Designing a simple Interactive Graphical Application
Suggested Guidelines for Designing Your Own XNA Game-Themed Application
	1. Idea: (make sure you avoid “smart” requirement, e.g., object-A follows object-B automatically is tricky to implement!)


	Static Graphics	  vs.     Animation/Visualization/Simulation     vs.   Interactive Game

     	
	Card Games      	  vs.     Board Games      vs.      80’s Arcade Games




	2. The World:   
Coordinate System: continuous vs. discrete (can the hero go to location 1.5?) 
Hero/Support object size, 
Sketch out your world.





	3. Hero/Support Object: look and behavior.
How does the user control the hero?
Does the Hero/Support object has “self-behavior” (e.g., gradual slow-down) 
          typically trickier to implement
What are the restriction of movements?
Can the Hero move outside the bounds of the window?



	4. Hero/Support: Interactions
Do you require anything besides: collision and relative position?
Are there potentials that objects may get stuck with each other?
What  should happen when objects interaction becomes positive (when collide)?
Do you know how to implement interaction behavior?



	5. Others: 
User Input: Turn-based, or continuous?
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