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— - PATRIZK HAS THE ABILITY r
X=SPONEEBOB'S SPEEP TOPI6 THROUGH SOFT TERRAIN || = =====-=-=-========~ >
PATRICK'S SPEEP { X ANP NAVIGATE UNPEESEQUNP. PATEIZK'S UNPEESEOUNP SFEEP = X
LUNPERSROUND MOVEMENT A 1F PATRICK 15 PIGGING BENEATH A SOFT
MAY BE LIMITEP IN TEEMS PR SURFACE AND ENCOUNTERS A HARP SURFACE,
OF BOTH TIME ANP PISTANCE. ] HE WILL BE AUTOMATICALLY EJELTER FROM

2 SOFT TEREAIN

THE EROLNP.

HARP TERRAIN




PATRICK STAR
DIGGING
ABILITY

Cliggr *

HOLPING!!!

ATTACK!

--------



PATRICK STAR
DiGGiNG ADVANCED

ABILITY -

PILEING
MATERIAL

‘ FOME 08 JELTS LAN ONLY BE PESTEOYER FEOM THE BOTTOM.

HOEMAL
MATERIAL

LIKE A METEQIPVANIA, WE LAN MFFERENLIATE PISSABLE TEEEAIN TO NOT PISSABLE TERRAIN
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SOONGEROR

HAS THE ABILITY TO SHOOT BUBBLES!

1 - PUSH 0BJELT!
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PATRICK STAR

HAS THE ABILITY TO PUSH 0BJELTS!
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H2 - SHOOT BUBBLE!
LATLH THE 0BJELT!

W3-

@, |

'x

s

‘-‘:ﬂf
lﬂ 7 ]|
| 2 * '\1?
m 7 S.B. —:’_EJ

!EIL

A

4 - LIFT UP THE 0BJECT! 7 %
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] - [F RELR FORE TO0 LOWE, THE SOFEL-BUBKLE WILL BUESTS

L = ELUE T RELEASE THE BUBRE!

TOLFT THE GIANT 08,

0 - THE SOFEE- BUPBLE I'.'.‘.i n-E ABRITY
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H1 - SHOOT A BUBBLE! #Z - SHOOT A BUBBLE ON A WINP VENT H7 - USE THE BUBBLE+WINP
TO PUSH THE BUBBLE IN THE WINP PIRELTION! TO SOLVE ENI6MAS!
PIPES LOMBINATION
TO LONTROL ELEMENTS
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SHAPESHIFTING BUBBLES

POWERUP POWERUP POWERUP
TIME LIMITER TIME LIMITER TIME LIMITEP



. BASIC

+1 SDONGEROR

HAS THE ABILITY TO SHOOT A 6RAPPLING HOOK.
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P * TARGET

SHOOT

42 SDONGEROR

USING THE 6RAPPLING HOOK,
SPONGEBOB LAN PROPEL HIMSELF FORWARP!
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* TARGET

PusH

41 DPATRICK

HAS THE ABILITY TO SHOOT A 6RAPPLING HOOK.

42 DPATRICK

USING THE 6RAPPLING HOOK,
PATRICK CAN PULL 0BIELTS
OR TARGETS TOWARPS HIM!
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ADVANCED

+1 SPONGEROR

USING THE SRAFFLING HOOK,
SPONSEBOB AN PROPEL HIMSELF FORWARP!

+2 SDONGEROR

WILL STRIKE THE TAR&ET!

+5 SDONGEROR

THE TARSET WILL BE PROPELLEP FORWARP!
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#1 DATRICK

USING THE GRAFFLING HOOK,
PATRICK CAN PULL 0BJECTS
OF TARGETS TOWARFS HIM!

#2 DATRICK

WILL PELIVER A POWERFUL BLOW
TO THE FULLEP TARSET!

43 DATRICK

THE TARGET WILL BE PROPELLEF FORWARP!
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_ SLOW MOVEMENT?
FIXED CAMERA?

HOﬁAM
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AUTOMATIC - PEFENCE

I'M YOUR
opy

BU
FIGHTING
MACHINE!

LET ME
HANDLE THIS
FELLON FAR

AWAY!

YES PATRICK, NO
ONE LAN STANP
AGAINST Us!

HA

40 FORTH,
LONPANION
<N\,

PIVERT ITS
ATTENTION,
ANP CAUSE A
LOMMOTION!
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' NO S00NER SAIP
. THAN PONE! / A




FLAY AZ BUPFY
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FLAY AS BUPRY







THEM TO THE |
CORE!
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TERRIFY 1\ |

FEAR ME!
FELLAS
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COMBAT - FEAR




AFTER ALL THREE FIELES
HAVE BEEN LOLLELTER.

5\
\K THE FUMBLE 0F THE CONTROLLER TURNER
INTQ A KINF OF COMFASS, INPICATING
THE LOZATION OF THE TREASURE.

. K‘J (_'{f_é?fg_- INZREASE .ﬁu@
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MUSIC CAN SEEVE AS A CLUE, SINFIRG U5
TOWAFPS THE HIPPEN TREASLIFE.
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AFTER ALL THEEE FIECES
HAVE BEEN EOLLELTER,







CAMERA CAMERA POESN'T
SOLUTION 1 FOLLOW ROTATION

N

CAMERA FOLLOWS
ROTATION







FPATRILK NAS TRE ASRITY TO
POSFESS MON-PLAYARE
CHARALTERS (NPLS) WITH A 0
LEVEL LOWER THAN HI% OWN.
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IN TEKKEN, THE GAME RUNS AT 30 FRAMES
PER SECOND (30FP5), AND IT INCLUPES
APPROXIMATELY 20 FRAMES OF ANIMA-
TIONS FOR SWAPPING CHARACTERS.

IT TAKES APPROXIMATELY 0.66 SELONPS
TO EXPLAIN THE ACTION.
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A%Aﬁvc IF THERE I5 A

ROOF OVERHEAP.



IN TEEKEN, THE SAME EUNS AT 30 FEAMES
PER SECONP (30FFS), ANF IT INCLUPES
APPEOXIMATELY 20 FRAMES OF ANIMA-
TIONS FOE SWAFFING CHARALTERS.,

IT TAKES AFFROXIMATELY 0.66 SECONPS
TO EXPLAIN THE ALTION.
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[\ euppys /!
I'M SWOW-

INS YOU THE
way!

I'M SWOW-
ING YOU THE
WAY!




IN TEKKEN, THE SAME EUNS AT 30 FEAMES
PER SECON? (30875, AN IT INCLUPES [0 TAKES JLERONIMATELY 0.66 S6C0NPS

L
AFFROXIMATELY 70 FEAMES OF ANIMA-
TIONS FOE SWAFFING LHARALTERS.
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BOSS PIORAMA




. TREASURE HUNTING.
3 HEKE I LOMES

LY |

Secgliph
X e ...-.I m —-\--C__riw

[y
E

NOTE: THE VISUALS FEOVIPER ARE PURELY INFILATIVE ANP
SERVE TO ILLUSTEATE THE LONCEFT OF INZREASING VALLE.

NOTE: THE VISUALS FROVIPER ARE PLRELY INFICATIVE ANP SERVE TO ILLUSTEATE
THE LONZEFT OF FIFFERENT TEEASURES WITH PIFFEEENT CONTENTS.







COMBAT




PATRICK

SWITGHING










Borrow | " /F(
SWAD x%l kjﬁ?
COMBOAR |~

) N

Burrow \: %
S
COMBOR




MOPIFIER
POWERFUL VFX



IT 15 VERY IMPORTANT TO PEFINE A CLEAR LANGUAGE THAT WILL BE REPEATEP FOR THE ENTIRE 6AME.
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EXAMPLE: THE PLAYER STUMBLEP LUPON A VITAL ANP ELUSIVE ITEM, THAT UNLOCK A SIGNIFICANT UPGRAPE OR NEWFOLNP
ABILITY. BY BLENPING THE INGREPIENTS LISTEP EARLIER, WE CAN PELIVER THE IPEA THAT THE ITEM SEAMLESSLY ASSIMILATED
INTO THE PLAYER CHARALTER, INFUSING THEM WITH ITS POWER.




JELLY+1 JELLY+10 #1

THE PISTINCTION BETWEEN THE SMALL JELLY ANP THE LARGER ONE SHOULP BE CLEAR. PERHAPS THE LARGER JELLY LOULP
HAVE A UNIQUE EFFELT TO PISTINGUISH ITSELF FROM THE OTHERS.

WHEN THE LARGER JELLY BURSTS, IT RELEASES SMALLER FLYING JELLIES THAT ARE PRAWN TOWARPS THE CHARALTER, AS IF
THEY WERE ATTRALTEP BY MAGNETS.

PISCLAIMER: THE IMAGE PROVIPED 15 INTENPER SOLELY FOR ILLUSTRATIVE PURPOSES ANP POES NOT SERVE AS A FINAL VISUAL RECOMMENPATION.




THE BOSS IS PEFEATEP,
TIME TO REWARP!

PISCLAIMER: THE IMAGE PROVIPEP 15 INTENPEP SOLELY FOR ILLUSTRATIVE PURPOSES ANP POES NOT SERVE AS A FINAL VISUAL RECOMMENZATION.




SHORTLY AFTER, THEY
RETLRNEP TO THE BASE...

PISELAIMER: THE IMASE FEOVIPEP 15 INTENPEP SOLELY FOR ILLUSTREATIVE FUEFOSES ANP POES NOT SEEVE AS A FINAL VISUAL EECOMMENPATION.
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SOMETHING WILL BE
UNLOLKEP AS REACLTION
TO THE LAST ACTION.

PISCLAIMER: THE IMAGE PROVIPEP IS INTENPEP SOLELY FOR ILLUSTRATIVE PURPOSES ANP POES NOT SERVE AS A FINAL VISUAL RECOMMENPATION.




SOMETHING WILL BE
UNLOCKEP AS REALTION
TO THE LAST ALTION.

PISCLAIMER: THE IMAGE PROVIPEP 1S INTENPEP SOLELY FOR ILLUSTRATIVE PURPOSES ANP POES NOT SERVE AS A FINAL VISUAL RECOMMENPATION.




