	
	Norman reading and reaction 
Please read Donald Norman, The Design of Everyday Things. 

Choose five thoughts, ideas, etc. from Norman that intrigued you in either positive or negative ways. Write a one page description and reaction to the five you choose. 

Please post your document to the discussion folder named "Norman" by 11:59PM on Tuesday, October 4. 

You should read (and comment on) at least three other reflections. 

Bring your reflection to class as we will use it in our class discussion next week. 
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Five Statements
1.        “Games, a category in which designers deliberately flout the laws of understandability and usability. Games are meant to be difficult.” (205).
2.        “the special powers of the computer can amplify all the usual problems to new levels of difficulty.” (178)
3.        “Cultural issues are at the root of many issues we have with new machines: there are as yet no accepted conventions or customs for dealing with them” (85) 
4.        “Sounds should be generated so as to give information about the source” (103).
5.        “The proper division of a complex set of controls into modules allows you to conquer complexity.” (174).


The Affordances of Katamari Damacy

The DOET design principles can be used answer any design problem. I chose to focus on a recent puzzle. Why did a little Japanese game named Katamari Damacy captivate the world? Katamari Damacy is a Japanese word that basically means ball. In the game you roll a giant sticky ball collecting objects ranging from “thumbtacks to buildings.” The purpose of the game is to collect as many items as you can by sticking them to your ball as you roll in and out of buildings, down busy streets and around the world. Katamari Damacy’s design was so out of the norm of the “bigger weapons, better graphics” race that it just simply and quietly gained momentum with gamers of all genders and ages. Winning several prizes for innovation in design and selling out nationwide, this game has achieved a coveted status in history. As proof of the popularity of the design, the sequel We love Katamari released in September 2005 has few if any changes in the graphics or gameplay. So why does everyone love Katamari Damacy? 

Norman provides a few clues. 

Inspite of the fact that computer games incorporate difficulty into game play, they must be well-designed (205). Users should spend their energy solving puzzles and not learning the interface. Norman describes the computer as being a medium prime for design flaws because: it masks information, may not provide appropriate feedback, and users aren’t well-constrained from errors (178). The video game potentially can suffer the same consequence. Video games are essentially programs designed for the computer, so the same principles apply then for what goes into good game design. 

Three Design principles Katamari Damacy does right:

•        Affordances of the Ball – the ability to look at an item and understand how it should be used. Everyone, regardless of age, recognizes a ball and can easily conceive it’s primary function – roll. A ball is an every day thing that most everyone has used. In fact rolling a ball is such a natural mapping that this game has appealed to all demographics. Many popular games like world of Warcraft can be off putting for some demographics like women and older non-gamers, people who don’t participate in the gaming culture and may lack an existing conceptual model for the complex interfaces used in games (85). The act of rolling a ball however suffers no gap in evaluation or execution.

•        Visibility – it’s important to give the user visibility into the mechanics of gameplay through visuals and audio feedback. Two feedback mechanisms built in the game include a progress icon and sounds. You are given a simple icon on the corner of your screen that shows the size of your katamari. Sound is used to give you explicit feedback on whether you picked up an object (103). Most objects make a specific natural sound related to the function of the object. If you roll over a cow, it will say “moo.”

•        Constraints – constraints prevent you from making errors that could decrease your enjoyment of the game. The game centers around a single rule you can’t roll something up that is bigger that your ball. If you get lost in an area with many big objects you could get frustrated. So the game blocks the paths to larger objects until you are large enough to roll over the barrier. It makes the game easier to explore and less overwhelming by essentially modularizing the levels (174).

In conclusion, good design is key for video games even when difficulty is the mission. We can use design principles like affordances, visibility, and constraints to design intuitive games. Katamari Damacy proves that when you get simple design principles right, you can create vastly successful games.

