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#SelfieChaos is a parody of contemporary social interaction
Pandora’s Sandbox of Opportunities



https://vimeo.com/169877108
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Quick Overview 
Need to strip this down

https://vimeo.com/169877108


Presenter
Presentation Notes
Ludum Dare jam – Unconventional Weapon
Was originally designed as a tense adventure similar to Fatal Frame
Didn’t feel fun

Revisited this year
Real-life examples
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Zelda WindWaker HD
GTA 5 Selfie
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Parody exists everywhere

Cubook mashed Instagram and Facebook together
Main menu is overlaid into a mobile phone as the AI walks around
Inspired by A Normal Lost Phone



Scoring Visual Action
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Visibility
Can’t do a single raycast to centre but can’t raycast all around it or just the bounds
Combination of key interest points

Pyramid mesh – any objects coming in/out were tagged and then visibility checks made on those
Each item has a scoring state
Idle
Idle Special
Active
Dead




Social Networks
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Social Component
Game Progression
Increase number of followers
Achieved through likes and shares

What makes images viral?
Facebook’s behavioural data
People’s behaviour was really similar regardless of goals and attributes
The motivation is the same

This drives the number of shares and interests

There is also a pressing need to push further as this AI crowd can become disinterested and move to competition



#SelfieChaos

Tom Hughes
Level Designer, Greenfly Studios
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Design by Abstraction
●Establishes a level of complexity on which a person interacts 
with the system.
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Aim for Selfie Chaos was to have geographically accurate levels whilst still being simplistic.
This led to the idea of design by abstraction. 
In terms of level design the base level is simple yet still holds all the necessary information for the player



Level Design Workflow
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Workflow consisted of research into road maps, both normal and abstracted versions and a combination of both to achieve the base level map for that city.
From there the whole level was compressed down to not seem to big or daunting for the player.




Total Chaos - Gameplay
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These fundamentals were also carried over into gameplay.
Levels were designed specifically to allow players to be as creative as possible.
A level that allows sandbox freedom whilst still eluding to possible paths if they get stuck.
E.G having fun making things blow up? Don’t forget this sweet ramp you could use.
This means the level is more highly focussed as all the unnecessary information is abstracted away, leaving only the possibility of total chaos!



www.SelfieChaos.com

@GreenflyStudios
www.GreenflyStudios.com
smorris@greenflystudios.com
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