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Game High Concept

Winter is coming and your troop of monkeys must soon migrate south. This is always a dangerous journey as you must traverse hills, forests, deserts, rivers, and waterfalls. During the day these dangers can be dealt with, but things are different at night when your troop sleeps. For protection, your troops builds huts for sleeping in. You travel during the day, build huts in the evening, and sleep at night. The next day you pick up and continue, leaving your huts behind.

When playing this game you are concerned with two things, moving as far as you can during the day, while avoiding predators, and eating any food you can find. You don't want your monkeys starving to death. As night approaches, you will at some point have to stop traveling in order to gather materials for your huts. Order some your monkeys to cut down trees and bring back the wood and vines while you direct other monkeys to clear an area for your huts. 

You win the game by reaching the lush gardens at the end of your journey and you lose if your troop of monkeys dies.

Development Scope

This game will include a single campaign of taking your monkeys from the cold north to the warm south. This journey should take approximately ten days, and be playable in a few hours. The game will be developed over three months with a team of six people; three programmers and three artists and will cost $800,000.

Business case

Migratory Monkey Hut is a game for children of ages 8-14 of both genders. The simple characters and challenges will be easily understood by young children, and the topic will be presented in a bright and cheerful way that is appropriate for all ages. Releasing this on a console gives us around a $39 million dollar market.  
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