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[bookmark: _qaujkutqxoap]Introduction
Superhot is a game released on the 25 of february 2016, the game is a first person shooter which features a mechanic where time moves when you do. The game design wise is designed to have the player fight an onslaught of attackers in each segment, these segments feature the player fighting enemies using weapons and objects within the environment. 
[bookmark: _xcdc9zb4duln]discussion of visual design and Gameplay
The environments in the game are coloured black and white, with the enemies coloured red, this makes the enemies easy to notice for the player, this is further stated in a review form the website slantmagazene.com “The aesthetic minimalism, which fades each area to a muted white, is intentionally dull, there to help players better focus on interactive objects and threats.” [6] this review further emphasizes how the visual style is an important aspect to gameplay, as enemies and other object within the environment would blend into the background and effects such as bullets would be difficult to spot, making the gameplay more unfair for the player 

The game starts with very little tutorial, only telling the player how to move and aim, then in the next section it teaches the player that they can pickup and throw items with the mouse.
[image: ]
Fig 1 tutorial [1]
The flow of the game is smooth, with each section where your fighting enemies feels smooth with the time movement mechanic translating perfectly into gameplay, this allows the player to control the pace of the game as they can choose to rush enemies at full speed resulting in the level progressing faster. 

Movement where the player falls will occur in real time, however the game allows the player to hold the jump key which makes the game move at a slower pace. This makes it easier for the player to be able to make precise movements and actions midair.

One of the games strengths is that it allows the player to repeatedly retry a stage making the game about learning the enemies, such as where they spawn after each segment then executing the sequence ending with the stage being completed
 
This makes aspects of the game more similar to a puzzle game, as stated in a review from gamespot.com ”the time-based trickery involved makes it more like a puzzle game than an FPS.” [4] as this review states the time based movement mechanic causes the game to become more puzzle like as the player figures out how to complete the stage furthermore, this opinion is also stated in reviews from other websites such as softpedia.com  stating “Players need to first focus on the threats they can avoid, mainly bullets from the various weapons pointed in their direction” [7] this emphasizes how the player needs to plan how to complete each level in the game in order to progress, which is done through trial and error
[image: ][image: ]Fig 2 terminal story segment [1]                                    Fig 3 enemy being it in the head [1]
Within the main menu of the game takes place on a terminal this helps set the player into the world, where they are on a computer and then launch the game on the terminal. additionally several story segments take place within this menu as chat logs

The game visually has the enemies shatter into particles that last for a few moments, this makes the enemies visually clear when they are defeated. Additionally this creates sections of gameplay where the gameplay visually is satisfying such as the enemies shattering like glass where the bullet hits them.
Fig 4 gun colliding with incoming bullet [1][image: ]
The game allows for interactions with objects such as bullets colliding midair and for bullets to be blocked by thrown objects. Furthermore these interactions are accompanied with further sound effects such as a sharp noise for when bullets collide and a crumbling noise for when a weapon collides with an enemy. 

[bookmark: _d4fxyfdyhz1d]

[bookmark: _g0hbuldyoqnz]Analysis of the sound design and stage interactions
[bookmark: _hjd2qwv8p9so]Sound design analysis
Within the game the sound is designed to be based on the player, furthermore there is no background music in gameplay, instead as time moves in game the sounds of the game speeds up and slows down based on the player. Additionally interactions have unique sounds such as enemies being defeated or an item breaking have unique sounds that are distinct. These sounds make the game more satisfying for the player, such as the enemies shattering with a unique sound that is loud allowing the player to know when the enemy is defeated. 

As stated in a review from the website eurogamer.net  “Shoot them - in this fiercely standardized bloodshed, each bullet that hits is an insta-kill - and they fragment, crimson limbs coming apart to reveal golden interiors. Glass?” [3] This review emphasizes the feel of the game being satisfying, furthermore this statement is reflected in other reviews showing how the visual and sound design of the game has a large effect on the entertainment value of the game.[image: ]
Fig 5 enemy initial spawn [1]                                           Fig 6 enemy after spawning [1][image: ]
When an enemy spawns, they emit a red glow that prevents the player not knowing if an enemy will spawn on them and kill them as the glow appears before the enemy spawns, this gives the player an opportunity to plan around the enemy and defeat them.
[bookmark: _rbit5tuz7xx]Discussion of stage interactions
Fig 7 enemy falling off the level [1]                 Fig 8 enemy being defeated by the environment [1][image: ][image: ]
In certain levels of the game the environment can be used to defeat enemies, for example within the level subway, it is possible for an enemy to be defeated by an incoming train. Additionally these environmental hazards can defeat the player. Another form of environmental hazard is falling down a building in certain stages as shown above.
Fig 9 bullet colliding with another bullet [1]               [image: ]
The player can use objects to block bullets, for example the player is able to throw a weapon or item there holding to block a bullet that would otherwise hit them, furthermore black objects can collide with each other this allows for interactions such as bullets colliding midair destroying each other. These interactions allow the player to have more dynamic decisions within gameplay.









[bookmark: _m1bmyuoafvkn]Discussion of weapons in gameplay and unique interactions
Fig 10 sword cutting bullet in half [1][image: ]
Within the game the player uses 2 different types of weapons, the first type of weapons i will be discussing are melee weapons. There are two types of melee weapons that can be found in the environment, examples of these weapons are the sword and the baseball bat. Blunt Melee weapons such as the baseball bat have low durability but defeat the enemy in a single hit. Additionally, these weapons when thrown acts the same as a gun stunning a target and shattering on impact. Meanwhile the sword has special interactions such as having unlimited durability, slicing through enemies. Additionally, the sword allows the player to time their attack so that the sword cuts the bullet in half. The final noticeable difference with the sword is that when thrown, the weapon will kill the enemy it hits and can be impaled into a wall.
Fig 11 bat after hitting enemy once [1]                        Fig 12 bat after hitting enemies 3 times [1][image: ][image: ]

The other type of weapons featured within the game are ranged weapons, these weapons are the pistol, shotgun and assault rifle. When held by the player the weapons cannot be reloaded as a result each gun has limited shots, this encourages the player to disarm and grab new guns to maintain bullets that they can fire. Each gun fires differently, the pistol fires a single projectile on the crosshair. The pistol has a short cooldown between shots, this is indicated by the crosshair rotating once it has completed the rotation the next shot can be fired, this is the same for all other guns. The pistol is the most common weapon within the game and is featured in most levels. 

The next gun introduced to the player is the shotgun, the shotgun fires a spread of bullets that are random and harder to dodge especially in narrow areas.[image: ][image: ]

Fig 13 pistol equipped in the players hand [1]     Fig 14 shotgun equipped in the players hand [1]
The final gun the player can obtain within the game is the assault rifle, the assault rifle works similar to the pistol, however the gun fires a burst of bullets on the crosshair after being fired, as a result the gun is more effective at dealing with lines of enemies. The gun has the shortest cooldown out of all the weapons, being able to fire another burst of bullets at the end of the burst attack. However, the assault rifle goes through the ammo in the clip faster than other guns.

When the level is completed the game shows behind the text saying “super”“hot” the game shows a real time replay of the players movements, this allows the player to be able to understand their actions and decisions in real time without the slowed down time.
Fig 15 level completion example 1 [1]                                  Fig 16 level completion example 2 [1][image: ][image: ]

[bookmark: _2m4in2uo8555]Hotswitch mechanic and other gameplay features
Later on in the game the game introduces a mechanic called Hotswitch, this mechanic allows the player to swap places with an enemy within view defeating them, when the Hotswitch occurs, the player is forced to throw the weapon that the enemy was holding, as a result this effectively balances the mechanic as it has a long cooldown and disarms the player, furthermore it allows the player to avoid attacks. The ability has a long cooldown which is shown to the player by two white bars on the top and bottom of the screen, this prevents the player from using the ability to defeat every enemy within the level.

The introduction of this mechanic helps keep the game fresh as the gameplay begins to become repetitive by the introduction of the mechanic, this helps keep the game interesting to play as it allows the player to further expand their playstyle and movement through a stage, an example i found of this is in a review from the website techraptor.net  stating “it's easily the most deadly tool in your arsenal, allowing you to leap right out of a bullet's trajectory at any time and get the jump on other enemies.” [5] this shows how the mechanic improves gameplay without it feeling as if it interrupts the flow of the game itself.
Fig 17 picture of the clip editor [1][image: ]
Finally, the game allows the player to be able to turn their replays into edited videos that can be uploaded to a website. This allows the player to be able to create edited replays of the fights within the game, the controls to the editor are simple just clicking to record and using WASD to move through the replay.
[bookmark: _dohlj29o980o]

[bookmark: _cuupj04sxvq6]Discussion of the Storyline of SUPERHOT and my Opinions
[bookmark: _n1axe6n6gici]Discussion of storyline
Fig 18 Example of a chat log with the friend character [1][image: ]
The game's storyline takes place in chat logs at, with a friend of the player sending a new game program to their computer. Then the player plays a few stages then the game kicks them back to the menu where the friend the game is different for each person, and then says there are more levels, which are then sent to the users pc, the pc allows the player in after typing anything into the password section. 

The next notable story segment occurs after the section locked behind the password where the player attempts to tell the other user in the chat what the password is and is then changed to state the player is not telling them, this is the first sign of the game being more than just a game having an effect on the chat logs and is trying to actively stop the players from playing the game.
[image: ]
Fig 19 prompt to enter chat log with the red messages
After this section communication begins with a person associated with the game whose messages are in red telling them to stop playing and to stop using the game, this character is presumed to be the administrator or person in charge of the program and has got control over the program. The game begins showing the player how they don't have the control over the program that they think they do, with a section where the player is told to press esc which would normally open the pause menu, instead within this section of story the player is made to repeatedly press the key to continue which creates the feeling of being unable to leave and escape the game.

Further again in the game the player is shown that they know where the player lives and then shows the player, who is a red enemy at their computer with a headset on, this is first show to the player by force and the player is not able to do anything and then gets kicked out back to the menu, if the player plays again the allows the player to walk up to themselves and then has them hit themselves in the head. This implies to the player that the red enemies within the game are real people that are being killed by the player within the game. 
Fig 20 chat log with the red messages                     Fig 21 game forcing the player to quit[image: ][image: ]
After this segment a chat occurs with the red messages where he makes the player say to stop playing the game and “you are treating it like a toy when it is a tool” the game then forces the player to quit and relaunch the game to continue the story. This gives the player the feeling of losing control over themselves to play the game.

When the game is relaunched, it starts a chat log with a friend however all the players messages are changed to “SUPER HOT '' repeating. Additionally, the chat log section ends with the player typing “I want to just play the game” which then causes the screen to go to black with a red text section saying as you wish. This shows that the player is losing control over themselves and their ability to think for themselves. The visual style of storytelling is effective as often the player themselves is choosing to continue to return and play the game. 

[bookmark: _nqbzjo984dpx]Opinions on Storyline
Personally I feel that the game fails to effectively tell its story in this way, as while it achieves the creation of these feeling the segments of the story becomes repetitive and interrupts the flow of the game, this is not just my opinion alone as a review from the website ign.com states  ” story turns into an annoyingly corny roadblock in between the enjoyable gameplay” [2]
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No they didn't
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So it Is possible!
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RMB to throw your weapon at an enemy





image14.png




image15.png
press F5 to edit the replay
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