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Overview 

Hamburgled is to be made by a small group of individuals, hungry to make a mark on the games 

industry and backed by the international powerhouse of the fast food industry that is McDonalds, 

the game is almost certainly going to make an impact on the Iphone game charts. 

Set in a series of alleyways of an unnamed town in the middle of the night, the game follows the 

Hamburglar in his adventure. 

Using cel shading similar to that of the Sly Cooper game series, the games graphic design should be 

very appealing to children within the age bracket of 8 – 12.  

The story and the gameplay should also come across as comedic and family friendly. 

 

Story 

Hamburgled follows the Hamburglar as he sneaks through the city stealing the burger recipes from 

Ronald McDonald and the gang. In the end, after sneaking through multiple levels, Hamburglar 

ultimately gives the recipes back to Ronald and in return, gets free hamburgers for life. 

 

Procedure for starting 

Firstly the player will choose a level to play out of the list of levels that have been unlocked. Each 

level will have a different layout, with each level being slightly harder than the last. 

The player starts at the beginning of the selected level, out in the open. The timer is set at 0:00:00 

and beings to count and all the enemies start there pathing.  

 

Gameplay 

Once the game starts, the player can move in any direction using an on screen analog stick, as well 

as jump and crouch using two onscreen buttons opposite to the stick. If the player jumps onto a 

rope, they will grab the rope and be able to climb, the jump button will then be used to let go of the 

rope. The jumping distance increases if the player runs before jumping.  

If the player walks into certain boxes, they will put the box on top of them and be forced to walk 

while crouching, until they jump, which forces the player to get out of the box. 

If the player jumps on top of a trash can, they will hide inside it until they press jump again. 

The player can crouch to hide behind small walls which obscure the enemy’s vision.  

The player can also move the character by using camera control buttons on the top left and right of 

the screen. 

 

 



Procedure for ending 

Once the player reaches the end of a level and obtains a burger recipe, they are given a star rating, 

out of three, based on the amount of times caught and the amount of time it took for the player to 

reach the end. Each time the player gets caught it adds 10 seconds to the timer. 

As there is no combat system, the only way for the level to end is for the player to reach the end and 

get the burger recipe or to quit the app. 

 

Rules 

The player must reach the end as quickly as possible with getting captured as little as possible. 

The player will be considered captured if they are seen by an enemy, and after they are seen they 

will be returned to the previous check point. 

For every time the player gets captured an extra 10 seconds are added to the time taken to 

complete the level. 

Once the level is finished, the player will be given a star rating out of three. 

To hide from the enemy the player can hide in trash cans but won’t be able to move until they press 

jump to leave. 

The player can walk into cardboard boxes which force them crouch walk. 

Whilst in the cardboard box, the player cannot jump or climb, and will remain hidden as long as the 

player does not move whilst in line of sight of an enemy. 

The player can jump into ropes to climb them, and jump again to let go. 

Jump distance increases if the player runs before they jump. 

The player can also crouch behind walls to keep hidden. 

 

Player motivation  

The main motivation for the player to play Hamburgled to completion is the players desire to collect 

all the burger recipes in the game. 

Each level has a three star rating system based on how quick the player gets to the end of the level 

and how many times they have been caught.  This is implemented in order to create an aspect of re-

playability for each level.  

If time and money allow for it, an online leader board will be implemented so that each player can 

see how they rank against other players. The leader board will rank them by time taken, then 

amount of times captured with 0 times captured being ranked above 1, then 2 and so forth. 

 

 



Genre 

The genre for this game is 3rd person stealth platformer, which is a fairly uncommon genre, so there 

won’t be a lot of games like this on the market.  

Previous games of this genre include the Sly Cooper series, which gained a lot of popularity. The 

Assassins Creed series could also be considered a 3rd person stealth platformer, which has had a 

large fan base for many years now, but I considerably more violent than Hamburgled will be. 

 

License 

The licence for use of the McDonalds characters, Ronald McDonald, Grimace, Hamburglar and Birdie 

will need to be obtained. As the game is to be funded by McDonlads, none of these should be an 

issue to gain. 

 

Target Audience 

The target audience for Hamburgled is 8 to 12 years old. This is the age bracket where the most 

children have the most access to mobile device with a large portion even have their own, according 

to www.kidsmatter.edu.au. 3rd person platformers are also very popular at this age bracket, for 

example the Ratchet and Clank, Jak and Daxter and Sly Cooper are all similar game series that gained 

massive popularity. 

 

Competition 

As the game will preferably appear on mobile devices, most competition will come from indie 

developers. The biggest threat would be Minecraft: Pocket edition as the target audience is about 

the same age bracket. That being said Hamburgled and Minecraft are very different games. 

As for genre specific competition, it is very rare to see 3rd person stealth platformers, and it would be 

surprising to see another one on app store at the same time as Hamburgled. 

 

Unique selling points 

The first selling point for this game is that it is a child friendly 3rd person stealth platformer, an 

uncommon genre similar to the ‘Sly Cooper’ series which had 4 games and generally positive 

reviews. 

Another selling point is the potential for players to be rewarded for playing the game well, by gaining 

free food or discounts by gaining three stars on a level. However, this will have to be approved by 

McDonalds 

 

 

http://www.kidsmatter.edu.au/


Target hardware 

The game will be made initially for Iphone/ Ipad, making it easily accessible to the chosen target 

audience.  

After the initial release on IOS, the game will then be ported to Android devices, unless we cannot 

afford it or the cost to make the game is not made back by the IOS release. 

 

Design goal 

The first goal is for the ending to make the player realise that there stealing was hurting others and 

ultimately that stealing is bad. 

The second is to make each level provide a good balance of fun and challenge for players from the 

designated age bracket. 

 

 

 

 

 

 


