
The Quest for Uddlepud Kingdom 
 

 

Basic Information 
 

 

Engine/Programming Language: 
 

JavaScript – the game is designed to be played in browser, JavaScript makes that easy. 

 

Project Length: 

 

10 weeks 

 

Game Summary: 
 

The Quest for Uddleput Kingdom is a comedy adventure featuring over the top fantasy cliché, 

ridiculous characters, and an overly enthusiastic narrator, extremely excited to be going on her first 

adventure. The game begins as a text based adventure. Malgar the Conqueror has attacked your home: 

Uddlepud Kingdom! Being the noble hero that you are, you have decided to put a stop to his reign. 

With the help of Narrator, you progress through a number of different worlds, solving puzzles, 

searching for the key to a secret weapon that can end Malgar’s rule once and for all.  

 

Gameplay: 
 

The Quest for Uddleput Kingdom is, at its core, a puzzle game. It begins in the form of a text based 

adventure, but players soon learn that the world is far more diverse than they may initially suspect. 

They must break from the text based zone and explore a number of other worlds. Moving from the 

kingdom of text to a social, point and click adventure game, then a user information page, and 

eventually another computer via a (fake) remote desktop application. From here, the player has to play 

detective as he/she uncovers the true location of the key, and finally saves the kingdom. 

 

The start of the game is text based. Players read a description of their situation and type commands into 

a text box in order to control their character. This section primarily focuses on a small set of riddles. 

The final puzzle forces players to explore beyond their textbox screen and move to a new location: The 

Land of Wonder. 

 

The Land of Wonder plays like a point and click adventure. Rather than playing by the rules, however, 

the player must weaken the system, using hacks to slowly break down the game’s defenses, eventually 

revealing the personal information of a specific user, Berton Rodgers, who guards the desired key. 

Once the system has been satisfactorily weakened, the player can move on to the next section: The 

User Information Page. 

 

The User Information page contains various types of information about the numerous Land of Wonder 

users. Players have to search through this information and gain access to Berton’s personal data. 

Eventually, this will lead them to a remote desktop application website, where they can log into 

Berton’s account and enter the final scene: The Desktop. 



 

The Desktop is designed to look and feel just like your basic windows desktop. Players will search 

through Berton’s files and emails to discover the key’s location, obtain the key, and save Uddlepud 

Kingdom. 

 

 

Original Concept:  
 

Puzzle game where you find clues by looking through someone’s desktop. 

 

Team Organization: 
 

- Three or four programmers – the programming will be relatively simple, but there is a lot of UI 

design to be done. Two or three programmers should work primarily on the Land of Wonders 

section, as that is the most programming intensive scene in the game. The other programmers 

can focus on the remaining sections, which are primarily string manipulations and responding to 

button presses. 

- Three or Four level/puzzle designers – There are lots of puzzles to design, a team of three or 

four should be able to brainstorm and design them relatively easily whilst still maintaining a 

consistent feel between the puzzles and zones. 

- One or Two writers – Needed to write the narration text and help with puzzle elements like 

emails and chat-logs. 

- Three or four artists – The Land of Wonders and the Desktop will both require a significant 

amount of artwork. Ideally, we would have two artists per scene. If only three artists can be 

obtained, put two on The Land of Wonder (which will be the most art intensive), and one on the 

desktop scene. For the desktop scene, much of the art can be handled using screen shots and 

public domain images. 



Game Design 
 

 Game Interface Sections:  

 

- Start Screen 

o Text Based. “Type ‘begin’ to start your quest!” 

- Text-Based Realm 

o Styled after a text based RPG  

o Text display  box 

o Text entry box 

o Space for fake “Land of Wonders” advertisement on sidebar. 

- Text Based Game Over Screen 

o Used if the player loses when answering riddles in the text-based realm. 

o Offers the player the chance to restart the game 

- Land of Wonders 

o Styled after a generic, fantasy themed, social point and click game.  

o Login scene 

o Play Section with items to pick up and combine 

o Inventory screen with picked up items and a “Use” button 

- User Information Page 

o Designed to look like a generic website page 

o Displays personal information on many Land of Wonders players. 

o Expandable panel containing Berton Rodgers’ information. 

o Contains Berton’s Land of Wonders account email & password 

o Contains a chat log which holds a link to a fake remote desktop site 

- Remote Desktop 

o Designed to feel like the player is remotely controlling a desktop using a product like 

TeamViewer or LogMeIn. 

o Login Page 

o Desktop Section  

o File Browser containing a variety of files 

o Email Client 

 Log in 

 Email display 

 Numerous Emails 

o Steganography Program 

- Game Complete Scene 

o Looks like original Text Based section 

o Allows the user to use the secret weapon and defeat Malgar the Conqueror! 

 

Note: It is only possible for players to lose/die in the text based section. In other sections, players 

may get stuck on a puzzle, but they won’t die or have to restart. 

 

 Player Interaction Pattern: 

 

Single Player vs Game 

 

 Objectives: 



 

Each section has a specific objective, with the overarching goal of finding the key to unlock a 

secret weapon that can destroy Malgar the Conqueror! 

 

The immediate objectives for each section are: 

 

Text Based – Discover information about the weapon (including who guards the key), and 

launch your quest to find the needed key. 

Land of Wonder – Obtain access to Berton Rodgers account information. 

Information Page – Figure out how to use the Berton’s information in order to find the key. 

Remote Desktop – Find the key.  

 

 Procedures:  
 

In the text based section, the user may type commands into a text field. After the text based 

section, the gameplay switches to a largely point and click based interface. 

 

Land of Wonders 

- Click on an item in the world to add it to your inventory 

- Drag an item in your inventory so that it overlaps another item in order to try and combine them 

- Click on an inventory item to select it. Use it by clicking a “Use” button. 

 

User Information Page 

- Handles just like a simple webpage. 

- User can expand player information sections by clicking [+] buttons next to each player name. 

- User can open chat logs by clicking a [View Chat Logs] button inside each player’s information 

section. 

- User can click on and follow links embedded in the chat logs and information page. 

 

Desktop: 

- Typical desktop paradigm: window, icon, menu, and pointer controls as seen in modern 

Windows PCs (Double click an icon to open a window, click on folders to browse contained 

files in the file browser, etc…) 

 

 Rules:  

 

- Text Based Section 

o If a command is unrecognized, it will alert the user and ask for another command. 

o When answering riddles, answers will be compared with the correct answer by checking 

if the entered string equals the answer (ignoring space, and trimming leading and trailing 

white space characters). 

o The player has five response attempts for the riddles. If they enter an incorrect response, 

they lose an attempt. Attempts are not refreshed from riddle to riddle – the five attempts 

must get you through each of the riddles. 

o If the player’s response attempts are at zero, and the player then gets a riddle wrong, 

they get sent to a game over screen, where they can restart the game. 

- The Land of Wonder 

o The player may only click on things that have been designated as interact-able. If an 

item is not interact-able, nothing will happen (perhaps a small error sound will play). 



o When the player picks up an item, it will appear in their inventory. 

o Only items currently in your inventory may be used when creating combinations. 

o Only certain combinations are valid. Invalid combinations will result in both items 

returning to their original location in inventory and a small error sound playing. 

o Once items are combined, they cannot be separated again. 

 

 Resources: 

 

In the Text Based section: Response Attempts 

 

In the Land of Wonder: Items that the player can pick up or create through various 

combinations. 

 

Information Page and Desktop: Nothing explicitly represented in game. Finding and 

remembering clues will be important, so clues could be considered a resource, but when you 

find a clue, the game gives no indication that you’ve done so – it’s up to the player to figure this 

out.  

 

 Win Conditions/Outcomes: 

 

The main goal is to find the key, unlock the secret weapon, and save Uddlepud Kingdom. A few 

shorter term goals will also be important within the scenes: answering riddles, uncovering 

Berton’s information, getting onto his desktop, etc… 

 

If there is time, we may create secrets in each scene. If the player finds some of them, they get 

an achievement or reward. 

 

 Game Mechanics: 

 

In the text based section: 

 

- Riddles 

o The console prints out a riddle and the number of response attempts the player has 

remaining. 

o The player types in a response. 

o The response is checked (ignoring case, trimming leading and trailing space characters) 

against the correct response. 

 If the response matches the correct answer, the game progresses to the next 

riddle. 

 Once all riddles are solved, the final text based puzzle is presented. 

 If the response is incorrect, decrease the number of remaining attempts by one 

and ask the riddle again. 

 If there are no more remaining attempts, go to the game over screen. 

 

In The Land of Wonders: 

 

- Item Combination 

o In the inventory screen, the player can click and drag items on top of other items 

o When the player releases the mouse button, the game will try to combine the two items 



 If it is a valid combination, the game will create the new item and place it in the 

player’s inventory. 

 If it is an invalid combination, the two items will return to their original 

inventory location. 

o Once combined, two items cannot be separated again. 

  

 

 Extension: 

 

- Flesh out scenes. 

o Add features to make scenes feel more “real” – for example, add extra programs to 

remote desktop (like a snake game, or more unnecessary files in the file browser, which 

could help develop Berton as a character). They don’t necessarily help with puzzles 

(thought they could), but they make the game feel more detailed. 

- Add secrets in each scene. Add achievements for finding them.  

 



Game Asset Requirements 
 

Answer the follow questions regarding the content needed for your game. 

 

 

 Programming: 

 

The game is being programmed from scratch in JavaScript. The Text Based and User 

Information sections will be relatively simple, the other scenes less so. The Land of Wonders 

will require the most attention, and should have the dedicated focus of a few programmers. The 

desktop scene will be a lot of handling button presses to imitate the functionality of a real 

desktop, but it will be more akin to a throwaway desktop prototype, rather than an actual 

desktop. 

 

 Visual content: 
 

There is a lot of art to be done for this project (all 2D), and very little of it is reusable from 

scene to scene; each zone requires its own custom set of artwork. Much of the art will mimic 

artwork from other common places (like a desktop, or an email client), but some will have to be 

more original, like the Land of Wonders artwork. 

 

 Audio content: 

 

We need a few sounds for the Land of Wonders and Desktop scenes. 

 

Land of Wonders will need: 

- Cheesy Background Music 

- Pickup item sound 

- Failure combine item sound 

- Success combine item sound 

- Use item sound 

 

Desktop will need: 

- Click Sound? 

- Optional sounds depending on added extras (music files, etc) 

 

If the Adding Secrets Extension goes through: we will want sounds for uncovering secrets and 

getting achievements. 

 

 Game Units: 

 

 The game will contain four primary sections, or scenes: 

 

- Text based scene 

o Looks and plays like a text based RPG. 

- Land of Wonders Scene 

o Contains a log-in page and a simple point and click puzzle/adventure game setup. 

- User Information Section 



o A simple webpage with a few categories of information about Berton Rodgers and some 

website links that the player can use. 

- Remote Desktop Scene 

o Designed to look like the player is using a remote desktop application to control Berton 

Rodgers’ computer. 

 

The Text Based Section and the User Information Section can probably be handled by 

programmers working closely with designers, but some kind of simple tool should be used to 

help designers work on The Land of Wonders and Desktop scenes. The highest priority is to 

provide some way for the designers to adjust the placement of objects in a scene, which could 

be done using a tool like tiled. 

 

 Writing: 
 

The game’s story is designed to be comedic, with over the top cliché, ridiculous narration, and 

silly characters. Writing the entire script, including the narrator’s response to certain events, will 

take quite some time - probably a week or two, with heavy tweaking and editing to follow. The 

script will constantly evolve as the game is adjusted.  

 

The writer(s) will need some way to enter script information for the narrator and other 

characters. The team could design a tool that lists scenarios and asks the writer to fill out the 

appropriate character response to each one. This tool can then export to an xml file, which can 

be read by the game. It is important that this tool can also import an xml file, so that the writer 

can easily load up a previously created scripts and make changes without having to redo the 

entire thing. 

 

Plot Outline 
 

A very rough plot outline (note: throughout the story, the player is being guided by an overly 

enthusiastic narrator who is absolutely thrilled to be going on her first adventure): 

 

- Malgar the Conqueror is trying to conquer Uddlepud Kingdom. 

- The player, being the noble hero that he/she is, has decided to take up arms and stop him. 

- On his adventure, the player encounters a strange wizard who speaks of a secret weapon which 

can defeat Malgar, but it can only be activated with a magical key. 

- The key is hidden deep within the workings of the universe, across many unknown lands, under 

the careful protection of a trusted defender. 

- The player asks for help finding the key, the wizard agrees, but only if the player can answer 

three riddles. 

- Once the riddles are answered, the wizard reveals that the key is being guarded by the illusive 

Berton Rodgers, who resides primarily in a land filled with many wonders. 

- He hints that there is a secret portal nearby which will lead to this land, but only the worthy may 

enter. 

- The player must find the portal to continue. (It’s a fake sidebar add, with captions reading 

“Land of Wonder” and “Are you Worthy?” – See end of document for example image). 

- Upon clicking the advertisement, the player will be teleported to The Land of Wonders. 



- The player must find some login information for The Land of Wonders. 

- Once logged in, the player must create and use items in order to weaken the games system and 

access user information. 

- Once the game has been satisfactorily weakened, the player may enter the user information 

page. 

- On the user information page, the player can find Berton Rodgers’ info. 

- The player can see Berton’s email & password, Berton’s chat logs, and a few other facts about 

him (play time, etc).  

- One of the chat logs shows Berton speaking with a friend about a handy new remote desktop 

application he (Berton) has installed. Berton conveniently sends his friend a link to the website 

of this application. 

- Player can log into the remote desktop app using the same email & password that Berton used 

for The Land of Wonders. 

- In the desktop, the player must use hints found in files to guess Berton’s email password 

- Once logged in to the email, the player can read them to discover a few important clues 

o Berton has started experimenting with a new steganography program 

o One of Berton’s co-workers recently had their email hacked 

o The co-worker whose email was hacked recently emailed Berton with a file, which 

Berton was asked to protect for a time (the file has since been removed from Berton’s 

computer). 

- A series of co-worker id images are in Berton’s file system. 

- If the player takes the id picture of the hacked co-worker and feeds it into the steganography 

program, he will extract a text file (the file the co-worker asked him to protect). 

o Alternatively, or additionally, the text file could be obtained using a file carving tool. 

- The extracted file contains the key. 

- The player returns to the text based land, uses the key to access the secret weapon, and save 

Uddlepud Kingdom. 

 
Example Puzzle 

 

Below is a mockup of one of the first main puzzles in the game, finding the portal to The Land of 

Wonders. It’s relatively simple and easy to figure out, but requires out-of-the-box thinking (literally!). 

It’s intended to alert the player to the fact that this game is more than just a simple text based 

adventure. The player must realize that the game expands beyond the textbox has (up to this point) 

been the focus of the game. 

 

(Please excuse the poorly written dialog). 



 

 
 

 

Here, the player must click on the fake “Land of Wonder” advertisement, which will send them to a different web page containing the next 

section of the game (see following page). 

  



 

 
 

 

The fake “Land of Wonder” advertisement leads here. The narrator’s text now appears in the box at the upper right. The instant the player 

enters this page, this narration box flashes to make sure the player sees it and knows they’re still playing A Quest for Uddlepud Kingdom; 

they did not just click a real ad and get sent off to some other game). Some kind of transition animation or text may help serve the same 

purpose. 


