Overview 

The purpose of this document is to outline the first protoype for the Playing for Keeps project. This document has been written before the establishment of the specific geographic region of the game, so much will change in the basic set-up of the economy when we have more detail. Nonetheless, the basic structure of the game should remain the same. 

Gameplay 

The player controls a small family of four people: a father, mother, brother, and sister. Each member has a set of attiributes (illness, energy, education) and the family as a whole has a money attribute. The goal of the game is to get the family as much education as possible. The game takes place over four years, divided into sixteen seasons. 

The game is something of a mix between the RPG Cute Knight and the educational game Oregon Trail. Players are attempting to guide their family through the hard world of extreme poverty. The family risks illness and depravation as they try to improve their lot. 

The game's main space is a menu screen. The menu screen show the status of the player's characters and a set of options. Players begin the game on this menu screen by assigning each of the characters to an activity. Activities include working, going to school, staying in the hospital, or remaining unassigned (staying at home). 

The menu screen also contains a store. In the store, players can use the family's money to buy them items that increase their health and energy, improve their earnings, or open up new opportunities. Players can also use the house option to set the amount of money spent on basic cost of living expenses. 

Once all the family members have been assigned to some activity and the shopping is finished, players submit their decisions and a season passes. Based on the roles they were assigned and the conditions of the family's home, they can gain or lose illness, energy, education and money. 

There is also a chance that a random event may take place, depending on the status of an individual character. These events appear as a pop-up windows. Sometimes these pop-up windows announce events and are clicked-through; others contain choices that the players must make. 

When all of the events are finished, the player returns to the menu screen. All family members' attributes have been adjusted by the accumulation of all of the effects (current status effects + home effect + any random event) and display in the family display. Any unassigned family members need to be assigned to new activities, and players have the option of going to the store to purchase new items. The player then submits, watches the progress of the season, and so on until the final season is over. 

Screen Elements 

· Menu Screen 

· The menu screen is the main interface of the game. Most of the play of the game takes place here. 

· At the top fo the screen is a display of the current seasons. There are sixteen seasons altogether starting with Spring Year 1, Summer Year 1, Fall Year 1, Winter Year 1 and so on until Winter Year 4. 

· This screen contains a Family Info Display in one corner. 

· The family display is a chart that contains the attributes of each of the members of the family. 

· Each family member has the following attributes: illness, energy, education, and status (e.g. place of work, class, unassigned/at home, etc.) 

· There is also a single line which shows the family's current money. 

· There are also a set of buttons that either takes the player to a different window or starts a seasons 

· Work (to Work Window) 

· School (to School Window) 

· Hospital (to Hospital Window) 

· Home (to Home Window) 

· Store (to Store Window) 

· Submit Turn (starts next season) 

· Work Window 

· This window opens when the player hits the work window button. 

· The work window displays the jobs that are available this season. The available jobs are determined at random based on season and overall game status. 

· Job Display 

· The job display lists the following attributes: job name, description, earnings (seasonal), illness change (seasonal), energy change (seasonal), duration (in seasons), and number of jobs available. 

· The job display also has a set of buttons for each family member who could take the job. Clicking a button assigns the family member to that job and reduce the number of available jobs by one. If that number reaches zero, the job display disappears. 

· A Return Button closes the window. 

· School Window 

· This window opens when the player hits the school window button. 

· The school window displays the classes that are available this season. The available classes are determined based on season and overall game status. 

· Class Display 

· The class display lists the following attributes: class name, description, cost (seasonal), illness change (seasonal), energy change (seasonal), education change (seasonal), and duration (in seasons). 

· The class display also has a set of buttons for each family member who could take the class. Clicking a button assigns the family member to that class. 

· A Return Button closes the window. 

· Hospital Window 

· This window opens when the player hits the hospital window button. 

· The hospital window displays the different kinds of treatments. 

· Treatment Display 

· The treatment display lists the following attributes: treatment name, description, cost (seasonal), illness change (seasonal), energy change (seasonal), and duration (in seasons). 

· The treatment display also has a set of buttons for each family member who could take the treatment. Clicking a button assigns the family member to that treatment. 

· A Return Button closes the window. 

· Home Window 

· This window opens when the player hits the home button. 

· The home window display the current level of household expenses as well as alternate household expenses. 

· Household Expenses 

· The household expenses are a group of radio buttons. 

· Each listing includes the cost (seasonal), illness change (seasonal), and energy change (season). 

· There are also a series of buttons which allow the player to unassign any family member from a previous status and have them stay home. 

· A Return Button closes the window. 

· Store Window 

· The store window appears when the player hits the store button. 

· The store has a display which shows the user's current total amount of money. 

· The store has a number of items for sale. Each item is listed with its name, description, cost, and effects. 

· Effects from items are calculate immediately. They can include earning change (seasonal or one-shot), illness change (seasonal or one-shot), energy change (seasonal or one-shot), or educational change (seasonal or one-shot). 

· A Return Button closes the window. 

· Season Passing Window 

· This window is simply an interface element that tells the player that the season is passing. It serves no other game function. 

· The season passing window appears for a few seconds at a time. 

· If no random event or illness happens during the season, the window simply remains up for a few seconds and then closes. 

· If random events or illness take place, the season passing window appears before, between, and after the appearance of any of these other windows. The last window before returning to the menu screen is always the season passing window. 

· When the final season passing window closes, the menu screen is updated with the effects of the season and the player can again navigate the menu screen. 

· Random Event Window 

· This window appears when a random event happens during a season. 

· Each family member has a chance of getting a random event. The probability of getting a random event and the types of events possible are determined by the character's status and perhaps other previously occuring events. 

· Some random events are simply alterations to the family's stats. These event windows explain the event and have a close button which returns the player to the season passing window. 

· Other random events have a choice of responses from which the player selects. The player clicks on one of the responses, and effects of the event are determined by the player's choice. The player is immediately returned to the season passing window. 

· Random events can cause a money change (seasonal or one-shot), earning change, illness change (seasonal or one-shot), energy change (seasonal or one-shot), educational change (seasonal or one-shot), or status change (for the season or multiple seasons). 

· Sickness Window 

· The sickness window is a special type of random event that occurs when a family member gets sick. 

· The sickness window appears randomly based on the family member's illness score at the start of the turn. The higher the illness score, the more likely the character is to get sick. 

· Illnesses basically function as random events do. Almost all illnesses are choices except death, which changes a character's status to dead and makes them inaccessible on future seasons. 

· The type of illness is determined randomly based on the family member's current illness rating and what previous illnesses that character has had. 

Tweakable Variables 

Since this game is basically an economic sim, there are a lot of them. I've broken them down into the most intuitive categories that I can imagine, but feel free to make changes as you need. 

· Family Members 

· Name 

· Illness 

· Energy 

· Education 

· Status (e.g. place of work, school, etc.) 

· Jobs 

· Name 

· Description 

· Earnings per season 

· Illness change per season 

· Energy Change per season 

· Duration (in season) 

· Number of Job Available 

· Criteria of Appearance (governs when the job is on display) 

· percentage modified by season, required event having happened 

· Criteria for Employment (governs which family members can take the job) 

· could be particular family member, Education >= X, Energy <=X, Illness <= X, required event having happened 

· School Class 

· Name 

· Description 

· Cost per season 

· Illness change per season 

· Energy Change per season 

· Education Change per season 

· Duration (in season) 

· Criteria of Appearance (governs when the class is on display) 

· percentage modified by season, required event having happened 

· Criteria for Employment (governs which family members can take the job) 

· could be particular family member, Education >= X, Illness <= X, required event having happened 

· Hospital Treatment 

· Name 

· Description 

· Cost per season 

· Illness change per season 

· Energy Change per season 

· Education Change per season 

· Duration (in season) 

· Criteria for Acceptance (governs which family members can take the job) 

· could be particular family member, Illness >= X, required event having happened 

· Household Expenses 

· Name 

· Cost per season 

· Illness change per season 

· Energy Change per season 

· Criteria of Appearance (governs when the household expenses is on display) 

· certain expenses may require the purchase of a certain store item or having had a certain event happen. 

· Store Item 

· Name 

· Description 

· Cost one-shot 

· Cost per season 

· Illness change one-shot 

· Illness change per season 

· Energy Change one-shot 

· Energy Change per season 

· Education Change one-shot 

· Education Change per season 

· Random Event 

· Name 

· Description 

· Criteria of Appearance (for whom this event can happen) for individual family member event 

· probability of appearance based on family member status, energy amount, family possession of item, money amount, or previous event 

· Criteria of Appearance for Global Events 

· probability of appearance based on season, game date, previous event, specific familly member status (e.g. "is anyone working at the factory?"), specific family member sickness, money amount 

· Money Change one-shot 

· Money Change per season 

· Earning Change per season 

· Illness change one-shot 

· Illness change per season 

· Energy Change one-shot 

· Energy Change per season 

· Education Change one-shot 

· Education Change per season 

· Status Change for one season 

· Status Change for multiple seasons 

· Sickness 

· Name 

· Description 

· Criteria of Appearance (for whom this event can happen) 

· relative probability of appearance based on family member status, illness, energy, family possession of item, money amount, or previous illness 

· Illness change one-shot 

· Illness change per season 

· Energy Change one-shot 

· Energy Change per season 

· Status Change for one season 

· Status Change for multiple seasons 

