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SYNOPSIS

you are POICHON inan @VIL CAT HOTEL .
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STORY WORLD




POLITICAL

iN 6ENeRAL, THe POLITICS CLOSELY ReSeMBLEe WHAT iS fOUND iN OUR CURRENT SiTUATION. DiviDeD
iNTO SeVeRAL MAJOR SYSTEMS, GACH WiTH THEIR O CLAIMS AND iDeAS. 6e0POLITICALLY,
COUNTRieS ARG SePARATED BY BORDCRS, REPRESENTED BY HEADS Of STATE. DiviDeD iNTO Two
MAJOR PARTS: DEMOCRACY AND DICTATORSHiP, THESe COUNTRiES HAVE THEIR OwN CONSTITUTIONAL
SYSTEMS RANGING FROM VOTING BY REPRESENTATIVES TO A HieRARCHICAL PYRAMID SYSTEM WHERE
DeCiSionsS ARG MADE BY THE HiGHEST RANKING iNDiViDUAL.

MORe SPeCifiCALLY, THE POLITICS WiTHIN THe GROUP ARE DiffeReNT. CURRENTLY, THERE iS NO
LCADCR, AND DECiSionS ARE MADE BY ALL MEMBERS Of THe GROUP THROUGH A VOTE RESEMBLING A
TOWN COUNCGiL. HOWEVER, A PERSONALITY eMERGES FROM THE GROUP RePRESENTING TS FLAG. THIS
iNDIViDUAL HAS NO PRIMARY FUNCTION BUT PLAYS AN iMPORTANT ROLE in MORALE AND iNeViTABLY
inFLuences THe GROUP'S DECiSions.

MeeTiNGS ARe NOT SCHEDULeD AND ARe Of Ten TRiGGEReD BY A MAJOR PROBLEM. THE GROUP iS
ORGANiZeD BUT UNSTABLE. THERE iS NO DOCUMENT OUTLINING A GERTAiN ORDER iN THE POLITICAL
SYsTem, AS iS OfFTen seen. FORMED VERY QUICKLY, NOTHING iS REALLY PUT in PLAGE TO MAINTAIN
HARMONY AND ORGANIZATION, AND @VERYTHING iS DLCIDED QUICKLY.

iN THe event Of A PRISONER CAPTURE, THERE iS NO FORMAL PENAL SYSTEeM. THe FATE Of THe
iNDIViDUAL iS PRIMARILY BASED 0N A VOTC, WiTH NO ReSTRICTIONS PREVENTING THEM FROM BRiNG
KiLLeD.




ECONOMY

THE WORLD'S iS PRIMARILY BASED ON . DeSPiTe iTS SiZe, THeRe iS

SYSTeM Like WHAT we KNOw WiTH MOney. THe wAY TO QUANTIFY A DiSH iS
THROUGH A THAT CALCULATES in ReAL-TiMe THE VALUe AND Of THe
iNGReDieNTS UseD, ALLOWING A TO Be PLACED ON ANY eXiSTiNG DiSH.

SiMiLAR TO weLL-Known LiKe THe CAC-HO, iS
BeTween eACH COUNTRY TO MAINTAIN A STABLE eCONOMY. iNGREDieNTS ARE CLOSELY

TO PREVeNT SiGNifiCANT inFLATION AND BALANCE.
ON A LeSS GLOBAL SCALe, THE eCONOMY WITHIN THE GROUP Of SURVIVORS iS MAINLY BASED
on . IT iS RARE fOR A MEMBER TO ReQUEST COMPENSATION FOR
SOMETHING, BUT iT . MAINLY FOR NON-@SSENTIAL iTeMS LiKe weAPONS OR
LUXURi@s.

THE CULTURE Of GIViNG iS , WiTH THE GROUP PRIMARILY FUNCTIONING ON
RELATIONSHiIPS BeTween inDiViDUALS. THe BeST WAY TO OBTAIN SOMETHING iS TO
one’s FiNDINGS WITH OTHERS TO FORM AND iNCReASE TRUST AND SHARING WiTH
THeM. THERe iS N0 wAY FOR THeM TO OR TRADE, AS THeY ARE

in A CLOSED LOCATION.



CLIMATE

THE WORLD iS BASED ON A CHANGING environmenT Depenbiné on THe 0CCUPieD LOCATION.
SeVeRrAL CONTINeNTS ARe PrReSeNT, AGH WITH iTS CLIMATE AND envikonMenTs. THe
AVERAGE TeMPERATURE RANGES FROM 12° TO 15° CELSIUS. LiKe @ARTH, SEASONS VARY
T@MPERATURES, BUT THERE ARE ONLY TwO SCASONS: SPRING AND WINTER. PRECIPITATION iS
fReQUENT iN TROPICAL eNVIRONMENTS BUT ALLOWS CHef CATS TO CULTIVATE mMANY
Diff@ReNT iNGREDIeNTS.

GOING DeePer, THe GROUP OF CATS RETREATS iNTO THE HOTEL'S PiPeLINGS, WiTH A CLIMATE
ReSeMBLING THAT FOUND in TROPICAL CONTINGNTS. VERY HOT AND HUMID, iT FLUCTUATES
BeTween 22° AND 25° CeLSIUS. THeRe ARE NO STORMS OR SEASONS, BUT THE PipeLines
THEMSELVeS ARe A SiGNiFiCANT FACTOR in CHANGE DepenDING ON THEIR LeVELS AND USAGE:
OVERfFLOWS CAN OCCUR, DESTROYING BUILDINGS OR FRAGILG OBJECTS iN THEIR PATH.

inSiDe THe HOTeL iTSeLf, THe TEeMPERATURE iS PLCASANT AND STABLE, BUT THE KITCHENS
exPeRrience CHANGES Depenbiné On THEiR USAGE, iNFLUGNCING THE ROOM'S TCMPERATURE.




TECHNOLOGY

T@CHNOLOGY HAS evoLveD TO WHAT We KNOw, PROGRESSING THROUGH AGES.
THEY ARe SiMiLAR in TERMS Of MECHANICS, CASTING, AND fORGING, BUT ONe
DOMiNATeS:

THE eCONOMY AND WAY Of Life Of THE CHer CATS PRIMARILY RELY ON AND

f00D, AND GARLY ON, . THeY DeveLopeD MACHINeS TO iNCReASe

PRODUCTIVITY BY USING VERTICALITY TO GROW PLANTS. ADDITIONALLY, THEIR SOILS HAVE Been
WITH TO enHaAnce .

ReGARDING MACHINGRY, ARTIfFICIAL iNTELLIGENCE HAS eMEerGeD, ALMOST eNTikeLY

fARMERS, LeADING TO One Of THE WORLD’S GREATEST CRiSeS. TODAY, ALL STAGES Of

GROWTH ARE USING THESe (i, WHICH, COMBINED WiTH MECHANICS, OF FeR

PRODUCTiON Of FRUITS AND V@GETABLES.

AS fOR THE SURViVORS, BeiNG iNGREDieNTCATS, THEY POSSESS ADAPTED TO
THEIR . THEiR GROUPS fUNCTION iN HARMONY WITH MEMBERS" CAPABILITIeS,
eLiMiNATING THE NeeD TO GeNeRATE ELeCTRICITY AS THEY SIMULATE ALL STATES FOUND il
OUR MACHINES. fOR exampLe, THEiR OVens USING THEIR , AND
even BuiLDinG CONSTRUCTION iNVOLVeS MiXinGé wWATER AND ABILITi@S.

APART fROM THAT, THeY T@CHNOLOGICALLY FROM THE
PeRSPECTiVe Of iNGREDieNTCATS.



FAUNA / FLORE

Given THe DiveRSe TeMPeRATURES, THE WORLD CONTAINS NUMEROUS SPeGieS Of FRUITS AND
VeGETABLES. THeSe ARe NOT DifFeReNT FROM WHAT we CAN £iND in OUR UNiVeRse.
HOWeVER, SOMe GeneTiCALLY MODifFieD PLANTS @XiST TO PRODUCE A GRCATER QUANTITY OF
FRUITS OR VeGETABLES.

THE DOMINANT ANIMALS ARE THE CHef CATS, THANKS TO THEIR iNTELLiIGeNCe THEY HAVe
BUILT A SOCieTy Gentered AROUND £00D. THEY HAVE NO NATURAL PREDATORS BUT PReY ON
ALMOST ALL SPeCies in THe WORLD. THeY ARE ANIMALS THAT eVOLVe in GROUPS VeRY MUCH
BASED ON SOCIAL INTERACTIONS TO GUARANTEE THRIR SURVIVAL.

FAUNAL DiVeRSITY iS ALSO iDENTICAL TO THAT Of @ARTH: SPECiesS iNHABIT THEIR HABITATS
ACCORDING TO THEIR PReFERENCES.

THE iNGREDIGNTCATS ARG THE SCCOND MAiN SPeCies in THE WORLD, SMALL BeiNGS THAT SeeK
ReFUGE in COMFORTABLE AND HibDen PLAGES. THEY ARE SEPARATED BY TYPe AND CLOSELY
ReSeMBLEe iNGREDieNTS. MAINLY FOUND iNn fORESTS AND VeRY LARGE HABITATIONS, THEY
POSS@SS INTeLLIGeNCe SiMiLAR TO GHef CATS BUT HAVE POWERS ACCORDING TO THEIR TYPE.
THEY HAve LONG SURVivVeD THROUGH KNOwLEeDGEE TRANSMISSION AND DISCRETION.




CHARACTERS




CHALAIT

AGE NOTRABLE SKILLS
A MUSHROOM BOTANY
CRAFTING
STATUS
ALive

TRAITS 1 WEAKNESS

FUNCTIONS D@TERMINATION / iNGENIOSITY
PLAYABLE CHARACTER RIGIDITY / DISTRUST

BACKSTORY

CHATLeAV wAS BORN iNTO A COMMUNITY Of iNGReDieNT CATS @STABLISHED FOR DECADES WiTHIN THE HOTEL. HiS
ReSPecTeD AND weLL-KNnown FAMILY WeRre FULL MeMBERS Of THe COLONY. HiS FATHER WAS A ReSPECTED MEeRCHANT,
WHiLe HiS MOTHER RAN A RESTAURANT. DURING HiS CHILDHOOD, He LeARNED THe SeCReTS Of MUSHROOM AGRICULTURE
AND ReSOURCE MANAGEMeNT. HiS FATHER, MOTHER, AND fRieNDS Weke CAPTURED BY THE GHEf CATS. He HAS Been
fRieNDS WiTH GHATPUCCINO SiNCe CHILDHOOD.

GOVERNING PSYCHOLOGY

i WiSH TO SAVe MY £AMILY AND FRieNDS HeLD
PRISONER.
i MUST PROTECT MY COMMUNITY AT ALL COSTS.
We MUST ACT AS A COMMUNITY TO Be STRONGER.
i FeeL OVerwHeLMeD BY eVents.

SKILLS

PHYSIQUE g
@DUCATION ¢ S
FUNDS :

WiLL ¢ fm
CONTACTS - Py Py Py



POICHON

s
Dominant
Self-enhancin :
9 Leading
Separated Being Extroverted
admirable and
Arrogant important
Commanding Exhibitionistic
Detached . Intrusively
o Boasting Being sociable
Dictating succesful
Dominating -
Disdainful Froud Adliging Patronizing
Autonomous
. . Over-
Sarcastic Competing Qutgoing protecting
Critical Belligerent e o Self-Assured Conciliatory Rardoning Nuturant
ondescenaing N
. B I i Pityi
Abusive Irritable Asserting Elnaltarakly Encouraging tying
Reassuring Forgiving
Angry Stern  Strict /|ndifferent Helping '\ Sympathizing .
Consoling
Impatient Comfortin
pptshing F S Self> Self o Accenti %\ incuigent
Caustic Criticizing [ Firm Respecing | Gemposed) FUS ) ACcepiing
Hostile <« P Friendly
Rebelling Distrustful | peubtin Agreeable Compulsive
[¢] Moglst | Redeptive Pleasant
Complaining |  gkeptical Gentle Cooperation| Cooperation
Resentful Being Timid Respectful f 1pgting ngarded
disappointed Confiding
4 Admiring
Suspicious plur Uncertain | soliciting Gulible 4
Preoccupied Help Cooperative
. Bitter Gulible
Distrustful o
Unforgiving Self-Doubting Being
. . A influenced
Brooding Disengaged Passive Acquiescing
Embarassed Ambition!
. mbitionless
Inhibited Apologetic
Clinging
Self-derogatin:
S Obeying
Self-punishing Deferring
Helpess
Introverted ” Connected
Self-effacing Docile

v

Submissive




CHAPPUCINO

AGE NOTRABLE SKILLS
& OBSGRVATIONAL SKILLS
STATUS COMMUNICATION
ALive
TRAITS /- WEAKNESS

FUNCTIONS

UNLOCKABLS & COMPASSION / RELIABILITY
PLAYABLE CHARACTGR NAIVeTY / SeNSIBILITY

\-'& el
BACKSTORY

CHAPPUGINO iS A LONGTIME fRieND Of POICHON: THEY GReW UP TOGETHER WHILE LEARNING TO THRiVE in THEIR eNVIRONMENT. HiS
PARENTS DieD WHen He WAS S YeARS OLD, AND CHAPPUCINO WAS ADOPTED BY HiS FAMILY. He VOLUNTEERED eXTensiveLy TO HeLp

ORPHANED GHiLDREN AND HAD PLANS TO @STABLISH A RefFUGE BeFORe THE ATTACK.

GOVERNING PSYCHOLOGY

i SUPPORT OTHERS WHen THeY neeb iT MOST.

i BeLieve in THe COMPASSION AND KiNDNEss Of THOSe

AROUND Me.
i DON'T WANT TO SUFFER ALONe.
i'M AFRAID Of BEiNG TAKeN ADVANTAGE Of.

SKILLS

PHYSIQUE g
@DUCATION : TS
WiLL :

CONTACTS : iy Py Py



HAPPUC

Dominant
Self-enhancin :
9 Leading
Separated Being Extroverted
admirable and
Arrogant important
Commanding Exhibitionistic
Detached . Intrusively
Boasting Being sociable
Dictating succesful
Dominating .
Disdainful Frogd Adliging Patronizing
Autonomous o
" er-
Sarcastic Competing Qutgoing p::,tecﬁng
Critical Belligerent Lond di Self-Assured Conciliatory Rardoning Nuturant
ndescending .
. B 1 i i
Abusive Irritable Asserting eing Capable Encouragingy, Pitying
Reassuring Forgiving
Angry Stemn  Strict / |ngifferent Helping '\ Sympathizing .
) Consoling
S Self, COmIOTg | utgent
" : Bei i
Caustic Criticizing [ Firm RespecNng gmposed C?)Ir?sgiderat Accepting
Hostile < P Friendly
AN Distrustful Doubtin Agreeable Compulsive
[¢] Moglst | Redeptive Pleasant
Complaining Skeptical Gentle Cooperation| Cooperation
Resentful Being Timid Respectful f 1pgting ngarded
disappointed Confiding
] Admiring
Suspicious Hurt . Uncertain Soliciting Gulible d
Preoccupied Help Cooperative
. Bitter Gulible
Distrustful G-
Unforgiving Self-Doubting Being
. . A influenced
Broodiig Disengaged Passive Acquiescing
Embarassed Ambition!
. mbitionless
Inhibited Apologetic
Clinging
Self-derogatin:
S Obeying
Self-punishing Deferring
Helpess
Introverted ? Connected
Self-effacing Docile

v

Submissive




CHALAIT

/ 4

R A

Y — SCIeNTiFiC KNOWLEDGE
00 HISTORICAL KNOWLeDGE
. Y STATUS ROSCARCH & ANALYSIS
B ReSTRAINGD
— TRAITS - WEAKNESS
“c FUNCTIONS CURIOSITY / iNTEGRITY
Dre-a ¥ nec iSOLATIONISM / FEARFULNGSS
=
BACKSTORY

CHATLAIT WAS THE LiBRARIAN Of THE TOWN, AND Due TO HiS Dif FiCULTY i MOVING, He LOVeD STUDYING THE HiSTORY
AND SCience Of THE iNGReDieNT CATS. He LiveD in ANOTHER iNGReDieNT CAT CiTY BeFORe MOVING TO THE HOTEL.
Known THROUGHOUT THE ViLLAGE fOR HiS GALM DEMEeANOR AND KNOwLEDGE. He £eeLS GUILTY FOR BETRAJING THE
VIiLLAGE'S POSITiON BY TRYING TO RETRieVe iNFORMATION £ROM A BOOK BELONGING TO THE COOKING CATS.

NOTRABLE SKILLS

GOVERNING PSYCHOLOGY
i €XCeL in MY FieLD AND HAVE THE RESPONSIBILITY TO

PReSERVE THIS KnOwLeDGe.
i DiSLiKe vioLence: i PReFer TO SOLVe PROBLEMS
Dif FeReNTLY.

@DUCATING THEe new GenerATiONS iS iMPORTANT TO

Mme.
i'M AFRAID Of PUTTING OTHERS iN DANGER BeCAUSE
Of MY MiSTAKeES.

SKILLS

PHYSIQUE : 92 g p pd

@DUCATION :

WiLL : 119941

CONTACTS :



CHALAIT

Dominant
Self-enhancin :
9 Leading
Separated Being Extroverted
admirable and
Arrogant important
Commanding Exhibitionistic
Detached . Intrusively
Boasting Being sociable
Dictating succesful
Dominating .
Disdainful Frogd Adliging Patronizing
Autonomous o
f r-
Sarcastic Competing Outgoing p::tecﬁng
Cnt]ca] Belligerent Coitic o Self-Assured Conciliatory' Rardenins NUtura nt
ondescending R
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GAME OUTLINE



WORLD

CHARACTERS

A

ACTIVITICS AND CHARACTEERS ARG THE WeEIRD ASPECT Of THE G6AMe

WORLD

RIGHT FROM THE START, THe PLAYGR eMBODieS A HUMANOID CAT WITH UNREALISTIC PROPERTICS. THE GAMEPLAY THEN
ReVOLVES AROUND BATTLING CATS TO fRee THER CAPTURED fRieNDS.



NARRATIVE TYPE

FULLY EMERGENT

90U ARe POIGHON in AN eviL CAT HOTEL, DefFeAT THE eViL CAT CHersS, FREE JOUR fRieNDS
fROM A DELiCiOUS DeMiSe AND OBTAIN THE Key TO FREeDOM WiTH THE POWER Of
FRiGNDSHiP!

THERE iS ONLY One WAY FOR THE PLAYER TO RETRiGVE THRIR FRiGNDS THROUGH THE STORY:
THE PLAYER CANNOT DeCiDe OR infLuence THe NARRATiVE STRANDS.



GAMEPLAY




FEATURE

- @XPLORG ~ " COLLeCT —

—  STeALTH

= fIGHT

—

SOCiALize =

= UNLOCK

= MANAGe




FEATURE
CATS POWeER

GACH PLAYABLE CHARACTER POSSESSeS ACTiVe ABILITICS THAT CAN Be
USeD TO THEIR ADVANTAGE in COMBAT OR @XPLORATION. THESe
ABILITieS CAN TAKE VARIOUS FORMS, FROM A MEANS Of
TRANSPORTATION TO iNACCESSIBLE ARGAS TO ADDITIONAL OPTIONS FOR
HiDING.

THe ACTIVE ABILITIeS ARE UNIQUE TO GACH CAT, AND THERE iS N0 g AERERE e PO buiry,
neeD TO FULFILL CONDITIONS TO OBTAIN THEM. iT iS N2CASSARY TO ; @ sé Asfral
PLAY THE SPECIFIC CHARACTER TO USE THEIR ABILITIES. i Ascent

THESe ACTiVe ABILTieS ARE DiviDeD iNTO TwO MAIN CATEGORICS:
STEALTH / TRAVERSE ABILiTieS AND OfFenSive ABILITieS. THe
fORMER ALLOWS CATS TO GAIN MULTIPLE ADVANTAGES i TRAVERSING
PATHS AND HiDING OPTIONS, WHiLe THE LATTER enABLeS THeM TO use
THGIR POWERS TO INTCRACT WITH THE environment.

iNTERACTION WiTH THE enviRONMENT ALLOWS fOR COMBINinG
Offensive ATTACKS WiTH enViRONMENTAL HAZARDS: FOR eXAMPLE,
SPITTING WATER ON OiL TO CReATE AN eXPLOSION.




FEATURE )
CATS POWeR

MiSSiONS START DIReCTLY FROM THE HUB. BEfORE DEPARTURE, THE PLAYER MUST ASSCMBLC THEIR TeAM USING TwO GHARACTERS WHO WiLL Be PLAYED AND
INTCRCHANGEABLE DURING @XPLORATION, AS WeLL AS A PASSIVE ABILITY.

CHARACTERS HAVE THRee Lives SiMiLAR TO THE MECHANICS Of ZeLDA GAMES. wHeN HiT, THeY LOSe A HEART. AFTER A PERIOD OF TiMe, THESe HeARTS ReGENCRATC. @ACH
CAT'S Lif'@ iS UNiQue DURING eXPLORATION, AND iT iS POSSiBLe TO HAVE TeAM MEMBERS WiTH Diff @RENT HEALTH LeVeLS. HOWEVeR, if A CAT LOSeS ALL OF iTS HeARTS,
THEe ADVENTURE enbs Due TO THE NeeD fOR MeDiCAL ASSISTANCE.

-

- = USe SKiLL

-

D> o .




FEATURE

enemies Come in VARIOUS FORMS AND RePRESENTATIONS, WITH
THE MAIN One BeinG MASSive CATS. THEY ARe PLACED in THe
BACKGROUND Of THE GAME AND MOVE WITHiN iT.

@ACH ROOM iS LiKe A TABLEAU: LOADING SCReeNS OR FADES TO
BLACK SCPARATC THEM. enemies ARe iNiTiALLY PLACED in THEIR
ReSPeCTive ROOMS, RELATED TO THEIR THeMesS. THeRre iS ONLY
One BASIC enemy Type in THe 6AMe.

DURING @XPLORATION, THE PLAYER WILL 2NCOUNTER TRAPS. if THE
PLAYCR TRIGGERS THeM, THEY MAKE NoiSe, ATTRACTING THe enemy
WHO THeN STARTS iTS USUAL CYCLE OF PHASES. if THE enemy is
ALReADY PreSeNT, iT enTers A DeTecTion AND ATTACK STATE.
enemy BeHAVIOR iS CLASSIFieD iNTO Dif FeReNT STATES, GACH WITH
iTS SPECifiCiTies.

ROGARDLESS Of THE STATE, if THe PLAYER MAKES NOiSe OR eNTERS
THE enemy’s fieLD OF ViSion, iT WiLL BeGin TO ATTACK. WHiLe
HiDDeN, even if THe PLAYEeR eNTEerS THe enemy’s fielD Of
ViSioNn, THeY Are NoT spOTTeD.

COMBAT




FEATURE

CATS POWeER

DURING STATE S, THE enemy PerRFORMS , SOME ALLOWING COUNT@RATTACKS WHiLe OTHERS DO NOT. PATTERN SERieS ARE , WITH THE SeRieS
BeinG RANDOMLY SeLecTeD BY THE SYSTEM. DURING THIS PHASE, THe ATTACK AREA MOVES TO THe , ALLOWING THE PLAYER TO Be HIT AND TAKE DAMAGE. TO RETURN THE
enemy TO iTS STATE 2, THe PLAYER MUST NeCeSSARILY , KNOCKING OUT THE enemy fOR A Few SeCONDS, AFTER WHICH iT RETURNS TO STATE 3. if THe PLAYER LEAVES
THE ROOM, THe enemy DOes NOT FOLLOW. if* THe PLAYER Re-eNTERS, STATE 1iS ASSiGNED AGAIN
THE PLAYCR THE BOSS OR enemies. inSTeAD, THeY MUST USe THe CHARACTERS’ OFfensSive ABILITIeS TO SeT BefORCGHAND. THeSe TRAPS ARE fORMED BY

Of eLemenTs SiMiLAR TO THE MEeCHANICS Of 6AMES LiKe DiviniTy OR BALDUR'S GATE (WATER + @LECTRICITY: GLECTRIC WATER, €TC.).
AFTER GACH ATTACK, THe enemy unDercoes A fOR A few Seconns, DURING WHICH iT DOGS NOT MOVe, LeAVING iT TO THe PLAYER. TO iNFLICT DAMAGE,
THE PLAYCR MUST THE TRAP CORRECTLY TO HIT THe TARGETED PART. (See “PROCESS Of enemy ATTACK™).
THERE ARE TWO MAIN WAYS TO fROM enemiesHiDe OBJeCTS: 0BJECTS THEe PLAYER CAN WITH TO HiDe 7 PROPS HiDEOUTS: BeiNG , THe PLAYCR iS NOT

SPOTTED BY THe enemy. noTe THAT DEPenDinG ON THEiR SiZ¢, HiDEOUTS MAY OR MAY NOT Be USABLE.

1 Dﬂf’;ﬂ@@ ﬁ

ennemy =—>  PASSivé => RGSGARCH =+»  DeTeCT => ATTACK =—>  PLAYER TRAP
1 l ! t
DODGe  =—> e
> @SCAPe COMBiNAiISoN




FEATURE .
ReLATION

THE PLAYCR HAS THE OPPORTUNITY TO DEVeLOP RELATIONSHiPS WITH THE
VARIOUS CATS HiDDEN in THe "MiAOU™ HQ (HUB).

THE PURPOSE Of THeSe ReLATIONSHIPS iS TO @NCOURAGE THE PLAYER TO
@XPLORE AND TAKE ADVANTAGE Of @ACH ALLY'S BeNnefiTS DURING THEIR
ADVeNTURe.

in THE LeveLs, iT WiLL Be POSSIBLE TO fiND “ARTIFACTS / RUNGS™ WHICH
WILL TAKE DifFERENT FORMS. THESE RUNeS CAN THeN Be OFfeReD TO THe
CATS TO iNCReASE THE PLAYER'S RELATIONSHiP WiTH THEM.

Runes CAN Be OBTAINED in SeVEeRAL WAYS. in LeVeLS, THey CAN Be £OUND

L)

iN CHeSTS OR DIRECTLY ON THE GROUND AS SPRIiTES, OR AFTER DefFeATiNG =-Relations-> ~ Dims. e

ause | 01:25PM @&

A BOSS. BALANGING WILL Be ADJUSTABLE THROUGH THESE TwO METHODS, e T——
WITH THE MOST iMPORTANT PASSiVeS BeiNG FAVORED i ACTIONS THAT
ARG NOT ACCESSIBLC TO THE PLAYGR (BOSS fiGHTS).

RGLATIONSHiPS WILL BE MANAGED BY A LeveLine SYStem SiMiLAR TO
GAMeS Like "SimS™ Life OR STARDeW VALLeY, WHeRe eACH Gif T OFFeRS
A SeT AMOUNT Of XP, WITH @ACH CAT HAVING A PANEL OF 3 AVAILABLC
Gif TS.




FEATURE )
CATS POWeR

RUnes Wil Be BALANCED PROGReSSiVELY DEPenDinG ON THE DIFFICULTY LeVeL. THe fiRST, GASieR TO OBTAIN, WILL OFFeR LeSS XP, WHiLe THE LATER ONes will Be MORe
ReWARDING. RUNES ARE UNniQue iTems

AFTER REACHING A CeRTAIN LeVeL WiTH AN NPC, THE PLAYER WILL Receive A PASSIVe. THeSe PASSIVeS ARE UniQue TO eACH CAT AND WiLL Be USEFUL DURING THe
ADVeNTURe, UNLOCKING New BOnuses AND ADVANTAGES. THROUGH THIS SYSTeM, BLOCKING CeRTAIN RUNES AND THEREFORE PASSIVES WILL BE NCCESSARY (if THE PLAYER
DOES NOT POSSeSS A CAPACITY TO RETRieVe Gif TS),




FEATURE

DURING CXPLORATION, THE PLAYER WILL NCOUNTER NUMEROUS OBSTACLES
THEeMeD AROUND COOKiNG. THE Diff@ReNT PASSiVes, ABILITieS, AND
PECULIARITieS Of THE CATS WILL UNLOCK POSSIBILITieS FOR NAVIGATING
THE LeVeLS.

THE DifFeReNT ROOMS ARE PRESENTED AS TABLEAUX. wHeNn THe PLAYER
MOVes FROM ONne ROOM TO ANOTHER, A LOADING SCReel APPEARS,
LOADING THe NeXT ROOM WHiLe THE PREViOUS One iS FrROZeN.

WHen LeAvinG THe CURRENT Scene, eLements ARe FrOZen, BUT ANY
OBJECTS THAT HAVe Been iNTeRACTED WiTH, MOveD, BROKeN, eTC.,
ReMAIN in THAT STATE UNTIL A RETURN TO THE HUB iS MADE.

DURING @XPLORATION, THE PLAYER CAN iNTCRACT WITH eLeMenTsS Of THe
environment, ALLOWING THeM TO UNLOCK PATHS, PERFORM ACTIONS,
eTC.

TRAPS WILL Be PRESCNT, ALSO iN THE £ORM Of OBJECTS, WiTH THEIR MAIN
eFFeCT BeinG TO MAKE NOise, SLOw DOwN THE PLAYER, OR @ven PUSH
THeM.

@XPLORATION




FEATURE
CATS POWeER

ACTivVe CHARACTERS ARE NOT DiReCTLY fROM THE Of THe 6AMe. DURING , THe PLAYEGR MUST OR ACCESS THeM ViA A SeRries Of PreCiSe
MOVeMeNTS. THe UNLOCKING iTSeLF DOeS NOT COST ANY ReSOURGES. AFTER BeiNG frReeD, THe CAT CAN Be USeD BY ACCESSING THe

TeAM ABILITieS WilL Be . fOR NOW, THe T@AM COMPOSITION DOES NOT iNFLUeNCe THE TYPe Of THeSe s THEY WILL ALWAYS Be . AS SOON AS THe TeAM iS
GREATER THAN 1, THeSe MOVeS ARE UNLOCKeED, AND NO SPeCifiC ACTION iS ReQUIRED TO OBTAIN THeM.

ON THEe CATS PReSeNT in THe TeAM, THe PARTNER WHO THE GROUP ACTiON WiLL , WITH NO ¢onsequences on THe MeTRiCS OR effecTiveness of
THE ACTION.
PASSIVeS i VARIOUS FORMS WiLL OFfer TO APPROACH THE LeVveLS, uniQue TO @ACH CAT, UNLOCKED THROUGH THe SysTeM. iT iS ONLY POSSIBLE TO
CHOOSe one PASSive DURING @XPLORATION, NOTING THAT @ACH CAT HAS A PASSive BASED ON iTS THeMe.

«  fOR exampLe, A PASSiVe ReLATED TO A SNAIL-LiKe CAT MiGHT ALLOW CLIMBING WALLS.

- passive —
> LTTe —
> QXPLORE —> OBSTACLC —>  HOiGHT = |, evel 1 | LOCKeD
eLeMeNTS ALLieS
> mp —

= ACTiVe = UNLOCK ==  RECRUIT






INTERACTIVE ELEMENTS

CAGE

fOUND DURING GXPLORATION. ALLieS THE PLAYER MUST ResCue TO
ReCRUIT THEM

NPC

Sure, it's a bit overgrown, but/f '

there's some good soil
undernenth that mess!




INTERACTIVE ELEMENTS

BUTTON FIRE

ALLOWS TO TURN THE POT'S fiRe ON OR Off MANAGeMeNT Of one’S TeAM BefORe eMBARKING ON AN
ADVENTURE




INTERACTIVE ELEMENTS

SINK WATER HOSE

L 4

WAYPOINTS USABLE iN THE HUB AS SHORTCUTS BACK TO UNLOCKED
LOCATIONS.




INTERACTIVE ELEMENTS

DAMAGER CHEST

-

enViRONMENTAL PARTS THAT THe PLAYER CAN USe TO inJURe Rune CONTAINeR
enemies

s




EXPERIENCE




EXPERIENCE

Noita — 2019 = Nolla Games

Hollow Knight - 2017 - Team Cherry

T=<e0000000

Terraria - 2011 - Re-Logic

ii l ¥
A
Y
JORLY -

NPC iNTERACTION
DiALOGUEe MODe
Menu 7/ Runes / OPTIONS
TeAM MAnAGeMeNT / PASSIVe
MAp



Trials of mana - 2020 - Square Enix

a2 &

Semi-open

MeTA LD

EXPERIENCE

Iconoclasts - 2018 - Joakim Sandberg WitchSpring R - 2023 - Kikiwalks

F-

MACRO LD MiCRO LD
Semi-oren A



.}

-

EXPERIENCE

LAUNCH

|

MaAin Menv

2 8

conTtinve

|

LOAD
seLecTion

new GAme

OPTIONS




ENNEMIES




ENNEMIES

WEAPONS
HANDS FOR STRIKE PLAYCR
TYPE
BOSS
LOCATION
DeSiGNATED BOSS ROOM
ROLE
PLAYCR FIRST BOSS DESCRIPTION
MECHANICS CHECK

A CHef SpeciALizeD in FReNCH CUiSine. Uses HiS Le6S
TO STRiKe HiS enemies. SKiLLeD AND experienceD in
COMBAT




ENNEMIES

TYPE

BOSS

ROLE

PLAYGR fiRST BOSS
MECHANICS CHECK
Keep PLAYCR encaGeD

WEAPONS

HANDS fOR STRiKe PLAYGR

LOCATION
DesienATeD BOSS ROOM

DESCRIPTION

GROOMS. KNOWS HiS eNVIRONMENT WweLL. USes HiS
LONG AND @LASTIC BODY TO STRiKe HiS enemies. uses
HiS GRGAT HEiGHT TO OBSERVE HiS SURROUNDINGS.



ENNEMIES

TYPE

common ennemie

ROLE

BASIC ennemies
ReiNfORCE GAME DINAMISM
PROViD@ iNT@REST iN iNFILTRATION

WEAPONS

HANDS fOR STRiKe PLAYGR

LOCATION
@XPLORATIONS ROOMS

DESCRIPTION

BASIC HOTEL COOK. USeS HiS HANDS TO ATTACK.
PARTICULARLY WARY AND CONSTANTLY MOVeS fROM
ROOM TO ROOM.



APPENDICES




| " Bartle i Evalua
Killer ---
1 Achiever ++
Socializer i
Explorer i+ +
’
D
Mechanic +
| Dynamic = =
Aesthetic 4
Kinetic

PLAYER THEORIES

‘GNS,+ - Evaluation
Gamism alals
Narrativism +
Simulationism --
Experimentalism | ++
Hard -

Easy +++

o —
Serious +
Soc L --




PLAYER THEORIES

LeBlanc Evaluation

Submission ++

Challenge +

Discovery +++

Fantasy +

Narrative -

Sensation

Fellowship --

Expression 3

Gardner Evaluation
Linguistic -—-
Logical-Math +
Naturalistic +
Spatial H+§

Bodily- ++
Kinestetic

Musical
Interpersonal -
Intrapersonel -

Existential




WHAT’S NOT

Sun Heaven - 2021 - Pixel Sprout

Relationships

[ amith's Apprenice

Noita - 2019 — Noita Games

Skul the Hero Slayer - 2020 — Southpaw Games

PS8 0 Cracir 03: Acam and Eve 2 7 | 4
o a) ¥ ~- W
: Pl
: Gl il
o
ac
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PILLARS

| NAVIGATING THE ROOMS WiLL ALWAYS Be
@ASieR WITH THE RIGHT SKILLS.

0BJECTS WON'T ALWAYS Be HeLPFUL AND CAN
BeCOMe A DANGER: iT'S NECESSARY TO STAY
ALGRT.

YOUR fRienDS ARe BeinG HeLD CAPTiVes UNITY
iS STRENGTH. FRee THeM TO Become
STRONGER.

GACH CAT HAS iTS WeAKNesSes: THINK
BeFORE TOSSING A CHATPUCCINO iNTO A POT.

DiSCRTION iS CRUCIAL TO AVOID enbinG UP in
HOT WATER.

THE HOTeL STAFF iSN'T STATIC: DON'T GiVe
THeM A ReASON TO enTer YOUR ROOM.

AFTER A fAiLeD ATTACK, MERCY iS NOT AN
OPTiON: RETALIATION iS.

THE Key TO SUCCesS Lies in A 600D TeAM,
BALANCED AND ReLiABLe.

MAKING fRieNDS CAN ONLY Be POSITiVe,
@SPeCiALLY FOR MORE effiCienT
@XPLORATION.

BUT iT ALWAYS iMPROVES RELATIONS WITH
THE ReCipienT.

TOGETHER, THE TeAM iS STRONGER: BY
HeLPinG enCH OTHER, new ABILiTieS BeCome
POSSiBLe.

A GIf T MAY NOT ALWAYS Be @ASY TO OBTAIN,




BUSINESS

DEAD CeLLS HOLLOW KNiGHT

$29,99 §24,99 SIH,79

BLASPEHMOUS I : AfTeRiMAGE
$29,99 $19,90




BUSINESS

Name Regease Price Loviegh Follower Sales MetaCritic (PC)
Date Price

Ori 2020 29,99 € 5,99 € 188 K 2,8M 90

Dead Cells 2018 24,99 € 11,99 € 367 K 3,2M 89
Hollow Knight 2017 14,79 € 5,99 € 359 K 6,4M 90
Skul 2021 16,79 € 8,39€ 110K 1M 80
Blasphemous i 2023 28,99 € 17,99 € 33K 0,230 M 84
Afterimage 2023 24,99 € 11,24 € 23K 0,2M 79




BUSINESS

N Price Sales Refund Rate Estimate Taxes Store Final Estimate
(13%) Revenue (20%) (Steam | 30%) Revenue

Ori 29,99 € 2,8 M 364 000 73055640 € 14611128 € 21916692 € 36527 820 €

Dead Cells 24,99 € 3,2M 416 000 69572160 € 13914432 € 20871648 € 34786 040 €
Hollow Knight 14,79 € 6,4M 832 000 82350720€ 16470144 € 24705216 € 41175 360 €
Skul 16,79 € 1M 130 000 14607 300 € 2921460€ 4382 190€ 7 303650 €
Blasphemous | 28,99 € 0,230 M 29,900 5800899 € 1160179€ 1740 269 € 2900449 €
Afterimage 24,99 € 0,2M 26 000 4 348 260 € 869 652 € 1304478 € 2174130€




MENTAL




MINUTES OF FUN

2 HOURS ﬁ '
@XPLORATION Of hew Scenes, DiSCOVEeRrY

Of new enemies WiTH New PATTERNS,
LiBERATION Of New TeAMMATES. BASe
iMmPROVEMENT.

fiRST BOSS BATTLE. iNTRODUCTiON TO
BASEe MANAGEMeNT AND DeveLOPMent.

o MiNn

DiSCOVERY Of THe fiRST MOvement AND
iNFILTRATION MECHANICS.

fiRST CHASE SGene AnD ACTiON
sequence, encounTer WiTH one Of THe
enemies. DiSCOVERY Of MAnAGeMent
AND RELATIONSHiP MECHANICS.

HO min

fiRST COMBAT AGAINST ONe Of THe
enemies, Deepenine Of THe PLAYGR’S
UNDERSTANDING Of MECHANICS. MASTERY
Of PASSiVe AND ACTiVe ABILITieS.
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