Singapore-MIT GAMBIT Game Lab
Project Proposal for the Summer Program 

 
This document is intended as a conversation starter, not a contract. The questions grow out of issues that have arisen in the past, and we ask them here in the hopes that any misunderstandings can be cleared up before the summer starts. If you don't know the answer to a question, just say so. If you have any questions, concerns, or would like a member of the GAMBIT staff to help you fill out this form, please contact gambit-summer-devs@mit.edu. 


1.  Contact information 

Name:
Email:
Phone:
Institution:
Research Homepage: 

 
2.   What is the research goal that this game will help you achieve? 

· If the goal can be formulated as the answer to a research question, it should be more than a yes/no question. A refutable hypothesis is fine. 

· It may be more than one goal, although more than three goal may denote a lack of focus in the research.  

· If the goal is to demonstrate a technology or a concept related to existing or current research, what should the project demonstrate? 

· If the research goal has to do with gameplay innovation and experimental design, what is the design issue that you want to tackle? What is the approach to the design process? 

· Do you need to document the development process as part of your research? 


3.    Why is making a game an appropriate way to help answer that question? In the case of it being a demonstration, why is a game a good way to demonstrate your current/existing research?
Some of the possible options (it may be more than one) might be: 

· The game might apply some theoretical concept about design or development (e.g. new game design methods, new management methods) 

· The game might use a new technology that has not been used in games before.   

· The game might be an implementation of a specific set of innovative game mechanics (e.g. modeling a system that has not been implemented before) 

· The game might be an analytical tool to study players. 

· The game might be an educational game to teach X. 

Please be specific about why a game is right to help you with your research.


4.    What other works have been done in relation to this question? (i.e. written work, games by other people)


5.    How does the research goal and resulting game contribute to your larger body of work? How will participating in this program forward your greater research agenda?



6.    Do you have a prototype, game concept, or other specific ideas that you want to see implemented? How important is it to your research goal that this specific idea be used?



7.  Are there any other anticipated requirements or constraints on the game?
Some examples of possible requirements: 

· Does it require a specific programming language or game engine? (e.g. Python, Unity) 

· Does it require special hardware or software for development? (e.g. SDK for PS3) 

· Does it require special hardware or software to play it? (e.g. Wiimote, webcams) 

· Does it have to use a mobile platform? (e.g. phone, portable console, PDA) 

· Is it based on pre-existing social networks? (e.g. Facebook, instant messaging) 

· Must it follow specific aesthetic requirements? (e.g. must be in black and white, based on a painting style, it has to be a music game.) 

· Must it follow certain accessibility standards? (e.g. game should be playable by blind people, there should be language options) 




8.   What would you consider a success for this project?



9.    What do intend to do with the game after it is finished? Please be concrete.
Past outcomes have included (it may be more than one): 

· Expand it. 

· Use it as a tool for studying players. 

· Write academic papers about it (e.g. evaluation of the game, analysis of development process, technical innovation) 

· Show it at a conference. 

· Let other people work with it. 




10. Who do you expect the audience for this game to be?



11.  Do you anticipate any barriers to the distribution of this game? (e.g. it has to be Creative Commons, it is a hack of a commercial platform, it requires specific peripherals that are not readily available)



12. What do you predict the biggest development risks to be?
Examples from past projects include: 

· This is graduate student level research, which might be difficult for undergraduate students. 

· The technology or required tools might be not be ready by the summer. 

· The technology to be used is unstable or is based on homebrew technology. 

· The game must be designed for children, which may make it difficult to recruit focus testers. 

· Game sessions will take a long time, making testing difficult. 




13.   By default, each team has one producer, one designer, one quality assurance lead, two artists, two programmers, and one audio designer. Are there any more specific development skills you expect to need? (e.g. artists who can do 3D modeling, designers who can write, AI programmers)



14.  All researchers with GAMBIT projects are expected to guide their teams over the summer. What is your availability? Do you have any specific time constraints?
       Also, some researchers provide some additional support (e.g. research-specific code libraries, aid in recruiting expert playtesters). Do you expect this will be necessary for you? If so, in what form? 

