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Game Type & Setting

This is an adventure game in which you solve puzzles with a point-and-click interface.  A significant portion of the game will be spent escaping and otherwise moving about a modern college dormitory.  Your character will be able to influence background music by changing settings of computers, cd-players, and other such in-game objects.  
The Main Character

You play as a creature of some kind that is about 18 inches tall (it may be a gremlin, leprechaun, or a large toy – I have not yet decided, though I prefer the gremlin.  A toy gremlin also has its appeal).  You cannot reach doorknobs and therefore have considerable trouble opening doors; similarly, you are too weak to move furniture.  

You are bound to a certain human student, hereafter referred to as “the host.”  When this student is asleep, you are awake.  When the host awakens, you fall asleep wherever you are.  There will be a way to transfer this bond to another host (perhaps by biting the new host, or giving them an item).  
The player will not have to track the Foot-and-a-Half’s hunger or injuries as this is simply tiresome in an adventure game format.  However, there will be certain monitors always on-screen that may aid in certain puzzles (and jokes): something will indicate what an area smells like; something will indicate whether humans are likely to find the player in an area (possibly certain smells); and something may indicate the character’s mood.  
Your actions will consist of: “Go to” (walk, climb, jump); “Talk to;” “Pick up” small objects because your inventory will be limited to what you can wear or carry; “Drop” an object in your inventory; “Activate” an item; “Use” an item on another object; “Move” is a universal push/pull command and certain objects may request more specific commands; “Wait” a yet-to-be-determined amount of time to see if anything happens; and finally “Teeth” which bites, eats, or chews something.  
Only drunks can see you, sober people do not.  

Student NPCs

The students will be as dynamic as possible, much more than the main character.  Many puzzles will need to be solved by manipulating these people.  Your character will be indirectly able to influence the academic performances, fatigue, social lives, and health of the students in the dorm.  You will not be allowed to kill any of the students.  Small furry mammals are another matter.  For example, eating somebody’s homework will influence his academics and sleeping schedule.  Other effects will be long-term and not immediately important, though they may impact plot.  Several easter eggs will be incorporated in this way.  
Time

Many puzzles will require doing things at certain times of the day, on certain days of the week, or simply allowing a night to elapse before taking further action.  For this reason, the game will have in-game time and calendar which will be reflected more or less accurately by clocks and calendars in the game.  Similarly, there will either be a map-function integral to the interface or maps littered throughout the game world.  To aid the player with each puzzle, the Foot-and-a-Half may keep a weblog of his exploits online, which he can access from any computer (which should help the player greatly, since computers are widely accessible in a dorm).  
Play

Example Puzzles:  

One puzzle will require using a slingshot to flip a switch that is out of reach (possibly elevator buttons).  Another will require stowing away in the bag of a student who has been made tired enough to fall asleep during lecture, so that you can move to another person’s backpack.  


I have not decided on any plot as of yet.  This is not critical; much of the game’s value should come in the ability to manipulate NPCs you (almost) never directly interact with.  
