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You are Joseph Hintertupfer, but your friends normally call you “Sepp” or “Hintadupfa” as it is 

custom in Bavaria. You are a student (13th semester philosophy) enjoying your life doing nothing of 

value. 

Especially now you celebrate your decision to move to Munich 6 years ago. It is the best time of the 

year again - Oktoberfest time. As every year, you had a bet with your friends: The last one that 

arrives at the Wiesn has to pay everything, that the others consumed by then. This should keep even 

the laziest student on its toes. Unfortunately, you are already thirty minutes late. You thought it was 

C.T. after all….  

Your friends meanwhile enjoy their free drinks, who could reproach them? Your main goal now is to 

do damage control: Arrive at the Oktoberfest as fast as you can, before your friends have emptied 

your wallet. 

  



 

1 Proposal 
  



1.1 Game Description 
 

1.1.1 Setting 
“O’zapft is” is a 2D game from a top-down camera perspective. You navigate Sepp through Munich’s 

underground network to get him as fast as possible to the Oktoberfest.  

On your way you face two main challenges: 

 You do not own the semester ticket and you have not bought another ticket yet. Therefore 

you have to avoid ticket inspectors at all cost. It may force you to exit trains and to 

reschedule your route from time to time.  

 You have to micro manage Sepp’s alcohol level on the way. He is not brave enough to dodge 

the fare, but he can encourage himself by drinking alcohol. You have the option to drink 

beer at every train station. However drinking does impair your vision. Additionally you run 

the risk of a blackout, and waking up at a random station. 

 

1.1.2 Obstacles 
I guess you already suspected it: Life isn’t easy. 

Naturally you do not own a car (You wouldn’t use it anyway, let’s be serious: You are a responsible 

person that won’t drive home after a night of alcohol consumption.). So, your only choice is to rely 

on the wonderfully complex system of the MVG. If you didn’t already have it hard enough finding 

the train station “Theresienwiese” on the network plan, the ticket automaton won’t give you a 

ticket, or it will give you the wrong one, or there will be too many people waiting in front of it, or… 

Let’s keep it real: you will have to dodge the fare.  

At every train station, you arrive, you have to watch out for ticket inspectors, your wallet cannot 

handle another expense of 60€. Speaking of expenses: you better pregame, the “Mass” has gotten 

more expensive than last year (as every year). You better keep your alcohol level high to avoid 

paying 10,70€ for 1 litre of beverage, which is more like half a litre of beer and half a litre of foam. 

There will be shops at almost every train station to buy beer. However, it will get more expensive as 

you head towards the Oktoberfest. And as always: do not overdo it, it will become harder to spot the 

ticket inspectors once you are drunk and at some point, you run the risk of a blackout. I am sure you 

wouldn’t want to start all over at a random train station. 

If that wasn’t hard enough, random events that happen on a day to day basis in the Munich train 

system hinder you at getting to your goal. Those suspicious “Signalstörungen” may appear and force 

you to change to another line. Maybe some passenger collapses exactly in your train: the train has to 

wait until a medic arrives. It might as well happen, that the doors of a train refuse to close. 

Unfortunately, everyone has to leave the train now. Sometimes you won’t get into a train at all, 

given the chance that the FC Bayern plays in the Allianz Arena today. The MVG will use even the 

most ridiculously excuses to hinder you. You cannot tell me that it is snowing in the tunnels… again... 

 



1.1.3 Helpers 
As an avid smartphone user, you are able to receive push notifications from your friends via 

WhazzApp. You are also assigned to the service MunichOverwatch where each user can mark ticket 

inspectors, it will most certainly help you to avoid running into one of those masters of deception. 

You couldn’t survive in Munich without the native MVG App either. I bet you saw it coming: The 

servers cannot be reached, but at least you can access the network plan. Lucky, you! 

At a train station, you get the information which train leaves the station next. You will know which 

line this train is on (U1...U6, S1...S8) and what its end station is. Of course, you are also able to read 

the time. 

All the time you can monitor your current wealth, as your friends happily tell you whenever they 

bought the next drink or whenever they ordered the next “Hendl”. Growing up in Bavaria you have 

also been given the ability to always know how much alcohol you have consumed already. Your 

instinct tells you once you start to get sober as well. 

 

1.1.4 Choices 
At every train station, you have to decide whether you want to get out of the train or if you rather 

want to stay in it. There is however the risk, that ticket inspectors enter your train, once the train 

leaves the station you are trapped and have to pay the full prize for dodging the fare. 

Leaving the train gives you another set of options, you can choose e.g. which train to take next, 

provided that the crowd lets you through. You can also enter a shop to buy beer to raise your 

alcohol level. It does so immediately, as it is forbidden to take your beer to the metro. 

Actually, you can try to buy a ticket at a ticket automaton as well. This however is no real choice. 

Hint: It won’t work. 

 

1.1.5 End 
You succeed once you arrive at the Oktoberfest. There you may have to pay for every beer that is 

missing to raise your alcohol level to a “Wiesn” tolerable level. 

Your performance will be graded by your friends based on the remaining cash in your wallet. They 

jokingly award you a “Mass” for every 100€ left over. 

 

  



1.1.6 Concept Art 
 

 

 

 



 

 

  



1.2 Technical Achievement 
 

“O’zapft is” is built with the Unity game engine. The core technical challenge is building a realistic 

game world including the underground network system of Munich and the ticket inspectors with a 

challenging artificial intelligence. 

 

 

 

1.2.1 Game World and Navigation 
The game world consists of all subway stations in Munich from a top down 2D perspective. Most 

stations in the game share the same layout. Unique assets are created for key stations like 

“Theresienwiese” or “Hauptbahnhof”. Every station has shops, NPCs and ticket inspectors. The 

game’s underground network should be a realistic representation of Munich’s underground 

network. Trains follow a strict timetable. There is no spatial game world planned beside the stations. 

Once the player is in a train which starts moving, the scene will fade out and the next station will be 

loaded. 

The game can be played using a keyboard or a game controller. The player can be moved with the 

W,A,S,D buttons or the joystick of a controller. In addition there is an action button to let the player 

interact with the shops and ticket machines. 

  



1.2.2 Ticket Inspectors 
Ticket inspectors are found throughout the whole game world. They can be distinguished between 

active inspectors on the same station with the player and inspector occurrences on all other 

stations. 

When the player enters a station there will be a number of active ticket inspectors patrolling. Some 

might be in the same train with the player or entering the station from other trains. They can leave 

the station through outgoing trains. Ticket inspectors have a limited field of view. Once the player 

enters his field of view the ticket inspector will start chasing the player. If he catches the player, a 

penalty has to be paid. The player can however escape the ticket inspector by entering a leaving 

train or hiding in the crown far enough away from the inspector.  

 

The player can only guess probabilities of ticket inspectors on other stations. The MunichOverwatch 

app is a build in UI which will notify the player about higher ticket inspector occurrences on other 

underground stations which helps the player to plan his route.  



1.3 Schedule 
 

1.3.1 Layered Development Description 
 

Functional Minimum 

 Player controller 

 Data base for train network 

 Fill database with one subway route 

 One generic underground station 

 Shop for buying beer 

 Rating system when player arrives at destination 

 

Low Target 

 Ticket inspectors 

 Graphic assets without animations 

 Database with full subway network 

 Simple UI for currency management 

 

Desired Target 

 Timelapse button 

 Add animations to graphical assets 

 Much alcohol leads to decreasing FOV 

 Standing still increases FOV 

 Difficulty scaling 

 Messages about ticket checker locations nearby via push notification 

 Technical achievement: realistic game environment  

 Random events (fire service, sick passenger, defect train, ...) 

 Database with full subway and suburban network 

 

High Target  

 Individual graphics at station (“Müncher Freiheit” looks different to “Marienplatz”) 

 Delay for usual departing times 

 Bus and Taxi support to connect subway routes  

 Option to buy a ticket. Never successful but costs time (and money) 

 Random ticket checks while in FOV of ticket checkers 

 

Extras 

 Mobile support 

 Monetizing 

 Skins 

 German railway system 

 Gamescom 2019 

 Italien weekend DLC 



1.3.2 Timeline and Task Distribution 
 

 

 

 

 

 

  



1.4 Assessment 
 

1.4.1 Mission and goals 
Everybody knows what Oktoberfest looks like. But no one ever thought in advance how to get there. 

Most of the people didn’t even know where they should go or which public transportation to take, 

to get there. “O’zapft is” is a simulation which teaches the subway infrastructure by using the 

principle of gamification. The main goal of this game is to reach the Oktoberfest as fast as possible, 

using the subway infrastructure. Additionally our game should obviously be fun to play while 

showing all clichés which are stereotypic for Munich and especially the MVG.  

 

1.4.2 Outcomes 
Every time the game is started it’s different, due to varying start subway stations. According to the 

proverb “all roads lead to Rome”, there are also multiple ways to get to the Oktoberfest, so even if 

started at the same train station there’s not only one way to take. Additionally, it gets more difficult 

as ticket inspectors are spawning randomly in this subway infrastructure, which try to hunt you 

down until you run out of money. 

As you should know the subway infrastructure better every time you play this game, the game 

should get easier after a while, if the initial boundary conditions stay the same. So, after mastering 

the different levels and knowing more about the subway infrastructure, the game's difficulty can still 

increase due to a growing number of ticket inspectors and faster drinking "friends". Another 

parameter for balancing the game are the various prices, whether the price for one beer at the 

individual train station, the price on the Oktoberfest or the prices for the tickets sold by MVG, which 

increase every single year as we all know. 

 

1.4.3 Discussion 
Possible reasons for not reaching this goal are manifold. The biggest issue will be the big workload 

that we're going to face through the development of the game due to the extent of the real world 

data (MVG train stations and departures). We do also have concerns about other issues that may 

lead to unbeneficial gaming experience in the long run: 

Balancing    Balancing is really important in games to maintain the joy of the game. Usually this step 

happens quite late in the process of developing a game, but as this project tries to be as realistic as 

possible the balancing has to be checked very early. Implementing the real prices for beer and 

tickets may lead to high realism, but maybe destroy the game as there's no real option for the 

player. For instance, if the player could just simply buy a ticket, the game would be boring and 

unidimensional as this option is  obviously the most reasonable one. 

Options    Another problem which can occur, is the starting location of the player. The player should 

always have the real option to choose from several stations. This objective could cause trouble as 

there are some train stations where you have to take the train in a specific direction, because it 

doesn't make sense to take it contrariwise.  



Diversity    The intent to set the Oktoberfest as the one and only destination to be reached in this 

game is another issue, which could decrease the gaming experience. As the Oktoberfest can just be 

reached by getting to the subway station "Theresienwiese" in this game, the player does always 

have the same target, which could quite fast lead to repetitive patterns to some extent. It is however 

possible to change the objective randomly as soon as the player gets close to the station 

"Theresienwiese".  

View    The last concern to be talked about is the view that will be used for playing the game. It was 

decided that the game will be a top-down, orthographic and real 2D game. The reason for using this 

approach was the following. The models can be created easier as the artistic effort is less than 

creating content for 2,5D or 3D games. Additionally the time that was saved by using 2D instead of 

2,5D can be used to improve the game mechanics. The only drawback that's been generated using 

this approach, is the low depth awareness. 

 

1.4.4 Methodology 
This game will be successful if both player groups, experienced ones and beginners, are able to play 

this game with fun. So the different scalable criteria for the difficulty scale with the experience of the 

player. An early version may be used to confirm this statement. Additionally it has to be tested 

whether the topics addressed in "4.3 Discussion" could be eradicated to some extent and if the 

gameplay at the end of this projects matches the visions which were presented at the beginning. 

 


