
 

Bug report for Retro Relics Demo (0.17.3) 
By goony124  
 
 
Environment 
 
OS:  
Windows 10 
OS version:  
10.0.19045 Build 19045 
Platform: 
Laptop PC 
System Specs: 
HP Pavilion 17-cd0033na 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

https://www.laptopsdirect.co.uk/hp-pavilion-17-cd0033na-core-i7-8gb-1tb-hdd-512gb-ssd-17.3-inch-fhd-gefor-7dv91ea/version.asp


 

Summary: 
[Crash] [UI] Hovering the YouTube or Discord buttons before closing the settings 
menu causes a crash. 
Severity: 
Critical 
Priority: 
Very High 
Reproducibility: 
5/5 (100%) 
Description: 
The main menu has two buttons that let the player visit the developer’s YouTube 
channel and Discord server. These buttons can cause a crash if the player hovers their 
locations before exiting the settings menu. This is probably due to the buttons having 
a hover animation and the abrupt change that is made to their draw status. 
Reproduction Steps: 

1.​ Launch the game. 
2.​ When in the main menu, click on Settings. 
3.​ Hover the mouse over where the Discord or YouTube icons would be and press 

Esc. Note the result. 
Expected Result: 
The settings menu should close and that's it. 
Actual Result: 
The game crashes due to the player hovering one of those buttons. 
Evidence: 
03:55  in video 
 
 
 
 
 
 
 
 
 
 
 
If the YouTube button causes the crash. 
 
 
 
 
 
 

https://www.youtube.com/watch?v=d9nbPqTN-Mc


 

Summary: 
[Crash] [UI] Using the car with the inventory open can crash the game. 
Severity: 
Critical 
Priority: 
Very High 
Reproducibility: 
5/5 (100%) 
Description: 
The player leaves levels like the beach or villa by using a car near the spawn point. 
This initiates a level transition that sends the player back to the home level. However, 
if the player were to have the inventory open during this level transition then the 
game would crash rather than send the player back home. 
Reproduction Steps: 

1.​ Launch the game. 
2.​ Press New Game and quickly make a character to start. 
3.​ Complete the tutorial and then look for the first email on the computer to 

activate the first quest and unlock the beach region. 
4.​ Click on the map in the player’s house and select the beach region. 
5.​ Once the level has loaded, click on the car at spawn and then quickly open the 

inventory (I). Note what happens. 
Expected Result: 
The home level will load as normal. 
Actual Result: 
The game crashes. 
Evidence: 
36:00 in video 
 
 
 
 
 
 
 
 
 
 
The crash the player will get. 
 
 
 
 
​
 

https://www.youtube.com/watch?v=d9nbPqTN-Mc


 

Summary: 
[Lock] [UI] Using the car with the settings open causes a hardlock. 
Severity: 
Critical 
Priority: 
Very High 
Reproducibility: 
5/5 (100%) 
Description: 
The player can return to the home level after going to levels like the beach and villa. 
This is done by using a car, found at the start of these levels. If all goes well, the car 
will initiate a level transition and the player will be sent back home. However, if the 
player opens the settings menu before the level transition finishes, then the game 
will lock once loading has finished.  The player cannot move, use menus or progress 
the game when this lock happens. This means the player will have to externally exit 
the game via Alt+ F4 or the task manager. 
Reproduction Steps: 

1.​ Launch the game. 
2.​ Press New Game and quickly make a character to start. 
3.​ Complete the tutorial and then look for the first email on the computer to 

activate the first quest and unlock the beach. 
4.​ Click on the map in the player’s house and select the beach. 
5.​ Once the level has loaded, click on the car at spawn before opening the pause 

menu and then the settings menu. Note what happens. 
Expected Result: 
The player will be back home and be able to play the game as expected. 
Actual Result: 
A hardlock is caused and the player has to shut the game down externally. 
Evidence: 
36:40 in video 
 
 
 
 
 
 
 
 
 
The player will be sent back home but unable to do anything. 
 
 
 

https://www.youtube.com/watch?v=d9nbPqTN-Mc


 

Summary: 
[Crash] [UI] The first pop-up message in the basement is capable of causing a crash. 
Severity: 
Critical 
Priority: 
Very High 
Reproducibility: 
5/5 (100%) 
Description: 
The first message that is displayed to the player in the basement can be broken by 
opening the pause menu or the inventory before it appears. This allows the player to 
move around while the pop-up is on-screen. It also causes the buttons of the pop-up 
to be pinned to their initial locations and not follow the screen. If this UI element is 
still on the screen after the player leaves the basement, then the game will crash. 
Reproduction Steps: 

1.​ Launch the game. 
2.​ Press New Game and quickly make a character to start. 
3.​ As soon as the player loads in, open the inventory (I) or open the pause menu 

(Esc) before the pop-up appears. 
4.​ Get everything from the chest by opening it with the urn key and then collect 

all the tools in the basement (they’re lit up so easy to see). 
5.​ Leave the basement by walking up the staircase. Note the result. 

Expected Result: 
Leaving the basement will simply load the tutorial. 
Actual Result: 
The tutorial didn’t load and the game crashed instead. 
Evidence: 
14:30 in video 
 
 
 
 
 
 
 
 
 
 
Notice the pop-up’s buttons are stuck in place. 
 
 
 
 
 

https://www.youtube.com/watch?v=d9nbPqTN-Mc


 

Summary: 
[Lock] [UI] The first pop-up in the tutorial can be broken to lock the game. 
Severity: 
Critical 
Priority: 
Very High 
Reproducibility: 
5/5 (100%) 
Description: 
This bug is similar to the bug that breaks the first pop-up in the basement by 
opening the pause menu or inventory. However, instead of doing this in the 
basement, it is done at the very start of the yard tutorial. Once the player has 
managed to break the pop-up, they’ll need to walk away from the buttons that allow 
the player to interact with it. This combined with opening the UI for the digging 
minigame will cause a hard lock as the player cannot do much with an unclosable UI 
element. 
Reproduction Steps: 

1.​ Launch the game. 
2.​ Press New Game and quickly make a character to start. 
3.​ Complete everything in the basement before leaving it via the staircase. 
4.​ Quickly open either the pause menu (Esc) or inventory (I) as soon as the level 

loads and before the pop-up appears. 
5.​ Press Esc and walk from the pop-up’s buttons until they can’t be seen. 
6.​ Equip the shovel (2) and click on the ground to dig a hole. Then equip the 

pinpointer (3) and click on the dug hole. Record the result. 
Expected Result: 
The UI of the digging minigame opens up but can be closed as normal. 
Actual Result: 
Hard lock caused by the UI of the digging minigame being impossible to close. 
Evidence: 
1:02:09 in video 
 
 
 
 
 
 
 
 
 
An example of this lock. 
 
 

https://www.youtube.com/watch?v=d9nbPqTN-Mc


 

Summary: 
[Lock] [Save/Load] Items held by the mouse aren’t saved and will be lost.  
Severity: 
Major 
Priority: 
High 
Reproducibility: 
5/5 (100%) 
Description: 
When the player picks an item with the mouse, it is no longer in an inventory slot and 
cannot be saved by the game. So, all that is needed to permanently lose an item in the 
game  is holding said item with the mouse and then saving and loading. This can be  
done with quest items as well, which will mess with progression and cause a softlock, 
making this a high priority bug. 
Reproduction Steps: 

1.​ Launch the game. 
2.​ Press New Game and quickly make a character to start. 
3.​ Start the first mission via the computer after doing the tutorial. 
4.​ Click on the map in the home level and select the beach region. 
5.​ Move south-east until the location in the screenshot is found. 
6.​ Dig for the ring in the same spot as the screenshot. 
7.​ Open the inventory (I) and pick the ring before saving and exiting. 
8.​ Launch the game and load the save. Is the ring there? Note the result. 

Expected Result: 
The ring is back in the inventory spot it occupied before being picked. 
Actual Result: 
The ring is gone forever meaning the game is softlocked. 
Evidence: 
1:00:00 in video 
 
 
 
 
 
 
 
 
 
Use this screenshot to find the wedding ring. 
 
 
 
 

https://www.youtube.com/watch?v=d9nbPqTN-Mc


 

Summary: 
[Inventory] [Gameplay] Repacking furniture  can make the player lose items. 
Severity: 
Major 
Priority: 
High 
Reproducibility: 
5/5 (100%) 
Description: 
Tables and wall frames will give the player their items back if repacked. However, if 
the player were to have a full inventory when this happens, they will lose the items in 
the table or wall frame. This includes quest items, making this a good way to cause a 
softlock. A useful technique when doing this bug is to split items with a quantity 
greater than 1 to fill in any empty spots that the important items originally filled. 
This makes it easier to have that full inventory and lose those important items as it’s 
almost guaranteed the player has several of the same coin. 
Reproduction Steps: 

1.​ Launch the game. 
2.​ Press New Game and quickly make a character to start. 
3.​ Play normally until the player has acquired all 3 pieces of silverware in the villa 

mission. Do not spend any money up to this point. 
4.​ Get enough items to fill the inventory up until only one slot remains. Make 

sure some of the items have a quantity greater than 1 to fill in the slots later. 
5.​ Go to the home level and buy a wall frame using the computer. 
6.​ Open the inventory and put the wall frame in the sixth hotbar slot. 
7.​ Place the wall frame and fill it with 2 pieces of the important silverware. 
8.​ Fill 2 of the empty inventory slots with items in the inventory and repack the 

wall frame. Record the result. 
Expected Result: 
The player shouldn’t be able to repack the wall frame  with a full inventory. 
Actual Result: 
The game is now softlocked as repacking the wall frame destroyed the quest items. 
Evidence: 
57:55 in video 
 
 
 
 
 
 
 
 
The quest item in this screenshot was lost due to the full inventory. 

https://www.youtube.com/watch?v=d9nbPqTN-Mc


 

 
Summary: 
[Inventory] [Gameplay] Buying a furniture item with a full inventory will not give the 
player the item. 
Severity: 
Minor 
Priority: 
High 
Reproducibility: 
5/5 (100%) 
Description: 
If the player has maxed out their inventory before using the shop to buy a furniture 
item, then the game won’t have a slot for the bought item. This will cause the player 
to lose the item and the money used to pay for it, making this a high priority issue. 
Reproduction Steps: 

1.​ Launch the game. 
2.​ Press New Game and quickly make a character to start. 
3.​ Play normally until the inventory is full of items and the player has at least 

1000 money. It doesn’t matter if the items are quest items or dug up. 
4.​ Go to the home level via the car if not already there. 
5.​ Interact with the computer and open the shop by clicking on the trolley icon 

and buy whatever furniture item is affordable. 
6.​ Open the inventory (I) and look for the item. Record the result. 

Expected Result: 
The player couldn’t buy the furniture item in the first place due to a full inventory. 
Actual Result: 
The player didn’t get the item and lost money. 
Evidence: 
58:55 in video 
 
 
 
 
 
 
 
 
 
 
Bought a table with a full inventory like this and lost it as a result. 
 
 
 
 

https://www.youtube.com/watch?v=d9nbPqTN-Mc


 

 
 
Summary: 
[Exploit] [Gameplay] Furniture can be duplicated by holding the item with the mouse. 
Severity: 
Minor 
Priority: 
High 
Reproducibility: 
5/5 (100%) 
Description: 
When the player equips a furniture item to the sixth hotbar slot, it can be placed using 
the mouse. This works as intended, unless the mouse picks the item from the slot 
before it is placed. If the slot no longer has the item, then the player doesn’t lose the 
item when placing it, resulting in item duplication. These duplicated pieces of 
furniture can be sold using the computer making this a very useful exploit. 
Reproduction Steps: 

1.​ Launch the game. 
2.​ Press New Game and quickly make a character to start. 
3.​ Play the game normally until the wedding ring quest is completed. Go to the 

home level by clicking on the car near spawn. 
4.​ Use the computer and click on the trolley symbol to open the shop. 
5.​ Buy a wall frame and close the shop by clicking the X. 
6.​ Open the inventory and drag the wall frame to the sixth slot. 
7.​ Press 6 to equip the wall frame and then pick it with the mouse before trying 

to place it. Record the result. 
Expected Result: 
Mouse picking won’t work on an equipped furniture item. 
Actual Result: 
Picking and placing a furniture item allows the player to duplicate it. 
Evidence: 
40:00 in video 
 
 
 
 
 
 
 
 
 
 
Aftermath of mass furniture duplication. 

https://www.youtube.com/watch?v=d9nbPqTN-Mc


 

 
Summary: 
[Cutscene] Player is able to escape the turtle cutscene by digging a hole. 
Severity: 
Minor 
Priority: 
Medium 
Reproducibility: 
5/5 (100%) 
Description: 
When the player unlocks the turtles, a cutscene will play where the player watches 
them appear on the beach. Normally in cutscenes like this, the player should have 
their inputs temporarily disabled. However, this isn’t the case, as the player can use 
the items in their hotbar. This means the player can dig with the shovel and wave the 
metal detector around. Digging holes is what the focus will be here, as it allows the 
player to leave the cutscene area. This is achieved by opening the hole with the 
pinpointer and closing the UI that pops up. When the UI is closed, the player is 
capable of walking again, so can escape the turtles. Furthermore, it is possible to leave 
the area if the player is fast enough. Though, the cutscene will carry on if they return. 
Reproduction Steps: 

1.​ Launch the game. 
2.​ Press New Game and quickly make a character to start. 
3.​ Start the first mission via the computer after doing the tutorial. 
4.​ Click on the map in the home level and select the beach region. 
5.​ Equip the glove (5) and collect enough trash on the beach to fill the bin. 
6.​ Unlock the turtles to start the cutscene. Then press A to face the player left. 
7.​ Equip the shovel (2)  and dig a hole in the direction the player is facing. 
8.​ Use the pinpointer (3) on the hole and close the UI (Esc). Record the result. 

Expected Result: 
Player inputs should be temporarily disabled so using tools won’t work. 
Actual Result: 
Could escape the cutscene using the shovel and pinpointer. 
Evidence: 
30:10 in video 
 
 
 
 
 
 
 
 
 
Successfully doing the glitch and escaping the turtles. 

https://www.youtube.com/watch?v=d9nbPqTN-Mc


 

 
Summary: 
[Gameplay] The player is able to complete the first mission and keep the ring. 
Severity: 
Minor 
Priority: 
Medium 
Reproducibility: 
5/5 (100%) 
Description: 
It is possible to complete the first mission while keeping its relevant quest item (the 
wedding ring). This is due to the game thinking that if the player has found the ring, 
then it will be in their inventory, awaiting to be taken. However, the player can simply 
pick the ring with the mouse and the game will be unable to take the ring from them 
when they talk to the lady. Once this glitch is done, the player will have an illegal 
quest item that’s only use is being displayed in the home level. 
Reproduction Steps: 

1.​ Launch the game. 
2.​ Press New Game and quickly make a character to start. 
3.​ Start the first mission via the computer after doing the tutorial. 
4.​ Click on the map in the home level and select the beach region. 
5.​ Speak with the lady at the beach so she talks about the ring. 
6.​ Move south-east until the location in the screenshot is found. 
7.​ Dig for the ring in the same spot as the screenshot. 
8.​ Open the inventory (I) and pick the ring before heading back to the lady. 
9.​ Speak to the lady and note the result. 

Expected Result: 
The mission will be completed and the lady will take the ring from the player.. 
Actual Result: 
The mission was completed but picking the ring prevented the lady from taking it. 
Evidence: 
33:18 in video 
 
 
 
 
 
 
 
 
Screenshot to find wedding ring.                           Still have the ring after the mission is done. 
 
 

https://www.youtube.com/watch?v=d9nbPqTN-Mc


 

Summary: 
[Gameplay] The player is able to keep the silverware after the villa mission. 
Severity: 
Minor 
Priority: 
Medium 
Reproducibility: 
5/5 (100%) 
Description: 
The three pieces of silverware required to complete the villa mission can be kept by 
the player after the mission is completed. This is done by reopening the box and 
taking the items from it after already placing them inside. The reason this works is 
the game cares more about objectives than the actual presence of items. Placing the 
items in the box and exiting basically ticks off that objective so the player is free to 
open the box and take the items back. The only thing stopping this bug from working 
is if the player decides to talk to the lady after placing the items in the box. This will 
cause the box’s inventory to clear and the glitch to fail as a result. 
Reproduction Steps: 

1.​ Launch the game. 
2.​ Press New Game and quickly make a character to start. 
3.​ Play normally until the wedding ring mission is done and the player is home. 
4.​ Start the next mission from the emails section of the computer.  
5.​ Open the map and click on the villa area to go there. 
6.​ Once the player has spawned, go to the lady and speak with her. 
7.​ Dig for all three pieces of silverware. They are always close to the big trees. 
8.​ Open the box near the lady and drag all the silverware into it before closing it. 
9.​ Now, take all the items out of the box and talk to the lady. Record the result. 

Expected Result: 
The lady will still ask for the items as an empty box won’t complete the mission. 
Actual Result: 
The lady rewarded the player and the mission was done despite the box being empty. 
Evidence: 
48:40 in video 
 
 
 
 
 
 
 
 
Ta 
Taking back the silverware after completing the objective. 

https://www.youtube.com/watch?v=d9nbPqTN-Mc


 

 
Summary: 
[Gameplay] The player can get more than one chest key using the mouse. 
Severity: 
Minor 
Priority: 
Medium 
Reproducibility: 
5/5 (100%) 
Description: 
Usually, the player first interacts with the chest and the game checks if they need a 
key before they claim one from the urn. However, if the player holds the key with the 
mouse cursor, the game thinks they don’t have one, allowing them to claim as many 
keys as they want. Though this might seem like a good exploit to get money, quest 
items like the key can’t be sold. This means the bug has no benefit besides the ability 
to display the duplicates. 
Reproduction Steps: 

1.​ Launch the game. 
2.​ Press New Game and quickly make a character to start. 
3.​ Walk through the basement to find a chest and click it with the mouse. 
4.​ Walk back to spawn and click on the urn, it is near three crates. 
5.​ Open the inventory and pick the key with the mouse. 
6.​ Walk back to the chest and click on it. 
7.​ Now go back to the urn and click on it. Note the result. 

Expected Result: 
The player already has a key so can’t get another. 
Actual Result: 
The urn gave the player another key. 
Evidence: 
11:55 in video 
 
 
 
 
 
 
 
 
 
 
 
  Notice the player has two keys. 
 
 

https://www.youtube.com/watch?v=d9nbPqTN-Mc


 

 
Summary: 
[Gameplay] [UI] Revisiting the tutorial area will cause the tutorial messages to pop-up 
into regular gameplay. 
Severity: 
Minor 
Priority: 
Medium 
Reproducibility: 
5/5 (100%) 
Description: 
Leaving the tutorial doesn’t stop the game from sending the player tutorial messages 
when they do certain actions like digging in other areas. The player will need to 
complete these actions like in the regular tutorial to silence these messages and 
resolve the bug.  
Reproduction Steps: 

1.​ Launch the game. 
2.​ Press New Game and quickly make a character to start. 
3.​ Start the first mission via the computer after doing the tutorial. 
4.​ Go back to the tutorial but exit it immediately after loading in. 
5.​ Click on the map in the home level and select the beach region. 
6.​ Dig a hole anywhere and click the pinpointer on it. Record the result. 

Expected Result: 
A tutorial message won’t appear in the beach region. 
Actual Result: 
A tutorial message related to the digging minigame popped up alongside the UI. 
Evidence: 
 25:20 in video 
 
 
 
 
 
 
 
 
 
 
 
  Getting a tutorial message in the beach region. 
 
 
 

https://www.youtube.com/watch?v=d9nbPqTN-Mc


 

Summary: 
[UI] [Audio] Volume sliders don’t go to 0 or 100. 
Severity: 
Trivial 
Priority: 
Medium 
Reproducibility: 
5/5 (100%) 
Description: 
The volume sliders for audio and music have a range of 1 to 99 rather than a range of 
0 to 100. So the music will still be a little audible at its lowest volume setting. This 
could be a problem as there are players who like to mute their music so definitely get 
it fixed after the more serious bugs. 
Reproduction Steps: 

1.​ Launch the game. 
2.​ When in the main menu, click on Settings. 
3.​ Drag both volume sliders all the way down and then all the way up. Record the 

result. 
Expected Result: 
Volume sliders should go from 0 to 100. No sound should be heard at 0. 
Actual Result: 
Volume sliders go from 1 to 99. Sounds and music can still be heard at 1. 
Evidence: 
01:45 in video 
 
 
 
 
 
 
 
 
 
 
 
Notice the music slider only goes down to 1. 
​
 
 
 
 
 
 
 

https://www.youtube.com/watch?v=d9nbPqTN-Mc


 

 
Summary: 
[Gameplay] [Graphical] Switching to the metal detector while digging can cause 
player sprites to overlap. 
Severity: 
Trivial 
Priority: 
Medium 
Reproducibility: 
5/5 (100%) 
Description: 
It seems the player uses a separate sprite when digging holes with the shovel and this 
can cause a sprite overlap issue. All the player needs to do is to equip the metal 
detector while digging and the sprites of the player digging and holding the metal 
detector will overlap. This overlap will only last the time it takes for the digging 
animation to finish so is only a temporary issue. Furthermore, other items in the 
hotbar don’t seem to cause any issues so it is exclusive to the metal detector. 
Reproduction Steps: 

1.​ Launch the game. 
2.​ Press New Game and quickly make a character to start. 
3.​ Complete everything in the basement before leaving it via the staircase. 
4.​ Dig a hole with the shovel and switch to the metal detector before the digging 

animation ends. Record the result. 
Expected Result: 
The digging animation finishes before the player pulls out the metal detector. 
Actual Result: 
The player can equip the metal detector when digging and this causes sprite overlap. 
Evidence: 
17:50 in video 
 
 
 
 
 
 
 
 
 
 
Notice the player has both the metal detector and shovel out? 
 
 
 

https://www.youtube.com/watch?v=d9nbPqTN-Mc


 

Summary: 
[Save/Load] Tools will always load in, even if the player already has them. 
Severity: 
Trivial 
Priority: 
Medium 
Reproducibility: 
5/5 (100%) 
Description: 
The player picks up tools like the shovel and gloves before leaving the basement. 
These tools will disappear when interacted with as they’re added to the player’s 
hotbar. However, these tools will reappear if a save is loaded in the basement, even if 
the player already has them.  This is because the game doesn’t check if the player has 
acquired the tools, so they will spawn in as if the player is just starting the game. 
Furthermore, the tools aren’t the only thing that will revert back when a save is 
loaded, the chest will too as it is locked again. 
Reproduction Steps: 

1.​ Launch the game. 
2.​ Press New Game and quickly make a character to start. 
3.​ Get the metal detector and pinpointer from the chest using the key found in 

the urn.  
4.​ Get the other tools in the basement, they’re lit up so can be seen easily. 
5.​ Make a save and exit the game. 
6.​ Launch the game and load the save. Record the result. 

Expected Result: 
Already obtained tools won’t appear in the basement if a save is loaded. 
Actual Result: 
All the tools are there even though the player already has them. 
Evidence: 
9:50 in video 
 
 
 
 
 
 
 
 
 
 
 
 
There is a shovel in the level and a shovel in the player’s hotbar. 
 

https://www.youtube.com/watch?v=d9nbPqTN-Mc


 

Summary: 
[UI] [Graphical] Closing the settings menu doesn’t close the resolution menu. 
Severity: 
Trivial 
Priority: 
Medium 
Reproducibility: 
5/5 (100%) 
Description: 
If the player has opened the resolution menu, it will stay open even if the settings 
menu is closed.. This can happen in the main menu but also in-game. If it is done in 
the main menu, then the resolution menu will be visible underneath the main menu 
UI. However, when done in-game, the resolution menu will stay pinned to a spot in 
the world unless the player closes it.  
Reproduction Steps: 

1.​ Launch the game. 
2.​ Either stay in the main menu and click Settings or start a new game and click 

Settings in the pause menu (Esc) after loading in. 
3.​ Open the resolution menu and then click the cross on the top right of the 

settings menu. Note the result. 
Expected Result: 
Closing the settings menu should close the resolution menu too. 
Actual Result: 
The resolution menu doesn't close with the settings menu. This can be done in the 
main menu and in-game.  
Evidence: 
02:35 and 17:25 in video 
 
 
 
 
 
 
 
 
 
 
Bug when done in-game. Notice the player has walked away from the menu? 
 
 
 
 
 

https://www.youtube.com/watch?v=d9nbPqTN-Mc


 

 
Summary: 
[Graphical] The player will be behind wall frames rather than the other way around. 
Severity: 
Trivial 
Priority: 
Medium 
Reproducibility: 
5/5 (100%) 
Description: 
If a wall frame is placed on a wall behind the player, then the player’s sprite should 
appear in front of it. However, the wall frame will overlap the player’s sprite and make 
it look like the player is behind the wall frame instead. This is yet another issue with 
the z-depth of sprites in this game. 
Reproduction Steps: 

1.​ Launch the game. 
2.​ Press New Game and quickly make a character to start. 
3.​ Play the game normally until the wedding ring quest is completed. Go home 

by clicking on the car near spawn. 
4.​ Use the computer and click on the trolley symbol to open the shop. 
5.​ Buy a wall frame and close the shop by clicking the X. 
6.​ Open the inventory (I) and drag the wall frame to the sixth slot. 
7.​ Equip the wall frame (6) and place it on a wall before walking into it.Record the 

result. 
Expected Result: 
The player’s sprite will be in front of the wall frame. 
Actual Result: 
The wall frame was incorrectly in front of the player’s sprite. 
Evidence: 
39:50 in video 
 
 
 
 
 
 
 
 
 
 
Notice the player is behind the wall frame? 
 
 

https://www.youtube.com/watch?v=d9nbPqTN-Mc


 

Summary: 
[UI] [Graphical] The player’s sprite overlaps the UI button that unlocks the turtles. 
Severity: 
Trivial 
Priority: 
Medium 
Reproducibility: 
5/5 (100%) 
Description: 
The UI button that unlocks the turtles when pressed has a weird z-depth problem 
where the player will overlap it rather than it overlapping the player. Surprisingly,  the 
progress bar below it gets this right, so this issue must have been a small oversight. 
Reproduction Steps: 

1.​ Launch the game. 
2.​ Press New Game and quickly make a character to start. 
3.​ Start the first mission via the computer after doing the tutorial. 
4.​ Click on the map in the home level and select the beach region. 
5.​ Equip the glove (5) and collect enough trash on the beach to fill the bin. 
6.​ Once the button that unlocks turtles appears, walk into it. Note the result. 

Expected Result: 
The button will be above the player if the player walks into it. 
Actual Result: 
The player overlaps the button when walking into it. 
Evidence: 
29:36 in video 
 
 
 
 
 
 
 
 
 
 
 
Notice the player overlapping with the button. 
 
 
 
 
 
 
 

https://www.youtube.com/watch?v=d9nbPqTN-Mc


 

Summary: 
[UI] [Graphical] The icon of the currently picked item goes underneath other icons. 
Severity: 
Trivial 
Priority: 
Medium 
Reproducibility: 
5/5 (100%) 
Description: 
When picking an item with the mouse, the icon is meant to go over other item icons 
in the inventory and other similar menus. However, the picked item’s icon goes 
underneath the icons of other items. This indicates there is a problem with the 
z-depth of the picked item’s icon. 
Reproduction Steps: 

1.​ Launch the game. 
2.​ Press New Game and quickly make a character to start. 
3.​ Complete everything in the basement and the tutorial. 
4.​ Open the inventory (I) and make sure there are at least two items in it. 
5.​ Pick one of the items with the mouse and move it over the other. Note the 

result. 
Expected Result: 
The picked item’s icon correctly goes over the other item’s icon. 
Actual Result: 
The picked item’s icon went underneath the other icon’s icon. 
Evidence: 
23:42 in video 
 
 
 
 
 
 
 
 
 
Notice how the picked coin item goes underneath the key? 
 
 
 
 
 
 
 

https://www.youtube.com/watch?v=d9nbPqTN-Mc


 

Summary: 
[Audio] Pinpointer only uses the first sound option for the detector. 
Severity: 
Trivial 
Priority: 
Low 
Reproducibility: 
5/5 (100%) 
Description: 
The player is given two options of how they want the metal detector to sound when it 
beeps. Both sound options work fine for the metal detector. However, the pinpointer 
incorrectly uses the first option when the second option has been selected. 
Reproduction Steps: 

1.​ Launch the game. 
2.​ Press New Game and quickly make a character to start. 
3.​ Complete everything in the basement before leaving it via the staircase. 
4.​ Using the metal detector, find a spot on the lawn that sets it off. 
5.​ Equip the shovel (2) and dig a hole on the spot. Equip the pinpointer (3) and 

hover it over the hole to see how it sounds. 
6.​ Pause the game (Esc) and change the metal detector sound to the second 

option in the settings menu. 
7.​ Check to see if the metal detector and pinpointer sounds have changed. Record 

the result. 
Expected Result: 
The metal detector and pinpointer use the sound option the player selected. 
Actual Result: 
The pinpointer will only use the first sound option. 
Evidence: 
16:55 in video 
 
 
 
 
 
 
 
 
 
The detector sound options in the settings menu. 
 
 
 
 

https://www.youtube.com/watch?v=d9nbPqTN-Mc


 

 
Summary: 
[UI] [Graphical] Fullscreen button doesn't visibly change if using Alt+Enter. 
Severity: 
Trivial 
Priority: 
Low 
Reproducibility: 
5/5 (100%) 
Description: 
There is a button in the settings menu that changes the game from windowed mode 
to fullscreen mode and vice versa. This button is green when the game is fullscreen 
and unfilled when the game is windowed. Though, this only works if the player clicks 
the button. If the player were to use another method like Alt+Enter then the button 
won’t actually change at all and fail to represent if the game is windowed or 
fullscreen. Fortunately, this bug is easily rectified by clicking the button normally. 
Reproduction Steps: 

1.​ Launch the game. 
2.​ When in the main menu, click on Settings. 
3.​ Click the button a few times to see how the button should look. 
4.​ Now, press Alt+Enter. Note what happens. 

Expected Result: 
The button will accurately show if the game is windowed or fullscreen. 
Actual Result: 
The button’s appearance doesn’t change if Alt+Enter is used instead of clicking the 
button. 
Evidence: 
03:00 in video 
 
 
 
 
 
 
 
 
 
 
 
Button shows the game is fullscreen but it is actually windowed. 
 
 
 

https://www.youtube.com/watch?v=d9nbPqTN-Mc


 

Summary: 
[Audio] Entering and exiting the villa area causes it to use the main menu music. 
Severity: 
Trivial 
Priority: 
Low 
Reproducibility: 
5/5 (100%) 
Description: 
If the player returns to the villa area after leaving it, the music will be the main menu 
music instead of the music that the villa area uses. This can happen before the player 
completes any objectives in the villa area so the music change doesn’t make sense 
and seems like a bug. Though, the music does sort of fit the theme of the area so this 
issue can be looked at later. 
Reproduction Steps: 

1.​ Launch the game. 
2.​ Press New Game and quickly make a character to start. 
3.​ Play normally until the wedding ring mission is done and the player is home. 
4.​ Start the next mission from the emails section of the computer.  
5.​ Open the map and go to the villa area by clicking on its map location. 
6.​ Listen to the music in the villa area before leaving via the car. 
7.​ Return to the villa area using the map and listen to the music again after 

spawning. Record the result. 
Expected Result: 
The villa area music is the same if the player returns 
Actual Result: 
The villa music has changed to the main menu music after returning once. 
Evidence: 
44:10 in video 
 
 
 
 
 
 
 
 
 
The villa area’s location on the map. 
 
 
 
 

https://www.youtube.com/watch?v=d9nbPqTN-Mc


 

Summary: 
[UI] [Graphical] A long player name will extend  beyond the bounds of UI elements. 
Severity: 
Cosmetic 
Priority: 
Low 
Reproducibility: 
4/5 (80%) 
Description: 
If the player makes a name with more than approximately 15 characters then it will 
start to extend out the inventory and overlap with inventory slots. This obviously 
depends on the characters used as not all of them are equal in width. Speaking of 
wide characters, if the player’s name is just a long string of the letter W then it will 
extend out the text box that shows the player’s name during character creation. 
Reproduction Steps: 

1.​ Launch the game. 
2.​ Press New Game and make a character with a name that is above 15 characters. 
3.​ When the level loads, open the inventory and look at the player’s name. Any 

problems? Record the result. 
Expected Result: 
The player couldn’t buy the wall frame in the first place due to a full inventory. 
Actual Result: 
The player didn’t get the wall frame and has lost money. 
Evidence: 
06:00 and 12:50 in video 
 
 
 
 
 
 
 
 
 
 
 
Notice how the player’s name extends? 
 
 
 
 
 
 
 

https://www.youtube.com/watch?v=d9nbPqTN-Mc


 

Summary: 
[Typo]  Grandpa’s Letter has a typo with the word “couldn’t”. 
Severity: 
Cosmetic 
Priority: 
Low 
Reproducibility: 
5/5 (100%) 
Description: 
There is a typo in one of the letters the player finds in the basement at the start of the 
game. The letter that the typo is found in is Grandpa’s Letter, which is also coloured 
grey to differentiate it from the others. The typo in question is that the word 
“couldn’t” lacks an apostrophe. That’s pretty much it. 
Reproduction Steps: 

1.​ Launch the game. 
2.​ Press New Game and quickly make a character to start. 
3.​ Once in-game, walk through the basement to find a chest and click (LMB) on 

it.  
4.​ Walk back to spawn and click on the urn, it is near three crates. 
5.​ After getting the key, go back to the chest and click on it. 
6.​ Click on the grey letter and read it for errors. Note the result. 

Expected Result: 
There are no typos in Grandpa’s Letter. 
Actual Result: 
The word “couldn’t” is missing an apostrophe. 
Evidence: 
08:40 in video 
 
 
 
 
 
 
 
 
 
 
 
 
The typo in question. 
 
 
 

https://www.youtube.com/watch?v=d9nbPqTN-Mc

