Games Review

Foam Works Squirt game

· The purpose of this game is to destroy all of the dirt monsters for obvious reasons—this is a soap company, and soap destroys dirt and grime.

· From the learner’s point of view, the game makes sense. Destroy the dirt monsters by shooting at them with foam and acquire more foam by shooting at apples and cherries. You must earn a certain number of points in certain amount of time to pass onto the next level. From the developer’s point of view, the game is also logical. The instructions are logical and functional.

· The design is very neat with the soap gun installed in one corner and monsters appearing everywhere at random out of different holes. The soap gun is always within reach of the dirt monsters and you must be quick enough to win.

· The design of the game makes sense. The dirt monsters appear randomly and you must shoot at them to gain a certain amount of points within the allotted time, otherwise you must begin from level one. The game works well.

· The only recommendations I would have would be to make the characters of the game more blatantly related to battle between soap and dirt. For example, instead of “foam”, maybe it should be literally “soap”. Instead of dirt monsters like witches, monsters like germs would make it more clear what the company was advertising with this game. Maybe adding effects to the monsters would also advertise the necessity for soap—for example, if a certain number of monsters piled up, you lose the game.

· I think itd be fun to learn how to make things disappear when you “shoot” at them. It’d also be fun to learn how to “shoot” in the first place.

Mission Nutrition game

· The game was illustrated to look like a typical kitchen, with a fridge, drawers, a table, etc. There was even a drawer filled with knives, like in any kitchen, that the player was warned against (there was even a mouse inside). The game is supposed to teach the audience, probably kids, to make healthy decisions in their own kitchens. For example, should I drink soda, milk, water or orange juice? By informing you about each, the player learns which is the best choice.

· From the learner’s point of view, the game is very logical.  You answer the questions by clicking on the right food and don’t advance until you’ve chosen the correct piece. Also, no matter what you click on, you will get a piece of information about that food so you can continue to learn—the point of the game. From the developer’s point of view, the game is still very logical. An animated question and answer game where you learn about nutritional choices probably easy to find, maybe already in your own kitchen.

· The design of the game is very neat and functional. It is obviously a kitchen and the food is placed where it would be placed in an average kitchen making it easy for the gamer to find.

· It is clear to the user what is being asked of them. It is also easy to find what is being asked of. The design is very functional. All of the buttons work as they should, etc.

· The only suggestion for improvement I would have is to make the game a bit longer with more questions because as it is, I finished the game in about two minutes, and that was clicking on every option available.

· I would like to learn how to animate things like the refrigerator door opening—having something move through a full motion. I would also like to learn how to make small animations—for example the hands of the clock rotating around the clock—the small things that make the game that much better.

