PAPER RUSH

Open-World Newspaper Courier Game

1. Overview

Paper Rush is a 3D open-world courier game built around the everyday chaos of delivering newspapers
across a living city.

Players take the role of a newspaper courier starting with a bicycle, a small delivery route, and a bag full of
papers. Every morning brings a new shift: subscribers are waiting, traffic is moving, weather conditions
change, and the city continues operating around you.

The objective is simple:

Pick up the papers. Plan the route. Make the deliveries. Get back before the shift ends.

Behind that simple loop is a progression-driven open world where players can expand their territory,

improve their equipment, discover new districts, complete side jobs, and build their reputation as the
fastest and most reliable courier in the city.

2. Core Concept

Paper Rush combines:

Open-world exploration
with

arcade delivery mechanics
and

courier progression.

Rather than following a fixed track, players are free to navigate the city however they want.

A delivery route may take players through quiet suburban streets, crowded intersections, apartment blocks,
parks, industrial areas, downtown traffic, and hidden shortcuts.

The fastest route is not always the safest route.
Players must constantly balance:
* speed

* accuracy
* time



* remaining newspapers
« traffic

* stamina

* customer satisfaction

Every shift becomes its own small open-world challenge.

3. The World

Paper Rush takes place inside a stylized 3D city designed specifically around traversal.

The city is divided into multiple districts.

Suburbs

Wide roads, houses, driveways, dogs, sprinklers, children playing, and relatively easy deliveries.

This is where most players begin.

Downtown

Heavy traffic, pedestrians, narrow alleys, apartment buildings, businesses, and much tighter delivery
windows.

Old Town

Small streets, stairways, hidden shortcuts, markets, and difficult building layouts.

Industrial District

Warehouses, trucks, construction zones, train crossings, and longer delivery distances.

Hillside

Steep roads and difficult bicycle handling create more momentum-based gameplay.

City Center

The highest-value route.
Dense traffic, large subscriber counts, complex buildings, and significantly higher delivery rewards.

The entire city remains interconnected, allowing players to freely move between districts.



4. Core Gameplay Loop

Every working day begins at the local newspaper distribution center.
01 — Collect

Pick up the day's newspaper supply.

Players have limited carrying capacity depending on their equipment.

02 — Review

Check subscriber locations, priority deliveries, weather, traffic conditions, and available side jobs.

03 — Plan

Choose a route through the city.

Players can follow suggested navigation or create their own shortcut.

04 — Ride

Travel using bicycles and other unlockable courier vehicles.

05 — Deliver

Throw newspapers toward:

« front doors

* porches

* mailboxes

* balconies

* newspaper boxes

* business entrances

Accuracy matters.

06 — Return

Complete the route and return to the distribution center.

Performance is calculated at the end of every shift.



5. Newspaper Throwing

Delivering papers is the signature mechanic of Paper Rush.

Players do not always need to stop.

While moving, they can aim and throw newspapers toward delivery targets.
Throwing depends on:

Movement speed + throwing angle + charge power + distance

A perfectly placed newspaper generates a Perfect Delivery.

Poorly aimed throws may:

* land in the street

* hit a window

« fall into water

*land on a roof

* hit pedestrians

« trigger customer complaints

Experienced players can chain consecutive successful deliveries into a Delivery Combo.

The higher the combo, the larger the shift bonus.

6. Traversal

Movement is designed to feel fast, responsive, and slightly chaotic.
Players can:

* pedal

s sprint

* brake

« drift

* bunny hop

* jump curbs

* use ramps

« cut through alleys

* ride through parks

* take pedestrian shortcuts
+ discover hidden routes



Momentum becomes increasingly important at higher skill levels.

Knowing the city is just as important as riding quickly.

7. Vehicles

Players begin with a basic bicycle.
Progression unlocks additional courier equipment and vehicles.
Examples include:

City Bike
Balanced beginner vehicle.

Road Bike
High speed with weaker off-road handling.

BMX
Better jumps and tight urban movement.

Cargo Bike
Carries significantly more newspapers.

Electric Bike
Higher acceleration and easier climbing.

Courier Scooter
Fast but more difficult to maneuver through narrow shortcuts.

Different vehicles create different approaches to route planning.

8. Subscriber System

Customers are more than delivery points.
Each subscriber has:

* an address

* preferred delivery location
+ delivery time

« satisfaction level

* subscription value



Reliable service increases customer satisfaction.

Poor deliveries may result in complaints or cancelled subscriptions.
Over time, players build their own delivery network.

More subscribers mean:

more responsibility, longer routes, and higher revenue.

9. Dynamic City
Paper Rush is designed around a city that changes from shift to shift.
Players may encounter:

* rush-hour traffic
* road construction
* accidents

* moving trucks

* police activity

* school traffic

* aggressive dogs

* blocked roads

« festivals

*rain

- fog

* storms

+ delivery emergencies

A route that worked yesterday may not be optimal today.

This keeps familiar neighborhoods unpredictable.

10. Day & Weather System

The game operates around a full day cycle.
Most newspaper shifts begin early in the morning.
Players may start while the city is still dark and finish as the streets become increasingly busy.

Weather directly affects gameplay.



Rain

Reduced traction and visibility.

Wind

Changes newspaper throwing physics.
Fog

Reduces visibility.

Storm

Creates hazards and blocked roads.

Clear Morning

Ideal conditions for speed-focused routes.

Weather transforms the same delivery route into a different challenge.

11. Progression

Players begin as a small neighborhood courier.
Successful shifts increase their Courier Reputation.
Reputation unlocks:

* new districts

* larger subscriber networks
* better equipment

+ advanced bicycles

* larger newspaper bags

* special delivery contracts

« courier challenges

* premium routes

The long-term objective is to build the most successful newspaper route in the city.

12. Upgrades

Players can improve their courier setup.



Bicycle Upgrades
Speed

Acceleration

Braking

Handling
Durability

Courier Upgrades

Throw accuracy
Throw distance
Stamina
Recovery
Carrying capacity

Equipment

Larger newspaper bags
Weather-resistant gear
Navigation equipment

Bike lights

Delivery racks

Upgrades allow players to specialize around their preferred playstyle.

13. Side Activities

The city contains optional activities outside the primary newspaper route.
Examples include:

Express Delivery

Deliver an urgent newspaper within a strict timer.

Missing Package

Locate and return a lost courier package.

Bike Race

Compete against local riders.

Perfect Route



Complete an entire neighborhood without missing a delivery.

No-Brake Run

Finish a delivery challenge under special movement restrictions.

Hidden Headlines

Discover collectible newspapers documenting stories from around the city.

These activities encourage exploration beyond the main route.

14. Economy

Players earn money through:

« successful deliveries

* subscriber bonuses

« perfect delivery combos
* special contracts

* side jobs

* route completion

* courier challenges

Money can be reinvested into:
* bicycles
* equipment
* clothing
* courier bags

+ vehicle upgrades
* cosmetic customization

Higher-paying routes also introduce higher operational difficulty.

Progression therefore rewards skill rather than simply increasing player statistics.

15. Open-World Philosophy

Paper Rush is not designed around driving from waypoint to waypoint.
The city itself is part of the game.

Players are encouraged to learn:



where traffic becomes congested,

which alley connects two neighborhoods,

where stairs can be jumped,

which park allows a faster route,

and which streets become dangerous during rush hour.

Eventually, experienced players stop following navigation completely.
They know the city.

That knowledge becomes part of player skill.

16. Visual Direction

Paper Rush uses a stylized 3D visual identity rather than strict realism.
The direction combines:

« colorful city environments
* readable architecture

* exaggerated movement

+ expressive NPC behavior
+ arcade-inspired effects

+ dynamic morning lighting

The goal is to create a city that feels alive while keeping important gameplay information instantly readable.

17. Game Modes

Career

Start with one neighborhood and gradually build the city's largest delivery route.

Free Ride

Explore the city without delivery pressure.

Rush Mode

Complete as many deliveries as possible before the timer expires.
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Perfect Route

Complete an entire route without missing a single delivery.

Endless Shift

Delivery difficulty continuously increases until the player fails.

18. Technical Direction

Paper Rush is designed around several interconnected systems:

Open-world streaming
Loads city districts efficiently while players travel.

Physics-based newspaper throwing
Calculates velocity, trajectory, movement speed, and collision.

Dynamic traffic system
Controls vehicles and pedestrian activity.

Subscriber system
Tracks customers and delivery performance.

Dynamic weather system
Changes traversal and throwing conditions.

Route generation system
Creates varied delivery patterns across the city.

Together, these systems turn a simple newspaper job into a repeatable open-world gameplay loop.

19. Vision

Paper Rush is built around an ordinary job turned into an extraordinary arcade experience.
There are no monsters to defeat.
No kingdoms to conquer.

No world to save.
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There is simply a bicycle, a stack of newspapers, an entire city waking up around you, and a route that
needs to be finished.

The difference between an average courier and the best courier in the city comes down to movement,
precision, timing, and knowledge of the streets.

Ride fast.

Know the city.
Hit the doorstep.
Finish the route.

PAPER RUSH

Every morning is another run.
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