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Game summary 

Nebraska 99 depicts a dystopian society in the not-so-far-away future, very deep underground in what we 

know today as rural Nebraska in the United States. The player takes on the role of the unnamed Janitor who 

must do his job of cleaning and repairing in the opulent rooms of the upper class folks that make up the bulk 

of the underground bunker civilization. After his job is done he must board the old, rusty elevator hidden just 

behind a wall panel and travel all the way down to his own meager room. Here he must wait for the High 

Ranking Citizens, the rich people of Nebraska 99, to vacate so he may return and clean up after them, staying 

completely out of sight. 

The latest build can be downloaded here:  

https://drive.google.com/drive/folders/0B8Y4Jk-Nv1pcM0JKZHZ0V3Q2NEE?usp=sharing 

 

Initial approach and inspiration 

The Nebraska group was composed not from a common idea or inspiration, but from a desire to work with 

each other based on seeing each other’s previous work. As we composed the group before even talking about 

ideas or inspiration, we wanted to make sure we could find common ground with regards to themes and 

concepts. For our first meeting we had a casual conversation about which themes and ideas we would like 

to have the world revolve around. We agreed that the central themes we wanted to work with were 

dystopian societies and the hierarchies within. This inspiration came from games we had recently played and 

enjoyed (Beholder, This War of Mine, Kentucky Route Zero), which all have a dark melancholy or dystopian 

feel about them. These themes helped us shape and scope the project, as they naturally shaped some 

constraints.   

For the first part, we were all interested in working with something that would relate to society. We 

wanted the game world to reflect and critique a part of real world society without directly referencing it. We 

decided that this could probably be done in a very clear manner if we decided to work with a type of 

hierarchy. The theme hierarchy quickly gave rise to our other constraints. For the visual reflection of the 

theme, it made sense to create a world that was primarily vertical and where central movement would be 

either upwards or downwards, instead of forward, sideways or backwards, as a spatial manifestation of said 

hierarchy.  

  

https://drive.google.com/drive/folders/0B8Y4Jk-Nv1pcM0JKZHZ0V3Q2NEE?usp=sharing
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Scope and design approach 

We wanted to find a way to show the hierarchy in a dystopian society. This wish called out for a tight scope 

as it is of course impossible to make a full, rich society from scratch within the given time frame. This means 

that we would have to show some part of the upper end of society and one part of the lower. We thought it 

would be interesting - and also serve us well in managing the scope - if we showed a representative character 

of the lower class, acting in an upper class surrounding. This became one example of how the upper class 

people live and one example of how the lower class people live and how these two spaces are 

juxtapositioned, and letting the lower class avatar traverse both spaces. This gave us an easy scope to work 

with as two underground rooms are completely confined spaces so we would only have to worry about the 

contents of the rooms and not the surrounding world. We did, however, make sure to leave open endings 

and used the perspective to our advantage to let the player get the feeling, that the world was bigger than 

what we made. This was done in three places especially. In the golden room, we created an extra room 

further towards the background and filled it with duplicate assets. In the elevator, we left the vast room 

behind the elevator shaft open and decorated it with a fan and some pipes in the far distance. In the 

basement we left a door cracked open slightly to a room across from the Janitor’s, sound emitting and 

sparking the player’s curiosity, but not letting them access the room. This use of backdrops serves as a way 

of expanding the world without having to actually create 

an accessible space:  “In reality we are always aware of the 

spatiality of architecture, we know it can be navigated even 

if we are denied access” (McGregor 2007: 543).  

 Since we decided to work with such a confined and 

small space, we decided we would make the assets 

ourselves. Making the assets from scratch would be time 

consuming but would overall support the cohesiveness. 

We initially took inspiration from Kentucky Route Zero 

(Cardboard Computer 2013), intending to create the assets 

in a low poly style, both because we liked the rough look 

but also to save time. However, as we had also decided that 

Jonas would create and rig our own avatar, we had to revise the low poly look. The look fit the assets nicely 

but it looked weird creating a low poly face while still keeping to the principle of minimal departure, which 

states that “... whenever we interpret a message concerning an alternate world, we reconstrue this world as 

being the closest possible to the reality we know” (Ryan 1980: 403). We experimented with making a low 
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poly, chiseled face, but the jaggedness of the face ended up being too distracting and drew the attention 

away from the expression we wanted to enhance. We wanted to reduce the face of the Janitor to the lowest 

amount of elements while still letting him express emotions with his face. This meant removing the eyes and 

the mouth but leaving in the nose and the eyebrows. We tried working with a type of implicit characterization 

where instead of explicitly stating that “this is an old man, he is worried”, we would implicitly build these 

facets into his face and his body movement. For the face we wanted to rely on as few elements as possible, 

taking inspiration from the world of comic books, where facial features can lean towards the very complex 

or, as we wanted to work with, more iconic (McCloud 2007: 52). This also correlated to the fact that we never 

planned on showing the avatar up close, so his facial expression had to be very simplistic and most 

characterization would be through body language. When making the avatar, we needed to stay closer to a 

conventionally “human shapes”, where the head 

and features were more rounded. When we 

then added the relatively smooth avatar to the 

world next to the rough looking assets, there 

was a clear discrepancy; the exact discrepancy 

we tried to avoid by making our own assets. The 

solution to this problem was smoothening the 

edges of the assets to fit the smoothness of the 

Janitor to make everything more cohesive.  

 One of the most clear examples of the iterative process the design of the world went through is seen 

in how the Dome room has changed. Initially we had made the assets and the sounds so that they would 

resemble realistic nature. However, from the feedback we received during the presentations, we realized 

that going in a completely different direction might better help us express what we wanted. We made 

changes to the look of the trees and bushes to enhance the “fakeness” as well as changed the audio to sound 

far more exaggerated and artificial.  

World depth 

In creating a wholesome world for Nebraska 99, we made great use of what Mark Wolf refers to as secondary 

world infrastructure. These are structures that give depth to the world by organizing information about the 

world alongside the narrative. They include space, time and characters and are made tangible through the 

use of maps, timelines and genealogies.  

“Besides Primary World defaults which still hold true in a secondary world, similarities with the Primary 

World can be found in the kinds of infrastructures that provide a framework in which to locate information 
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about a secondary world. These are the structures by which we make sense of a story or a world, whether 

in fiction or lived experience, and which place individual facts and details into the larger contexts needed 

for them to be fully understood. [...] Without these structures, worlds would fall apart and become little 

more than a collection of data and information, and they would cease to be worlds” (Wolf 2012: 217). 

We allocated a lot of time to creating these tools both to be utilized directly in the world as is the case with 

the map, to show secondarily to the world in the art bible as is the case with the family tree and for an internal 

overview while developing the world as was the case with the timeline. All of these elements, other than 

showing concrete information about the time, space and characters in the world, are crafted in a style that 

corresponds with the world lore. For example, the family tree is created to resemble pipelines instead of a 

tree, as this analogy is more tangible for the citizens of Nebraska 99, as they have never seen a real tree, but 

are far more familiar with pipes, as they use 

them to get from one place to another. The 

family pipeline is also depicted not originating 

from one living person and backwards to 

show all of their ancestors, but rather shows 

one central and important ancestor and how 

the family in question is related to him. This 

reflects the emphasis the inhabitants put on 

being born into the right family and how they 

admire their The Founding Fathers of 

Nebraska 99.  

Group composition and distribution of responsibilities 

Our group was constituted not out of a common vision but because we all had a desire to work with one 

another. From knowing each other beforehand, we knew that we shared similar ambitions and we had an 

idea, that we also shared a common taste. At our first meeting, we drew a large table on a white board with 

four columns, one for each group member, and we took turns adding on a skill that we possessed and that 

would help us throughout the development. This was to give an overview of whether we had all of our bases 

were covered.  
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A S K J 

Setting C# (a little) C# (a little) Setting 

Video 2D art Audio 2D art 

Writing Writing Box modeling 3D art 

Artbook Artbook Music Artbook 

Project management Concept   Concept 

  Sculpting     

Figure 1: Skill set 

What we deducted from our shared repertoire was that as we would have no dedicated programmer, we 

would need to read up on the more technical part of developing. We wanted to handle this problem in 

advance, and two out of four group members began reading up on what it would actually take to make a 

world run. This included reading up on a lot of the functionalities of Unity, as this way was the engine we 

communally had the most experience with. This included lighting, shaders, post-processing and animations; 

topics we had experience with but had never been solely responsible for.  

In accordance to Fullerton’s model of game development team structure (2014: 384), we divided the 

responsibilities like so:  

 Shared: Game design (conceptualization and idea generation), level design. 

 Arendse: Writing and project management. 

 Sarah: Implementation, writing and visual art. 

 Kristian: Implementation, programming and audio. 

 Jonas: 3D modeling, visual art and avatar (design and execution). 

Since the group consisted of only four people, we wanted to make sure that each role of the developmental 

process was divided onto one person who had main responsibility as well as a ‘second in command’. This was 

to ensure that no one was ever left alone with a tough decision.  

In a small group, it is necessary that every person takes on more than one role. This all the more 

heightens the importance of knowing what each role is responsible for, as well as knowing how to juggle 

those different responsibilities (Fullerton 2014: 383). Because this project did not require present gameplay 

per se, we decided to cut away the role of the quality assurance responsable all together. When we met 
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throughout the process, we would boot up the current iteration and discuss the progress made, as well as 

what the next goal should be.  

We desired to work with a flat structure that did not push us into a hierarchical structure where 

someone would have to answer to someone else. In a small group, that could have easily generated some 

tension. A consequence of this is that we divided the role of ‘game designer’ equally between us. Our world 

does not contain gameplay, which is otherwise the most central job of the game designer - making compelling 

gameplay. Instead, developing the concept in a specific direction, brainstorming ideas and give input as to 

the cohesiveness of the world as a whole became a shared responsibility between the four of us. This shared 

task, or rather this shared privilege, generated the first proper challenge as naturally what each person 

imagined the world should look like was different. When the concrete dilemmas emerged, there was no one 

with a final say which in some cases caused the discussions to run on for longer than they otherwise would 

have. 

One example of this is when deciding how we would visually signify the wealth of the upper class 

inhabitants of Nebraska 99 through their living quarters. At the time we had two equally interesting but very 

different ideas, that had different pros and cons. One idea was to make the living space very opulent and 

exaggerated in a romantic baroque style and the other was to show a modern and minimalistic, Scandinavian 

look which would correspond more with a futuristic fantasy. We listed these pros and cons to gain a better 

overview. The primary pro for the baroque theme was, that it would read more clearly and instinctively as 

wealth to the outside observer but the main con was that it would take a lot of time consuming work to 

create intricate assets. The main pro for the minimalist theme was, that it would be a more credible and 

realistic rendering of what the future would look like and it would not take very long to make the assets. It 

would, however, also be more of a risk in terms of it reading clearly to an outsider, as it might just looks like 

a barren or sparsely decorated room. In the end, the decision came down to whether the two people 

responsible for the art department, Sarah and Jonas, deemed that they would have time to create sufficient 

assets for the baroque theme to look compelling. They agreed that it would be possible to prioritise creating 

assets for such a room. They ended up making almost all assets from scratch (see Appendix for use of pre-

made assets and textures).  

In terms of division of labour, over the work process, we made a few shifts in responsibilities. As we 

had no designated programmer, Kristian basically became responsible for the programming needed to make 

the prototype run. As Kristian and Jonas logistically had more opportunities to meet, the responsibility of 

implementation shifted away from Sarah to Jonas, and in turn, Sarah had to spend more time doing 3D 

modeling and making assets. A smaller issue happened to be that we did not consider who should dress the 

scene for the prototype and we underestimated the time it would take. This turned out to slow down the 
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process somewhat, since it of course also gave way to some disagreement about placement and use of the 

assets we made.  

On top of this, we experienced more technical difficulties with the lighting and with the 

implementation of the animation cycle for the Janitor than we had expected. Originally we wanted the Janitor 

with a limp to express his age and how his work had worn him out. His animation was made with the limp 

but during the implementation, the avatar looked like it was sliding across a slippery floor. A lot of time went 

into trying to make the limping animation work but it was not helping, so we needed to make a decision to 

remove the limp and just give the Janitor a more generic, slow-walking animation.  

Project management, workflow and resources  

Arendse was appointed project manager. The role of a project manager in a production this size is less about 

budgeting and communication to other departments as it is time management, workflow maintenance, and 

helping solving production-related issues (Fullerton 2014: 387). This meant setting up a Slack channel where 

we have communicated as well as a Trello board, where Arendse would create tasks with responsible people 

as well as deadlines. Both Slack and Trello came in handy as due to conflicting schedules, it was difficult for 

us to meet up at a regular, dedicated time slot each week. Instead of meeting up all of us, we would meet up 

in pairs to work on our dedicated areas. This means that e.g. Jonas and Kristian would work independently 

with the Unity project and Sarah and Arendse would work independently on lore writing. To avoid 

bottlenecks where the whole team is waiting for one person to finish their work on which everyone else’s 

work depends, we would use Trello to create visible deadlines so everyone knew when to expect what. Along 

with this, all assets, images and writing were uploaded to a shared Google Drive as to give everyone access 

to everything as soon as it was ready.  

This workflow turned out to have both pros and cons. On the positive side this workflow allowed us 

the freedom to plan our own workdays and allocate time as we personally saw fit, which ultimately led to 

getting more things done. On the contrary, when working almost solely independently and communicating 

primarily over text, there is a greater risk of miscommunication and misunderstandings. This was particularly 

an issue in the translation between concept and implementation. On several occasions, elements would be 

implemented, unforeseen technical problems would arise and a creative solution would be taken that would 

draw the whole project in a different direction that intended through the written lore.  

    One example of this is in the creation of the Janitor’s room. We had some difficulties with getting the room 

properly lit. From the small light sources we had in the shape of candles, the player was not able to even 

really see the room. To try and combat this unintended darkness, two screens were added to the back walls. 



10 
 

The screens showed a live feed of the golden room and of the dome so the Janitor would be able to see when 

the rooms were free for him to enter, while also having the added bonus of lighting up his small room 

properly. These screens, however, fit rather poorly with the surrounding world which had an emphasis on 

the steampunk, retro-pocalypse feel, where the inhabitants only communicate by written letters, listen to 

music through an old gramophone and the blue sky hand painted on the dome walls. After discovering this 

discrepancy, we came to a different solution to the lighting problem. Instead of using the intended realistic 

lighting, that we use in the other rooms, we created an artificial “stage” lighting with no source and that does 

not cast any shadow. Had we met up face-to-face more often and worked together more closely, these 

problems might have not arisen as frequently and we could have saved some time and hard work.  

Challenges of the development process 

Most of the challenges we have faced during the development process have had to do with either time 

management or communication. We intentionally began producing the prototype early on in the process to 

ensure that even though there might be unforeseen hindrances later on in the process, we would have the 

time to recover. This turned out to be a good decision, as jobs opportunities and other course work slowed 

us down in the second half of the project. One foundational challenge that was not very clear during the 

process, but which in retrospect turned out to have notable consequences, was how we chose to group up 

the four of us before having discussed what our visions were for the project. We quickly found out that we 

gravitated towards the same themes, but we likely neglected to consider, that does not necessarily entail 

that we envisioned the same type of game.  

When brainstorming ideas, the four of us created each our own mood board to present to the group. 

These mood board contained ideas for different aspects of the game world, like art style, perspective, colours 

and atmosphere. We subsequently tried to combine these four different mood board into one to serve as a 

collective inspiration and reference source. The issue here was that we did not take this any further. For 

instance, we had some screenshots from different games, but due to conflicting schedules, we never found 

the time to sit down together and actually play these games together. Only seeing a screenshot from a game 

rather than having played it means, that it may be interpreted completely differently. Ideally we should have 

played some games together before even beginning to work on the prototype, or before e.g. deciding on 3D 

rather than 2D, as this decision was made somewhat arbitrarily. Namely some of the games that made use 

of the doll’s house perspective like Beholder or Fallout Shelter would have been relevant to see not just in 

static screenshots but in motion. But since that was not the case, when we agreed on making the prototype 

perspective “doll house”, that was interpreted differently. This resulted in the prototype instead having a 
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side view with a cinematic fixed camera akin to that of Inside (Play Dead 2016), rather than having the free 

movement and zoomable camera that characterizes the doll house perspective. This is not necessarily worse, 

but it is undeniably different than the initial concept and creates a different kind of atmosphere.  

This type of miscommunication may also stem from the lack of documentation on the project 

manager’s part. Writing a clear and summary from every meeting, especially in the beginning of the process, 

might have served to cement exactly what things we agreed on, and what thing that were mere suggested 

but not necessarily agreed on. In the end, the unclear notes from the meetings and reliance on oral 

agreements have likely also contributed to the general misconceptions which served to pull the end result in 

several different directions.  

Future development 

In terms of gameplay for Nebraska 99, we imagine a narrative-driven strategy adventure in the vein of Papers, 

Please (3909 LLC 2013), This War of Mine (11 Bit Studios 2013), Beholder (Wamp Lamp Games 2016) or This 

Is The Police (Weappy Studios 2016).  One of the core gameplay elements would be balancing the time and 

attention you give to your job as janitor to maintain the building, and to the murder mystery that you are 

trying to get to the bottom of.  

Since Nebraska 99 is a money-less universe, we will need a different type of currency. Other than 

time management, this could be a setting of the Janitor being almost at the age of retirement, but he must 

finish the last days of duties flawlessly to earn a decent pension life. Another gameplay element that this 

type of game easily incorporates is that of ‘choice and consequence’. If the player chooses to e.g. do their 

assigned job of fixing a broken water pipe, they will get in trouble with the employer, The Cobalt Corporation, 

but they will deny the gardener who cut the hole in the water pipe the extra drinking water he desperately 

tried to gather in secret. This narrative could be kicked off with the player being introduced to the Janitor 

through the menial tasks he has to do day in and day out. Something would disrupt the daily in and outs, like 

finding clear evidence of a murder. After this, the general gameplay would be uncovering this mystery and 

bringing forth justice while still fulfilling the duties that fall upon a janitor.  

Had we had some more time for this project, we would have liked to worked on creating other 

characters besides the Janitor. We would have created models for the High Ranking Citizens and for other 

Low Ranking Citizens and have them occupy a bigger space. Some smaller additions, that we considered 

adding but had to cut due to time constraints and in regards to the scope of the project, are adding some UI 

elements and enabling the Janitor to interact with objects in the environment as well as giving him unique 

animations for different actions like sweeping the floor and activating the elevator. This would have made a 
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tremendous difference for how “game-like” the prototype would feel. We did, however, produce concept 

art and write lore for many of these things, which is displayed in the art bible. 

 

Final reflections 

Lastly, some final reflections on what we would have collectively liked to have done differently. All in all, we 

could have likely obviated many of our hardships by insisting on a more regular meeting schedule with some 

tighter and more concrete deadlines. This was the initial intention of using Trello, but it ended up somewhat 

dissolving and not being taken seriously when we were under pressure to meet deadlines. Meeting and 

working together rather than working separately from home would have helped in assuring that nobody 

wasted time on making or writing things, that we would end up not needing. Being more clear about our 

inspirations and playing some games together to get a common set of references in the beginning of the 

process might have also helped us prevent some misunderstandings internally.  

    If we were to go through this development process again, we might also reconsider the flat, democratic 

structure. Even though it was intended to let everyone influence the concept equally, it was at times an issue 

that we did not have someone to call the shots properly in the creative process. A product owner or a creative 

director might have eased the workflow some, so we all knew who to answer to, and who had the power to 

approve or reject both ideas.  
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Appendix 

Gun Asset: 

https://www.assetstore.unity3d.com/en/#!/content/19743 

(Retrieved June 12th 2017). 

  

Various Textures:  

http://seamless-pixels.blogspot.dk/p/free-seamless-marble-textures.html 

(Retrieved June 26th 2017).  
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