Entrepreneur: The Beginning

The Instruction Guide
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About:

Entrepreneur: The Beginning was originally created for the 2009 8-Bit Contest hosted by Meatballsub, and serves as the prequel to a game I had in my head for two years called Entrepreneur: The Perfect Frappuccino. The contest theme is the eighties, and that’s perfect because I never left the eighties and have wanted to make an eighties based game for awhile now.

Like my other games, this game picks on pop culture a bit. Bonus points go to those who can figure out which cultural references I’m picking on.

Versions:

Version 1.0 released June 7th, 2009.

This version has some lingering bugs, including a “Division by Zero” warning when customer service score drops to zero, and a “script interpreter overload error” whenever the player attempts to fix a broken object. Neither bug disrupts gameplay, but the messages can be irritating. Will fix both of these for the next update. I also never got to thoroughly test sandwich and soda orders. I think they work, but no one ever ordered them when I actually had them supplied. Please let me know if they break (or if they don’t).

Version 1.1 released June 14th, 2009.

This version fixes the problems that machine repairs inherently had, like swapping the list of fixed and broken items in the pawn shop menu and overloading the interpreter. Removed an extraneous script, repositioned the tags that called the repaired items in the pawn shop menu, and now everything works fine. Also fixed a bug where tools only showed up in your inventory if you acquired them through unsavory means and not actually through buying them.

Also sifted through the customer service bugs and I’m pretty sure I got most of them. Due to a problem in my “coffee addiction sorter,” the script was only calling a certain window of customers to show each day. Once they dipped below that margin, the script stopped calling them. Which explains why people stopped showing up after the third or fourth day. Anyway, that’s fixed. Also fixed several errors with the coffee critic including the inability to call him in “Move Along” and an error in coffee judgment where he judged on the quality of the brew and not the coffee in hand. Also ensured that he disappeared with the rest of the guests at the end of the day in case he’s still in line when the day changes. And as far as I know, the “Division by Zero” errors are gone.

Changes to gameplay include the addition of a “dash key,” which, due to performance issues, requires the player to manually toggle its availability. Can be toggled from the main menu and is used by holding the “Left Shift” key. Also, implemented by popular demand, the game now directs the player to the pavilion so that there’s no confusion on what to do or where to go once things get started. I also finished the ceramic cup feature (though, this may still be buggy, as people can go home with it if they still linger at the end of the day with it in hand—will fix for the next version). And finally, the mailbox has accessibility for all 60 days. Letters from Jennifer change depending on job performance. 

Other Info:

Consult the included README.TXT for creator information and missing features.

Story:

Buck Star graduated high school and needs a summer job. His girlfriend just left him for the most popular guy at Hybrid High and he wants to win her back. But how? Chet Armstrong keeps picking on him. And Chet is an unstoppable rich kid who can have whatever he wants. How does someone like Buck Star beat Chet at his own game?

Why, he starts his own business; that’s how.
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Game Play:

Entrepreneur: The Beginning is a complicated game at heart. It’s easy to learn, but hard to master, and uses a hybrid system of RPG character-building and business simulation (like a Sid Meier game). Winning the game requires a mix of strategies from saving money to spending it, from checking your customer lists to biting the bullet at the last possible second of the work day, from meeting challenges to forgoing them completely. As an entrepreneur, you can choose your business path, but there are always ways to blow it if you’re not careful. Keep your nose clean, your wallet in check and your friends close, and you might just make it to the end of summer with a reputation worth writing about. But one misstep and Chet Armstrong will walk all over you come end of the season.

Objective:

There are three possible endings to Entrepreneur: The Beginning, with 27 possible entrepreneurial ranks. Each ending and each rank depends on the path you take to shape your character. In the full version, several more endings will become available.

The goal of the game is to buy out Chet Armstrong’s business and humiliate him in front of his friends. To win, you must make $2000 by the end of summer (60 days later), or go broke trying.

Note: This will likely increase to $5000 in the full version when bigger profits are possible.

How to Play:

Since this is not your average RPG, don’t expect to go into it knowing all the rules. There is a built-in help system (called “training”), which you can call upon whenever you visit the “Whipping Shed.” But it’s a general help, so you may want to consult these instructions for additional advice if things get confusing.

Controlling the Hero:

Movements are pretty standard. Press “UP” to move up, “Down” to move down, etc. Press “Enter” or “Space” to activate objects and talk to people. Press “ESC” to call up your main menu. And hold “Left Shift” to run.  

Note: “Dash Key” has to be manually enabled by the player. Due to problems with performance during “Activation” sequences, I had to eliminate it as a built-in feature.

Using Menus:

Menus are the lifeblood of Entrepreneur: The Beginning. To get anywhere in this game, you must understand how to use them. For this section, I will discuss how to read and use your main menu and its subsequent branches.

-Main Menu-
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Selection: Items Menu

By selecting this item, you’ll bring up your catalogue list of coffee equipment, supplies, etc. This menu will tell you everything you have at your disposal. Calls up a submenu.

Selection: Business

This item reports your management attributes like remaining funds, popularity, etc. Calls up a submenu.

Selection: Shopping Cart

This is the traditional items menu, but used in a unique way. Instead of ordering all your stuff at the counter (a la RPGs in general), you load up your shopping cart from the store shelves and bring it to the shopkeeper, where he’ll ring you up (a la real life). Picked up an item you don’t want (or can’t afford)? “Drop” it onto the “SHELF” button.
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Selection: Clock

This gives you a full report on the time of day. It’ll tell you which day it is (1-60), the current cycle (“prep time” or “work time”—or “free time” in the next update), the time of day (day starts at 7am and goes ‘til 5pm—10pm in next update), and how much time is left on the clock before the next cycle change.
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Selection: Coffee Levels

Call this item whenever you need to check the quality of your coffee. The main chart will list the base level quality of each coffee machine (you have up to four) and how many servings are left in each. The secondary chart will only pop up if you have a cup of coffee in your hand and will report all the numbers relating to:

Quality: The overall pleasantness of your current cup of coffee. This is the most important value.

Addictiveness: How much more addicted to coffee your customer will be after drinking this cup.

Comfort: How well the cup itself feels to the customer (admittedly the lamest attribute)

Taste: If your customer will actually like it.
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Selection: Customer List

This report tells you who has visited your shop and what attributes they carry. Will break this menu’s values down later in the manual.

Time Skip:

Allows you to fast forward through the current cycle or the whole day. Isn’t available until Day 2.

Move Along:

Only effective during business hours at the park. This essentially shouts at your customers to keep moving if any of them should stall the line.

Advanced Features:

Special player-controlled features. Right now, only allows player to toggle the availability of the “Dash Key.”

Save, Quit, and Volume:

These are the only OHR staples to remain. “Save” isn’t actually turned on, though. Saving happens automatically at the end of each day.

-Items Menu-
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This menu reports your entire inventory.

“Coffee Equipment” will tell you which coffee machines you own and which ones are plugged into the pavilion’s outlets.

“Coffee Supplies” will report how many bags of coffee powder, stirrers, etc. you own and the quantities of each that remain.

Note: This item is moderately broken. While it does fine reporting what you have, there’s some mysterious force re-supplying quantities at the start of each business day. I’m still hunting down the cause of this bug.
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“Garnishes” will tell you how many creams, sugars, etc. you have in your inventory.

“Side Items” report your sandwiches and sodas.

“Miscellaneous Items” is home to your non-coffee-related items like telephones, tools, etc.

-Business Menu-
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This menu reports all of your personal growth stuff.

“Funds” tells you how much money you have at your disposal. Also tells you how much debt you’re carrying; though, this is an arbitrary value I was experimenting with during early production and isn’t really needed, as the money report will list values in the negative.
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“Persuasion” is the value of your ability to manipulate people. As of now, this only works against shopkeepers. It’s a secret how this is used and calculated.

“Accessibility” is a value that will later report how easy it is for people to shop at your store and will probably serve some additional function, but for now has no meaning. Ignore it.

“Popularity” grows with each successful cup of coffee and each successful ad campaign. This is the second most important value in the game and will gradually shrink if you’re not feeding it. Higher popularity yields faster customer arrivals and (supposedly) more guests in a given workday.

“Reputation” is the value of how ethical you are as a businessman. Doesn’t really affect anything but the ending for now, but will eventually play a larger role in customer service and whether or not you can get a side job.

“Leasing” reports how many days you have left on your pavilion lease before it automatically charges you a renewal, and how many outlets you’re paying for (up to six).
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“Star Report” tells you how many gold stars you’ve earned as an entrepreneur and whether or not you’ve earned the elusive platinum star. Isn’t available until Day 4.

Exploring the Town:
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Hybrid City is a small town lying somewhere between L.A. and Seattle. It has a main downtown area with a fair number of shops and parks and neighborhoods surrounding it on all sides.

For Buck to make any type of progress as an entrepreneur, he must know what the town offers.

-Whipping Shed-
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Buck is a bit green in business, but has a trusted mentor willing to help him with sage advice. If you need a quick answer about something you don’t understand, visit the “Whipping Shed” for some help.

-Downtown-
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Hybrid City’s central region. As the future draws nearer, Buck will have the opportunity to interact with pedestrians, shoppers, and lost members of the OHR community. And each day will bring him a new combination of people to talk to.

But for now the people are missing and all he can do is to enter shops, examine shop doors, and search trashcans.

Once he buys fliers or posters from the Ad Hut, he can also post things onto trees and park benches.

He can also access his own street and North Park from this area. Other areas will open up in the full version.

-Shop Down the Street (and other stores)-
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This is where Buck buys his coffee equipment, supplies, garnishes, side items, and miscellaneous items. Each store has a general specialty, and it’s up to you to figure out which store is best suited for what.

When you talk to a shopkeeper, you’re given two options: to “Shop” or to “Chat.” When you choose “Shop,” you’re telling the shopkeeper that you’re ready to check out. When you choose “Chat,” you’re given the option to talk about Business or Life. Chatting is good for general advice, but it doesn’t earn you popularity.

When you choose “Shop,” you’re essentially handing over your “Shopping Cart” to the shopkeeper and he’ll ring up each item and its quantity. Then one of two things will happen: you’ll either have enough money to buy it, or you won’t. If you don’t have enough, you’re expected (unless you have another plan in mind) to put the item back onto the shelf.

So how do you put the item back onto the shelf? First you must take it off the shelf. Whenever you approach a shelf or a refrigeration bay, you’re given a brief description of the item you’re looking at and the option to “Take” or “Leave” it. If you leave it, you leave it. But if you take it, you add it to your shopping cart (by first typing in a quantity via your number pad).
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Keep in mind, putting it in your shopping cart doesn’t commit you to the purchase. It just gives you the right to purchase it. If you decide you don’t want it or can’t afford it, then open up the “Shopping Cart” menu, select the item you no longer want, and drop it onto the “Shelf” box. 

Now, sometimes you might get careless (or think you’re slick) and try to leave the store with the groceries still in your basket. Fortunately, Buck Star has a conscience and he’ll remind you that he still has stuff in his cart. It’s up to you then to decide how to take care of it.

Just be aware that he’ll never leave the store until the items in his shopping cart have been taken care of.

-North Park-
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This is where Buck makes his living (if he takes the main path). While there isn’t much to do in the park itself, there is plenty to do inside the pavilion.

After Buck talks to the Lease Agent, he’ll be given the opportunity to claim the pavilion for his own business. From there, he must build his coffee shop from the ground up.

On the first day, he won’t have much of anything. At best, he might have a stack of filters and some old powder he gathered from the trash. But nothing to really make his coffee shine. And that’s okay in the beginning. The Lease Agent understands that no one will be perfect right out the gate. But it will be Buck’s responsibility to manage the shop and its supplies on a regular basis. And for that he needs to know how it works.
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The pavilion has seven tables, three supply trays, a cash register, a serving tray, a menu (which isn’t implemented yet) and a sink.

The Tables: Touch these to install your coffee equipment. Buck will automatically choose which machine goes where.

The Trays: Whether you have supplies in hand or not, Buck will lay down a template for where each item set will go onto the counter. Each tray is divided by garnish, supply items, and serving items.
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The Cash Register: This is where you field your customer demands. If someone comes up wishing for a mid-level coffee with garnish, this is where you’ll uncover that desire.

The Serving Tray: Once you take the order, the customer will slide over to the serving tray. This is where you’ll deliver the order.

The Menu: Not yet available.

The Sink: Have dirty dishes or a dirty coffee sock? This is where you’ll clean them. (Dirty cups will appear at the far right end of the counter.)

So now that you know what each area is used for, how do you use them?

Simple, making coffee is a three-step process with additional steps available should the need arise. Each step utilizes a menu-based selection.

Making Coffee:
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To make coffee, you must first select a brewing machine. Generally this will be the “coffeepot” if it’s your first time out. To select it, you first have to have it in your inventory. Then you have to set it onto the corresponding table (again, Buck will find it, you just have to “use” it), then you have to plug it in (by highlighting “Activate” when the prompt calls for it), and then “Use” it.

Note: Unless you buy more power for the outlets (to be explained later), you’re limited to three activated pieces of equipment at once.
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When you “Use” the coffeemaker, another menu will call up asking you which ingredients to put into it. You’ll want to select a filter first. Then you’ll want to select the powder you want to brew. Once you select your powder, you’ll be asked to input a quantity to brew. Each machine has a limit to how many servings of powder you can use at a time. Coffeepots, for example, can only use five scoops at a time. Once you’ve put your brewing materials in, highlight “Done,” and the coffee machine will begin brewing. At this point you’ll have a few seconds to kill, so do whatever you want while you’re waiting.
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When the coffee is done brewing, you’ll need to somehow transport it to your customer. Providing you brought some cups with you to the pavilion, you’ll want to select your tray of serving items (the one on the far end) and choose the type of cup you wish to give your customer. Then you’ll return to the coffee machine and Buck will automatically put the coffee in the cup. From there, you’ll come back to the counter, garnish your coffee, stir it, or put a warmer on it. And then you’ll serve it to the customer.

Note: Each machine keeps track of how many cups it’s served during a given brew cycle. Once the pot is empty, you’ll need to start over with a new filter.

Tip: To avoid wasting coffee, keep your servings low in the beginning.
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Customers:

While the people you serve are the most important part about your business, they’re also the most irritating to deal with. Sometimes they’re easygoing. But sometimes they can be real jerks. To get an idea of whom you’re dealing with, even before you deal with them, it’s a good idea to sneak a peek at the “Customer List” prior to serving them.
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When you highlight the list, you’ll be given only the names of people who have already visited your shop. Once you select a name, you can view the customer’s stats according to what’s current. Here’s a breakdown of what you’ll find:

Total Visits: Is your customer a regular or a one-time visitor?

Cash in Wallet: Can he afford what you’re about to sell him?

Tolerance Level: This determines how closely he needs his coffee to match his quality preference. The higher the level, the closer that coffee should match his request.

Customer Level: This is actually short for “Customer Service Level.” This determines his patience and willingness to come back. Unlike other parameters, this number needs to be lower to be good.

Addict Level: This determines how badly he needs his coffee fix. Anything over 10 and you can sell him whatever you want and he won’t complain.

Overall Quality Preference: This is the most important value (outside of “cash in wallet”) to pay attention to. Value can range anywhere from 1 (basic swill) to 30 (perfection), and meeting this need will determine just how much, if any, cash you’ll make off this guy.
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Note: Individual scores give way to descriptive lines after a couple seconds. The lines should ideally provide you with a visual cue of what kind of person you’re dealing with.
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Tip: A high-quality preference does not mean you’re screwed if you can’t deliver high-quality coffee. Think of quality as a willingness to spend money. If the customer has a low quality preference, making him a high-quality coffee will just give him an excuse to accuse you of charging too much. It’s more important to pay attention to the tolerance score in these matters. If his tolerance score is above 20, then you might be screwed if he expects high-quality coffee (unless of course you can deliver). Low tolerance means that while he prefers high-quality coffee, he’ll still drink almost anything you put in front of him. The balance is that serving a low-quality drink to a high-quality preference will lessen your popularity a bit.

Interacting with Customers:

Once you serve a customer, he’ll generally leave the counter and enter the “lounge zone,” where he’ll wander around with his coffee until he finishes drinking it. Or, sometimes he’ll reenter the line for a new cup. And every once in awhile he’ll just hang out at the serving tray where you’ll proceed to make him yet another cup.

Now, you can keep serving new customers if you want to. But you can also leave the pavilion temporarily to talk to those still hanging around. When you leave, you’ll be given the option to “Greet” or “Close.” By choosing “Close” you’re basically giving yourself permission to end business and leave the park. But if you need to exit the pavilion without shutting down business, you’ll want to highlight “Greet.”
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Once you highlight greet, you can officially interact with your guests.

But there’re only two things you can do. You can “Chat.” Or you can “Bounce” them.

Chatting is about as superficial as it sounds. The only advantage to chatting is to hear about the brief backstory of the OHR community’s arrival. Yes, some people will offer you helpful hints. Some will just BS with you. But for the most part it’s for uncovering the backstory.

Bouncing is more important. This, you’ll want to use as part of your crowd control strategy. For example, if someone is standing in your line that either has no money, or is so particular that he’ll inevitably wreck your popularity no matter what you offer him, you’ll want to kick him out of line so that he won’t stand in the way of reasonable, paying customers. So, if you want to succeed in business, you can’t be afraid to get nasty sometimes.
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Note: Bouncing does not affect popularity; serving bad coffee does.

You’ll also want to remember that talking to people in line will force them forward a tile. “Move Along” in your main menu achieves the same effect, but does so from wherever you stand.
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Now, getting to the park happens one of two ways. You can either walk there, or you can transport there. Walking there is a good idea if you need to prepare the pavilion early. Otherwise, “transport” will kick in at the start of the workday.

The Coffee Critic:

Starting on Day 4, Buck will receive an occasional visit from the “Coffee Critic.” This guy’s main job is to reward Buck for making good coffee. If Buck can meet his current taste, then the Critic will issue him a gold star. If Buck earns three gold stars, he’ll have access to the “Hybrid Wholesale” shop, which allows him to buy some higher end equipment and ingredients. Earning five stars will open up the path to the coveted “platinum star” and a handsome cash prize. Each gold star is also worth an increasing value of prize money.

-The Leasing Office-
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On the second day, Buck will be required to visit the Lease Agent in the south of town if he’s to keep his power on. Here, the agent will present him a menu of options for managing his store’s utilities.
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The Lease Options: There are three types of leases Buck can sign: Daily, Weekly, and Monthly. The longer he signs a lease for, the less it will ultimately cost him. But he must have enough funds to match the down payment; otherwise the agent will not honor the contract. Once Buck successfully signs a contract, he’ll have power restored to his pavilion and his lease payments will decrement automatically at the end of each contract period. This will happen on credit, so this is one of the few ways that Buck can go into debt.

If the lease is becoming too costly, or if you find that you just don’t make coffee like you used to (and you discovered a new way to make money), you can always cancel the contract. Of course, by doing so, you cancel your power.

Upgrades: By purchasing upgrades, you buy the right to use more outlets for your machines. This is an unnecessary expense early in the game, but may prove helpful later when your shop grows and your customers show up more frequently.

Reports: This gives you insider information on your own business, as well as your rivals. For now, you can only view the numbers of a handful. But later, all the shops will be accounted for and you will have the option to buy them out here (if you can afford taking them over).
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-The Ad Hut-

Next door to the Leasing Office, you’ll have the option to buy advertising materials. Advertising is the most effective way to build your popularity once it starts declining hourly on Day 3. By purchasing a handful of promo materials and spreading them across town, your popularity can grow tenfold.

Here’s the list of items you can buy and where you can use them:

Fliers: Only gives you popularity for a day and doesn’t impact all that well, but it’s dirt cheap and versatile. You can either hand it directly to townies (in the next version) or post it onto trees and park benches.

Handouts: Gives you popularity for two days instead of one and costs just a dollar more than fliers. But you can only give them to townies (not yet available).

Posters: Expensive and limited, but it lasts you for a whole week. You can post it onto trees and park benches.
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-The Disinterested Pawn-

In the middle of town, Buck may stumble upon a seedy little establishment called a pawn shop. This is where he’ll want to go if he’s looking to make some extra money in a legitimate way.

As of now, there are only four items he can pawn: Phones, Radios, Televisions, and Atari Systems. And he can only acquire them by searching trashcans.

The pawnbroker will pay Buck according to the condition he brings in each machine. Fixed items will earn him the maximum dollar value (with televisions being worth the most). Broken items will earn him a variable amount based on how close to 100% the machine actually is. And the pawnbroker will never pay handsomely for anything that’s even partially dinged, so Buck will want to do his best to deliver fixed items only.

-Buck’s Street-
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Down Main Street, just east of the Whipping Shed, Buck will find his house. And starting on Day 4, Buck will begin his days here.

Although the majority of the game’s action happens in Downtown and North Park, there are things Buck can do at home to earn himself some money.

First off, if he checks his mailbox daily, he’ll find letters and occasional payments issued to him. Sometimes the payments can turn desperation into prosperity.

He’ll also discover his toolbox to the east of the house. This is where the player can build an alternative empire to coffee.
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Fixing Machines and Appliances:

In order for Buck to use his toolbox, he must first buy some tools from the “Tool and Hobby Shop” in the northeast of town. Once he owns some tools, he can return to the toolbox and fill it. 

Now, assuming he found some broken equipment in a trashcan somewhere, he can use his tools to fix it. But if he’s just starting out, he’ll be pretty slow at it.
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To check his repair level, first go into the “Items Menu” and then the “Miscellaneous” menu, and highlight “Tools.” This will tell you whether Buck owns some tools and which level he’s repairing at. As a rule, each level doubles his speed, and each level increases after 50 skill points are earned.
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Once you’re ready to fix an item, all you have to do is select the toolbox, select which item you want to repair, and wait. With the status screen open, you’ll see the percentage score of the item you’re fixing turn blue and increment by one every few seconds. The percentage growth doubles as your skill growth. So if you bring a broken item from 30% to 50%, you just earned 20 skill points.
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Once an item hits 100%, Buck will stop fixing it and it’ll be ready for sale.

Note: There’s a chance I’ll be allowing the player to use a radio as a popularity-gaining device at the pavilion. Depending on which version you’re playing, you might want to give it a try (though, no promises that it’s implemented yet—I’m just projecting for those who may not want to read these instructions a second time). I’ll be implementing it on the single-tiled counter in the southwest corner of the pavilion.

The Future:

So now that you have the basics of Entrepreneur: The Beginning down pat, what can you expect from the future?

You can expect a new neighborhood where Buck can do chores for neighbors.

You can expect access to the Liquid Shack, Chet’s juice stand business, and spy on him.

You can expect access to the police station where Buck can hire a security agent to watch the pavilion overnight.

You can expect the ability to sneak into your rival’s base camp and sabotage it at night (or a bit of a non-RPG fight if he’s hired his own security force).

You can expect a new time cycle called “free time” where Buck can further his personal life through social outlets.

You can expect additional areas east of the park and west of town to explore.

And you can expect to search for 20 new lost members of the OHR community.

And that’s for starters.

You can expect all this pretty soon.

And with that, go make some coffee and smile.

