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01.0 Version History  

V0.1 Created the core mechanics of the game using placeholder sprites from the Koala Brate game. 

V0.2 Added the mechanics for the bad student and the drunk walking 

V0.3 Added mechanics for film, art and science students.  As well as scoring system.  Research on 
persistent scoring needs to be done.  Start menu and first pass at instructions screen 
implemented. Door mechanics also implemented. Updated placeholder art with first versions of 
new art. 

V0.4 Persistent scoring now works.  Multiple endings based on player score is now implemented as 
well.  I then created more artwork for non player characters.  Start menu screens have now been 
recreated, now uses buttons to access other information. 

V0.5 Updated game to include a character select screen, players can now choose between a male and 
female character.  I also added another ending for players who make no friends at all.  Character 
movement speed was increased after a small play testing session. 

V0.6 Added a credits screen as well as button on main menu for taking you to the credits. 

V2.0 Created alternate version of each pickup item, these will block characters when they are already 
changed into another form, eliminating issues with collisions.  Interactions have been changed so 
that players can still talk to all NPCs despite being in an altered form. 

V2.1 Added tutorial level for the male student.  This will give the player a quicker understanding of 
how the game works.  The text pop-ups were also updated to disappear on their own if the 
player does not destroy them manually.   

V2.2  Created tutorial level for female character.  The character select screen was updated to take 
players to their gender’s tutorial level first. 

V2.3 Increased the delay before text is destroyed.  I created a text balloon for the tutorial that shows 
how to move using the directional keys.  I added more NPCs to the game so that none repeat in 
levels.  Updated the info screen with the new information about pop-ups and updated the credits 
screen. 

 

02.0  High concept: 

“Socialize with fellow students by finding common interests.” 

03.0  Goal of the Game: 

 The player must navigate small mazes to find objects that will give them a common ground with 
fellow students that they meet in the level.  Each level will increase in difficulty by adding more students 
to make friends with.  Ideally the game will teach people that making new friends can be quite easy when 
you can find a common interest with the other person.  However, the student will be able to choose if 
he/she wants to make “good” friends or “bad” friends.  The ending will be different depending on how 
many good or bad friends you have made. 



04.0  Background: 

 The game will address the challenge that college students face in attempting to make new 
friends in their new environment. 

05.0  Research: 

The book “Becoming a Master Student” discusses relationships in chapter ten.  One of the first 
few points it makes is about listening and paying attention to what people say to you in a conversation.  
This is what the basis of my game is.  The player has to learn what the other students are interested in by 
talking to them and reading the information they are given, as the information may be vague in some 
cases. 

 
06.0  Game genre: 
 

The game is basically a top down exploration game. 
 
07.0  Platform:  
 

Downloadable for play on the PC 
 
08.0  Target Audience: 
 

Primarily students in college but could be applied to High School students as well. In general it 
would probably be targeted to people who are not very good at meeting new people or being sociable in 
general. 
 
09.  Supporting Organization Needs: 
 The game needs to adhere to the rules and regulations of the College of the North Atlantic, so it 
can’t have anything overly vulgar or obscene and it needs to be easily made available for other students 
to access and play.  
 
10.0  Usability Requirements: 
 Potential players will need an internet connection to download the game as well as an 
operational PC. 
 
11.0  Use Environment: 
 The game is designed to be played in a school environment with adequate lighting and hopefully 
no distractions, but there is nothing to not allow use in the home. 
 
12.0:  KSA Requirements: 
 The player should be developing better skills for meeting people through playing this game. It 
teaches them that it is easy to make new friends if you can find common ground with them.  If there is 
something you can both talk about you have a better chance of bonding. 
 
13.0:  Technical Requirements: 
 The game needs to be playable on as many PCs as possible.  By creating the game with the 
software, “Game maker” this is possible.  The executables created by the program allow for easy 
downloadable content that can be played on the majority of PCs.  Due to the relatively small scale of this 
game, storing it on a portable drive or CD will not be an issue. 



14.0  Conceptual Requirements: 
 The game will in essence compel students to look for common ground with new potential 
friends, but will also show the ramifications of making friends who could lead you to less desirable paths.  
Making friends with fellow good students will lead you to a happy ending. However, making friends with 
people who only want to party and drink beer will have negative consequences. 
  
15.0  ESRB rating: 

I am aiming for a teen rating as there are references to alcohol use. 
 
 
16.0  Game Mechanics: 
 
Character interaction

 

: Players interact with other characters by bumping into them.  This will cause a text 
box to appear giving them information about the person they are talking to.  None of the students will be 
dressed in a way to blatantly tell what their interests are.  The player will have to talk to them in order to 
learn about them. 

Item Pickup

 

: Picking up items will alter your characters appearance to show that they have obtained the 
item.   These items will have different effects on different characters.   If the item in question gives you 
common ground with another student, they will become your friend when you bump into them. Items 
are picked up by walking over them. 

You can only carry one item at a time, therefore if you pick up one item, you cannot pick up another until 
you return to the student who requires the one you possess. 
 
Bad Students

 

:  The bad student will direct you to finding him some alcohol.  If you bring him the alcohol 
he/she will get you drunk and the player controls will be reversed to confuse you.  Obtaining this event 
will also cause you to lose a friend from your total score.  

 
17.0  Scope:  

While the game itself is very simple in design, the artwork needed is going to take the most time 
to complete.  Mostly the large number of text boxes I will require for each NPC.  The actual game 
mechanics will be heavily borrowed from “Koala Brate” and “The Angry Dwarf” so figuring out the 
mechanics should not take too long.    

I estimate it will take a few weeks to complete all the artwork.  I plan on focusing on the artwork 
outside of class time at first while I spend class time making the mechanics work.  Once the mechanics 
are figured out, I can start putting more class time into making the art. 
 
18.0  Levels: 
 The game has three levels of gameplay.  The player must navigate the rooms to locate potential 
friends and then find objects which will help them obtain those students as friends.  Level progression 
isn’t about difficulty; it is about educating the player on the theme of the game. 
 
 
19.0  Length of Gameplay: 
 

I currently have three levels of gameplay for both genders, not counting the tutorial levels.   I am 
not aiming for a very long game as the goal is to educate more so than entertain.  I’m hoping the game 
will range between 5 and 15 minutes.  However, the multiple endings will hopefully inspire people to play 
through multiple times to obtain the other endings. 



20.0  Saving and Persistence: 
 There is a save feature implemented and reloading will restore the game to exactly where you 
left off.  However, given the context of the game I doubt the players will use the feature very much.  The 
feature will be there more to assure them that the option is there. 
 

21.0  Art Style:   

I will be going with a very simple sprit based style, similar to Pokémon or many Zelda games on 
the Nintendo DS.   I will be using the basic sprite sizes of the Koala Brate and Angry Dwarf games as a 
reference point for size and basic character design.  The sprites will be simple character faces that move 
about the rooms.  Due to the large number of character sprites needed for this game, I have chosen not 
to animate them for time constraints. 

22.0 Setting: 

 The setting of the game is the first day of school at The College of the North Atlantic.  It is a 
wonderful autumn day and the school is buzzing with new and returning students. 

23.0 Story and Back-story: 

 It is your first day of college; the hallways are bright and foreign to you. You have nobody to look 
to.  Your parents have already dropped you off and departed.    The people around you are strangers and 
unknowns.  It’s a big new world for you and you’re not sure if you’re going to be able to make new 
friends here.  How will you ever find something to talk about with these people?   

24.0 Characters: 

The main character of the game is essentially the player.  The player will be given a gender option, 
but this does not effect gameplay.  This will help the player to feel as if their accomplishments in the 
game are their own and not those of their in game character. 

25.0 Effectors: 

The players guide an in game character about the gaming field.  This gives the players the simulation 
of human interaction with the non-player characters in the game. 

 

 

 

 

 

 

 



26.0 Screen Shots:  

 

 

 

 



27.0  Feature Comparison:  

 The basic directional controls will be similar to that in “Koala Brate” or “The Angry Dwarf”, while 
the character interaction aspect will be a combination of aspects from “The Angry Dwarf’s” pop up text 
with the character interaction of games like Zelda or the 8-bit final fantasy games.  The score system will 
also be borrowed from “Koala Brate”. 
 
 
28.0 Mock up images  

 
 
 
29.0  Screens and menus: 
 

The main title screen will have a start, info and credits options.  These will be the player’s primary 
choices when they load the game.  Selecting the start button will prompt players to choose their gender 
to begin the game. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



30.0  Supporting Flow Charts: 
 
Gameplay Flow Chart 
  
 

 
31.0  Player Objectives: 
 

The main objective of the player is to make friends with all the other good students in the level, 
while avoiding the bad students.   Once a player has made friends with all the good or bad students, the 
entrance to the next level will open. 
 
 
32.0  Scoring:     
 

In this game finding common ground with another good student will award you another good 
friend to your total score.  This will be calculated on the top of the screen. 



Making friends/partying with bad students will get you drunk and cause you to lose good friends 
from your total score.   

 
The final score you have when you exit the game will determine the ending of the game.  

 
 

33.0  Rewards: 

The reward for making good or bad friends is the ending of the game, which will be different 
depending on your choices. 

If you have less than three friends you will party hard and have a great time, but flunk out of 
school. 

If you have more than three friends, you will study hard and graduate with honors 

If you have exactly three friends you will party sometimes but study when you need to.  You will 
graduate with decent marks but have a much lower chance at a career than someone who did really well. 

If you have no friends, you will pass school, but lack the socializing skills to make it in the real 
world. 

 

34.0  Game Controls: 

The game will have basic controls with the keyboard arrow keys controlling your movement. 

Left Arrow key = left movement 

Up Arrow key = upward movement 

Right Arrow key = right movement 

Down Arrow key = downward movement 

Spacebar

Then of course when a player is drunk the controls will reverse 

 = close pop-up text box 

Left Arrow key = upward movement  

Up Arrow key = left movement 

Right Arrow key = downward movement  

Down Arrow key

 

 = right movement 



35.0 User Interface: 

The Interface will be quite simple, only really displaying your number of good and bad friends on 
the top of the screen.  Item pickup will be displayed by changes in the player character’s costume. 

 

36.0  Options: 

The player has the option to choose between a male or female character to control, prior to 
gameplay. 

37.0 Help: 

The player has the option to view the information about the game, such as controls and 
objectives, prior to entering the game.  This is accessed from the start menu. 

38.0 Software: 

The software required to complete this game will include, Game maker, Adobe Photoshop and 
Promotion.  The Actual game will be created with Game maker, but the art assets will be created using a 
combination of the other two programs. 

39.0  Audio: 

Very simple music and sounds will be used for this game. I will most likely be obtaining these 
from online libraries and will be using 8-bit style sounds.  Please see the asset list for a list of sounds. 

 
40.0  Asset list: 
 

Backgrounds:  
Art 

- Going to use a simple background to represent a tiled school floor.  3 different colors. 
Walls:   

- Simple school walls 3 different colors.  
Player Character Sprite:   

- Sprites for both female and male characters in all different roles.  
o Normal 
o Art Student 
o Film Student 
o Science Student 
o Bad student 
o Drunk 
o Crying (end screen only) 
o Graduation (end screen only)  

- 16 sprites 
 
NPCS:   

- There will be six different NPC sprites. 
 



Pickups:   
- Paint brush 
- Beaker of chemicals 
- Movie Clapper 
- Beer 

 
Text boxes:   

- Speech balloons, multiple text 
- Thought balloons, multiple text 
- Opening/Info Screens:  5 Screens  
- Ending Screens:  4, one for each ending. 

 
Objects:   

- 1 Door for end of level  
- 1 Door for final level 
- 3 Desks for decoration 

 
Menu/Interface: 

- Start Button 
- Info Button 
- Next Page Button 
- Previous Page Button 
- Male Character Select 
- Female Character select 
- Menu Button 
- Player Score Bar 

 

- Simple 8-bit music. At least 3 different ones 
Sounds 

- Item pick up 
- Text box pop-up 
- Friend obtained 
- Friend Lost 
- Exit level 
- Game completion 

 
Text
Meeting Art Student:   

: 

“Hi!  I am an Art student. I love art. Do you like art?” 
Obtaining Art Student Friend:  

“Wow, nice paintbrush. You like art too huh? Let’s be friends.” 
Meeting Chemistry Student:  

“Oh dear! I need my acid to complete this chemistry experiment.” 
Obtaining Chemistry Student Friend:  

“Excelsior! You found my chemicals!  Come back and get your nerd on any time.” 
Meeting Film Student:  
 “I’m filming a video for class.  I need someone with real passion for film to help me out!” 
Obtaining Film Student Friend: 
 “Woah. You got a vibe about you I like.  I’ll call you later for some test shots.” 
Meeting Bad Student: 
 “Hey, I’m lookin for a good party.  Have you seen any beer around?” 



Getting drunk after delivering beer: 
 “Hey, now thats the stuff.  We should party.  Let’s drink till we drop!” 
Losing friends after drinking too much: 
 “You are drunk, walking appears to be difficult and some of your friends don’t want to talk to you 
anymore.” 
Sobering up: 
 “The alcohol’s effects have worn off.  You feel normal.” 
Tutorial Texts: 
 “Welcome to Socializing the Game.” 
 “Sometimes the easiest way to make friends is to find common interests.” 
 “Talk to the other student over there to see what she likes.” 
 “She is an art student!  Find a paint brush!” 
 “By finding a common interest with her, you have made a new friend.” 
 “Now, head through the door, your first day of college awaits!” 
 
 

 “Welcome to ‘Socializing the Game’.  It’s your first day of college, make friends in order to make 
your time at college more memorable and rewarding.    

Intro: 

 
Just remember that one of the best ways to make friends is to find common ground with them.   
 
In this game, find objects that give you something to talk to other students about. “ 
 
 

 “Congratulations! You have made so many good friends your first day, that you were compelled 
to do well in class.  Your friends stuck by you the entire way and made your experience a better one.   
Your future is bright now, go forth and apply what you have learned.” 

Good Ending:  

 
 

 “Well Done!  You had some rough encounters with sketchy characters, but made a few good 
friends as well.  They will stick by your side, but may question some of your decisions.  Maybe you should 
give this another try. 

Neutral Ending: 

 

 “Oh Dear!”  You drank and partied hard your whole way through first semester.  You fell in with 
the bad crowd.  Those that would have been good friends avoid you and your grades have slipped below 
the passing mark.  You have another chance though.  There’s always time to change. 

Bad Ending:  

 

 Oh, how sad!  You went through the entire semester without making a single friend. You passed 
your courses, but your lack of social skills will make it difficult for you to find a decent job. 
Do you think you should give this another try? 

Sad Ending: 

 
 
 
41.0  Testing Methods: 

The process of play testing has already begun.  Testers have already played the working 
prototype. Players were allowed access to the prototype for a few minutes and allowed to play it.  



Afterwards they filled out a questionnaire about the game in order to provide feedback. Despite some 
confusion due to placeholder art and lack of start-up menus, results have been positive. 
 
 
42.0  Play testing Feedback: 
 
 After playtesting the first version of the game, players found that the largest concern was that 
the current placeholder art made figuring out what they had to do a little hard.  The small text boxes 
were also an issue as well as the time that they were on screen. 
 
 A couple bugs were reported with some of the object collisions.  These will be addressed in the 
next build of the game. 
 
 Otherwise, they games has gotten decent scores.  Once the art has been replaced and the game 
info has been put in place the issues shown in this stage should be cleared up.   
 
 A smaller testing session yielded feedback that the character moved too slowly.  The characters 
speed has been increased since then. 
 
 
43.0  Assessment: 
 The best method of assessment that could be used here is performance.  The lessons learned in 
the game will be applied to how well the students start to do in making friends.  If the student starts 
making many more friends than they had been, then the game has succeeded. 
 
44.0  References: 
 Koala Brate 
 The Angry Dwarf 
  
45.0  Appendices: 
 
 “Becoming a Master Student” by the Houghton Mifflin Company 
 “The Game Maker’s Apprentice” by Jacob Habgood and mark Overmars 
 
46.0  Summary: 
 
 Socializing the Game is made to help students improve their skills in meeting new people and 
making potential friends.  It does this by giving them options to bond with fellow students who have 
either good or bad qualities.  Therefore, they also learn to choose their friends wisely as well as those 
constant distractions like parties and alcohol can affect them negatively in the long run. 
 
 The games will be a small simple web game that can be downloaded and played by anyone, but 
has a focus on helping college students prepared for their new social experience.   
 
 It is with these goals in mind that this simple, yet fun game will be successful in aiding people in 
their social lives. 
 
 
 


