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Game Abstract

A mobile game about doing odd tasks for cash in a school toilet cubicle.

Introduction

Concept: A game about earning money doing tasks in school.
Narration: NA
Environment/play area: Toilet Cubicle

Beginning: The player starts with no money and has to accept odd jobs to earn lunch
money.

Goals: Reach the money goal by the end of the day

Challenges: increasing money goals, toilet inspection, pipe bursts.

Rewards: The player moves to the next day

Ending: Either the player reaches the final day, or they fail to reach the money quota.

Failure: The game ends and must be started from the beginning
Genre: management simulator

Target Audience: teens, kids

Platform: mobile
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Core Game Loop

1
l -Customize Cubicle
Gacha -Hire special workers
Complete
>  Tasks }
-Homework (Math, English.)
-Art Projects (puzzles)
Tradmg
b Earn
Money
-Buy Lunch
Purchase ‘
Upgrades/Stock <
-Hire People
-Bribe people
-Purchase items
Core Mechanics
Accept Tasks Select tasks to do.
Enhancement Max Task slot, task speed.
Purchase items Snacks, Can Drinks, Toys, Stationary
Buy Lunch Complete day goal
Sell ltems Snacks, Can Drinks, Toys, Stationary

Alternate Mechanics

Speed up tasks Solve puzzles, math, etc to speed up task completion
Fixing Cubicle Fix up leaks, squash roaches

Power Off Hide from cubicle inspectors

Gacha Cubicle Cosmetics (provide buffs to task speed)

Enhancement Mechanics

Upgrading device speed | Speed up passive tasks

Upgrading people speed | Speed up passive tasks.

Hiring more workers (Al) | Increases max task slots
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Opposition Mechanics

Inspection

Hide from teachers.

Pipe Bursts

Slows task speed.
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MDA Map-out

Agsthetics LevelConeept Makes the Game have a purpose and fun Provides some obstacles to
to manage multiple things at once keep the game engaging
[
— Trading, Collection, Spatial Reasoning,
o Prediction Evading
y A
Core Mechanics Ad .

Buying and Sel Accepting Tasks and Purchasing Lus 2 cemeat
uying and Selling e = chasing Lunch Enchancement . ek o "
Mechanics Level Compietion Speed up Tasks Fixing Pipes Higing

Purchasing Ite
o other buyers

Choosing Tasks ta
complete passively

Hiding your eguipment
from inspections.

Complete daily goal

Fixing pipes retums
task speed 1o normal.

| ] L[ ]

Clicking Buttons, swiping screensimotse.

Interface/Input Level

Input Metrics

Input:

Controls Explained — each mechanics will require different ways of input. You will most
likely be using a keyboard and mouse control so do change it from the image below.

Button Action

Devices Opens device Ul

Esc Will send player back to Home Page.
Power Button Turns of lights to hide

Response Metrics:

When Player clicks on Ul Buttons, player character will physically interact with the item
in the game world.

When pressing ESC player character will slowly return Ul item back to original place.
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When Holding Space, player Screen will start to turn black to show them holding their
breath.

Player should feelimmersed in the character, as if being the character doing their tasks.

8|Page



Context Metrics

High level

e The lmpression of Space: A closed space within a slightly larger toilet cubicle.

e Impressions of Speed and Motion: Slow paced as not much in the cubicle
changes.

e The Impression of Size: Player should feel as if they are comfortably fitted in a
cubicle.

Medium Level

e The number of Objects, tablet, laptop, phone, wrench, toilet paper.
e The Size of Objects, IRL size, make player feel normal

e The Nature of Objects

e Layout of Objects, all within reach of the player.

e Distance between Objects placed on different parts of the cubicle.

Low Level

e Player interacts with the objects, handling objects with care.

Metaphor
Players - should have realistic proportions but cartoonish design.
Objects —realistic proportions, cartoonish design.

World - realistic proportions, cartoonish design.

Rules

High level Rules (Main Goal)

-Earn Money,
-Pay for lunch

-Not Get caught

Medium level Rules

-Earn money through completing tasks, selling items.
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-Keeping quiet in cubicle, hiding from teachers and hall monitors.

Low Level rules (Basic)

-Buy items, sell items

-Hold breath.

Twitch Mechanics/ features

Aspect(s) of Twitch | Description
Timing Player must choose when they want to sell their item.
-Item sell prices change over time, can increase, can decrease.
Player must time when to hide/hold breath, player has limited breath and
can’t hide forever.
Time Player must earn enough money by end of day
p -Tasks take time to complete. (Can be sped up by solving puzzles)
ressure -Some items have an expiration date and must be quickly sold.
Avoidance Player must avoid getting caught.
-Hiding
-Holding Breath

10|Page




User Experience Flow (UE Flow)

Player starts game

Piayer chooses tasks
“Tasks have different compietion speed
~Tasks give Gifferent amount of cash.

Task A, 1 min - $10.
Task B, 2 min - $20.
Task C. 3min - $30.
Task D, 4 min - $20.

Task BC, 2m 305 - $25
Task CD, 3m 30s - $35
Task DE, 4m 305 - $45
Task AE, 3 min - $35

Piayer Speeds up task by soiving puzzies
-Placing words in viable prders.

-Spat the Giference.

“Aiheres waido type game.

~Fiow Free mini game

Piayer can purchase Upgrades
Only ane Tech is usabile at 3 time
Peopie can have 2-5

Peogie Technaiogy

Person A Cos1 §10, 10% speed Tech A Cost §5, SX speed
Person B Cost $15, 12% speed  Tech B Cost $15, 10% speed
Person C Cost $20, 15X speed Tech C Cost $25, 20% speed
Person D Cost $25, 17X speed  Tech D Cost $35, 30% speed
Person E Cost $30, 19% speed  Tech € Cost $45, 40% speed
Person F Cost $35, 22 speed Tech F Cost $55, 50% speed

Person G Cost $40, 25% speea
Special Tech
Special Peopie Tech G Cost S5, 10%

Person H Cost $20, 145 speed Tech H Cost $90, 80%

Person | Cost §15, 20X speed
Person | Cost $40, 24% speed
Person K Cost $5, 10-30% speed

Player compieles 1ask and eams money

Higher Odds Worse effects
Parsca AR, 15 Lower Oads Better effects

Puant C, 2%
PantD. 2%
Piant E, 1%
PantF, 1%

Player Buys Lunch and goes o next doy, repesting the day
wilh 3 Sight increase in unch Cost

Player Avoids Getting Caught
~Hold Breath,
~Hide

Clear Image.png

User Interface

Mobile WireFrame

Laptop screen

Shop Title
-ltem 1

-ltem 2 Buy
-ltem 3

Shop workers
-Worker 1 Hire
-worker 2 Hire

Sell
Sell
Sell
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https://www.figma.com/design/HBLfMPHc7X0zzsz7wsOqMu/FA-UX-Flow?node-id=10-35&t=Fsu77fMrBJBZUa72-1

Phone Screen

Esc (

Gacha
Odds

10%
15%

Gacha Button

Tablet Screen

e

In Progress

Task 5
|

Task 6
|

Task 7

\—

Tasks

-Task 1
-Task 2
-Task 3
-Task 4

Polish and Feedback assets

Animation

Action

Effect

Player swaps tablet with laptop or phone
screen.

Change Screen to laptop/phone screen.

Player swaps phone screen with tablet or
laptop.

Change Screen to laptop/tablet screen.

Player swaps laptop with tablet or phone
screen.

Change Screen to tablet/phone screen.

Pipe Bursts with water gushing past
player’s screen.

Indication for player to turn around and
fix the pipes.
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Pressing Power button when device is
powered on.

Turns off the screen with a screen
blackout effect.

Pressing power button when device is
powered off.

Turns on screen with a quick power up
effect, along with a power on sound
effect.

Toilet lights turn off.

Indication for player to power off
devices,

Player holds their breath

Player Screen starts turning black

Visual Effects
Trigger Event Effect
Pipe Burst Player’s screen starts getting covered by

droplets of water

Powering off devices

Player’s screen darkens with some visibility
of the cubicle with light coming from the
toilet exit.

Sound Effects

Cha ching sound effect from purchasing stuff.

Slot machine sound effect from gacha.

Max tasks accepted sound effect.

Sound Design assets

Audio IEZA
Audio Asset | Type | Category Purpose

Purchase
sound

Diegetic:
Effect ltem

Diegetic:
Effect
Character

Teacher
Footsteps

Environmental
Ambience,
Toilet flush

Diegetic:
Zone:
Environmental
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Enhance realism

Gameplay
awareness

Immersion

Justification

and other items.

should hide.

other cubicles being used.

Adds more feeling when purchasing upgrades

Alert players to the presence of the teacher and

Provide atmospheric background sounds, that of



Environmental Diegetic:

Provide atmospheric background sounds, that of

Ambience, Zone: Immersion : ;
other cubicles being used.

Toilet door Environmental

Challenges & Difficulty curve

Days Difficulty Rating
1 Consequence free first day, player learns howtouseall | 0

devices as well as when to turn it off and hide.
Teacher shows up once near end of day. (Level 0)
Time to hide Level 0

Cost of lunchis $10

2 Teacher visits level 1 1
Time to hide level 1

Player learns how to speed up tasks.
Cost of Lunch increases by $5,

3 Teacher visits Level 2 1
Time to hide level 1

Cost of lunch increases by $10
4 Teacher visits level 2 2
Time to hide level 2

Pipe will start to burst (Explanation, Level 0)
Cost of lunch increases by $10

5 Teacher visits level 4 4
Time to hide level 3

Pipe Burst level 1

Cost of lunch increases by $15
6 Teacher visits level 4 4.5
Time to hide level 4

Pipe Burst level 2

Cost of lunch increases by $15
7 Teacher visits level 5 5
Time to hide level 4

Pipe Burst level 3

Cost of lunch increases by $20
8 Teacher visits level 6 max 6
Time to hide level 4

Pipe burst level 4

Cost of lunch increases by $20
9 Teacher visits level 6 max 8
Time to hide level 5
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Pipe burst level 5
Cost of lunch Increases by $25

10

Teacher visits level 6 max
Time to hide level 6 max

Pipe burst level 6 max

Cost of lunch Increases by $30

10

12

10

Game Difficulty
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