


€)° D DO ® 1o

OK, some little bubes
hanging out there

1 feel like touChing anb Poking anb graBBing
everything that moves.
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wow it rotates!

| wonber what's on the other sibe
of this thing..



SO this iS(ge g4

l.e. 2 soCial game aBout fiPbling with the Course

of nature. t's a toy for belivering Primitive joy,

a Playgrounb for Builbing ComPlex ecosystem(s)
and a canvas for se—exPression.






SanbBox

GamePrlay anb game besign are Baseb on roBust
ecosystem mecChaniCs. The Player Creates anb
mobifies haBitats with resources, WhiCh are

1 ‘ then PoPulated By wammals Born from eges.

s wammals of Pifferent Breeb Come from

. Different haBitats. HaBitats anb wammal
\ ] PoPulations will grow Bigger anb keeP at their
routines, like Probucing resources, anb introbuce
various quests to the Player.

Long—-term appeal

By utilizing the tools of the sanbBox, Player will
Create haBitats anb grow their PopPulations. @
Spelleb—out missions are inCporporated anp m

visualizep in the game worlb.

As the game Progresses, more PossiBilities for
mixing resources anb terrain are revealep, forest ‘
making new haBitats anb Breebs Possile.



PoPulation




But You run out of stuff to bo!

Look how small the Planet is! only Ttx2r!






There's A BunCh of
Planets to bisCover!

The Player actually Controls an entire system
of Planets. He will haul wammals, varying
ProbuCts anb other oBjeCts Between Planets
with rockets.

EaCh frienb Playing the game will manage a
universe of his own, anb Players can go take
a look at each others universes, Performing
tasks anb transferring items.

Things Change
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As the amount of Charteb Planets grows, the
function of olber Planets will Change from
active Playgrounbs to supPorting the whole
system By ProbuCing assets in large haBitats.

More abvanced haBitats might grow to Be Close
to sek-sufficient in Probucing new Probucts
anbd even wammals, WhiCh are then shiPPeb to

other loCations.



Playful £ resPonsive Ul

Players will enjoy the game worlb anb interaction
on visceral level. SimPle Point ¢ CliCk mouse
T T e, controls allow for and encourage expPloration.

miora ook wodl B4
Eohaly !

Flicking horizontally rotates the Planet in view.
OBjeCts Can Be PiCkeb uP anb broPPed to let
gravity bo it's thing. Given that the Player has
ever lived on Planet Earth, Controlling the game

I

o feels natural.
Everything is interactive anb ConsCious of
Player's focus. For example, wammals or bummy
Cloubs that cannot Be graBBep literally evabe
the mouse Cursor, favoring Positive feebBack
@ anb Primitive betail over 1ack of resPonse anp
error messages.

Of Se'ss

Cheerful visuals

Players will Be engageb in the simpPle, functional d?:'
anb joyful art style Containing next to enbless
PossiBilities in an aPProaChaBle form.

Insteab of introbuCing mountains of betaileb
still sPrites, a viBrant anb living world with
constant, suBtle movement anb events is
Presentep.




The little things

The Center of eaCh Planet aCts as a Canvas
that the Player Can use bo simPle Painting anb/
or attach stamPs anb images. peCorations Can
also Be Placeb on the surface.

The Payer is free to name Planets bisCovereb
as he Pleases. customization Both gives a
canvas for freely Playing arounb anb aips in

Planet reCognition on later stages of the game.
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EConomiCs

Wwith time, it Becomes increasingly biffiCult/
slow to acComPlish goals, PoPulate haBitats anp
get starteb on new Planets without stocking
resources anp items with FB Crebits in abbition
to getting them from other sources.

Similiar to other features of the game, the
ShoP is inCorPoratep in an unoBtrusive manner:
Purchases are only a Couple of CliCks away at
all times.

Stocking virtual goobs is Presented as a natural
Part of the game worl: immersion is not
artifiCially and aggressivelly Broken in favor of
enforcing spenbing Crebits.



o P> Rewarding beveloPment

well-befineb, Clear Premise anb goals make
rapPib, no-nonsense bevelopment PossiBle. SimpPle
anb fresh besigns motivate bevelorers. A solip
grounb oPens a worlb of future Prospects

for Creative minbs to Build new features anb
content on.

AbaPtaBle conCepts

BasiC concePts should exPanb aCross multiPle
services, themes and Platforms, ProviPing new
ways to Utilize the befining features of them.

ReCognizeaBle game worlb layout anb
interaction logiC are functional anb abartaBle.
RoBust trabemark Builbing BloCks make future
exPansions anb conversions easy.




Katamari
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comParisons

PoPulate Bears some resemBlance to these
awesome Probucts, for example.



Sothats it

Thank you.



