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	Control Shift seeks to examine the ways in which users interact with computer systems, with a specific focus on the ways in which users interact with video games.  To facilitate this exploration of interaction, Control Shift will be designed in such a way so that focus is placed on the controls as being the most crucial aspect of the gameplay. From a historical perspective, the focus of Human-Computer Interaction (HCI) studies has been efficiency and optimization, the goal being to research and develop new, more efficient ways to interact with computers.  [2] Control Shift chooses to take an alternate path from traditional HCI studies, rather than attempting to optimize the way players interact with the game, it endeavours to create a challenging element from the controls as described by Pippin Barr in his thesis on play as HCI.  [1] Control Shift examines existing game controllers and repurposes them as new controllers by utilizing them in unconventional ways.  Each controller is treated as an extension of the gameplay through various means, such as altering the physics of the game depending on the input method being used.  The other aspect that will be considered in Control Shift is tactile interaction; current video game controllers often implement some type of rumble feature that provides tactile feedback to the player. [3] In development of Control Shift, the ability to provide meaningful tactile response to the player will be an important element in exploring the way the player controls the game.

	Concerning the domain of Cyberpsychology, Control Shift explores how the user’s behaviour and play style are affected when forced to switch between various input methods with varying physics to progress in our game.  By implementing multiple means of interaction, Control Shift seeks to examine what impact the control type has on a player’s enjoyment.  As indicated in Christoph Klimmt, Tilo Hartmann, and Andreas Frey’s journal article entitled, “Effectance And Control As Determinants Of Video Game Enjoyment", the enjoyment of playing video games can be linked to the kind of control the player has on the game environment.  They state that, 

Being in control means to know about the attributes of a situation, to anticipate its dynamics, and to be able to influence it according to one’s goals.  People generally prefer situations that they can control and try to avoid situations that other forces dominate.  [4]

With Control Shift, the form of control the player will have over the game environment will vary throughout the experience.  The player will initially feel comfortable interacting with our game, but then they will need to continuously adjust to different control schemes and game physics.  This results in an interesting experiment that will assist in determining the degree to which controls influence user enjoyment and will further the findings of Klimmt, Hartmann, and Frey.

Motivation
	The motivation behind this project is to explore the area of Human–Computer Interaction (HCI) as it relates to video games.  Game controllers typically play a passive role in the gameplay experience rather than being thoroughly utilized by video games to create challenging and thought provoking gameplay puzzles. In recent years, video game console manufacturers have adventured into new territory by developing interfaces that do not rely on the typical button and joystick controllers that have existed relatively unchanged for decades.  However, the games that are designed to make use of these novel control interfaces often fail to utilize the controls themselves as a significant part of the game. It is from this that we have set out to complete this project by building a game that revolves completely around the controls.

Methodology
	For our project, most of the development will consist of designing software.  We will be programming our game in HTML5 or Java.  For our hardware, we will require three controllers all of which are connected to a computer on which our game will run. The software will have to determine which controllers are providing input and perform actions in the game that correspond to the sets of rules and physics applied to each controller.

Expected Results
	We expect to create a new type of gaming experience, one that draws upon creative use of physical interactive devices.  By incorporating innovative gameplay elements, such as different sets of physics and button mappings that vary across multiple possible controllers, we intend to create an exciting and unconventional platforming puzzle game.

Time Frame
[image: ]
Novelty
	As touched upon in our motivation for this project, the novelty derives itself from the controls.  Rather than designing a set of controls based on gameplay aspects, we intend to design a game based on a set of controls.  One original aspect of our project is that the player will be required to utilize multiple controllers in concert with one another to solve puzzles and overcome obstacles in order to progress in the game.
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