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CROOKS      
POLITICAL SCIENCE IN ACTION 

 
A SNACKTIME PRODUCTION 

SHEILA PORTER, LEAD DESIGNER 
 

 SnackTime Studios is proud to present Crooks, a revolutionary concept putting a new spin on the typical 

stealth game by incorporating elements from mystery games and point-and-click adventures.  Crooks will also 

introduce the groundbreaking new Reputation-Relationship System for modeling player-NPC relationships. 

 

 Set in 2030 among the political offices of Washington, DC, Crooks revolves around political intrigue and 

scandal.  Future technology, modern political games, and classic underhandedness abound in the Senate, and it 

is the player's job to utilize all three to get the information they need to expose dirty dealings.  Their actions both 

above and below the table will contribute to their character's Reputation, making it either easier or harder to ask 

for favors or gain access to offices.  In short, the player's goal is to subvert the system by working within it. 

 

 Crooks also tells a deep, intelligent story full of secrets, questioned loyalties, double-dealings, betrayals, 

and twists of every nature.  The more information the player collects, the more they learn about the political 

machinations taking place all around them.  If they uncover enough, they might discover that things are much 

worse than they thought. 

 

 Crooks constantly presents the player with a difficult question: In the fight to end corruption, how corrupt 

will you let yourself become? 

AN IMPORTANT NOTE 
 Crooks is not intended to have any political or partisan bias whatsoever.  SnackTime Studios is not 

aiming to promote any political agenda; we just want to make a fun game.  While it will be extremely difficult to 

avoid any slant whatsoever, we will do everything we can to ensure that Crooks is the closest thing to “politically 

neutral” that a game like this can be.  The last thing we need is to lose all chance of selling to members of 

Political Group X because they feel insulted. 

 

 To that end, we have made several decisions that will hopefully make the game seem fictional enough 

while still setting it in the real world.  Crooks takes place twenty years in the future.  The names of the major 

political parties have been changed (we now have Republocrats and Demoblicans) and their stances on issues 

and policy will be spoken about in the loosest terms possible.  No real-world political figures will be featured as 

characters, and we will mention current political issues only when necessary. 
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BUSINESS 
 Crooks is a single-player game intended to be released for the PC initially, though SnackTime Studios 

anticipates a console port if we reach our sales goal.  Our audience will be almost exclusively limited to 

Americans, since they will most easily identify with the political atmosphere within their own government, though 

international sales could be surprisingly high if we emphasize the exotic drama. 

 

 Based on the content, which will include vulgar language and sexual themes, we expect the ESRB to 

give Crooks a rating of Teen.  This should not affect our sales greatly, since Crooks will mostly apply to 

intellectual players, and teens younger than fifteen years or so will probably not be attracted to the game.  In 

addition, Crooks is a nonviolent, thought-intensive game, which should appeal to traditionally non-gaming 

demographics.  At the same time, the stakes are high enough that the hardcore players will still find the 

suspense they crave. 

 

 SnackTime Studios expects to require a budget of $10 million, including a political consultant to ensure 

both accuracy and neutrality.  We plan on 24 to 36 months of production, which will perfectly position us for a 

Holiday 2010 PC release.  We expect to sell 200,000 copies within the first six months.  If sales look promising, 

we hope to quickly begin work on ports for the Xbox360, the PlayStation3 and the Wii, and have them ready to 

ship six months or less after the initial release. 

 

 We at SnackTime Studios believe that Crooks has great potential for at least one sequel, based on the 

fact that politics are constantly changing, and some things about government will never change.  More corruption 

can always be found, and more advanced technology can be developed to hide or expose it.   

STORY 
 The player takes on the role of Samuel Goldberg, a former CIA agent with covert experience who had 

left that line of work and was quietly and peacefully serving as Demoblican Senator of Minnesota until yesterday.  

That's when he was approached by friend and fellow Demoblican Senator Joseph Martinez of California and 

asked to help expose the powerful but crooked Senator Jennifer Tammany, a Republocrat from New York, before 

the election in six months. 

 

 Martinez has information from several reliable sources that Tammany is doing a lot under the table – 

taking bribes, paying out bribes, and perhaps even having an affair, among having other unspecified less-than-

legal pastimes.  It also seems like some of her fellow Republocrats might be involved in similar dealings.  

Unfortunately, his information was obtained in... unusual ways, so it isn't exactly admissible in court.  He needs 

someone to gather enough evidence that could have plausibly been acquired through legal methods before he 

can call for an investigation, but he's in the public eye too much to do it himself.  He'll take care of fabricating 
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sources; he just needs Sam to dig up as much dirt as he can.  The more evidence, the stronger the case against 

Tammany. 

 

 Working with his old CIA contacts, Sam will use a blend of advanced technology, old-fashioned political 

manipulation, and tried-and-true stealth tactics to dig up dirt on the Senator Tammany and her friends.  But this is  

incredibly high-risk work – even the slightest suspicion about Sam's activities could cause the next Watergate 

scandal, destroying trust in the Demoblican Party and costing them huge numbers of votes in the upcoming 

election. 

 

GAMEPLAY 
 Sam needs evidence – as much as he can get, and as fast as he can get it.  He must search through 

many different locations, talk to many different people, and employ many different skills to find what he's looking 

for.  This search and the wide number of ways to accomplish it make up the core of Crooks' gameplay.  At the 

same time, it is vital that Sam do everything he can to allay suspicion.  Crooks' Reputation system keeps track of 

how other characters feel about Sam, what he's doing, how he's doing it, and how likely they are to report it. 

 

 “Finding evidence” is a very open-ended goal, and intentionally so.  There are many different ways 

players could go about it, and it is hoped that each will develop their own play style.  As long as they gather 

enough proof to make a case, they can go about it any way they want.  It will be quite possible for Sam to 

expose Senator Tammany without breaking a single law, though it certainly won't be easy.  Sam could choose to 

work solely by befriending other legislators, or only by forcing his way into offices at night, or doing anything and 

everything in between.  Sam might even find himself becoming more corrupt than his opponents if he's not 

careful – and the more opponents, the better.  His primary goal is to expose Tammany, but a little extra digging 

could lead to information about other corrupt politicians, some of whom he never would have suspected... 

 

 At the end of the six months before the election, Sam will assemble all the evidence he's acquired and 

decide what actions he can take based on what he has to work with.  The evidence he's collected will determine 

who he can expose, and the player will decide what to do.  This choice determines which of several game 

endings will take place. 

MOVEMENT 
 Crooks is a third-person game taking place within famous government buildings, notably the Capitol, and 

the surrounding parts of Washington, DC.  The player controls Sam with the WASD keys, allowing easy 

navigation of streets and offices.   

 

 The player can switch between three separate movement modes by hitting the 1, 2, and 3 keys.  The 

default mode is Strolling, a dignified but brisk walk that appears completely innocent.  Sprinting, the second 



All content © 2008 SnackTime Studios.  Proprietary & Confidential. 

mode, speeds Sam up for a limited amount of time but is loud and obvious, drawing a lot of unwanted attention.  

The third mode, Sneaking, is slower, quieter, and harder to detect, and gives him the ability to quickly duck 

behind objects to avoid detection.   

 

 Choosing the appropriate movement mode for a situation is vital for Sam's success.  A character who 

sees Sam running frantically will be suspicious, a character who notices him cowering behind a potted plant will 

realize he must be up to something, and a character who catches Sam comfortably wandering an area he 

shouldn't be in will almost certainly call security, or at least start asking uncomfortable questions. 

 

SHADY BUSINESS 
 While it might be more generally accepted by the public if Sam went the legal route in digging up dirt on 

Senator Tammany, it's a very slow process, and he only has six months.  It's almost required that he take 

advantage of the things he learned and the contacts he made during his days with the CIA. 

 

 Sam's years of experience in covert operations make him perfect for this job, and it's why Senator 

Martinez initially approached him.  He kept a lot of skills and phone numbers that will let him get what he needs 

without ever giving the public a chance to disapprove. 

 

Breaking and Entering 
 Sam has no qualms about getting into rooms and buildings he has no business being in – as long as he 

doesn't get caught.  Offices within the Capitol are a great place to find the evidence Senator Martinez needs to 

make a case.  The closer the owner of an office is to Senator Tammany, the harder it will be to infiltrate.  Sam will 

have to get into her aides' and partners' offices first, to learn more about what she's up to and the precautions 

she's taken. 

 

 Sam can try to sneak into an office either during the day or at night, and each has its distinct advantages 

and disadvantages.  Security is generally lighter during the day, since people come in and out regularly, but there 

is therefore a greater chance of someone spotting him.  Fewer people are around at night, but security systems 

are fully activated. 

 

 The few mechanical locks still in use these days can be easily picked with a little time, but the more 

common computerized access panels are a bit trickier to get around.  They require an administrator password to 

get through.  Passwords can be obtained in one of two ways, though you'll need help with both of them. 

 

 Security cameras must be spotted by the player and dealt with.  When Sam enters an area containing 

one or more cameras, a subtle whirring sound effect serves as a warning.  Players will need to stay on their toes 

if they want to be sure that they'll notice it.  Cameras are often hidden, though, and the player needs to discover 

their exact location before Sam can do anything about them. 
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 Once Sam gets into an office, he can begin to look for evidence.  Searching through desks, file cabinets, 

and hard drives could yield information that the public would find fascinating.  A more detailed search of the 

rooms might yield even better prizes, such as hidden safes or other such sneaky hiding places.   

 

 To search an item or area, the player clicks on it and chooses the “Search” option from the context menu 

that will appear.  Sam will then begin to automatically look through it.  The player doesn't know how long it will 

take to search it thoroughly, but a “Cover Up” button will appear, giving them the option to stop and hide the 

evidence of their search if they hear or see an approaching witness.  Covering up takes five seconds.  The 

player also has a “Stop!” button available, which will allow them to stop searching immediately.  This takes no 

time, but may leave evidence of Sam's tampering behind to be spotted by an NPC.  Every time Sam finds 

something incriminating, an exclamation point will appear above his head and a small icon depicting what kind of 

evidence it is will be added to a list on one side of the screen.  A sheet of paper indicates a hard copy document 

and a flash drive indicates an electronic file.   

 

 Once the player finds a piece of evidence, they are given the new choice of continuing to look for more 

or recording it immediately by clicking on its icon at any time during the search.  It's much more efficient to 

search without stopping and then record everything at once, so that way the player will make better use of their 

limited time, but they run the risk of losing everything if they need to abandon their search unexpectedly.  Hard 

copy documents take three seconds to record and electronic files take one, though hard copies are stronger 

evidence in court.  When Sam is done searching an area, a white glowing circle will appear above his head and 

he will automatically start recording items in the order he found them.  The player can change this order by 

clicking on items.  Sam will then record them in the order in which they were clicked until he reaches the end of 

the player's input, and then he will revert to the previous order to record any items he hasn't gotten already. 

 

 Essentially, the more time Sam has, the better a search he can make. The amount of time he has to 

search, however, is the same as how much time he has before the next security patrol or authorized personnel 

member comes along.  If he times it wrong, he'll find himself in a situation that'll be very hard to talk his way out 

of, or he may wind up desperately trying to hide or sneak out right under the noses of watchful NPCs ready to 

call the media with the hottest story since 1972.  To make it worse, if Sam was interrupted in the middle of 

searching and still managed to hide, the office might look disturbed, and someone could pull the alarm, bringing 

security guards to the area and making escape even more difficult. 

 

Technology 
 Security technology has made many advances by 2030.  This is a problem for Sam, since there are now 

more obstacles to overcome.  However, if he does things right, he can use the same technology to give himself 

an advantage.  To pull it off, he'll need to get a lot of help from Eddie “Fritz” Fitzgerald, a tech genius Sam 

became good friends with during his CIA days.  Senator Martinez is willing to reimburse Fritz for any expenses 

incurred, so he's having a ball finding the best and most expensive tools to toss Sam's way. 
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 The first thing Sam gets his his hands on is the iBandit, a prototype handheld from Orange Computers 

that Fritz swears was acquired legally.  It is about the size of a deck of cards, but is half as thick and weighs half 

as much.  This base model iBandit functions as  a combination cell phone/camera//audio recorder/portable 100 

GB hard drive/scanner/internet portal.  Fritz has also rigged a handy little four-ounce gadget that clips onto the 

iBandit and runs off USB power: a weak, directional EMP emitter that is just strong enough to take out a security 

camera from thirty feet.  It also came with a Bluetooth headset, complete with filtering microphone and integrated 

infra-red camera for night vision.  Sam will find all the the iBandit's capabilities very useful as he sneaks through 

the capitol, dodging security while hunting for and recording evidence. 

 

 Whenever Sam is reliving his covert operations days, Fritz is with him, keeping in contact through the 

iBandit's headset.  Fritz will be able to provide live support, especially when it comes to cracking passwords.  

Sam just needs to wire his iBandit to any computerized access panel to let Fritz get to work.   Cracking a 

password takes valuable time, however, and Sam is rather exposed while the program is running.  Higher-

security areas will have additional security programs running, costing Sam even more time and leaving him 

vulnerable for longer.  Fritz will also need to hack password-protected computers before Sam can search their 

contents. 

 

 The iBandit isn't the only toy Sam gets to play with, though.  Ed has provided him with some advanced 

and virtually undetectable keylogging and correspondence-monitoring software, which only takes seven seconds 

to install on any computer.  Sam also has a handy case full of wireless pinpoint cameras and phone taps, which 

he became very good at using during his days at the CIA.  A phone tap takes four seconds to set up; a camera 

takes five.  All of these surveillance devices will constantly transmit to Fritz, who will keep a careful eye on it and 

notify Sam the moment any developments arise. 

 

Tailing 
 One of the best ways for Sam to discredit Senator Tammany or her associates will be to catch them in 

the act, preferably on camera.  Not only is it quite decisive evidence, but Sam could believably say he just 

happened to be passing by and heard something that made him suspicious.  After gathering enough intelligence, 

or just to follow a hunch, the player can choose to have Sam discreetly follow another politician and take a peek 

at what they're up to. 

 

 This is where all of Sam's devious skills come into play.  The player will have to be careful of how  Sam 

is  moving:  he should avoid being seen, but he'd better not be Sprinting or Sneaking if he does get spotted.  

While his quarry is moving, Sam needs to stay far enough behind that he won't be noticed but close enough that 

he won't lose them.  Once they reach their destination, he will need to get close enough to record them with his 

iBandit without being noticed.  Video or audio alone is good, but both are even better. 

 

 Sam can't let his guard down after he gets what he needs, however; if he is caught as he makes his 
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escape, the fact that he possesses the recordings he has made could be easily twisted by Tammany and her 

supporters, and it might just be enough to trigger the political repercussions and media frenzy he's been trying 

so hard to avoid. 

 

THE REPUTATION-RELATIONSHIP SYSTEM 

Reputations 
 In a place like Washington, reputation is everything.  It's built up over years of work and experience, and 

people who have never met you will judge you based on it.  If you want to succeed in politics, you'd better 

cultivate yours carefully. 

 

 Crooks uses a unique system for Reputations that dynamically keeps track of how NPC politicians see 

Sam – and  how they see each other – based on actions and events within the game.  Reputation is split up into 

two parts: Credibility, which covers experience and actions, and Personality, which describes people skills.  Each 

of these are further split into four Aspects, each of which is a scale between two extremes.  The Credibility 

Aspects are Performance, Honesty, Consistency, and Personal Life.  The Personality Aspects are Reliability, 

Approachability, Demeanor, and Ruthlessness.  Every major decision Sam makes contributes to how other 

politicians see him – and how they are willing to interact with him. 

 

 Sam's aides serve as his extra eyes and ears around Washington.  They hear the gossip that no one 

would ever say to Sam's face, so they are an invaluable resource for him.  The player can check on Sam's 

Reputation at any time by returning to his office and asking his aides to relay what they're hearing about him.  

Sam can also ask about the Reputations of other politicians to get a feel for what sort of people they are before 

approaching them.  This is vital when the player wants to get help from an NPC, since their Reputation will 

indicate how willing they might be to help Sam.   If studied carefully, it can also give hints about the best way to 

get that help – for example, someone with a very friendly Demeanor might respond well to a dinner and drinks 

invitation, while someone who is far on the forgiving side of Ruthlessness may have great distaste for anyone 

who is known for seeking revenge. 

 

 When Sam inquires about anyone's Reputation, the player is presented with a Reputation Report, a 

screen showing each of the eight Reputation Aspects grouped under Personality or Credibility and represented 

by a slider bar.  A mockup of a sample Reputation Report for Sam is shown below: 
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 It is obvious here that the star sliders for each Aspect in Sam's Reputation are clearly defined.  This will 

always happen when Sam wants to know about himself, since his aides are naturally close to many sources of 

information about him.  However, when he is asking about other characters, this may not always be the case.  If 

Sam is asking about a politician he doesn't know well or doesn't interact with, the sliders will be elongated and 

blurred.  This makes it difficult to discern what this person is really like.  The more Sam interacts with a politician 

or their closest friends, the more he and his aides know about them, so the more accurate the Reputation Report 

becomes.  It therefore becomes important for players to get a feel for other politicians before approaching them 

about the Senator Tammany problem, just as it would be in real life. 

 

Relationships 
 It's often said that, in politics, it's not what you know – it's who you know.  Shaking hands and making 

friends is a tried-and-true way to get things done in Washington.  Personal friends and political allies alike will be 

a great help to Sam while he's looking for the evidence he needs.  They have connections to people and access 

to places, and can sometimes pull strings when Sam needs certain things to happen. 

 

 Unfortunately, no one can make friends in Washington instantly.  Sam will need to spend time cozying up 

to politicians, getting to know them, and perhaps even doing them the occasional favor before he can win their 

approval and the assistance that comes with it. 



All content © 2008 SnackTime Studios.  Proprietary & Confidential. 

 

 Every NPC politician has their own feelings about Sam and about each other which define how they 

interact with those around them.  These Relationships are comprised of two parts, Professional and Personal, 

each of which are simply represented by a number between -100 and 100.  Positive numbers indicate positive 

feelings about the person, while negative feelings indicate the opposite.  Zero is neutral, and the farther the 

number is from zero, the stronger the feelings.  Relationships are represented by a pair of small horizontal bar 

graphs; bars to the right are positive, and bars to the left are negative. 

 

 Relationships will obviously change as Sam and other characters go through their lives and events take 

place.  Inviting a fellow Senator to a game of golf is a good way to improve the Personal side of your 

Relationship, while being on a committee that sees a lot of success together could strengthen the Professional 

one. 

 

 Every time Sam talks to another politician in person or on the phone, the graph of their Relationship will 

appear in the corner of the screen.  Relationships may change during the course of conversations due to the 

subjects being discussed.  When this happens, a sound effect will play and an animated addition or subtraction 

sign will briefly appear as the graph modifies itself.  If Sam can get close enough to hear a conversation between 

two NPCs without disrupting it, the graph of their Relationship will hover above their heads, indicating how they 

feel about each other.  Sam can also directly ask an NPC how they feel about another character.  Sam will then 

be presented by their Relationship Graph as the NPC gives a brief verbal explanation of how they feel about that 

person and why. 

 

 Relationships can be taken to many extremes, providing numerous ways for Sam to get what he needs.   

They will be invaluable to him, as other politicians will have access to things he needs, including administrator 

passwords for the computerized security systems.  Two politicians can be best friends but clash drastically in the 

world of politics, or they may hate each other but get amazing results when working together.  Sam can even 

attempt to have an affair with another politician to secure their trust and gain their help.  Since Sam is married, 

however, this has its own risks attached – you can’t afford that kind of media attention when you’re busy 

breaking the law. 

 

Mutual Dependence 
 As in the real world, Reputation and Relationships in Crooks constantly affect each other.  Characters 

will be wary of working or becoming friends with people whose Reputations are very different from their own, and 

this strained trust may greatly harm a Relationship.  At the same time, Reputations are often colored by who a 

person keeps company with, so a devious person who makes many trustworthy friends may appear to lean more 

on the honorable side of Honesty than he really.  Having an affair can earn you some favors, but could quite 

easily nudge your Personal Life far to the scandalous and getting you attention you can’t afford when you’re 

busy breaking the law. 
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 This makes it vital for players to keep a careful eye on both their Reputations and Relationships.  

Learning the best way to manipulate the Reputation-Relationship System – and therefore the other characters – 

is a key part of working your way through Washington and exposing Tammany for the crook she really is. 

 

WHAT SAM DOESN'T KNOW 
 Sam became involved in this fight against corruption at the specific request of Senator Martinez.  Sam 

thinks that a combination of a sense of justice and party politics moved Martinez to begin working against 

Tammany, but if he uncovers enough evidence by the end of the six-month period, he'll realize the truth. 

 

 Senator Jennifer Tammany is involved in a whole gamut of illegal and scandalous activities.  She is 

taking bribes from public interest groups and foreign nations to push contracts their way.  She is also covering up 

for government contractors who are violating business law, and having an affair with the CEO of one of those 

contractors.  Many of her close friends in politics are engaged in similar practices.  The more of this that Sam 

uncovers, the more successful the investigation at the end of the game will be, and the better the ending will turn 

out. 

 

 However, if Sam uncovers enough evidence, he will discover that Senator Martinez is, in fact, the most 

corrupt official in the Senate – he just hides it much better than Tammany.  He is even working with Tammany on 

some of her scams.  He plans to double-cross Tammany and use her a scapegoat – he will throw in front of the 

media and paint himself as the great hero of justice.  If Sam will then be forced to decide what to do – should he 

focus on Tammany's conviction, which he'll be able to pull off, or should he try to collect evidence of Martinez's 

dealings without letting Martinez realize what he's doing?  Martinez will be an even harder target to investigate, 

since his security is better and he already knows what Sam is capable of.  He's also paying Sam’s tech supplier 

and supporter.  Worse yet, he's been a personal friend of Sam's for years.  It isn't easy to turn in a friend, no 

matter how much they may deserve it. 

 

 Players who successfully expose Martinez, however, receive the most satisfactory ending of the game.  

If Sam had uncovered just Tammany, Martinez would have gotten all the credit so that Sam's involvement could 

be more easily hidden – if he was in the media spotlight, it would only be a matter of time until his activities 

would be scrutinized.  If Sam uncovers Martinez, however, he is catapulted into the public eye and revered as 

the savior of democracy.  Imagine what a politician could do with backing like that... 
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CLOSING REMARKS 
 Crooks has unique potential for both your company and the industry as a whole.  As a nonviolent game 

that still builds considerable tension, it will appeal to both gamers and non-gamers.  Its thoughtful nature and 

moral questions will present intellectual players with intriguing dilemmas, and its realistic treatment of human 

relationships and interaction provide new challenges that players have never seen before.  What's more, its 

focus on real-world issues like government corruption could help the general public take games more seriously 

as an art form, leading to the advancement of the entire industry. 

 

 We at SnackTime Studios sincerely hope that you take the time to consider Crooks as an addition to 

your product line and as both a long-and short-term investment in your success. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


