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Game Description

- 2D rogue-like with the player controlling a space elevator and transporting 
cargo up and down to space stations

- enemies attack depending on cargo
- mechanical arms as defense
- general loop:

Load cargo / 
upgrade elevator

Defend against 
enemies with 

arms

Keep elevator 
running / repair 

damaged elevator

Unload cargo at 
destination/ load 

new cargo



Story and Setting

- Goal of the player: earn funds to attempt final climb to livable space station
- Earth is a wasteland, rich people escaped to space stations
- Multiple cables accessible, each leading to a different height
- Final climb as the most dangerous
- Upgrades necessary (additional defenses/ weapons, fuel to keep elevator 

running)



Technical Achievements

- Arms as main defense mechanic of space elevator
- Physics based combat
- Flinging mechanic and shield functionality 
- Inverse Kinematics for the arms and claws
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Development Schedule

Basic sprites, movement, grabbing
Simple movement in elevator

Enemies that can be grabbed and attack elevator

Loading phase
Delivery of cargo and UI for cargo and elevator
Flinging mechanic and physics based combat

Enhanced sprites 
Satisfying movement of arms

Switch between different cables
Complex enemy behavior

Online Coop
Interactive story

Smuggling

Extras
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