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This document discusses the design and 

development of ShoutFight!, a sound-driven 

game developed for an interactive talk called 

Playing Along, by Yann Seznec and Dr. Niall 

Moody.

Abstract



Playing Alongwas an interactive game design 

talk about the impact small changes can have 

on the experience of playing a game.

The talk discussed physical games and sports, 

and incorporated ShoutFight!as an interactive 

demonstration of the principles we covered.

Playing Along



AN EXAMPLE



The core idea behind the talk is that small changes to a game 

can have sometimes outsized effects on the experience of 

playing that game.

We use the folkgame Simon Saysas our first example.

Simon Saysis a game that is played throughout the world, but 

with subtle regional differences. Differences such as the name of 

the game...

Simon Says





(trans.: All birds fly high)

The rules for Alle Vögel fliegen hochare almost identical to Simon 

Says.

The game leader makes statements like ɈAll birds fly highɉ;ɈAll 

planes fly highɉ;ɈAll pigs fly highɉ, and the players have to jump 

for every true statement. If they jump for a false statement, they 

are out of the game.

Alle Vögel fliegen hoch



For myself and Yann, the changes Alle Vögel fliegen hochmakes to 

the Simon Saysformula are minimal, but significant.

While the phrase ɈSimon saysɉis fairly neutral and not 

necessarily suggestive of anything in particular, the phrase ɈAll 

birds fly highɉhas something of a poetic quality.

Such a title, coupled with the action of the players jumping on 

true statements, almost suggests a longing on the part of the 

players, a desire to join those birds in the sky.

Small but significant changes



To demonstrate this concept of small changes 

having a significant impact on the experience of 

playing a game, we developed a videogame 

(ShoutFight!) around a series of variations on 

Simon Says.

As the talk progresses, we step through these 

variations, playing the game with our audience.

Demonstrating this in practice



VARIATION #1



We started with the simplest version of Simon Sayswe could 

think of:

2 players are given a button to press, and instructed by the screen to 

press or release it. When players do what they are told, their score 

increases.

At the end of 30 seconds, the player with the highest score is the 

winner.

Button Fight



This particular variation on Simon Saysis not particularly 

interesting or enjoyable to play. It does, however, give us a 

starting point to build from.

From here we moved on to talk about what we could do to 

modify and improve the game.

Our first modification:

> Players have to press the button only using their nose.

Simple beginnings



VARIATION #2



Buttons are a very digital input device, with little margin for 

error. For our next variation we moved to using a modified 

Gametrak interface.

This gave players analogue input in the form of a string that they 

had to either pull or release, gaining points for following 

instructions accurately.

Again, the player with the highest score at the end of 30 seconds 

is the winner.

String Fight


