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Destiny's Web

Theme


The theme of the game is the cycle of life. The game touches on issues of life and legacy by starting out the player as a newborn spiderling and having them control the spider through its life until they are able to create their own egg sack. The narrative that can be read into the game based on the progression of settings and the player's actions is that of guiding consecutive generations of the same spider family from the before the dawn of mankind to past its dusk.

Time Management


The time management aspect of this game is based on the day/night cycle. Game play takes place during the night, starting at dusk and ending at dawn. Each night lasts 10 minutes. Multiple settings are available for the player to choose from. Each setting consists of multiple nights. Progress from one night is carried over to the next night within the same setting. The player starts out in each setting as a newborn spiderling (carried by the chances of wind to their current location) where they must build, expand, and repair their web while dealing with catching prey to use as food for silk generation and energy, or to set aside for the creation of an egg sack. The player's ultimate goal is to reproduce by creating an egg sack. The final creation of an egg sack requires a great deal of silk, a sufficiently strong web, and an adequate amount of food set aside.

General Gameplay


The player's a spider, under the cover of night they must spin their web. Web formation is slightly skill based, the player must point and click, but guide points based on selected templates are provided for the player's convenience. The available templates the player can choose from are shown at the beginning of each night. 
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New templates are unlocked by successfully constructing webs based on available templates. Following templates is not required to successfully construct a web. The player has a certain amount of silk they can lay down, represented by a meter. This meter starts full, depletes as silk is used, and refills gradually over time until full. The player also has an energy meter, which is filled by eating prey caught in the web. This meter starts half full and gradually depletes over time. Energy effects how quickly the player regenerates silk. While spinning a web, insects and other such prey might be caught. The player can choose to spin them up and devour them (this takes time and uses a great deal of silk), let them go, or ignore them (they might get away on their own or they might damage the web by being left to thrash about). Different prey provide different amounts of energy and require different amounts of time to spin up. Generally, the greater amount of energy a prey provides the longer it takes to spin them up.


The spider follows the player's mouse. Click, drag, and release to make the spider jump and lay down silk. Point and click on prey caught in the web to have the spider walk over to them and begin spinning them up. Spun up prey can be clicked on to be eaten by the spider for energy, or left to keep as stored food.

The player initially starts out choosing a specific location. 
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These locations unlock in such an order as to coincide with the passage of human history: Forest, Field, Tent, Hut, Farm, Barn, Castle, Castle Ruins, House, Abandoned Room, Attic, Warehouse, Armory, Skyscraper, Rocket, Space Shuttle, Space Station, City Ruins.


Players will be compelled to download and try the game due to its deep theme and unique look. While playing a spider might create an initial feeling of detachment towards the game's protagonist, parallels made to humanity and evocative settings will bridge that gap and tug on peoples reflective side. Everyone's noticed a sad and empty spiderweb in the course of their life, and this game explores that common experience. It's unique and free form control scheme will also attract people looking for more creative freedom in how they play their games.

Key Features:

Mouse based controls. Spin intricate webs and catch prey as you set the stage for the next generation.

Quick pace. Race against the clock to construct your web and catch food. 

Beautiful and haunting settings, full of subtle life story. Survive the ages as the world spins.

