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Pet Platformer

Introduction


In a far away land, deep within ancient ruins, an agile but tepid creature has lost its master. Without her guidance the creature has fallen into despair. It begins to rain, the creature huddles up. All seems lost, when suddenly, piercing through the clouds, a beam of light shines down upon the creature. It looks up at the sudden warm touch, looking up directly at the player, for it is the player that has come through the clouds to take charge of this pitiful creature and guide it to its destiny.

Overview


The game is part platformer (Ico) and part virtual pet simulator (Nintendogs). The focus is on a creature who the player must guide. The player interacts with the world as a disembodied spirit. The player takes the role as the character's new master and has free reign on what kind of master they will be. The relationship between the player and the creature will effect how the player guides the creature through the world. Beyond the world the player must guide their creature through, mini games with the creature itself (to train or build relationship) can be engaged in. The player can also influence the world in a limited fashion, such as pulling unreachable levers and pushing over ropes for the creature to climb up.

Camera/Perspective


The game seems to have a third person view. Technically the game is being played from a first person perspective, with the player looking through the eyes of the spirit they are represented by. The distinction is important to make as the camera/player is a character in the world. Another distinction from traditional third person games is that the camera is completely unbound. Using the touch screen to fly freely through the world, the player can scout out the lay of the level and determine how best to guide the creature. The player can drop up to 5 guide markers they can zoom into as they look through an area. The player will also be able to quickly return to their creature with the press of a button.

Creature Care


While working out the course through levels the player must keep in mind that the creature is always aware of the player. If the player leaves the creature for too long they will find the creature traumatized from fright and abandonment. The player can comfort the creature using the touch screen to restore its confidence. The player can also poke the creature to hurry it up.


The player can train their creature to be faster, stronger, and have more endurance. This is accomplished by engaging in mini games with the creature. Engaging in mini games drains some energy from the creature, so the player must be sure to let their creature rest or feed them to boost their energy. Food and other rewards can be found as the player guides their creature through the level.

Platforming


Platforming segments are broken up into steps through which the player must guide the creature. This is accomplished by determining where to send the creature next and then selecting that point with the touch screen. For example, to jump over a hole, from one platform to the next, the player must only select the next platform. The creature will automatically run to the edge of their current platform and jump over the hole onto the next platform. 

Audio/Animation


Sound plays an important role, both in establishing the mood of the game and also to provide feedback on the creature. It will coo when gently stroked, yelp when prodded, whimper when frightened, cheer when happy, and keep the player informed of its mood in general. As for the creature's mood, animations will play an equally important role in conveying that information. Every move the creature makes will vary in obvious and subtle ways, depending on its mood.

Viability


This type of game would thrive on the iPhone due to its ease of use, intuitive and “touching” touch controls, and the instant emotional hook of caring for the character presented. The pet simulation and puzzle aspects of the game will appeal to a wide range of demographics.

