoy T (ove this Gocd GFob

Thank you! Your feedbacks will help me to improve the design.
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EVALUATION FORM

Thesis Project
Chao Luo
MFA Visual Communication Design

Game Design

Game Instruction

Not clear Very clear
Level 1 1 2 3 (@) s
Level 2 1 2 3 4 @
Level 3 1 2 3 4 @

Level 4 1 2 3 4 @

Effectiveness
No help Reach the goal
1 2 3 4 @
1 2 3 4 @
1 2 3 4 @
; 2 3 4 @

Visual Design

Poor Excellent
Visual Style 1 2 3 4 @ ,
Sound Effect 1 2 3 4 @

Motion Graphics 1 2 3 @ 5

Other suggestions

Program

Any Bug/Error found in the game?

add menu or f?fwy @u?n in each fevel 7' ’”"_?be'

Thank you! Your feedbacks will help me to improve the design.
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Thesis Project
Chao Luo

EVALUATION FORM

MFA Visual Communication Design

Game Design

Sound Effect

Motion Graphics

1 2 3 4 \5/

Game Instruction Effectiveness

Not clear Very clear No help Reach the goal
Level 1 1 2 3 4 \/ 1 2 3 5
Level 2 1 2 \Q/ 4 5 1 2 3 V 5
Level 3 1 e 3 a4 & 1 2 3 & &/
Level 4 1 2 3 4 E/ 1 2 3 4 Q/

Visual Design
Other suggestions
Poor Excellent

Visual Style 1 2 3 4

ol

Program

Any Bug/Error found in the game?

OO0 N Little w{(-w,a.

— 0~

Thank you! Your feedbacks will help me to improve the design.
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EVALUATION FORM

Thesis Project
Chao Luo
MFA Visual Communication Design

Game Design

Game Instruction Effectiveness

Not clear Very clear No help Reach the goal
Level 1 1 2 3 5 1 2 3 4
Level 2 1 2 3 4 @ 1 2 3 4

9,
©,
Level 3 1 2 3 4 @ 1 2 3 4 @
Level 4 1 2 3 4 @ 1 2 3 4 6-)

Visual Design

Other suggestlons

Poor Excellent -
) N < ‘w’ae/
Visual Style 1 2 3 4 @ ‘
) ® \” , %

(
:z:;: EGurlrr::thics : : : 4 g { ; ‘ APPk’ ( fees M‘Lm -
| (  coor |
T i
Program

Any Bug/Error found in the game?

Thank you! Your feedbacks will help me to improve the design.
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Code Sample

Drag and Drop Game
this.stop();

var aa = false;
var bb = false;
var cc = false;
var dd = false;
var ee = false;
var ff = false;

var gg = false;
var hh = false;

//pick up the right one
this.object_arm1l.addEventListener(“pressmove”, dragArm1.bind(this));

function dragArm1()
{
if (laa){
/] scale the ball up

this.object_arm1.scaleX = 1.2;
this.object_arml.scaleY = 1.2;

// attach ball to the cursor
this.object_arm1.x = stage.mouseX;
this.object_arm1.y = stage.mouseY;

}

this.object_arm1.addEventListener(“pressup’, dropArm1.bind(this));

function dropArm1()
{
/I determine point for a collision with target
var pt = this.object_arm1.localToLocal(0,0,this.target_arm1);
if (this.target_arm1.hitTest(pt.x, pt.y))
{

this.object_arm1.x = this.target_arm1.x;
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this.object_arml.y = this.target_arml.y;
this.object_arm1.scaleX = 0.95;
this.object_arm1.scaleY = 0.95;

aa = true;
this.sound_switch.gotoAndPlay(1);

telse {
this.object_arm1.x = 898.15;
this.object_arml.y = 618.65;
this.object_arml.scaleX = 1;
this.object_arm1.scaleY = 1;
this.audio_wrong.gotoAndPlay(1);
}
}
/] pick up arm2
this.object_arm?2.addEventListener(“pressmove’, dragArm2.bind(this));
function dragArm2()
{
if ('bb){
/] scale the ball up

this.object_arm?2.scaleX = 1.2;
this.object_arm2.scaleY = 1.2;

// attach ball to the cursor
this.object_arm2.x = stage.mouseX;
this.object_arm2.y = stage.mouseY;

}

this.object_arm2.addEventListener(“pressup’, dropArm?2.bind(this));
function dropArm2()
{
/] determine point for a collision with target
var pt = this.object_arm2.localToLocal(0,0,this.target_arm2);
if (this.target_arm?2.hitTest(pt.x, pt.y) && aa)

{
this.object_arm2.scaleX = 0.85;
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telse {
this.object_arm2.x = 568.55;
this.object_arm2.y = 622.60;
this.object_arm2.scaleX = 1;
this.object_arm2.scaleY = 1;
this.audio_wrong.gotoAndPlay(1);
}
}
/1 pick up body
this.object_body.addEventListener(“pressmove”, dragBody.bind(this));
function dragBody()
{
if ('co){
/1 scale the ball up

this.object_arm?2.scaleY = 0.85;
this.object_arm2.x = this.target_arm2.x;
this.object_arm?2.y = this.target_arm?2.y;
bb = true;
this.sound_switch.gotoAndPlay(1);

this.object_body.scaleX = 1.2;
this.object_body.scaleY = 1.2;

// attach ball to the cursor
this.object_body.x = stage.mouseX;
this.object_body.y = stage.mouseY;

}
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The Randomness of Matching Game
var iceCount = 16;

var inl;
var in2;
var in3;
var in4;
var in5;
var in6;
var in7;
var in8;
var in9;
var inl0;
varinll;
var inl2;
var inl3;
var inl4;
var inl5;
var in16;

varra = [];

var doubleHit = true;

var iceNumber = 0;

var lastIceObj;

var secondlceObj;

var checklce = 0;

// set the timer

//var timeRemaining = 1;

while (ra.length < iceCount) {

var ranNum = Math.floor(Math.random() * iceCount) + 1;
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if (!contains (ra, ranNum)){

ra.push(ranNum);

}
}
inl = ra[0];
in2 =ra[l];
in3 =ra[2];
in4 =ra[3];
in5 =ra[4];
in6 =ra[5];
in7 = ra[6];
in8 =ra[7];
in9 = ra[8];
in10 = ra[9];
inl1 =ra[10];
inl12 =ra[11];
inl13 =ra[12];
inl4 =ra[13];
inl5 = ra[14];
inl6 =ra[15];

function contains (a, num) {
for (var i=0; i < a.length; i++) {
if (a[i] == num){
return true;

}

return false;

var timer = setInterval(function(){countDown()}, 10);
var timeRemaining = 1;

/] create a timer that calls a function every 1 second
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//var timer = setInterval(function(){countDown()}, 10);

// function called by timer to scale the bar
function countDown()
{
/! countdown the timer
timeRemaining -=.025;

this.addEventListener(“tick’, startGame.bind(this));

function startGame()
{
//this.mc_timebar.scaleX = timeRemaining;
if(timeRemaining <= -10000){
timeRemaining = -1;
}
/Ichecklce == 8
if(checkIce == 8){
this.parent.gotoAndStop(“2to3”);

if(timeRemaining <= 0 && doubleHit && secondlceObj != null && lastlceObj
'=null){

//window.alert(3);

if (iceNumber ==17){
this.mc_cracksound.gotoAndPlay(1);
secondIceObj.y = -1000;
lastIceObj.y = -1000;
checklce += 1;

else {
this.mc_dropsound.gotoAndPlay(1);
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secondIceObj.gotoAndStop(0);
lastIceObj.gotoAndStop(0);
//window.alert(3);

}

secondIceObj = null;

lastIceObj = null;

iceNumber = 0;

//code for icel
this.icel.addEventListener(“click”, showlcel.bind(this));
function showlcel()
{
this.icel.gotoAndPlay(inl);
doubleHit = !doubleHit;
iceNumber = iceNumber + inl;
timeRemaining = 1;

if('doubleHit){
lastlceODbj = this.icel;
//window.alert(1);
telse{

secondIceObj = this.icel;
//window.alert(2);
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