
Notes About Student Projects from Online Research

Heather

Doom

• Created in 1993. Maybe use retro fonts for the game that date back to the 90's?
• The main character was called “Doomguy.” You could give your players a chance to be 

“Doomguy” (or “Doomgirl”)
• The character was a space marine. Use space and marine imagery?
• Cited as one of the most significant games in video game history and is frequently cited as the 

greatest game of all time.
• Devil imagery and violence was controversial at the time of its release but will seem tame now
• Is a FPS (first person shooter) with early 3D graphics. 

Gfuel

• Is a caffeinated energy drink formula
• Was originally a powder intended to be mixed with water
• Now there's also a carbonated version in a can and a “pop rock”-like version in a tube
• Flavors: fruit punch, green apple, lemonade. 16 ounce can flavors FaZeberry, Blue Ice, Sour 

Cherry and Rainbow Sherbet. Other flavors: pineapple, pink grapefruit, raspberry lemonade, 
sour pixel potion, Pewdiepie (ligonberry), peach cobbler, Dr Disrespect black (blackberry), 
guava, spicy Demon'ade (inspired by Doom Eternal), also a special BFG (Big Freakin' Gun) 
edition with twice the caffeine. Can players find a BFG in the game? Can you make more fun 
flavors that incorporate violence and demons?

Bernadette

Alice in Wonderland

• The story is famous for the way it plays with logic (the analysis and appraisal of arguments). Do
you want to have any logical puzzles in the game? For example, if you give a player a choice at 
the beginning where they have to decide which is more important: big features or little details, 
if they choose “little details,” then every door from then on could be incredibly small, or vice-
versa,  if they choose “big features,” every door they try to go through could be giant. 

• Here's another example that incorporates McDonalds. There could be a section of the game 
called “Proper Names.” In this area, there could be a drink called a “shake,” which is also the 
name of a type of movement. You could offer a player two different drinks: a shake and a 
“slurp.” If they choose the slurp, they get a regular drink they can slurp. But if they choose the 
shake, they suddenly start shaking uncontrollably and have to go back to the beginning of the 
game and start over (this is playing with logic by making things like the shake have an effect on
people based on their name)

• Alice is also a prime example of Literary Nonsense - a broad categorization of literature that 
balances elements that make sense with some that do not, with the effect of subverting language
conventions or logical reasoning. You could have fun by doing nonsensical things in the game, 
like instead of starting the game at the beginning you could start at then end and work 
backwards to the beginning.

https://en.wikipedia.org/wiki/Argument
https://en.wikipedia.org/wiki/Literature


• A list of characters in the story is here: https://en.wikipedia.org/wiki/Alice
%27s_Adventures_in_Wonderland#Characters

McDonalds

• A list of McDonalds characters is here: https://en.wikipedia.org/wiki/McDonaldland#Characters
• Which McDonalds characters will take the place of the characters in Alice in Wonderland?
• McDonaldland is the name of the place where the McDonald's characters live. Can you 

incorporate that into your game? Could it be called “Ronald in McDonaldland?” or perhaps 
“Alice in McDonaldland?”

• Happy Meals are a famous part of the McDonalds marketing to kids. Can they be in your game?
Can they be the prize that's won if you win the game?

• Happy Meal Gang and the McNugget Buddies are names given to the characters
• Trivia: McDonalds was sued for stealing characters from the old TV show “H.R. PufnStuf” and 

lost the lawsuit to the tune of one million dollars.

Jesus

Undertale

• The player controls a child who has fallen into the Underground: a large, secluded region under 
the surface of the Earth, separated by a magic barrier. They can opt to pacify or subdue 
monsters in order to spare them instead of killing them. These choices affect the game, with the 
dialogue, characters, and story changing based on outcomes. Can players subdue monsters in 
your game? 

• Undertale is a role-playing game that uses a top-down perspective. Will your game use a 
similar perspective? Will players get to choose their characters?

• Combat is a big part or Undertale. Does it exist in your game?
• Prominant graphics in Undertale include the heart and bullets. Do you have similar graphic 

elements in your game? Could these be changed to be breakfast cereal imagery?
• In Undertale, monsters will talk to the player during the battle, and the game will tell the players

what the monster's feelings and actions are. Enemy attacks change based on how players 
interact with them: should players choose non-violent options, enemy attacks are easy, whereas 
they become difficult if players choose violent options. Will there be similar options in your 
game?

Tony the Tiger

• Here is a list of characters from breakfast cereals. Who will you use and what will they be 
doing? https://en.wikipedia.org/wiki/List_of_breakfast_cereal_advertising_characters

• If Tony the Tiger is a good character, who is a bad character? Is there a hunter character who 
could potentially hunt tigers? Why is Tony good, just because he's cheerful and drawn in bright 
colors? What does an “evil” character look like, is he or she drawn in uneven lines and dark 
colors?

• Will the fact that there are healthy and unhealthy (sugary) breakfast cereals be alluded to in 
your game?

• Tony began to be humanized in the 1970s; he was given an Italian-American nationality and 
consumers were briefly introduced to more of Tony's family including Mama Tony, Mrs. Tony, 

https://en.wikipedia.org/wiki/Alice's_Adventures_in_Wonderland#Characters
https://en.wikipedia.org/wiki/Alice's_Adventures_in_Wonderland#Characters
https://en.wikipedia.org/wiki/List_of_breakfast_cereal_advertising_characters
https://en.wikipedia.org/wiki/McDonaldland#Characters
https://en.wikipedia.org/wiki/Top-down_perspective
https://en.wikipedia.org/wiki/Role-playing_video_game
https://en.wikipedia.org/wiki/Italian-American


and a daughter, Antoinette. He also has a son, Tony Jr.
• Thurl Ravenscroft (isn't that a great name?) spent five decades providing the characteristic deep

bass voice associated with the character, notably the familiar "They're gr-r-reat!" catchphrase.

Daniel 

Myst

• Will your game have a cool name like Myst?
• Features of Myst that you might consider using as inspiration:

• Wikipedia says “In the game, players travel via a special book to the island of Myst. 
There, players solve puzzles and, by doing so, travel to four other worlds, known as 
Ages, which reveal the backstory of the game's characters.” Will there be a special 
object in your game, like the book in Myst, which can be used for travel? Will parts of 
your game reveal the backstory behind the game?

• Myst has an optional "Zip" feature to assist in rapidly crossing areas already explored; 
when a lightning bolt cursor appears, players can click and skip several frames to 
another location. Will you have something like this?

• Some items can be carried by the player and read, including journal pages which provide
backstory. Players can only carry a single page at a time, and pages return to their 
original locations when dropped.

• Objects and information discovered in one Age may be required to solve puzzles in 
another Age, or to complete the game's primary puzzle on Myst. For example, in order 
to activate a switch, players must first discover a combination to a safe, open it, and use 
the matches found within to start a boiler.

• The player is provided with very little backstory at the beginning of the game, and no 
obvious goals or objectives are laid out. This means that players must simply begin to 
explore. There are no obvious enemies, no physical violence, no time limit to complete 
the game, and no threat of dying at any point. The game unfolds at its own pace and is 
solved through a combination of patience, observation, and logical thinking.

• Myst was also famous for its audio. Will your game have a cool audio track?

The Journeyman Project 

• The Journeyman Project was billed as interactive movie adventure game, where the player is 
presented with several clues and puzzles that must be solved in order to move on or finish the 
level. Items that the player finds can be helpful or harmful as he attempts to explore his 
surroundings. The most important of these items are the seven bio-chips, which enhance the 
player-character's abilities in various ways. The game's user interface stores the bio-chips in a 
special "bio-chip panel", which serves as a "quick-menu" for activating and deactivating the 
various chips. Do you have something like these bio chips?

• The game takes place in the distant future, after the Earth has been united into a peaceful global 
community. In what time period does your game take place? If it's the future, it allows you to 
have cool sci-fi objects lying around.

Fossil

• Their main product was fashion watches with a retro look. In 1990, they introduced leather 
goods under the Fossil brand, and the Relic line of watches. 054587

https://en.wikipedia.org/wiki/Bass_(voice_type)
https://en.wikipedia.org/wiki/Thurl_Ravenscroft


• In addition, the company produces collectibles, some of which are based on popular films or 
pop culture characters. Previous designs include: Superman; Batman; Wonder Woman; Elvis 
Presley; Pirates of the Caribbean; Flash; Green Lantern; Snoopy, Pokémon; Star Wars; 
Chronicles of Narnia; Cars; and The Matrix.

• In 2003, the company released the "Fossil Wrist PDA" wristwatch computer which is a tiny 
Palm OS-based PDA worn like a watch. In 2006, Fossil released a Caller ID watch. It seems 
like there could be some pretty cool watches in your game.

Ariana 

Area 51

• Can you some of these cool names (highlighted in yellow) in your game?
• Area 51 is the common name of a highly classified United States Air Force (USAF) facility 

located within the Nevada Test and Training Range. The facility is officially called Homey 
Airport (KXTA) or Groom Lake, named after the salt flat situated next to its airfield. 

• It's located on what's called the Extraterrestrial Highway
• The original rectangular base of 6 by 10 miles (9.7 by 16.1km) is now part of the so-called 

"Groom box"
• After leaving the restricted area, Groom Lake Road descends eastward to the floor of the 

Tikaboo Valley

Meowijuana

• Their tag line is “Catnip products so good they should be illegal.” Could they be locked up in 
area 51 because they really are illegal?

• From their website: We are a purrrrveyor of 100% Organic Catnip as well as Cat Toys, Cat 
Treats, and Apparel! They like to make cat jokes will there be cat jokes in your game?

• From the website: catnip stimulates the pleasure-seeking pheromones in a cat’s brain. They 
make a lot of jokes where their products look like marijuana. Will there be marijuana-looking 
items in your game?

Amelia

• Wet ‘n’ Wild
• Games for Girls – this is a website that specializes in games for girls. I clicked on a game called

“Year-round Fashionista” and took a bunch of screen shots of it, which I put in your Google 
Drive folder (it's called “fashionista game screen shots”). Perhaps they will serve as inspiration 
for your game.

• Questions: Who is your target audience? Are they high school-aged girls, or younger? Who is 
Wet 'n' Wild's audience? What is their appeal to their demographic? How do you incorporate 
that appeal into your game?

• You've made your character more accessible by changing her skin tone. Will her clothing and 
hairstyle choices be accessible too? Will she have choices of clothes and hairstyles from 
different cultures?

• How will she accessorize her look? Will  purses, jewelry, hats, and belts be options? 

https://www.wetnwildbeauty.com/
https://www.agame.com/games/girls_games


• Is there a deeper message being communicated by your game, in regards to the importance we 
place on clothing to enhance our sense of self-worth? Are you sending out the message you 
want to send? If not, how can you change it?

• Will social media or modern technology play a part in your game? Could the character post pics
of her clothing choices on Instagram and get feedback? Could her cell phone keep receiving 
messages from her friends about what clothes she should wear to the prom?

Aspen

• Amazon
• What is Amazon known for (good):

◦ The everything store - the 800-pound gorilla of online retail
◦ Prime – 1 or 2-day shipping
◦ Prime videos, music, “Prime Day” sale
◦ Good pricing, plenty of reviews, fair return policy

• What is Amazon known for (bad):
◦ Monopoly-like behavior crushes other businesses
◦ Criticized for environmental and worker policies
◦ Packages are stolen
◦ Delivery has slowed down during pandemic

• Amazon has talked about delivering packages with drones. Will that be part of your game?
• Will you incorporate any of the good and bad things Amazon is know for into your game (see 

list above)?
• How important is what's being delivered to your game? Will we find out what it is? Is there a 

time-based component to it being delivered (deadline)? Could it be stolen? Could it be broken?
• What are the choices players will have to make in your game, and how will the Amazon 

delivery affect those choices?

https://en.wikipedia.org/wiki/Amazon_(company)

