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Abstract:
This paper shall aim to discuss in detail and with evidence of research to support the intentions of discussing on particular topics of interest regarding control schemes, the first point of discussion is on how well a certain control scheme works for the game genre it is intended for and if it can affect in any way, specifically if it effects the gameplay of a plat former game.
The second point of discussion is looking into how the control schemes for specifically for the plat former gaming genre have changed over time and what affect this has on them. 
Research into the control layout and how much the controllers have been used effectively and how successfully they have been used to their full potential shall be presented and discussed as well as looking back into 2 plat former games that have been selected to use as a frame of reference for this paper, in which how effectively they have had their control schemes laid out and how successful it has been.   
Literature review:
Introduction:
The main outcomes of this paper is to see how the controls for two games that have been selected form the same franchise have been adapted and made to suit the consoles that they have been placed on and weather these games use the full potential of the console’s controllers which helps towards the game experience as a whole.  
Another point of discussion in this paper will be looking into see whether or not these control systems have affected the specific genre of game in a massive way, as no matter how a game will work in many areas, its play experience could be under satisfactory for some players if the control scheme does not match the style of the game which could result in frustrated players and finally seeing how the control scheme’s for plat former games have changed over time with emerging new technologies and advancements particularly with one of the first games to use the Nintendo 64’s ‘C’ stick and the inclusion of motions controls with the Wii console. In order to understand the inner understandings and rules and techniques of what is needed in order to create a control scheme there shall be a lot of this important information 
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that is crucial for creating a well-crafted control scheme that would be successful for many different people to understand and be able to play the game wit out any sight of player frustration happening, though with the information that has been gathered in order to answers the aims that this paper has intended to answer, having the ability to find the perfect balance and being able to create a positive control scheme is a very hard task to accomplish as different people can felt and perceived in many different ways.     All of these points of discussion in this paper have appropriate research that has been gathered from many different sources that can bring crucial information to light and give a better understanding of what the aims of this paper are. 
Case Study:
The two games that have been selected in particular for this paper are; Super Mario 64 (1996) and Super Mario Wii (2009) both created and developed by Nintendo. Both have been very popular games for many different people and both are plat formers and also both include the same main character and both are part of the same gaming franchise that is known the world over. These games will provide crucial points into how the games function with their control systems. One point to take into consideration is the popularity of plat former games in general as every year the levels of people who played plat former games would change and compared to today there are fewer plat former players however it is apparent that this genre is still quite popular.   
“Platformers were where everything was at in the early 1990’s”, Dan Maher, presenter of Video Game Nation. This quote is taken from the webpage called ‘Why we still love plat form games’. From this internet webpage that was put together by Steffan Powell from the BBC’s Newsbeat team, it is indicated that there are still many people who enjoy playing plat former games. 

Chapter supporting aim 1:
One major point that is needed in order to understand how a control scheme can effect a plat former game, one has to understand what a plat former game is; ‘plat former games usually feature a mascot character jumping (or swinging or bouncing) their ways through an obstacle course-like environment that 
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often includes platforms of some sort. Shooting and fighting may also be involved. There might be a pirate ship. At one time, plat former was the most popular subgenre in gaming’, (Rogers, 2014, p.496) 
Looking at the Nintendo 64’s controller first; it was designed to fit into players’ hands in a comfortable manner which is a crucial part of the design process of creating gaming consoles. This controller was also the first to introduce the ‘C’ stick to the controller. Looking at the control scheme for Super Mario 64 it uses a lot of the buttons of the 64’s controller, the movement is controlled by the ‘C’ stick, jumping is with the ‘A’ button, punching and kicking is with the ‘B’ button and camera movement is done with the  horizontal yellow arrows and zooming in and out with the vertical yellow arrows, other actions such as a wall jump, drive and slide kick are done with a combination of ‘C’ stick and any button inputs both with a single button input or with two buttons pressed at once. This information concerning the control scheme for Super Mario 64 has been gathered from a website called STRATEGYWIKI, here is listed all of the basic button prompts and all of the advanced button combinations that can be used in the game. The way that this list has been laid out and the fact that all of in button inputs and combos have been listed. Looking at this list it is apparent that there are a lot of buttons inputs and combos that are able to be performed in the game as a whole, this is possible that the most likely reason that this large number of combos was implemented could be to aiming to appeal to people who are fans of button mashing and advanced combos. 
Now, looking at the Wii remote; it was one of the first to introduce motion detectors as part of the control system. It also included an optional small attachment called the ‘Wii Motion Plus’ that could read the movements of the controller better for better motion control with certain games. It also had an accessory named the ‘Nunchuk’ that when connected to the Wii remote provided additional controls, such as an analogue joystick and more motion controls. Now looking at the control scheme for Super Mario Wii, it appears that the game can be played with just the Wii remote and without the Nunchuk or Motion Plus. The Wii remote is held sideways with all the buttons facing he player, the ‘D pad’ has to be left side for the players’ left hand. Movement is made possible using the ‘D pad’, jumping uses the ‘2’ button, running is holding down the ‘1’ button, the game even includes motion controls as shaking the Wii remote while in mid-air allows the player to remain 
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in the airtime of the jump. It is clear that this game doesn’t use all the buttons that the Wii remote has such as the ‘B button, but it does include the full use of the built in motion controls that the Wii has become so well known for. The information regarding the control scheme for Super Mario Wii has been gathered from the official Super Mario Wii website and from IGN’s webpage regarding Super Mario Wii where all the controller button information is listed, both of these website have listed that most of the control scheme for Super Mario Wii include motion control as a large part of playing the game, his game also requires the player to hold the Wii remote in a different fashion to the regular way of holding it, this game requires the player to hold the Wii remote sideways with the controllers ‘D’ pad facing the player on their left hand side. Looking at the controller section in Scott Roger’s ‘Level up, the guide to great game design’, it indicates that changing the way that people should hold a natural controller in the common way is a bad move and can result in confused and frustrated players, however the Wii remote was designed to be different from a regular controller that was built and designed with the intentions of detecting the players movements, so this means that the position that it can be held in does not really matter as it depends on its motion detecting abilities. ‘ALWAYS REMEMBER THAT HUMANS ARE PLAYING THESE GAMES Not six-fingered mutants or multi-tentacled squid men from Praxis Prime.’ (Rogers, 2014, p.164), this quote from Scott Rogers is an extremely important rule for when designing the control layout for a games that will easy for players to understand. This section of Scott Roger’s ‘Level Up’ touching upon information of ‘The Three C’s’ of game design, here is the information of creating the controls for a game, this part includes many key rules in which a control scheme should work for the people who are playing the game, this part is considered to be the most important one out of the three C’s, the others being character and camera, which depend on wheatear the game that is being made is a game that has an actual character and not when that game is an abstract puzzle game, a vehicle simulation and many sporting games that do not have a distinct or playable character and when the game uses an advanced camera controls and not a fixed screen game. In this book it talks about ergonomics which it describes as the study of fitting equipment to the worker, in this situation of game design it means that hardware developers spend a lot of time in seeing how players hold and use the controller and create a control scheme around this research, it is made clear that creating a control scheme 
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that would force players to change the way they would naturally hold and use a controller is a very bad decision. Also in this section, Scott Rogers shows a guide into the understanding of the uses of the figures of the human hand and what each of the strengths and weakness of each individual figures. It lists as follows; the thumb is very important as it is used for the primary responses and is the needed for the main button inputs as it is very flexible and has a good reach for the buttons with a fast response and works very well for steering, next is the index figure and this is the second important digit as it purposes are the primary trigger holder and also works as a secondary response digit as this figure is strong and fast and works very well for any fast responses and holding moves, then is the middle finger which is the secondary holding digit as well as for the secondary trigger though it is weaker than the index finger but still can work well in holding moves and has a decent reach, then is the ring finger which does not have any use for button inputs for the triggers as it is weak and has a poor reach for any buttons but it’s main advantage is being the primary supporting digit and finally the pinkie finger which has poor strength but still works as the secondary support finger. Following on from this it is important to establish the intentional control scheme based on the hand placement that are often used for each specific genre, the example that it used in ‘Level Up’ is that with FPS games, many people commonly use the computer keyboard for the movement of the character and they would the computer mouse for the aiming and shooting. This section also talks about when using a Wii remote with its motions controls as part of the control scheme for the intended game, in this part it states that if players had any questions on how to perform a move that they would usually try the thematically related controller first and an important rule to think about with motion controls is making absolutely sure that the game designers do not cross signal and start intermingling any themes as it can just lead to confusion and sadness for the players. Another part of the designing process that Scott Rogers says that designers should take into consideration when creating a control scheme is that a good video game designer should always think about how the players play the game in the real world as well as in the game world. It is important to think about how players are going to move their fingers across the gaming controller and to avoid repetition and aim for an uncomplicated control scheme, on the other end if the control scheme is too complicated or repetitive for players, this might result in these players 
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resorting the what is called ‘button mashing’, which is a derogatory term which is used to describe the situation when the players are not sure to control the game, which results in these players just wildly and/or rapidly hitting all of the buttons on the controller in order to get any sort of positive result in game, it is pointed out that this situation usually happens in action and fighting games when either the game’s control scheme is too complex for players or the players are not getting any satisfactory feedback while playing the game. One other important part of creating a control scheme that would be understandable for players would to have a well thought out understanding of what a players finger can do and this is even more important nowadays as there is now more touchscreen gaming on mobile devices, in this section Scott Rogers lists the full number of what a players finger can do when playing a game on either a traditional gaming console or on a mobile device; there is a ‘Tap’ which is a quick press which is used to make a selection o to make a character perform a certain action or shooting a weapon or to quickly place an item, there is a ‘Double Tap’ that can be used to verify a selection or to open and close selection windows or to indicate a direction for a character to move, there is a ‘Timed Tap’ which requires the player to tap in time with the gameplay such as what is often used in a rhythm game, there is what is called ‘Staccato Pokes’ with is more complex and often used I more random sequences and these are also used for more intense actions moments such as a finishing move, there is what is called ‘Touch and Hold’ which works well when the player needs to hold a moving object in place, there is also the ‘Hold and Drag’ that is the best move for the player to use when they need to move around any inventory items or applying a characters armour, there is a ‘Flick’ that mimics the action of a character tossing something like a ball in a specific direction, there is what is called ‘Page Up or Down’ which is a flick that can work in multiple directions and it is the best move to use in order to scroll through pages of texts or menu options, there is the ‘Pull and Release’ move that is most frequently used for any action that often mimics the ‘Rubber Banding’ or springs such as pinball plungers, there is then what is called ‘Scrubbing’ which is very often used in order to erase or to cover something that is on-screen with a rapid back and forth motion from the player, there is then a ‘Swipe’ that is used for indicating directional lines, it is apparent that this feels better for players if they associate this motion with that of using a real world function, there is then what is called ‘Shape Drawing’ in which it 
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enables the players to use a figure as a pen or pencil or crayon that can be made more rewarding for the players if the options for changing the size of their brush and the addition of colour section, there is also the ‘Shape Tracing’ that is often found in games in which there are spells that are cast, which means that players can trace or draw a shape such as a circle or a zig-zag on screen in order to get the players desired effect, there is then what is called the ‘Pinch’ that is what is needed in order to either increase or decrease the size of something on the screen and with the advancements of touch screen technology there are supports for the use of several fingers so that people can now do things with multiple fingers at any one time and finally there is what is called a ‘Swirl’ that is used by people for drawing circles and it is important to know that this ‘Swirling’ motion will also affect the speed that a character or object can spin that can depend on how tightly the curl of the ‘Swirl’ is.   
Chapter supporting aim 2:
First in order to better understand how the control schemes for the plat former gaming genre have changed throughout the years it is important for this the understanding of what a genre is and how it can massively affect the outcome of how the game is played by different people, with this in mind, the description of what a genre is that is the word that is used to describe a category of the type of game play that the game has, and that from the very beginning of video and computer games existing there have been many different styles of games for people to enjoy, some of the first games to be made were sports, puzzle and head to head shooter games and now there are many other different genres that have come into the fray including; Action, Hack ‘n’ Slash, Sandbox, Role Playing Games Life Simulations and First Person Shooters and many of these have smaller genres included in them. The control schemes for plat former games have changed over the years due to the evolution of technology and with this there have been many different games that fall under the genre of being a plat former game, some these include many of the Super Mario games and others ‘Sly Cooper series, LittleBigPlanet series, Super Meat Boy series.’ (Rogers, 2014, p.496. The main point brought up in this paper is the difference between the N64’s controller and the Wii remote, as there is a massive technical difference of 13 years, the N64’s controller was in the form of a standard controller at the time although it included some new control button inputs as the ‘C’ stick for instance, were as 
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the Wii remote was the first motion detecting game controller. Another part of looking at how the controls have changed is in looking at how the plat former games have changed, this can be seen in both Super Mario 64 and Super Mario Wii. Super Mario 64 is listed as 3d action/adventure plat former and was one of the earliest 3d platform games. It made a lasting impression on the field of 3D game design, featuring a dynamic camera system and 360-degree analogue control. It is acclaimed as one of the greatest and most revolutionary games of all time. It was also the first Super Mario game to use 3D graphics and was one of the launch games for the Nintendo 64 console.  ‘Nintendo evolved the format as they moved Mario into the 3D space with Mario 64.’ (Powell, 2015.) through discussion with many people who have been part in making many successful games talking about the impression that plat former games in general have left for gaming as a whole and how people feel about it, one quote from this web page pretty much sums up the future of plat former games, ‘Plat formers will carry on living, they’re just in different forms.’ This just means that they may be many future games that will be developed though they may not specifically be classed as platformer games would include many elements that are characteristic of plat former games. Now turning to Super Mario Wii, it differs in comparison to Super Mario 64 in the following ways; it is a 2.5d side scrolling plat former for the Nintendo Wii in 2009 and although it plays out in 2d, though most characters and objects are 3d rendering on 2d backgrounds. This game was also the first ever in the Super Mario franchise to feature simultaneous cooperative multiplayer with up to four players and it has received several honours, including the ‘Best Wii Game’ award from the 2009 Spike Video Game Awards, IGN and GameTrailers. Use these two games despite being part of the same video game franchise and include the same main protagonist, these games have very different controls due to the differences in the technology with 13 years in-between them being made and released to the public, also both of these games were some of the first games to be released for both the Nintendo 64 and the Nintendo Wii and both of these games also demonstrate this company taking advantage of the technology that was available at the time in order to make games that would use the full potential of the gaming console and also made big leaps forward  with the Nintendo 64 producing a new layout for a traditional gaming console and the Nintendo Wii being the first gaming console to perfect the idea of 
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motion controlled gaming and was at the forefront of they was of designing games with motion controls. 
Methodology:
The methods of research that have been used for this paper are mostly from readings from books relating to the topic that has been chosen and using internet references about both of the Super Mario games that where selected as well as webpages and internet sources that provide information about plat former games in general. All this research collected for this paper is classed as secondary research as all the information has been gathered form different sources such as books and some websites, most of the website information was needed for the control schemes for both of the games used for the discussion of this paper, on these websites the control schemes were laid out including all buttons prompts and combos and even the motion control movements that are available in both of these Super Mario games. With the rest of the research that was gathered from book sources, the main book that has been used to gather appropriate information for this paper is the 2nd edition of Scott Rogers ‘Level Up’ where it regards information on the plat former game genre and most of the information of the designing processes that should be taken when creating games, it also includes the core rules into how a control scheme should be laid out for the game controller and how this all works in tandem with the other aspects of video game design. 
Conclusion:
With this research analysed it is apparent that both of the control schemes of the games of the same genre have aimed to use as much of the controller as possible, aseptically for Super Mario 64 which uses all the buttons present on the Nintendo 64’s controller for all the movements and combinations of button prompts and stick movements for advanced actions for the game. On the other hand with Super Mario Wii, this game does not use all of the inputs of the Wii remote, as previously mentioned it does not use the ‘B’ button and it does not even use the additional accessories of the ‘Nunchuk’ or the Wii Motion Plus, where the difference here lies is with the addition of motion controls, this game allows many of the actions to be performed with the movement of the Wii remote which adds a different way of playing this game, including motion as a control and the Wii was the first console to do this which 
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resulted in other companies such as Sony and Mircosoft creating their own motion control systems, with Sony’s version being the ‘PlayStation Move’ and with Mircosoft’s version being the ‘Kinect’. 
When researching about creating control schemes for games one important detail to take into consideration is the age demographic for the intended game. ‘If you are designing for really young (8 and younger) players, keep the button presses simple’ (Rogers. S, p166) games aimed at a younger audience should have a less complex control layout hat is easy for the players to remember, but when designing games for older audiences, control schemes can be more complex and use more advanced button inputs. With this information in mind both of the control schemes for these games show that they are possibly intended for different players. With Super Mario 64 it uses all the buttons on the N64’s controller and has button combos with multiple buttons and stick inputs, this results in a complex control scheme that would be too hard to remember for some younger players. 

Practical considerations:
Researching about how a control scheme can effect a plat former has given an insight into considering how this matters to real life, one point to mention is weather the control scheme works in a positive manner and is reflected in the gameplay as this could influence how many people would buy the game, as some players would look at the control scheme and could become frustrated if it does not work accordingly and would result in the game not being bought by people and could cause problems for the video game company that created the game. Another practical consideration looking at this topic is considering the fact that plat former games have gone down in popularity. As is looking at the BBC’s Newsbeat reporter Steffan Powell’s report of the plat former genre and its popularity, in this report it does sum up that the plat former genre is decreasing in the number of people who are playing but that it is also remaining a very popular type of game for many people to this day. 
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Timeline:
To start with, Nintendo first unveiled its newest gaming console, the Nintendo 64 back in late November of 1995 at the Shoshinkai trade show where Super Mario 64 was one of the 2 games that was available for people to play, the other being Kirby’s Air Ride which was a last-minute decision. Then in mid-June of 1996, the Nintendo 64 was released in Japan with 3 games that were made the first available games for the console with Super Mario 64 being one of them and then the Nintendo 64 was later released in America in September with only 2 games made available for the console: Super Mario 64 which was expected and the other game being Pilot Wings 64. 
13 years later and after much technological advancements Nintendo released their latest new gaming console, the Nintendo Wii which was released back in November of 2006 where it proved to be a massive hit for people and a very positive outcome for Nintendo which changed the face and increased the potential for motion controlled gaming as a whole, then 3 years later in late November early December of 2009, Super Mario Wii was released by Nintendo for the Nintendo Wii which was another successful game and went on to receive several awards, including the ‘Best Wii Game’ award from the 2009 Spike Video Game Awards, IGN and GameTrailers to name a few. 
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