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Game Design

 

Summary 
 When the society has been controlled in the hand of dictator for 

years. Everyday with a new rule appears and people must follow. 

 However, it did not stop people to start a revolution. They have 

been accumulating from a small group of people into crowd. 

 Your job, as the hand of dictator, is to get rid of people who 

break the rules and make sure that you kick out the right one. 

Genre 

 Casual Game 

Theme (Look and feels) 

Old-space theme 

Gameplay 

 You’ll control the hand and get rid of the people who break the 

rule set on each day. Such as: 

- Don’t eat banana. 

- Don’t use cell phone. 

- Don’t do moon walk. 

 

However, be careful not to kick out the wrong person. 

Features 

- The hand of dictator: You will be playing as the hand of 

dictator to keep the number of protestation rate as low as possible by 

kicking them off the street. 

- New day, new rule: Focus on the rule for each day because it 

will change everyday. Just like, “Don’t eat banana”, “Don’t use cell 

phone”, or even “Don’t do moon walk”.  

- Growth of Protester: Each day passes, the more protesters will 

be shown up. Keep an eye on them and be careful not to kick a wrong 

one. 

- Propaganda: You can spend your money(tax) making a propaganda in 
order to decrease the growth rate of protesters. 



 

 

Target Audiences 

 Teen. 

Mindset 

 The game has one core message, which is --   
“Even the strongest power of Dictatorship, 
it will be defeated by the power of liberty, somehow, someday.” 

Platform(s) 

 PC. 

 

Monetization Plan 

 First, we didn’t focus on making money on this game. And second, 

the game will be published on itch.io, so the monetization plan will 

be in ‘donate ware’. 

 Because of the lack of accessability to the game (Users have to 

download the game through itch.io before they can play the game), so 

download rate will be quite low in my guessing. I think the donateware 

is way better than implement Ad mobs in this term. 

 

Setting 

 

Setting Overview 

 

 Year: 2207 
 Location: Utopia 

 Description: Utopia is a land of liberty, before it was taken and 

seized by the dictator. 

 

 

 

 

 

 



 

 

Level Design 

 
SPAWN INTERVAL 

 Each level you’ve passed will decrease the spawn interval rate. 

( Decrease 0.2 for each level while in level 1-6 

and decrease 0.15 for each level while in level 7-11, 

start with 2 sec/unit ) 

- Level 1: 2 sec/unit 

- Level 2: 1.8 sec/unit 

- Level 3: 1.6 sec/unit 

- Level 4: 1.4 sec/unit 

- Level 5: 1.2 sec/unit 

- Level 6: 1 sec/unit 

- Level 7: 0.85 sec/unit 

- Level 8: 0.7 sec/unit 

- Level 9: 0.55 sec/unit 

- Level 10: 0.4 sec/unit 

- Level 11+: 0.25 sec/unit 

RULES 

 Objective of the game will be based on rules for each day. 

- Don’t wear black suit. 

- Don’t eat banana. 

- Don’t go outside. (Should happen before level 6) 

- Don’t use cell phone. 

- Don’t stop walking. 

- Don’t wear long sleeve. 

- Don’t do moonwalk. 

- Don’t shave your head. 

- Don’t advertise Goethe Institut. 



 

 

RULES INTERVAL 

 The game has day/night system. Each phase takes 30 seconds. 

Once it goes through 60 seconds(night time), citizens won’t spawn but 

the rule(s) won’t change yet. The new rule will change when all 

citizens are gone and once you wiped out all the protesters. 

* Normal citizens will be removed after they walk out of the frame, 

while protesters will be repeatedly walking into the scene again until 

we kick them off. 

 

GROWTH RATE OF PROTESTER 

 Each level you’ve passed will increase the growth rate of 

protester. 

- Level 1: 10% of people will be protester (0) 

- Level 2: 18% of people will be protester (+8) 

- Level 3: 26% of people will be protester (+8) 

- Level 4: 34% of people will be protester (+8) 

- Level 5: 42% of people will be protester (+8) 

- Level 6: 50% of people will be protester (+8) 

- Level 7: 58% of people will be protester (+8) 

- Level 8: 66% of people will be protester (+8) 

- Level 9: 74% of people will be protester (+8) 

- Level 10: 80% of people will be protester (+6) 

- Level 11+: 85% of people will be protester (+5) 

*the number in (x) shows how many of the growth rate 

increase.* 

 

 

 

 

 

 



 

 

Development 

 

Mechanic Details 

1. Hand controlling: It will be similar to the game called, ‘Surgeon 

Simulator’.The hand has 3 main functions: moving in X&Z axis, 

moving in Y axis, and flicking the middle finger to kick people.  

2. Player’s Objective: Player will gain score by doing 

objectives(Kicking the person who break the rule). 

There will be 2 results from kicking people. 

- Kicking correct person, increase score. 

- Kicking incorrect person, decrease score. 

3. Dictator power gauge: The more people turn into protesters, the 

more dictator power gauge will be decreased, once the gauge is 

empty, you lose. 

4. Kicking counter: Kicking counter is at bottom left. 

It shows 2 numbers. For example (17/20), the left number will 

count the people who you kicked in the correct condition and the 

right number will count the total number of people you kicked. 

 

Controls 

 Console / PC-joy stick 

  - L analog = To move the hand in X/Z axis. 

  - RT(hold) = To move the hand up in Y axis. 

  - LT(hold) = To move the hand down in Y axis. 

  - X(hold) = To charge the power of flicking. 

  - X(released) = To flick the middle finger. 

 PC 

  - Mouse = To the hand in X/Z axis. 

  - Mouse scroll = To move the hand in Y axis. 

  - MouseButton(0)(hold) = To charge the power of flicking. 

  - MouseButton(0)(released) = To flick the middle finger. 

 

 

 

 

 



 

 

Graphics 

 

Style Attributes 

Art direction is in old-school space cartoon theme.  

- Character design: Cheerful cartoony characters are drawn by TK 

and Nat. In addition, the Doraemon futuristic style to it. 

- Environment: The future utopia is responsible by Captain. 

 

Graphics Needed 

2D 

1. Characters 

- Character sheets for both male and female. 

- Clothing (15 items for each gender) 

2. Objects 

a. Banana 

b. Cell phone 

c. Goethe Institut’s Flag 

3. UI 

a. Start Button 

b. Next button 

4. Others 

a. Start Screen 

b. Tutorials 

c. Score Summary 

 

 



 

 

3D 

1. Characters 

- The hand(s) 

2. Environments 

a. Up on Captain 

3. Others 

a. Rule Sign 

Sounds/Music 

 

Style Attributes 

Soundtracks are in cheerful mood and futuristic vibe since utopia 

is the key idea. 

 Sound effects is similar to the Super Smash Bros game. Although, 

the most of them must be related with the soundtracks above. 

 

Sounds Needed 

1. In-game Effects 

a. Charging (prepare for flicking) 

b. Flicking (swoosh) 

c. Hit(Slap) 

d. Ding* (just like in super smash bros) 

e. Propaganda Broadcast 

f. Chicken 

g. Environment in night 

h. Crowd talking 

i. Gear(for day/night changing) 

2. UI SFX 

a. Button Pressed 



 

 

 

 

Music Needed 

1. Menu 

a. Main Menu 

2. In-game BGM 

a. In-game 

b. In-game intense(Power 35%) 

c. In-game the most intense(Power 10%) 

d. Score Summary 

 

 

 


