Game Description 1:
Double Fire Football

The game is about competing in a futuristic sport that combines elements of soccer, rugby, and combat.
The player's goals are to score more points than the other team, survive the dangers of the arena, and
become the champion of Double Fire Football.

Mechanics:

e Destroy/Erase: Destroy the enemy player or obstacles.

e Translate (movement, push/pull, rotate): Player moves throughout the arena/field to avoid the
enemy and obstacles.

o Defend: The player tries to defend against the opponents’ abilities and defend their goal from
the other team scoring.

e Consume: There would be consumable powerups to enable the player to use random abilities to
try and win.

e Command: The player would command to coordinate with their teammates or control the
environment.

Dynamics:

Double Fire Football is a game where players use different mechanics to manipulate the ball and score
goals. Players can use destroy/erase to eliminate obstacles or opponents, translate to move the ball or
themselves in different directions, defend to block incoming attacks or shots, consume to gain power-ups
or abilities, and command to coordinate with their teammates or control the environment.

Aesthetics:

e Excitement
e Suspense
e Thrilling



Game Description 2:
Virtua Alien School

Virtua Alien School is a game where players take on the role of alien students who are enrolled in a
virtual school. The game challenges players to learn about different alien cultures, languages, and
customs, while also trying to fit in and make friends.

Mechanics:

e Timer: limits the amount of time players must complete certain tasks, such as quizzes,
assignments, or conversations.

o Bluffing: allows players to lie or deceive other characters in the game.

e Communicate: involves interacting with other characters in the game through various modes,
such as text, voice, or video chat.

e Memorize/Recall: challenges players to remember and recall various facts and details about the
alien world and its inhabitants.

e Grade/Assess: measures players' performance and progress in the game.

Dynamics:

The timer adds pressure and urgency to the game, as players have to think fast and act quickly. The
bluffing allows players to lie or deceive other characters in the game. Bluffing can be used to avoid
trouble, impress others, or gain an advantage. Communication is essential for building relationships,
learning new information, and expressing oneself. Memorize/recall also helps players to immerse
themselves in the game world and its lore. Grade/assess also affects players' outcomes and endings in
the game, as different choices and actions can lead to different results. Grade/assess motivates players
to improve their skills and strive for excellence.

Aesthetics:
e Risk
e C(Creative

e Inquisitive



Game Description 3:
Invisible Dodgeball Heroes

Invisible Dodgeball Heroes is a game where players throw invisible balls at each other and try to dodge
the attacks. It’s a wacky take on dodgeball and test the players senses by making the dodgeballs invisible,
along with a few other surprises.

Mechanics:

e Shuffle/Randomize: the balls can change size, shape, speed, and direction at any moment.

e Attack: players throw invisible balls at each other and try to dodge the attacks.

e Turn based/pause: each player has a limited time to make their move before the next player
goes.

e Scale: the players can grow or shrink in size to make themselves harder or easier targets.

e Win/Lose: The game ends when one player is hit by a ball or runs out of time. The player who
survives the longest wins.

Dynamics:

The game is about having fun and testing your reflexes and skills. The game is also about being creative
and unpredictable with your attacks and dodges. It’s about being silly and laughing at the absurd
situations that happen when you play with invisible balls. There is some competitiveness when trying to
outsmart and outplay your opponents.

Aesthetics:
e Fun
e Chaos

e Achievement



