Interface Design for Games

USC School of Cinematic Arts, CTIN 401L

Instructor: Tomo Isoyama (Isoyama@usc.edu)


Lab Assignment 01: 8/25/08


Game Title: Kamiwaza – “God’s Hand: Master Thief”



Students in this group: Matthew Lee, Alex Sandoval, Sam David

Guess the following about this game just by looking at the game brochure. Be specific and logical. Include why you think so.

Genre: RPG/Action

· Storyline highly integrated into gameplay

· Map/health bar/ “mana/skill point” bar

· Third person perspective

· Cinematics and good amount of character interaction

· Different equipable items

Target Market: Teen/Young Adult

· Symbols for Violence and Sexual themes on the back cover

· Art is more elaborate/detailed than for typical children’s game

· Interface fairly complicated


Narrative/Story: 

· “God’s Hand”, master thief and rogue, perhaps the equivalent of Robin Hood, breaks into the houses of nobles (with a goal of eventually weakening his nemesis, the noble with the theatrical “demon” mask)

· Nobles have probably raised taxes to a degree that has become for the village he lives in

· His goal is to take away enough “wealth” from the surrounding nobles to attract the attention of his nemesis, so he can pull off a rescue (or alternatively save the village)

- Pages 16 and 17 list different “objective areas” that appear to be noble compounds, with nobles on the bottom of page 16

- Page 3 has obvious nemesis character




Game play: 

· Single player stealth (ninja-like) timed missions to infiltrate the holdings of a noble houses and steal a pre-determined amount of treasure



Pages to Scan: 12, 15, 19, 22
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