Mopped GDD

0. Mission Statement
Meant to target the gender neutral 18-40 demographic of its genre predecessors, Mopped is a point and click adventure game in the classic vein of Monkey Island and Grim Fandango. Using the typical static third person “scene” camera this classically 2d genre is known for, the game will be rendered in 3d using the Unity engine. It is intended for the desktop (PC/Mac) and distributed via a studio website and through 3rd party distributers such as Steam or the Win/Mac app stores. Unity will also allow web and mobile deployment based on launch success. Like those titles that made the genre popular in the 90s, the game will lean toward a comedy and parody setting, as opposed to the serious dramas that have dominated the genre in recent years.
1. Setting

The events of the game take place on the great star liner, UNS Saratoga. The Saratoga is a combination space cruise ship and exploration vessel, traveling through unexplored regions of space on the edges of human territory. 

Throughout the game, the Saratoga finds itself fighting off an invasion of ever evolving aliens (ala the Zerg of Blizzard’s Starcraft or Tyrannid of Games Workshop’s Warhammer 40k). The big tough mercenary, Bruce Steel, tries to rally the surviving security forces and defense robots, but the battle between both the aliens and the onboard security wrecks various bits of the ship’s interior, leaving it a mixture of nice cruise ship rooms and war-torn corridors.
2. Storyline Overview

The simple maintenance robot, M2, begins the game with the objective to clean the ship’s cafeteria. He is prevented from doing so by Bruce Steel and elects to come back and finish the task later. As he attends to other duties, the alien invasion of the ship begins as the creatures spread out from the research laboratory. As the ship is torn apart by attempts to resist the alien menace, M2 continuously tries to return to the cafeteria; now that all of the crew are hiding and fighting, nobody is occupying it so it’s free to be cleaned. Unfortunately, everyone is hiding and fighting so maintenance alerts are going off across the ship as doors need to be fixed, air vent obstructions need to be cleared and big puddles of “fluid” need to be mopped up. 

M2’s journey through the game has him trying to fix all the ship’s problems on the way back to the cafeteria so he can finally mop the floor, though the crisis onboard the ship means he often must make due with jerry rigging and using random objects as field repairs. Fortunately for him, the aliens usually leave him alone, unless he specifically bumps into them or they’ve been taught what robots are due to fighting security robots and thus he passes through the ship, oblivious to the war raging around him, just trying to do his janitorial duties. After finally reaching the cafeteria, M2 finds it coated with a strange organic growth (the alien hive brain) and must find the proper formulation of cleaning chemicals and tools to get the floor clean. In the end, he “cleans” the floor and in doing so accidentally defeating the alien menace and saving the ship. Having no awareness that anything was wrong, he has no idea he saved anything and all the credit ends up going to the “glorious action hero” Bruce Steel, whilst M2 goes right back to mopping the floor, probably cleaning up around the edges of Mr. Steel’s medal ceremony.
PROTOTYPE NARRATIVE

M2 comes online in one of the janitorial supply rooms on the ship. According to the main computer, there is a litany of messes that need cleaning and broken components that need fixing in the adjacent corridor. M2 first must collect his cleaning supplies before setting off. His trusty bucket and spray bottle are easy enough to get, but his mop, the most important tool in his arsenal, is tucked away inside a janitorial supply locker and with the recent code change, he can’t get inside! Locating the maintenance chief’s discarded notepad, he finds that at one time, it had the code written on it, but it has since been torn off. Retrieving a discarded pencil from the trash, M2 creates a rubbing on the next page, revealing the impression that the code left when it was originally written and allowing him to finish collecting his tools and depart to his task.
Emerging into the corridor connecting to the exobiology research lab, M2 finds himself face to face with quite an extensive job to be done. Fluids seeping into carpets, windows caked with filth, a smoking and broken door and an incessant banging further down the hall; quite a job in store. Of course M2 is completely unable to recognize or care that the “mess” is the smattering of blood, corpses and battle damage from some horror bursting out of the lab and clawing through the security and science team members that stood in its way. M2 dutifully cleans up the blood, even electing to take once scientist’s “dirty coat” to be cleaned; he’s sleeping after all, he won’t mind and since it’s already somewhat dirty, it will make a fine rag for wiping down the windows. 
When it comes to fixing the door, M2 is eventually lead down the hall in search of replacement parts, finding both a “reclining” soldier and a member of the science team seen through an airlock door. Apparently this woman is the source of the banging as she smacks on the door, calling out to M2 to help her. M2, being neither a security nor administration robot, does not even have the capacity to acknowledge her beyond her physical presence, but he does notice something on one of the hands she bangs on the window: a gold loop (wedding ring) that would make a perfect replacement conductor coil for the broken exobiology lab door. He attempts to open the door to reach her, but finds that it has been locked from the inside (the exobiology researcher apparently not being versed in the finer points of airlock control operations). Removing the maintenance panel from the airlock door, M2 finds that if he temporarily transplants one of the still functioning parts from the broken exobiology lab door, he can prompt the airlock to open just a bit. Doing so prompts the woman to reach through, trying to grab hold to M2 to pull herself out. Much to her surprise, her “rescuer” does not yank her free, but instead plucks the ring from her finger, removes the door component and rolls off. Cannibalizing the last door component from the power cell of the soldier’s discarded gun, M2 finally finishes repairing the door to exobiology; with his job done, he receives an alert to move on to the next deck. Apparently an even bigger mess has broken out in garbage processing.
3. Characters

M2: A simple maintenance robot with no awareness of the terrible state the ship is in beyond his need to perform his janitorial and maintenance duties with greater frequency. He isn’t programmed for security functions so people fighting and dying around him may as well be invisible. He isn’t a threat to the aliens and isn’t a living thing so he’s mostly ignored and left to do his job, incidentally saving people and defeating the aliens without knowing or trying. His main quest for the whole game is to mop the floor in the cafeteria, but circumstances keep getting in his way.

Bruce Steel: A stereotypical first person shooter protagonist. He looks big and tough, with a mullet, sleeveless vest, carries big guns and talks in a gruff voice. He kicks off the main quest of the game by booting M2 out of the cafeteria before he can start cleaning and is continuously seen fighting the aliens in the background or just exiting the room right before the player walks into it. He never accomplishes anything, even though he thinks he does, and spends most of his time breaking stuff that M2 has to fix whilst on his quest to mop a floor. When all is said and done, everyone assumes Bruce saved the day (even Bruce himself) and he gets all the credit for M2’s victory.

Passengers and Crew: For the most part, the other humans onboard the ship are just hiding, though a few may be trying to fight with Bruce. They’re usually hiding in closets or under desks or in air ducts. They’re either trapped by the aliens or just trying not to be found; M2 ends up incidentally saving (or maybe occasionally dooming) them as he clears his own path back to the cafeteria and/or searches for jerry rigging components to perform necessary repairs.

The Other Robots: Security robots gunning down aliens, other maintenance robots and the ship’s administration computer end up encountered throughout the game. Some may be broken, some may just be glimpsed through windows or might even be active “allies” in M2’s grand quest to mop the blasted cafeteria floor. M2 must frequently interact with the ship’s computer to locate supplies, bypass severely damaged components and/or receive new orders when something new on the ship breaks or gets dirty.
4. Game Mechanics

4.1 Menu Interface

This is the opening interface presented to the player, options are available to start a new game, load a previous game, set game options and quit. Clicking on any option will launch the appropriate GUI overlay or launch the game itself.
4.2 In-Game Interface

This is a point and click based game, the player will click on things within the room/scene to either interact with that object (pull up a HUD, open door, move object), place that object in the player’s inventory or move to that spot. Inventory and in-game options will be available through on screen icons and keyboard shortcuts.
4.3 Replaying and Saving

Available from the in-game options GUI (either on screen icon or the ESC key). This will allow the player to either save the current location/game space, load a previous save, start a new game, change game options or return to the main menu. There may be an added item to allow the player to reload the current room/scene.
4.4 Camera

Mopped will be a room view fixed camera game. Each room in the game will be created with its own camera that gives the player a 3rd person view into that particular room. When M2 is done with a particular room it will move off screen into the next room, the Unity camera will switch to the new room (via transition or cut), and M2 will enter from the appropriate side (in some cases even the 4th wall).
4.5 Control Summary

A mouse based game (translated to touch for mobile) with a simple point and click interface. Within each room the player will simply click on a spot to either interact with an object or move M2 to the point clicked. Pathfinding will be used to avoid room objects as M2 moves about. Clicking a “bag” icon (“B” key) will open M2’s inventory or the options icon (ESC key) to bring up the in-game menu options. Objects are used by clicking on them or combined with another object in the inventory by click/dragging them over another object within the inventory.
4.6 Movement

M2 is a tri-pedal robot with treaded wheels, rolling about more or less smoothly save for a small jerk when starting and stopping. The only real movement when going from one place to another are the wheels and some minor physics bouncing with the arms and mop (if held). M2’s legs allow for stabilization and stretching to get those “Michelangelo spots” where normal humans would need scaffolding. M2 also has two arms for holding objects (mainly the mop) and operating things like doors and control panels.
4.7 Inventory

There are a host of miscellaneous objects around the world that M2 will be able to pick up and use either with each other or to interact with the world. Examples are in the first room with a bucket, piece of paper and a pencil. Most puzzles throughout the game will rely on objects held in the inventory to solve them. The inventory can be collapsed or expanded by clicking on the inventory button. If the list of items is too large to display on screen, clickable arrows will allow the player to scroll the list of items up or down.
4.8 NPC

Throughout the game there will be a few NPCs or non-playable characters. Most are listed above; however, there will be some random systems panels and radio communication with the main computer that M2 will occasionally interact with. Example is the main computer giving M2 his next task ... “Clean up in isle zed”.
4.9 Antagonists

Bruce Steel will be seen engaging the aliens briefly in the background or their corpses (or living beasts) may be found in various rooms. The aliens remain as oblivious to M2’s presence as he is to them, however, and as such serve only as puzzle elements and not enemies to be “fought.” Any “victories” M2 has over the aliens must always be incidental to him obliviously performing his maintenance duties, never intentional on his part. The only “awareness” M2 will have is in some cases when an explosion or falling debris stops or will hiccup for a second before M2 gets back to the task at hand or the rare occasion when physical circumstances turn M2 into an obstacle bothering or blocking the path of an alien. 
4.10 Actions
4.10.1 Picking up objects

Player will click on various objects presented in the room to put those things in M2’s inventory.
4.10.2 Using objects

Within the inventory HUD the player will either click on the object relative to the world object it is to be used on, clicking an object to pull up its info (read a note) or click/drag one object over another to combine or use them together to create a new item. Example is using the charcoal and paper together to create a third object of a paper rubbing containing an access code.
4.10.3 Talking / Reading

There will be certain spots in the game where either the main computer or a control panel will talk to M2, informing the player of the task at hand. Other spots may also bring up a message window or close up for the player to read. Example would be clicking on a sign in the world to get a close up so the player can read what it says.

M2 himself will, when an object is examined, describe it with both an on screen text of his description and a voice over with the same content as the text (if time permits). 

4.11 World Interaction
Some puzzles will include a popup overlay with a close up view for greater detail or a full screen camera switch to a close up view of a machine’s interior. Some objects can be interacted with in a manner similar to picking them up (left click), but activating a trigger instead of picking up the item. Example is the popup HUD for a numeric keypad where the player will enter an access code, flicking a series of switches in sequence or examining the interior components of a machine to see what needs fixing.

4.12 Environments
The ship is mostly automated and regulated by the main computer so certain points in the game will react to M2’s entering or proximity. An example would be auto lights when M2 enters a closet or a door shutting after M2 enters the room.

4.13 Storytelling


When starting a new game a short video will play (early exit with the ESC key) 
that will introduce M2, the ship and other characters, setting the scene and 
sinking the player into the role of M2.

4.14 Cut-Scenes



Apart from the opening story (see above), when the player reaches certain 
milestone points the game will transition to a cut-scene, giving player info to 
progress the story. Cut-scenes will generally be short and consist of in-game 
pre-animated sequences that occur in rooms shortly before M2 leaves them or 
shortly before he arrives (taking place after the camera has changed to the 
room being entered but delaying M2’s arrival into the room until the sequence 
is over). 
5. Audio

5.1 Table of Sound Effects – Primary (sound effects necessary for prototype)
	Sound Effect
	Situation
	Notes

	Alarm/klaxon
	Background noise
	Beeping ends when objects are cleaned or fixed

	Simple click
	Selection of tool 
	Generic click for selecting objects

	Keypad Press
	Click keypad button
	Soft beep noise

	Correct Keycode Entered
	Successfully enter code on locker
	Electronic unlocking/mechanical sound

	Incorrect Keycode Entered
	Enter wrong code on locker
	Deep toned negative beep

	Mechanical sliding door (opening/closing)
	Doors opening and closing (separate)
	Door has audible sound as it opens (Star Trek style)

	Cabinet opening
	Player opens mop cabinet
	Metal creaking/squeaking as doors open

	M2 moving sound
	Sounds of M2 moving from point A to point B
	Electric motor + wheel moving sound (RC car?)



5.2 Table of Sound Effects – Secondary (optional sound effects implemented as 
time/resources permit)
	Sound Effect
	Situation
	Notes

	Voice of M2
	Player right clicks on object to examine it
	Voice over of the otherwise sutbtitle/text based object description

	Object pick up sounds
	Player clicks object to pick it up or use it in inventory 
	Rustling, clanking or crinkling noises (as appropriate) for each object

	Misc object use sounds
	Player interacts with object in world or in inventory
	Scribbling sound of a pencil on paper, creaking of metal for opening cabinet, rustling through  garbage sound for picking up charcoal/notepad


6. Templates
6.1. Overview

This section provides advice to situation designers for Mopped. The templates define how to start thinking about the situations. This does not have to be in order.
6.2 Objects
The core means by which the player solves puzzles is by taking objects from their inventory and using them either on objects in the world, or on other objects in their inventory.’


6.2.1 Object Types

· Type 1: Long Term Items: Meant to be obtained early on, gained from puzzles as normal or already in the player’s inventory when the game begins. These are never (or only temporarily) taken away and are used to solve or complete steps in multiple different puzzles.

· Example: The player’s mop, being used to poke/poke things out of reach and perform any puzzles that begin with basic floor cleaning (often Type A puzzles).

· Type 2: Short Term Items: Meant to be used on one initial puzzle, but kept in the inventory after completion. Later on, they serve as a Type 3 item for a completely different puzzle (either another Type B or a completely different Type C sequence)

· Example: Blank Notepad in prototype puzzle. Begins as part of a puzzle solution for opening the cabinet in the prototype, but later (after being used for the cabinet code and removing the charcoal coated page) is used as kindling to start a fire to set off sprinklers in another room.
· Type 3a: Single Use Environment Items: Meant to be used in single puzzles. These objects are picked up in Type B and C puzzles, either within the room the puzzle must be completed in (often Type B) or from another room or as the “reward” for a previously completed puzzle (often Type C)

· Example: Gold ring, meant to be used as replacement part in the electronics of a broken door. Taken from inventory and used on the broken door panel to repair it, removing the item from the inventory. 

· Type 3b: Single Use Inventory Items: Meant to be combined within the inventory (by clicking on one then the other) to form another item (usually a Type 2 or 3a). 

· Example: Pencil and Blank Notepad in prototype puzzle. The pencil is rubbed on the notepad to turn  it into “Cabinet Code,” a Type 3a item, which turns into a Type 2 item after the code is used and the notebook turns back into “Blank Notepad.” 
6.3 Rooms/Puzzles
6.3.1 Puzzle Types
The following are broad categories of puzzle or types of object interaction, the completion of which permits progress to the next area or story segment.
· Type FI: Filler Interactions. Used for interim areas and involves only obvious interaction with elements in a room. Meant for passing through a room which is not yet important, acting as “false sense of security” before surprising player or means of passing through room with important expository information between two rooms with other, more in depth puzzle types.  
· Example 1: Try to mop floor, only to be suddenly dropped into pit as floor gives out.
· Example 2: Walk across long room with battle taking place outside window and press button to open door to next area.
· Type OR: One Room Puzzles. These puzzles will begin by presenting the player with an overall goal and an obstacle to achieving it require them to actually deduce the solution to the problem within the room they’re standing. All items to complete the puzzle will already be in the player’s inventory at that point in the game, or will be available within the room its self. No travel from the occupied room to another room will be required (and depending on situation, may not be possible).  
· Example: Need mop, but mop is in cabinet which is locked with a code. Player must search for where code is hidden in the room. Pick up bucket for mop. Find code book under bucket. Examine code book, find page with code is torn off. Find charcoal, rub under-page with charcoal to reveal code. Input code, take mop, move to next room.

· Type MR: Multi-room puzzles. These puzzles span several rooms, having several “sub-puzzles” that would themselves qualify as Type B puzzles. Each of these component puzzles are solved one after another in service of the larger goal of overcoming an obstacle blocking progress from the area. Player may be required to travel back and forth between different rooms and take items or information gained from puzzles in one room to another room, to solve a puzzle there. 

· Example: M2 must clear blockage in trash chute. When arriving in garbage processing control room, player sees large alien has affixed its self under the chute to eat the ship’s garbage. Player can mess with control panel, learning that the incinerator can be activated, but that the alien seems to just barley resist the temperature (backing off whilst the incinerator is running but going right back to blocking the chute after). Player must go to engine room and learn about extreme combustibility of starship fuel. Must then retrieve fuel cell from engine room and take fuel cell to any of the trash chutes they’ve seen in other rooms. Must drop fuel cell down trash chute and return to garbage processing. When player returns, they see the fuel cell fall down and be swallowed by the alien. Now, when incinerators are activated, the alien being heated causes the fuel cell to explode inside of it, clearing the obstruction and allowing progress through the level.
7. Appendix 1: Target Audience

7.1. Evangelist Clusters

These clusters are a section of our audience for the game with the ability to share the experiences of our game to a larger audience. These clusters are:
· A1 Adventures (Looking for a nostalgic point and click adventure): Hardcore enthusiasts of older point and click games. A mixture of men and women who enjoy deep story lines. They search for games in this genre and give money to support independent projects creating them. These should be the targeted most sales drive.

· A2 Reviewer (Look to review novel point and click games): These gamers look for games in this genre to do reviews about the game and share thoughts and ideas on the story line.

· A3 Communals (Looking to play a puzzle game with one or more people): Though a comparatively small group compared to the other 2, these gamers enjoy playing point and click style games with one or more other people in the room to help solve puzzles. Though one player has their hands on the controls, the primary engagement of the game (cerebral puzzle solving) is being undertaken by multiple players.
7.2 Target Clusters

Target clusters are a wide range of audience. They do not play as many games each year but love the genre as well.

· B1 Adventures: Just like the A1 Adventures they enjoy the genre of point and click adventures however they do not play as often or perches as many games each year. When they get word of this game they will look into it. Sales can increase with this target audience above typical budget products.
· B2 Reviewer: These player purchase many games a year however they do not complete the games. With this interesting game on the market it will intrigue them as something new and fun making them a good target audience for this novelty game. 

· B3 Communals: These are the secondary players found in the A3 play style. Generally not gamers themselves, these players are drawn into the experience as a means of spending time with or sharing the hobby of gaming with their more game enthusiast friends or significant others. 

