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I.l'l.l h t- - Onion Future is a game that is
QL 1= looking to explore a variety of
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A small handheld console, released
in 2822 hy video game publisher
Panic Inc.




Oeliverable

Vertical slice

o Well-integrated crank mechanics Frocess

= QOverworld  [terate on foundation
=  Combat * Maximize Crankage
o Developed visuals

o Clear story
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if aBarOpen then

if playdate.buttonJustReleased(playdate.kButtonB) then
ABtnDown false
aBarOpen false

end

local crankR = playdate.getCrankTicks(2)

if crankR > @ then curHeldActivity += 1

elseif crankR < @ then curHeldActivity -= 1 end

if curHeldActivity > #activityBar then
curHeldActivity = 1

elseif curHeldActivity < 1 then
curHeldActivity = #activityBar

end

"testprop":{

“name”: "Rat God of Robust Data Structures”,

"img": "dummy”,
"tilelW":
“tileH": 2,
"dialogue": [1],
“font": "diamond_ 12",

"type": "dialogue"

GROUPS = {
player
wall
trigger
combat
exit
destruct

>

local activityInits = {
["flute"] flute.PlayFlute,
["fishing"] = fishing.BeginFishing,
["mortar"] mortar.BeginMortar,
["digging"] = digging.BeginDigging

}

local activityUpdates = {
["flute™] flute.update,
["fishing"] fishing.update,
["mortar"] mortar.update,
["digging"] digging.update

}

local activityCheckStates = {
["flute"] flute.GetActive,
["fishing"] fishing.GetActive,
["mortar"] mortar.GetActive,
["digging"] digging.GetActive

}

local inActivity = fa

local aBarOpen = fals

local activityBar = {"fishing", "digging", "flute"}

local curActivity = ""

local curHeldActivity = 1
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BRI » Use the crank to reel in
R a whopper

o » Catch something
unexpected...?




L1gging

* Find treasure

S ? | ° Uncover hidden paths
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* Combine ingredients

* Create useful items
* Accelerometer intedration
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Llaodcutting

* Chop wood

fire

* Build your camp
to save

* Rest and converse

with party members




L-ormibat

Ty
Tyt by

]
it bty
ity piehyl

re ]

oy
il
et
gl bt
vtﬂﬂﬁhhh

ek

* Cen
]
++wﬂﬂw

T
ity

test move.

z

| the first

"

"

ing crank

* Navigate 20 stage with 366°
control us

ilities

to attack

* Unique character ab

 Collect "beats
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Marratiue

* Inspired by Aesop's Fables
o structure and thematic elements
oCharacter references

* Protagonist: The Fox
oTrickster
oMember of the Fox Hunt
osummoned by the King
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Tiles

LS

=

o
A

T
NIIINYZ “_
o i
NerIS e
RIS i

ofl

@m-

if5]

IS

im

i




LT

3‘5}% TER U
! 1 S

q-#
L

U ome

'
. 1 * 1 . 1 3% yl
m;ﬁgg\" Qf.'ﬁ\"":'-'ﬂ rw
: ]

%‘P:%!’anm r'. T
O o wﬁf




"*.;l;-. g s Loy ey %%%

1

.08 T N G S N T N

B @
Llecisions Q




Lecisions

Layer &: Canopy

Layer 3: Decoration

Layer 2: Walls

Layer 1: Base

Cambined Map
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The Deep Fareszt
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BOC 3/17

- Combat system

- Equipment system

- Most props are created

- Narrativeis revised

- Incorporate more crank
interactions

- Start creating sound
effects and music

q Forusar

Softs: April 7th

- More narrative

- Tiles sets are completed

- More environmental

interactions

- Character art is finished

- Music and sound effects
are done

Finals: April 28th

- All agsets are
implemented into a
cohesive vertical slice







