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Game Idea

[T1]
e Simulation Game ®
e Managing a network
e Recursive Layers for ;]
recursion mechanic [T
e Inspired by Mini-Metro )




First Sketches
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Detailed Sketches
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Physical Prototype

'ormhole

emporal
Manipulatol



The Time-Space fabrig;collapses!




Digital Prototype




Time Layer Representation




Time Layer Representation




Evolution to 3D




Evolution to 3D




Generators
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Nodes in game

Black Hole

Time Ripple

Blockade
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User interface




Intro/Tutorial

Your job is easy. You see time ripples?
- 4'ou connect them.
Eig network. Strong network., Tourists flow, Money £low,




Upgrade System
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Final Game




Development Schedule

Functional Minimum:

Low Target:

IF

Desired Target:

High Target:
- and sounds

Extras:
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Chrono Corp can not tolerate failure.

You are fired

~ -

Chrono Corp thanﬁa you for serving
paying customers: @
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