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Design History


This section tracks the design versions of Monsters of Progress.

Version 1.00(Current)

Version 1.00 is an initial description of the game world, features, and player tools, including:                       

1. revision of object/motivation system used in NPC encounters          

2. incorporation of Tiltfactor feedback into world locations, level art, and character rendering

Game Overview
Philosophy

MONSTERS OF PROGRESS (MOP) is an examination of gentrification and development in low-income neighborhoods. Players are given the freedom do decide how they want a neighborhood to develop economically. Their decision will then have effects that will alter the neighborhood’s character. Players choosing to gentrify a neighborhood will see it become increasingly homogenous and dominated by police. Players who help a neighborhood develop will see diversity and community autonomy flourish, but will see pressure to gentrify increase. 

Values:


Creativity


Critical Thinking

             Equity


Autonomy


Generosity

Player Role      


Player controls a giant gorilla, lizard or robot that is a freelance demolition/construction company. The player has a list of possible buildings that can be built, some of which can only be built once and some of which can be built repeatedly. The order in which buildings are constructed will determine what new buildings appear in the list, but inevitably the elements of gentrification will appear. Once the player has selected a building, its blueprint will occur and where it should be built will appear on a map. The building is constructed by dismantling an adjacent building that is comprised of tangram-like pieces that then need to be reassembled. Some buildings cannot be built until nearby buildings have been demolished. 
Player Goals


At a most basic level, the player is trying to stay in business. The player’s money supply acts as a timer, decresing as time goes by. Each job is worth a certain amount of money, and the player must complete jobs before his bank account runs out. As the neighborhood changes, the value of different buildings changes as well. The player also must deal the origional residents of the neighborhood and corrupt police. If the player focuses solely on constructing buildings that gentrify a neighborhood, the residents will become angry and attack the player. If the player only builds community development projects, he will be attacked by corrupt police.   

Feature Set

Environments

Side-scrolling view of a low-income neighborhood that can be freely moved across

Controls 

Arrow keys on keyboard to move

Grab/Release button

Building Piece Rotation button

Smash button

Assets


Food (restores health)


Moltov cocktails (used against you)


Buildings


Building pieces (blue when removed from buildings) 


16 different buildings to construct:



Community Center                                     Artists Studios 



Health Clinic                                               Big Box Retail



Affordable Housing Apartment Building     Police Station  



Outdoor Concert Stage                              Jail 



Health Food Store                                      Day Spa



School                                                        Office Tower     



Homeless Shelter                                       Condos



Daycare Center                                           Starbucks

Interface

Money Meter

Health Meter

Blueprint outline

Building List

Neighborhood Map

Rendering System
Flash 2D Environment

Sound Design

Music

Sound effects

NPC reaction sounds

Game Characters

PCs

Gorilla Monster

Lizard Monster

Giant Robot

NPCs

Tenants


Protesters

Police

Story

The player is a freelance demolition/construction monster working in a low-income neighborhood. At all times there is a list of possible buildings to construct and players can start and stop jobs at will and move about the whole level. The player’s bank account is constantly depleting, however, and only increases when a building is completed. Initially, the neighborhood is unattractive to developers and the only projects available are those aimed at the low-income community. Thus, when the player begins the game she can practice disassembling and constructing buildings without the added challenge of protesters or police. Building a health clinic, community center, and artists studios improves the neighborhood, however, and condos, Starbucks and office towers are added to the building list. 


Gentrifying a neighborhood quickly without helping the origional residents will lead to resentment, and the player will be attacked by moltov cocktail throwing protesters. Ignoring the developers, however, will lead to attacks by corrupt police. 
Game Walk-Through


Player begins game and decides to build a health clinic first. Upon selecting from the Buildings List, the clinic’s blueprint appears and an arrow appears above the map showing the player where to build. The player walks there and sees crumbling buildings, one of which has lines on it showing the pieces it can be disassembled into. The player can then climb the building, remove pieces and place them on the ground before beginning to fit the pieces together to build the health clinic. When the clinic is completed, the player will be paid and a new building will appear on the building list to replace the health clinic. The player then selects a new building and continues. 
Screenshot 
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