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SYNOPSIS

YOU ARE POICHON in an EVIL CAT HOTEL .

DEFEAT the EVIL CAT CHEFS, FREE your 

FRIENDS from a DELICIOUS DEMISE and obtain the

KEY to FREEDOM with the POWER OF

FRIENDSHIP !



GENERAL 
INFORMATIONS

GENRE

Metroidvania

PLAYERS

Solo

CAMERA

Side-Scroller

TARGET

Casual

PLATFORMS

Pc / consoles

BUSINESS

Premium



STORY WORLD



POLITICAL

In general, the politics closely resemble what is found in our current situation. Divided 

into several major systems, each with their own claims and ideas. Geopolitically, 

countries are separated by borders, 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 

decisions are made by the highest ranking individual.

More specifically, the politics within the group are different. Currently, there is no 

leader, and decisions are made by all members of the group through a vote resembling a 

town council. However, a personality emerges from the group representing its 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 often triggered by a major problem. The group is 

organized but unstable. There is no document outlining a certain order in the political 

system, as is often seen. Formed very quickly, nothing is really put in place to maintain 

harmony and organization, and everything is decided quickly.

In the event of a prisoner capture, there is no formal penal system. The fate of the 

individual is primarily based on a vote, with no restrictions preventing them from being 

killed.



The world's economy is primarily based on food. Despite its size, there is no 

monetary system like what we know with money. The way to quantify a dish is 

through a global market that calculates in real-time the value and rarity of the 

ingredients used, allowing a price to be placed on any existing dish. 

Similar to well-known global markets like the CAC-40, information is transmitted 

between each country to maintain a stable economy. Ingredients are closely 

monitored to prevent significant inflation and maintain balance.

On a less global scale, the economy within the group of survivors is mainly based 

on vital resources. It is rare for a member to request compensation for 

something, but it can happen, mainly for non-essential items like weapons or 

luxuries.

The culture of giving is prevalent, with the group primarily functioning on 

relationships between individuals. The best way to obtain something is to share 

one's findings with others to form friendships and increase trust and sharing with 

them. There is no way for them to exchange resources or trade, as they are 

trapped in a closed location.

ECONOMY



The world is based on a changing environment depending on the occupied location. 

Several continents are present, each with its climate and environments. The 
average temperature ranges from 12° to 15° Celsius. Like Earth, seasons vary 

temperatures, but there are only two seasons: Spring and Winter. Precipitation is 

frequent in tropical environments but allows Chef Cats to cultivate many 

different ingredients.

Going deeper, the group of cats retreats into the hotel's pipelines, with a climate 

resembling that found in tropical continents. 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; 

overflows can occur, destroying buildings or fragile objects in their path.

Inside the hotel itself, the temperature is pleasant and stable, but the kitchens 

experience changes depending on their usage, influencing the room's temperature.

CLIMATE



Technology has evolved similarly to what we know, progressing through ages. 

They are similar in terms of mechanics, casting, and forging, but one exception 

dominates: agriculture.

The economy and way of life of the Chef Cats primarily rely on agriculture and 

food, and early on, new systems emerged. They developed machines to increase 

productivity by using verticality to grow plants. Additionally, their soils have been 

modified with microorganisms to enhance properties.

Regarding machinery, Artificial Intelligence has emerged, almost entirely replacing 

farmers, leading to one of the world's greatest crises. Today, all stages of 

growth are automated using these AI, which, combined with mechanics, offer 

significant production of fruits and vegetables.

As for the survivors, being IngredientCats, they possess technologies adapted to 

their abilities. Their groups function in harmony with members' capabilities, 

eliminating the need to generate electricity as they simulate all states found in 

our machines. For example, their ovens operate using their heat generation, and 

even building construction involves mixing water and harvesting abilities.

Apart from that, they do not differ significantly technologically from the 

perspective of IngredientCats.

TECHNOLOGY



Given the diverse temperatures, the world contains numerous species of fruits and 

vegetables. These are not different from what we can find in our universe. 

However, some genetically modified plants exist to produce a greater quantity of 

fruits or vegetables.

The dominant animals are the Chef Cats, thanks to their intelligence they have 

built a society centered around food. 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 their survival.

Faunal diversity is also identical to that of Earth; species inhabit their habitats 

according to their preferences.

The IngredientCats are the second main species in the world, small beings that seek 

refuge in comfortable and hidden places. They are separated by type and closely 

resemble ingredients. Mainly found in forests and very large habitations, they 

possess intelligence similar to Chef Cats but have powers according to their type. 

They have long survived through knowledge transmission and discretion.

FAUNA / FLORE



CHARACTERS



CHALAIT

BACKSTORY

Chatleau was born into a community of Ingredient Cats established for decades within the hotel. His 

respected and well-known family were full members of the colony. His father was a respected merchant, 

while his mother ran a restaurant. During his childhood, he learned the secrets of mushroom agriculture 

and resource management. His father, mother, and friends were captured by the Chef Cats. He has been 

friends with Chatpuccino since childhood.

Mushroom Botany

Crafting

NOTRABLE SKILLS

TRAITS / WEAKNESS

Determination / Ingeniosity

Rigidity / Distrust

GOVERNING PSYCHOLOGY

I wish to save my family 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.

AGE 
23

STATUS
Alive

FUNCTIONS
Playable Character

 

SKILLS

Will : 

Education : 

Contacts : 

Physique :  

Funds : 



POICHON



CHAPPUCINO

BACKSTORY

CHAPPUCINO is a longtime friend of POICHON; they grew up together while learning to thrive in their environment. His 

parents died when he was 5 years old, and ChaPPucino was adopted by his family. He volunteered extensively to help 

orphaned children and had plans to establish a refuge before the attack.

Observational Skills

Communication

NOTRABLE SKILLS

TRAITS / WEAKNESS

Compassion / Reliability

Naivety / Sensibility

GOVERNING PSYCHOLOGY

I support others when they need 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.

AGE 
21

STATUS
Alive

FUNCTIONS
Unlockable & 

Playable Character 

SKILLS

Will : 

Education : 

Contacts : 

Physique :  

Funds : 



CHAPPUCINO



CHALAIT

BACKSTORY

ChatLait was the librarian of the town, and due to his difficulty in 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 calm demeanor and knowledge. He feels guilty for betraying the 

village's position by trying to retrieve information from a book belonging to the Cooking Cats.

Scientific Knowledge

Historical Knowledge

Research & analysis

NOTRABLE SKILLS

TRAITS / WEAKNESS

Curiosity / Integrity

Isolationism / Fearfulness

GOVERNING PSYCHOLOGY

I excel in my field and have the responsibility to 

preserve this knowledge.

I dislike violence; I prefer to solve problems 

differently.

Educating the new generations is important to 

me.

I'm afraid of putting others in danger because 

of my mistakes.

AGE 
29

STATUS
Restrained

FUNCTIONS
NPC 

SKILLS

Will : 

Education : 

Contacts : 

Physique :  

Funds : 



CHALAIT



GAME OUTLINE



WORLD

Activities and Characters are the weird Aspect of the game

Right from the start, the player embodies a humanoid cat with unrealistic properties. The gameplay then 

revolves around battling cats to free their captured friends.

Characters

Activities World



NARRATIVE TYPE

Fully Emergent

You are Poichon in an Evil Cat Hotel, defeat the Evil Cat Chefs, free your friends 

from a delicious demise and obtain the key to freedom with the power of 

friendship!

There is only one way for the player to retrieve their friends through the story; 

the player cannot decide or influence the narrative strands.



GAMEPLAY



FEATURE

Explore Collect

Stealth

Fight

Socialize

Unlock

Manage



FEATURE
Cats Power

Each playable character possesses active abilities that can be 

used to their advantage in combat or exploration. These 

abilities can take various forms, from a means of 

transportation to inaccessible areas to additional options for 

hiding.

The active abilities are unique to each cat, and there is no 

need to fulfill conditions to obtain them. It is necessary to 

play the specific character to use their abilities.

These active abilities are divided into two main categories: 

Stealth / Traverse Abilities and Offensive Abilities. The 

former allows cats to gain multiple advantages in traversing 

paths and hiding options, while the latter enables them to use 

their powers to interact 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

Use Skill
Stealth

Offensive

Missions start directly from the HUB. Before departure, the player must assemble their team using two characters who will be played and 

interchangeable during exploration, 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 regenerate. Each 

cat's life is unique during exploration, and it is possible to have team members with different health levels. However, if a cat loses all of its hearts, 

the adventure ends due to the need for medical assistance.



FEATURE
COmbat

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.

Each room is like a tableau; loading screens or fades to 

black separate them. Enemies are initially placed in their 

respective rooms, related to their themes. There is only 

one basic enemy type in the game.

During exploration, the player will encounter traps. If the 

player 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 different states, each with 

its specificities.

Regardless 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 player enters the enemy's field of 

vision, they are not spotted. 



FEATURE
Cats Power

Ennemy Passive Research Detect Attack Player

Damage

Dodge

Trap

Type 

CombinaisonEscape

During State 5, the enemy performs repeating patterns, some allowing counterattacks while others do not. Pattern series are performed in order, with the series 

being randomly selected by the system. During this phase, the attack area moves to the foreground, allowing the player to be hit and take damage. To return the 

enemy to its state 2, the player must necessarily counterattack, 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 1 is assigned again

The player cannot directly attack the boss or enemies. Instead, they must use the characters' offensive abilities to set traps beforehand. These traps are formed by 

combinations of elements similar to the mechanics of games like Divinity or Baldur's Gate (Water + Electricity: Electric Water, etc.).

After each attack, the enemy undergoes a "Passive" period for a few seconds, during which it does not move, leaving it vulnerable to the player. To inflict damage, 

the player must position the trap correctly to hit the targeted part. (See "Process of Enemy Attack").

There are two main ways to hide from enemiesHide Objects: Objects the player can interact with to hide / Props Hideouts: Being behind them, the player is not 

spotted by the enemy. Note that depending on their size, hideouts may or may not be usable.



FEATURE
Relation

The player has the opportunity to develop relationships with the 

various cats hidden in the "Miaou" HQ (HUB).

The purpose of these relationships is to encourage the player to 

explore and take advantage of each ally's benefits during their 

adventure. 

In the levels, it will be possible to find "Artifacts / Runes" 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 several ways. In levels, they can be found 

in chests or directly on the ground as sprites, or after defeating 

a boss. Balancing will be adjustable through these two methods, 

with the most important passives being favored in actions that 

are not accessible to the player (Boss fights).

Relationships will be managed by a leveling system similar to 

games like "Sims" Life or Stardew Valley, where each gift offers 

a set amount of XP, with each cat having a panel of 3 available 

gifts.



FEATURE
Cats Power

Runes will be balanced progressively depending on the difficulty level. The first, easier to obtain, will offer less XP, while the later ones will be more 

rewarding. Runes are unique 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 necessary (if the player 

does not possess a capacity to retrieve gifts),

Interact

Tchat

Gift

Earn

Passive



FEATURE
Exploration

During exploration, the player will encounter numerous obstacles 

themed around cooking. The different passives, abilities, and 

peculiarities of the cats will unlock possibilities for navigating 

the levels.

The different rooms are presented as tableaux. When the player 

moves from one room to another, a loading screen appears, 

loading the next room while the previous one is frozen. 

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 exploration, the player can interact with elements of the 

environment, allowing them to unlock paths, perform actions, 

etc.

Traps will be present, also in the form of objects, with their main 

effect being to make noise, slow down the player, or even push 

them. 



FEATURE
Cats Power

Explore Obstacle Height

Little

Active characters are not directly unlocked from the start of the game. During exploration, the player must free hidden cats or access them via a series of precise 

movements. The unlocking itself does not cost any resources. After being freed, the cat can be used by accessing the HUB.

Team abilities will be executable. For now, the team composition does not influence the type of these abilities; they will always be similar. As soon as the team is 
greater than 1, these moves are unlocked, and no specific action is required to obtain them.

Depending on the cats present in the team, the partner who helps perform the group action will change, with no consequences on the metrics or effectiveness of 

the action.

Passives in various forms will offer additional ways to approach the levels, unique to each cat, unlocked through the relationship system. It is only possible to 

choose one passive during exploration, noting that each cat has a unique passive based on its theme.

• For example, a passive related to a snail-like cat might allow climbing walls.

Mid

Level 

Elements

Passive

Active

Locked 

Allies

Unlock Recruit



GAME ELEMENTS



INTERACTIVE ELEMENTS

Found during exploration. Allies the player must rescue to 

recruit them 

CAGE NPC

Allows you to offer gifts and collect characters' passives



Allows to turn the pot's fire on or off

BUTTON FIRE

Management of one’s team before embarking on an 

adventure

INTERACTIVE ELEMENTS



Teleportation to the hub

SINK WATER HOSE

Waypoints usable in the HUB as shortcuts back to unlocked 

locations.

INTERACTIVE ELEMENTS



Environmental parts that the player can use to injure 

enemies

DAMAGER CHEST

Rune container

INTERACTIVE ELEMENTS



EXPERIENCE



EXPERIENCE

Npc Interaction

Dialogue Mode

Menu / Runes / Options

Team Management / Passive

Map

Noita – 2019 – Nolla Games Terraria – 2011 – Re-LogicHollow Knight – 2017 – Team Cherry



EXPERIENCE

Meta LD
Semi-Open

Trials of mana – 2020 – Square Enix

Macro LD
Semi-Open

Iconoclasts – 2018 – Joakim Sandberg

Micro LD
Semi-Open

WitchSpring R – 2023 - Kikiwalks



EXPERIENCE

Launch

Main Menu

ContinueNew Game Options Quit

Load 

Selection

Game

Graphics

General

Controls

Pause 

Menu

Load

Exit

CharmTeamPassiveRelationsMap



ENNEMIES



ENNEMIES

TYPE

Boss

ROLE

Player first boss

Mechanics check

WEAPONS

Hands for Strike Player

LOCATION

Designated boss room

DESCRIPTION

A chef specialized in French cuisine. Uses his legs 

to strike his enemies. Skilled and experienced in 

combat



ENNEMIES

TYPE

Boss

ROLE

Player first boss

Mechanics check

Keep Player Engaged

WEAPONS

Hands for Strike Player

LOCATION

Designated boss room

DESCRIPTION

Grooms. Knows his environment well. Uses his 

long and elastic body to strike his enemies. Uses 

his great height to observe his surroundings.



ENNEMIES

TYPE

Common Ennemie

ROLE

Basic Ennemies

Reinforce game dynamism

Provide interest in infiltration

WEAPONS

Hands for Strike Player

LOCATION

Explorations rooms

DESCRIPTION

Basic hotel cook. Uses his hands to attack. 

Particularly wary and constantly moves from 

room to room.



APPENDICES



PLAYER THEORIES

Bartle Evaluation

Killer ---

Achiever ++

Socializer +

Explorer +++

MDA + Evaluation

Mechanic +

Dynamic ++

Aesthetic -

Kinetic --

GNS + Evaluation

Gamism ++

Narrativism +

Simulationism --

Experimentalism ++

Lazzaro Evaluation

Hard -

Easy +++

Serious +

Social --



PLAYER THEORIES

Gardner Evaluation

Linguistic ---

Logical-Math +

Naturalistic +

Spatial +++

Bodily-
Kinestetic

++

Musical ---

Interpersonal +

Intrapersonel -

Existential --

LeBlanc Evaluation

Submission ++

Challenge +

Discovery +++

Fantasy +

Narrative -

Sensation ---

Fellowship --

Expression +



Relation System

Skul the Hero Slayer – 2020 – Southpaw Games

Astroneer – 2016 – System Era

New Game +

Shop

Noita – 2019 – Noita Games

Coop

Nier Automata – 2016 - PlatinumGames

Offensive Skills

Sun Heaven – 2021 – Pixel Sprout

47

WHAT’S NOT



PILLARS

Navigating the rooms will always be 

easier with the right skills.

Objects won't always be helpful and can 

become a danger; it's necessary to stay 

alert.

Your friends are being held captive; unity 

is strength. Free them to become 

stronger.

Each cat has its weaknesses; think 

before tossing a Chatpuccino into a pot.

Discretion is crucial to avoid ending 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 good team, 

balanced and reliable.

Making friends can only be positive, 

especially for more efficient 
exploration.

A gift may not always be easy to obtain, 

but it always improves relations with 

the recipient.

Together, the team is stronger; by 

helping each other, new abilities become 

possible.

Exploration Fight Socialize



BUSINESS

Ori and the wild Wisps

$29,99

Skul

$16,79

Dead Cells

$24,99

Hollow Knight

$14,79

Blaspehmous II
$29,99

AfterImage

$19,50



Name Release 
Date Price Lowest 

Price Follower Sales MetaCritic (PC)

Ori 2020 29,99 € 5,99 € 188 K 2,8 M 90

Dead Cells 2018 24,99 € 11,99 € 367 K 3,2 M 89

Hollow Knight 2017 14,79 € 5,99 € 359 K 6,4 M 90

Skul 2021 16,79 € 8,39 € 110 K 1 M 80

Blasphemous II 2023 28,99 € 17,99 € 33 K 0,230 M 84

Afterimage 2023 24,99 € 11,24 € 23 K 0,2 M 79

BUSINESS



BUSINESS

Name Price Sales Refund Rate
(13%)

Estimate 
Revenue

Taxes 
(20%)

Store 
(Steam | 30%)

Final Estimate 
Revenue

Ori 29,99 € 2,8 M 364 000 73 055 640 € 14 611 128 € 21 916 692 € 36 527 820 €

Dead Cells 24,99 € 3,2 M 416 000 69 572 160 € 13 914 432 € 20 871 648 € 34 786 040 €

Hollow Knight 14,79 € 6,4 M 832 000 82 350 720 € 16 470 144 € 24 705 216 € 41 175 360 €

Skul 16,79 € 1 M 130 000 14 607 300 € 2 921 460 € 4 382 190 € 7 303 650 €

Blasphemous II 28,99 € 0,230 M 29,900 5 800 899 € 1 160 179 € 1 740 269 € 2 900 449 €

Afterimage 24,99 € 0,2 M 26 000 4 348 260 € 869 652 € 1 304 478 € 2 174 130 €



MENTAL  

SIMPLE COMPLEX

FAST

SLOW



MINUTES OF FUN
5 Min

20 Min

40 Min1 Hours

2 Hours

Discovery of the first movement and 

infiltration mechanics.

First chase scene and action 

sequence, encounter with one of the 

enemies. Discovery of management 

and relationship mechanics.

First combat against one of the 

enemies, deepening of the player's 

understanding of mechanics. Mastery 

of passive and active abilities.

First boss battle. Introduction to 

base management and development.

Exploration of new scenes, discovery 

of new enemies with new patterns, 

liberation of new teammates. Base 
improvement.

V

XX

XLLX

CXX
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