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Game Analysis
‘Trip the Ark Fantastic’ is a deeply innovative 2D story-driven adventure set in the Animal Kingdom, a
fable world filled with alluring vistas, colorful characters and, unexpectedly, scholarly debates. You are
Charles, a hedgehog scholar with a mission. You and your companions will embark on a journey of
discovery into the far, unexplored reaches of the world. It is the King's hope that you will be able to
prove the existence of the “Ark”, a mythical vessel that has always formed the basis of the kings’ right
to rule, and thus stop the brewing civil war.
Apart from typical adventure game experience (branching dialogues, puzzle-solving, and mini-games),
the game will feature several original mechanics such as map filling, learning in-game languages (such
as the Squirrel language), book research, running various experiments, photographing evidence and
finally forging your theories. Depending on the strength of the player’s published theories, they will be
accepted in society as a whole and change the philosophical, economic or technological landscape of
the world. Because of this, there is a moral dilemma over every publication, as not all findings will
result in all-around positive changes. Along with the ability to solve all quests in more than one way,
decisions regarding the publishing of your theories are the main driver of the game’s replayability.
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STORYLINE & CHARACTERS
The player takes on the role of Charles, a scholar who finds himself torn between his scientific
ambitions and his allegiance to the crown. Tasked with finding out the truth behind an ancient Ark
myth, he will be forced to make decisions that have large-scale consequences on the future of the
Animal Kingdom. Unfortunately, not all is as well as it might seem in the kingdom, tensions are high
and on the verge of erupting. The animal society is entirely based on an ancient caste system directly
tied to the existence of a mythical Ark, and if these foundations start crashing down, there's no way of
knowing what ramifications it might have.
Throughout the game the player will make decisions that change the way this myth-driven society
perceives legitimacy and the status quo. In this way it aims to explore the relationship between science
and mythology and how society is shaped by myths and tradition.

Main Characters
Charles
“Famous scholar with close connections to the King.”
Charles might not be very good with people, but he makes up for it with his creativity. During his
journey he will be torn apart between his firm dedication to unveiling the truth and his sense of duty
towards the Throne.

Description:
Charles is the story’s main character and is controlled by the player. He feels a strong sense of
responsibility at being given the task to find the Ark, while also placing a large emphasis on his
dedication to the truth. Which is more important to him (truth or duty) is up to the player to decide.
His relationship with Philippe and Andre, his journey’s companions, starts as cold and distant.
However, after engaging in conversations with them more often, Charles becomes close friends with
one or even both of them.
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Philippe
“The youngest and most ambitious member of
the King's inner circle.”
Witty, sarcastic and shrewd, he might not sit well
with everyone, but he gets the job done. When
he's not busy checking up on his "contacts", he
enjoys a good philosophical discussion with
Charles while smoking some of his favorite
tobacco.
Description:
Philippe volunteered to accompany Charles on his
mission in attempt to steer his decisions in the
correct direction. He believes that finding and
proving the Ark’s existence will consolidate the
Kingdom’s power structure for the next few
decades. Some people don’t like his sarcasm and
attitude, but most can agree with his sound
arguments.

André
“Honor bound captain of the Royal Guard.”
Despite coming from a rich family, André decided to join the
military. As one of the most loyal members of the Guard, the
King tasked him with keeping Charles safe during this
potentially perilous mission.
Description:
André doesn’t really like to get into complex arguments with
either Philippe or Charles. Nevertheless he has fairly strong
opinions on the Kingdom’s hierarchical system and his place
in the world. As a result, he accepts Philippe’s superiority and
obeys his orders without hardly any question. He loves
eating and drinking and finds joy in the simple things in life.
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King Vincent III
“Noble monarch from a long
line of rulers.”

After having deposed of his tyrannical older brother, Vincent ruled with lenience and compassion.
However, this benign rule has made the animals more open to new ideas. Belief in the order of things
is waning and this scares Vincent. His hope is that finding the mythical Ark will firmly put the other
animals back in their place.
Description:
Decades ago, Vincent led the Lav Rebellion against his tyrannical brother King Lav. The mistreatment
and abuse the lower castes of animals suffered are still felt in today’s society, even after all King
Vincent’s best efforts to mend the scars. His hope is that one day animals will regain their belief in the
values and benefits of the hierarchical system.
King Vincent contacts Charles at the beginning of the game and tasks him with finding the Ark. During
the course of the game, he insists on regular updates on your progress towards finding the Ark. As long
as you are still in his favor, he will send funding and give you remote access to the Capital’s expansive
archives.
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Other Characters
Herbert (Hedgehog)
Herbert is Charles’s father and is an old and trusted friend of King Vincent. Their friendship
even goes back to before the Lav Rebellion.
Tiger Duke
The Tiger Duke is the most prominent member among the great cats, most of them dukes and
barons, who are putting the Lions’ legitimacy to rule in question. Although animals like the
Tiger Duke don’t openly incite riots in public, the King understands that once he shows a
moment of weakness, animals like the Tiger Duke will be the first to demand for his abdication.
Captain Polonius (Pelican)
An old pelican sailor who is crazy enough to transport Charles and his companions over the
ocean during Storm Season, a period of violent storms during which no ship dares sail on open
waters.
King’s Emissary (Cheetah)
The King’s Emissary is assigned by the King to protect the Kingdom’s interests in the Gorilla
Docks and the rest of the smaller outposts in the New World.
Hieronymus (Owl)
Hieronymus is a language expert and knows almost all languages practiced in the Animal
Kingdom. He is willing to get you started with any language if you are willing to pay a small
modest fee.
Foreman Robert (Beaver)
Robert is the foreman of the Harbor’s Lumberyard and is an expert in refurbishing old ships
and equipping them with the latest nautical inventions.
Makai (Orangutan)
Makai is the Chimp Town’s lead mathematician and has great interest in books and research
coming from the Kingdom’s scientific community.
Monkey King (Gorilla)
The Monkey King rules Chimp Town, but has no real interest in entertaining or facilitating
entrance his city to the Animal Kingdom’s explorers and scientists.
Village Elder (Kangaroo)
The Village Elder rules the small tribal community of Kangaroos living in the Wastelands. As
the kangaroos don’t use written language, the Village Elder’s job is also to serve as the tribe’s
living library.
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Story Setting
In this game, you take on the role of Charles, a scholar hedgehog. Just like your father Herbert (and
most hedgehogs for that matter) you have certain qualities - you are intelligent, hardworking, loyal
and brave to stand up to injustice. These qualities have led your father to stand up decisively during
the Lav Rebellion, a bloody civil conflict that tore the Kingdom apart. King Lav was a tyrant and
oppressed and abused the Kingdom’s weaker animals. This went on until Prince Vincent, the King’s
brother, got fed up with his brother’s tyrannical streak, gathered all animals and led a rebellion to
overthrow him. Although it is not common knowledge, your father played a crucial role in this struggle
by supplying the king with a tactical plan for the decisive battle of the rebellion - the battle at the Old
Capital. Most animals believe these tactics were devised by Vincent himself and this was fine for both
Herbert and Vincent, as the new king needed the praise to stay in power, and the hedgehog was
happier without all the unnecessary attention.
After the rebellion, Vincent became king and was beloved for being a gentle and rational ruler. He
surrounded himself with smart animals and reformed the kingdom to be less autocratic, giving more
autonomy to the great cats ruling other cities. This resulted in a more open society, but also made the
animals less inclined to tradition. Now, many years later, Vincent fears war as the other great cats,
holding positions of dukes and barons, have grown unruly and power-hungry, and dissent is slowly,
but surely, spreading throughout the Kingdom.
To avoid this, the King decides to strengthen the animal’s belief in the Kingdom’s tradition of Lions as
rulers. The creation myth of all the animals in the kingdom is at the core of this tradition. This myth,
called “The Story of the Ark”, speaks of the world beginning as just a huge ocean, slowly evaporating
and giving way to land. All animals alive today came from this Ark. According to legend, it was only due
to the wise decisions and guidance of the lions that the Ark was able to survive without capsizing. This
myth is the core for the Kingdom’s belief in the hierarchy that lions are meant to be kings, as well for
their qualities as natural leaders.
Times have changed and animals are now less concerned with stories, but if this myth can be
reinforced, it would make it hard for the other great cats to successfully overthrow the King and his
retinue. One of his decisions as King (several years ago) was to distribute copies of “The Story of the
Ark” to every household and this decision secured his legitimacy of rule for several additional years.
However, many years later, the belief in the Ark is starting to fade again...
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Detailed Storyline
The game is divided into three main acts, two of which are common to all the player’s choices while
the third act can only be accessed by making particular choices. The following is a list of all the
important events of the game’s storyline in chronological order.

Act I: The Animal Kingdom
The game’s first act takes place entirely in the lands ruled by the Lion King Vincent III. This act’s
progression is mostly linear and previously visited locations cannot be revisited.

1. Rabbit’s Grove
Charles, a famed scientist of the Animal Kingdom receives a letter from King Vincent III. In this
letter, the king urgently calls him to the Lion Capital to talk about a very important matter.
Charles does not care much for politics and would rather not become involved at all. However,
he is quite curious and, being a close family friend of the King, decides to visit him anyway.

2. Squirrel Town
On the way from his home in the Rabbit’s grove, Charles has to pass through Squirrel Town, a
small town where the player is introduced to some of the mythos and is drawn into the world.
This location also serves as an introduction to the remnants of the destruction and scars of the
Lav Rebellion, a bloody civil war between Prince Vincent (now King) and his cruel tyrant brother
King Lav.

3. Lion Capital
In the Lion city you receive an audience with the King who wishes to speak with you in private.
He informs you that the situation in the Animal kingdom is not as stable as it once was - his
rule is being subtly undermined by various great cat factions who wish to overthrow him.
Someone has been spreading dissent among the already unruly commoners that the Ark myth
(which legitimizes the social order) is just a fairytale. He thinks that the Tiger Duke, the most
prominent opponent of changing the social order, is behind it, but he’s not sure. The King
wants you to once and for all put a stop to these rumors by proving that the mythos is indeed
true. The king knows that if not proven, the kingdom will most likely fall into chaos, which will
cost many lives. He orders his most loyal guard to accompany you on this trip, André the boar.
It is known that there is a Shanty Town selling remains of the Ark in the excavation area on an
island south of the Pelican Harbor but this is thought by most animals to be a sham.
Nevertheless, it’s a good starting point for your investigation as the original researcher of the
Ark, who oversaw this excavation site, might have left some clues behind in his research notes
found in the records on the island. The Lion has sent one of his agents to secure a ship for you.
In the meantime, Charles is welcomed to the Royal Library to research the matter in depth
before heading out to Pelican Harbor. Charles visits his father, Herbert the Hedgehog to get
some more information, and does some research on the Ark in The Royal Library, and after
discovering that the Ark is by all accounts somewhere to the south, he arranges transportation
with The Elephant Company.
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4. Pelican Harbor (Playing as Philippe)
Philippe, the fox, was tasked by the King to make sure that there was a boat ready for Charles
and André, so that they could go and start their investigation on the Shanty Town’s island. He
first tries to find passage with some of the more respectable ship captains, but is unsuccessful
due to the fact that it will soon be Storm Season, a period of the year during which ocean’s
weather turns into a violent storm, and nobody is crazy to go out into the sea. In the end, he
turns to Captain Polonius, a decrepit drunkard, who might be willing to help him. Polonius
hasn’t sailed the ocean for 10 years and his ship is rotting in the docks. As a result, Philippe has
to get Polonius in shape and fix the ship before Charles arrives at the Pelican Harbor. This
involves going to the Beaver’s Lumberyard to order a new paddle wheel, among others.

5. Pelican Harbor (Playing as Charles)
Charles arrives at the Pelican Harbor and finally meets Philippe who has almost arranged
everything for the boat. The only remaining thing to do is to pick-up the brand-new paddlewheel from the Beaver’s Lumberyard in the morning.
While they wait, Charles and his companions are cordially invited to the Tiger Duke’s Ball.
Coincidentally, The Tiger Duke is currently at his mansion near the Harbor, where he tries to
influence Charles’ opinion regarding the Ark while his companions are distracted by other
things. Charles can access the Tiger Duke’s private library here and it is this hook that is used
by the Tiger Duke to get him alone.
In the morning, Charles visits the Beaver’s Lumberyard and can optionally receive some
information regarding the size and buoyancy of the Ark by the Beaver. After properly installing
the new paddle wheel, the party sets out on the now refurbished ship towards the Shanty
Town Island.

6. Shanty Town
Charles arrives at the Shanty Town where he is quickly overrun by peddlers trying to unload
their counterfeit pieces of the Ark. Everybody except the most gullible animals know this
business is shady and fake, but as this is reportedly the place at which the animals first set foot
on land, Charles hopes to find some kind of evidence to the Ark’s existence here. He tries to
talk to the excavation foreman to access the excavation archives, but is rebutted several times
by the foreman’s hired thugs.
After some sneaking around, they find themselves in an underground factory for creating
forged Ark pieces, and realize the whole excavation is a front. They obtain the excavation
records from the past couple of hundred years which prove that this whole site is fake and that
the Ark is probably further south on the New World Continent.
As a result, Charles asks Polonius again to transport him further to the south to the Gorilla
Docks, a colony of the Kingdom. In the middle of their crossing, Storm Season arrives and sends
their ship buckling.
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Act II: The New World
1. Gorilla Docks
Charles and his companions arrive in the Gorilla Docks, where there’s a lot of markets and
strange exotic objects being bought and sold. The jungle’s indigenous inhabitants, Gorillas,
Orangutans and other monkeys, are seen here walking and trading their jungle wares on the
street.
The Gorilla Docks are overseen by the King’s Emissary and the King has supplied you with a
letter of introduction. You go to the Emissary's office to talk with him and get access to the
Records Office to research maps and explorers’ accounts. You start researching other
explorer’s accounts and decide to act upon some leads you find in these journals. To do this
you’ll need to prepare some necessary exploration equipment. Luckily, there’s an office of the
Explorer’s Society in town and this office will serve as a hub for a large part of the second act.

2. Exploring the New World
Charles can now start exploring a huge jungle and has much more freedom to move wherever
he wants. (The Exploration mechanic is discussed in detail the Game Mechanics-section)
Following important locations are hidden in the jungle:
-

-

-

Many maps and accounts speak of the legendary Chimp Town; the Capital City of the
Monkey society. Here Charles can talk to a Chimp Mathematician who has calculated
the size and other mathematical (hypothetical) properties of the Ark.
The Parrot Park is a hidden sanctuary where birds can live freely outside the reach of
the Animal Kingdom’s oppressive rules.
Crocodile Creek is a dangerous place where crocodiles have their society
Research camps, either abandoned or still maintained, are scattered around the
jungle and can be visited:
- Tent Camp - studying the whereabouts of the Ark.
- Underwater Observatory - studying the fabled Fish Language.
- Treehouse Camp – Studying the origin of the Monkeys as they aren’t part of
the animals that were present on the Ark.
- Hut Camp – Mapping the New World
- …and many more
Several ancient temples and ruins with hidden knowledge and relics.
Smaller monkey villages and huts.

3. Fish Collective
Charles finds out information about legends of the ancient “Fish Collective” a hive collective
that keeps a record of history since the dawn of time, since their collective memory never dies.
Most animals think fish are stupid and rightfully so, as fish only become intelligent when they
in the thousands. Learning the Fish language is however very hard, but Charles eventually
succeeds. Some scientist was studying the fish and he had an underwater observatory. Charles
goes to this observatory and is able to successfully communicate with the fish. The Collective
eventually tells Charles that the Ark can be found on the highest peak of Mt Improbable.
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4. Climbing Mt. Improbable
Charles and his companions start climbing the highest mountain peak, as this was most likely
the first point of land that appeared.
Eventually you do find an Ark, and depending on Charles’ prior research you he can either
choose to dismiss it as another fake or declare it the ancient Ark from the mythos, at which
point he returns home to the Animal Kingdom. (See “Monarchy” Ending) Reasons for dismissal
can be the following:
-

The Ark is not big enough as calculated by the Monkey Mathematician.
The sizes and the wood that was used wouldn’t result in a useable ship, as the
Lumberyard Beaver thought you.
The wood is not old enough to be the actual Ark. (using an investigation mechanic
of your chemistry set, see the investigation-section)

Philippe attempts to dissuade you from your claims, but after Charles refuses to listen, Philippe
angrily gives up and leaves Charles alone. André runs after Philippe and urges Charles to
reconsider and come back with them, since their task is done. Charles can now either decide
that, indeed, while this might not be the real Ark, it is better for the Kingdom as a whole to
accept that this is the canonical Ark. Or, if Charles is really stubborn, he can decide that the Ark
must be even further south and go the opposite direction of Philippe and André.
Charles starts crossing the mountain range, but a horrible blizzard storm starts to pick up. As a
result, Charles is quickly swept off course and being buried in the heaps of snow. Charles’ vision
fades and he loses conscience.

Act III: The Wastelands
1. Kangaroo Tribe
Charles awakens in a bed and has no idea where he is or what happened after he collapsed.
He is greeted by a kangaroo who explains to him, with the help of sign language, that he was
rescued by a hunting party from the blizzard and was brought to the Kangaroo Tribe on the
other side of the mountain range.
In the Kangaroo village there is a Kangaroo Trader who attempt to communicate with you
using his vast knowledge of the different languages of the Wastelands. He tries some
languages which you don’t understand at all, but at some point speaks the Hyena language, a
language very similar to the Fox language which you learned before (or didn’t depending on
your choices). After learning the Hyena language, you can finally learn the Kangaroo language
and start talking with the tribal Kangaroos.
Three days after you wake up, an Eagle Agent arrives from the other side of the mountain
looking for you. It isn’t long before the player realizes that this eagle is an agent of the Tiger
Duke. He brings news of turmoil and of your new fame and offers safe passage back to the
other side of the mountains whenever your quest in the wastelands is done. He’s also quick to
point out that you better color your opinions towards the Tiger’s side or else you might be
stuck here forever.
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2. Exploring the Wastelands
The wastelands used to be a lush forest, but have turned into a scorching desert in the last
1000 years. Charles, being a hedgehog, can’t survive in this blazing heat. Luckily, the Village
Elder, is quick to point out the existence of a large cave-system that connects the entirety of
the desert underground. These tunnels are quite a maze and Charles can now explore these
tunnels and attempt to reach other parts of the wastelands. (The Exploration mechanic is
discussed in detail the Game Mechanics-section)
Following important locations are hidden in the cave system:
-

-

-

A huge lake spans almost the entirety of the cave system. In the deepest point of this
lake lies the Tiktaalik Village Lake.
Kangaroos do not bury their dead, but instead leave them on an altar in the Kangaroo
Graveyard, an underground hollow where a Komodo dragon has taken refuge and
happily lives off the Kangaroo’s dead.
The Platypus Lake is a small lake containing the Platypus Hermit, a strange but talkative
animal who baffles Charles by his very existence.
The Lion Cave City is the last remnant of an ancient Lion society which used to have an
empire spanning the entire wastelands. The empire slowly fell into decline after the
wastelands started turning into desert and is the last hub remaining of the ancient lions.
Somewhere hidden in the underground maze, lie the Ancient Catacombs of the Ancient
Lion City. Accessing the Ancient Lion City is only possible from these Catacombs (as the
City itself lies in the middle of the desert and is unreachable by conventional means), but
their location is kept secret by the inheritors of the Imperial lineage.

Other important locations are hidden in the wastelands themselves, but only reachable by
traversing the cave system:
-

-

-
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Different Tribal Villages of the Kangaroos:
- Ritual Village
- Trader Village
- Artist Village
Hyenas are plentiful in the Wastelands and have made their home in the ruins of the Hyena
Coliseum, a coliseum-like building from the time of the Lion Empire’s glory days.
The Ancient Lion City was the Imperial seat of power for thousands of years. However, its
current location in the middle of the desert makes it impossible to life in. Ancient Lion
relics and knowledge was left behind as the city’s premises were evacuated in a hurry after
the Old Volcano’s last eruption.
Close to an ocean exit, the Seal Village can be found.
Somewhere in the desert lies the Meerkat Vilage.
The Old Volcano hasn’t erupted since the evacuation of the Ancient Lion City. Its location
is however still stigmatized by this cataclysmic event.

As you send more and more reports with the Eagle Agent, the Kingdom’s situation becomes direr and
violent conflicts start breaking out all across the kingdom. The violence is however still localized and
the rioting animals can still be appeased by the King’s men. All the while, you are encouraged by the
Eagle Agent to forge or color your evidence to benefit the Tiger Duke which you can either ignore or
embrace.
The Eagle Agent also supplies you with the Kingdom’s newspapers so you can correctly gauge the
Kingdom’s situation. After sending several reports, civil war will inevitably break out. At this point you
have different options:
-

-

Lessen the controversy present in your reports and thus calm down the Kingdom’s
populace. This will most likely result in some of the Great Cats being able to direct the
populace’s anger and gather them under their own banner. In the end, the Tiger Duke is
able to unite the Kingdom’s animals once again in the “Chancellor” Ending.
Send your unbiased and uncolored reports without regard for any of the Kingdom’s
happenings. The Kingdom will most likely decent into pure anarchy in this way. This results
in the “Committee” Ending.

Different populations groups will also behave differently on the reports that are sent. E.g. Foxes might
be baffled that there is an entire group of animals, the Hyenas, that speaks a dialect of their own
language, while other animals might not really care about Hyenas due to their relative banality in
comparison to Tiktaali.

13 | P a g e

Possible Endings
1. “Monarchy” Ending
You help the King secure his throne by giving credence to the Ark mythos, and afterwards you
go back to your laboratory in the Rabbit’s Grove and continue your research in peace without
any further interventions.
Philippe and André return to their previous duties. Philippe rises up the ranks even more and
becomes chief advisor to the King and, later, his son. André resumes his job as captain of the
royal guards.
How to unlock?
Falsely claim that the Ark found at the end of Act II is indeed the Ark described in the
mythos and thus secure the lion’s position as rulers over all.

2. “Chancellor” Ending
Your writings debunk the Ark mythos and incite anarchy which results in King Vincent being
deposed and the Tiger Duke’s rise to power as Chancellor. For your service, he forcefully
appoints you as his advisor and you return to the Lion Capital with power and glory.
André resigns from the royal guard and goes far away from the capital. Philippe continues his
service to the new chancellor in a similar way as his previous appointment to the King.
How to unlock?
Go to the wastelands beyond the snowy mountains and continue your research and
reports. Rebuke the Ark mythos, but keep your findings nuanced, conservative and
listen to the Eagle Agent’s suggestions.

3. “Committee” Ending
Your writings debunk the Ark mythos and incite anarchy which results in the King being
deposed. The Tiger Duke tries to assert power, but fails to get the angry commoners behind
his rule which throws the Kingdom even further in disarray.
After a long and bloody civil war, the common animals have taken over the Lion Capital and
set up “The General Estate” with representatives from every species. However, in other parts
of the Kingdom the rebellion is still raging. The ark mythos is debunked and all animals are now
equals of each other. They thank you for your service and ask you to continue your research
in the Wastelands, but unfortunately due to the rebellion, they can't fund you any longer.
André returns to the Kingdom and is sent on some battlefield to quell some rebellion where
he is promptly killed. Philippe also returns and continues advising the King on different
matters. But after the King is deposed he is not heard or seen from ever again.
How to unlock?
Go to the wastelands beyond the snowy mountains and continue your research and
reports. Rebuke the Ark mythos and turn the whole hierarchical system upside down
by not nuancing your findings and opinions whatsoever.
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GAMEPLAY
Gameplay Mechanics
Quests and missions require conclusions based on evidence. These conclusions can be formulated by
the player themselves and can, as a result, be extremely flawed. Evidence can be acquired in three
distinct manners, namely:
1. Researcher
Gain evidence from books and other written documents.
2. Investigator
Gain evidence by relying on scientific equipment and physical evidence.
3. Linguist
Gain evidence mostly based on dialogues with witnesses and experts in the field.
Evidence and cliff notes found using these methods is written down in Charles’ journal and can then
be used by the player to logically come to a conclusion. The resulting findings can then be published in
the Kingdom’s newspapers. Depending on the veracity of the player’s conclusions his or her reputation
will rise or fall in the Kingdom’s scientific community.
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Researcher

Evidence can be found in books and other documents the player can read in the Kingdom’s public and
private libraries. Each book consists of a title, a blurb, an author and a list of cliff notes that the player’s
characters pens down in his journal. For example, one of the more common books found in libraries is
the following:
Title: The History of the Ark
Author: Scholar Dabrovit, the Beaver
Blurb: Dabrovit discusses the origin and changes the Ark’s story has undergone since the time of his
grandparents.
Cliff notes unlocked by reading this book:
- The Ark’s location is presumed somewhere to the South of the Kingdom according to Dabrovit.
- Dabrovit didn’t believe that the Ark was real.
- According to Dabrovit, the Ark has been used as a political tool since its initial conception.
When entering a library, a clerk will assist you to find the books that you want. This is done by either
giving a wanted subject (E.g. I want to read books that talk about the King Vincent III) or by giving the
exact name of the book. After giving a subject the clerk will fetch you a list of relevant books that might
or might not contain the cliff notes that you need to solve the mystery at hand. You’ll be able to quickly
read the title, author and blurb, but to get the actual useful cliff notes, you’ll have to read through the
book which will take some time. In most cases, you won’t have the liberty to spend too long in the
library. Knowing the correct starting subjects to search for before entering the library is vital to finding
any useful evidence at all.
If a subject is much too wide (such as the subject: ‘Ark’) then you’ll have to narrow the subject matter
down before you’ll get a list of possible books to choose from.
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Possible obstacles the player encounters during research:
-

Some authors have the tendency to lie or to force their political opinions into their works. The
result is that not all cliff notes can be trusted to form a correct conclusion.
Not all books might contain unique cliff notes and you might end up wasting time by reading
books that contain information that you already know.
Older or more obscure books will be written in languages not known by the player’s character.

Investigator

Evidence can also be acquired using your scientific equipment, either by taking pictures of shady
deals going on, recording a conversation or analyzing the chemical compounds of unknown
substances.
However, most of the player’s equipment is still quite primitive. As an example, at the start of the
game, cameras have just been invented and can only take pictures in black-and-white and each
photograph taken requires lengthy development time in a dark room. However, as the game
progresses, you can upgrade your scientific equipment by talking to other scientists or by inventing
these upgrades yourself. For example, analyzing a certain butterfly’s wings under the microscope will
result in the ability to make color pictures.
Photographing, or documenting your findings in another way, also gives extra weight to any report
that you write and send back to the Kingdom. The result is an increased amount of reputation in the
Kingdom’s Scientific Community.
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Some examples of scientific equipment available throughout the game:

1. Camera
Can be used to photograph any evidence or scientific discoveries the player deems
important.
Possible upgrades:
o
o
o
o
o

Color module
Filming module
Sound module
Internal flash module to photograph in the dark with the subject noticing.
Self-development kit

2. Microscope
The microscope can be used to investigate plants and other biological compounds.
Possible upgrades:
o
o

Photographing module
Increased zoom

3. Chemistry Set
Finding out the composition of certain materials involves combining them with other
ingredients in the chemistry set. For example, heating up something explosive will likely
result in a big smoke cloud, but the player’s character would be the first animal to invent
dynamite in the kingdom. Similarly, distilling some plant’s flowers will result in the creation of
flash powder which is necessary to use the flash module of your camera.
The chemistry set starts out pretty small with just a burner and some glass vials, but grows
over time by adding other elements and compositions, acquired by listening to other
scientists and their experiences.
And many more…
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Linguist

Evidence can be acquired by talking to other animals that might have witnessed something related to
your current quest. Similarly, experts might only speak their own language making it impossible to
communicate with them without first learning their respective language. There is a common tongue in
the Kingdom (the Lion language), but it hasn’t been fully adapted by all the Kingdom’s residents. Thus,
the player should best learn these languages to successfully communicate.
A language’s difficulty is decided by following factors:




How close (in taxonomic terms) the language is to another language that the player has already
mastered. I.e. Learning the Rat language becomes extremely easy when the Squirrel language
has already been mastered. While learning the language of the Birds is very difficult and
requires a much bigger effort.
Ease of exposure to the language, some animals might not speak in their native tongue when
you are listening nor might they be inclined to teach you.

To learn a brand-new language, the player has to visit the owl, Hieronymus, an expert in different
languages that will help to get you started for a modest fee.
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In general, and regardless of the player’s previous linguistic skills, there are 3 different important parts
involved in learning languages:

1. Vocabulary / Exposure
Hieronymus explains to you certain key words that are the basis for the entire language that
you want to learn. So for example, one of the keywords of the Squirrel language words is
‘acorn’. In-game this would correspond to a distinct squeaking sound that is easily noticeable.
To get yourself acquainted with these keywords, Hieronymus sends you off to listen in on
conversations to hear the word ‘acorn’ used in all of its versions.
A possible conversation between a customer and a shopkeeper selling some acorns, which just
sounds like squeaking to the player:
-

Shopkeeper: You-buy-what?
(= What do you want to buy?)
Customer: I-buy-1-“acorn”-please.
(= I want to buy one acorn)
Shopkeeper: I-give-1-“acorn”. You-give-10-“acorns”.
(= Here is one acorn. That will be 10 coins)
Customer: I-give-10-“acorns”.
(= Here are 10 coins.)
Shopkeeper: I-thank.
(= Thank you)
Customer: I-give-many-“acorns” –to-you!
(= Best of luck to you! This is a typical Squirrel goodbye)
Shopkeeper: I-give-many-“acorns” –to-you!
(= Best of luck to you! This is a typical Squirrel goodbye)

You witness this conversation and write down the relevant animal runes (which are common
to all animals) in your journal. All instances of the rune corresponding to the word “acorn” will
be underlined and the matching circumstance. E.g. the customer used the word “acorn” when
giving the money to the shopkeeper, which might mean that money is also called “acorn” in
the Squirrel language! Also, the verb ‘to buy’ is repeated twice in previous example and the
player might deduce the rune’s meaning from this.
When you have found enough usages of “acorn” (and other keywords) in their natural
environments, you’re ready to go back to Hieronymus and take the syntax exam.

2. Syntax / Exam
After being exposed enough to the language’s keywords you can go back to Hieronymus and
he explains you the syntax involved in the language.
Possible syntax rules:
-

Verb goes at the end of the sentence.
Subjects all go to the beginning of the sentence.
If there are two objects they should be right before / after the verb.
You can’t use the same rune more than two times in a row.
Each sentence must start and end with a special rune in this language

And many others…
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After learning the correct syntax rules, you can do a mini-game in which Hieronymus tests your
mastery of the syntax of the language using the animal runes. This mini-game is a random
conversation you have with Hieronymus that involves a given task. (Ex.: Order some acorns
from me in the market!). Hieronymus will talk to you in the Squirrel language and you’ll have
to give the correct combination of runes that obeys the language’s syntax and vocabulary.
After successfully completing this mini-game, you now know the basics of the language and
can talk to squirrels in their native language.

3. Morphology / Experience
When questioning suspects and witnesses, you aren’t able to discuss more advanced topics
such as science due to the language barrier. After each conversation you get a more firm
understanding of language’s intricacies and the relevant chapter in your journal grows with
additional syntax rules and translations.
If, after acquiring enough experience, you wish to completely master a certain language, you
can try your hand at the morphology exam, which involves a more difficult mini-game with
Hieronymus and uses more advanced syntax rules.
After succeeding this exam, you can now fully understand and discuss scientific topics in the,
now mastered, language.
All necessary steps can be significantly shortened when you already know a taxonomically close
language. (I.e. Rat and Squirrel are both rodents, so their languages are quite similar) The result is that
much less exposure is required to the language’s peculiarities before taking the syntax and morphology
exams.

Writing a report
Evidence acquired using the different possible methods is automatically written down in Charles’
journal. After acquiring enough evidence (which is undetermined and purely up to the player), he or
she can attempt to logically connect the different ideas and cliff notes to come to some kind of
conclusion. Combining the evidence is done through a special publishing menu.

Example 1:
Task: Solve the murder of the factory’s Foreman
Evidence acquired:




Black fur was found at the crime scene.
Suspects, according to the Foreman’s father, were his son’s business partners Igor,
Billy and Joey.
Joey has black fur.

Player’s conclusion (connected using the acquired evidence):


Joey is the murderer because he has black fur and was one of the suspects.

However, further investigation will reveal that Igor ALSO has black fur, which would make the reported
conclusion totally invalid. Depending on your reputation, Joey would either get arrested, because you
are a reputable investigator and animals believe your opinion or, if your reputation were low, you
would get laughed at for overseeing such an obvious clue.
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Example 2:
Task: Find the location of King Khazeed’s ancient burial tomb
Evidence acquired:




Burial tomb had a window to the east so that every morning the sun would shine on
the King’s grave.
The architect’s blueprints reveal that additional foundations had to be placed to
counteract flooding of the tomb.
Maps of the estimated location of the tomb reveal, in the middle of this map, a huge
mountain range going from north to south

Player’s conclusion (connected using the acquired evidence):


The tomb is found somewhere close to a river bed and most likely to the east of this
mountain range as it would block the dawn’s sun for an extended period.

The player’s conclusion is correct in this case, but is still incomplete. Most likely the player would go
on an extensive expedition and would lead his party somewhere to a location close to a river bed at
the east of the mountain range. In some cases the player might get lucky and actually find the fabled
tomb of King Khazeed, in other and most cases the player’s food would run out and he or she would
have to come back empty-handed from this expedition.

Scientific Reputation
Reputation in the Kingdom’s scientific community can rise or fall depending on the player’s submitted
conclusions. These findings are checked against the correct conclusions found in the game’s database
and the resulting score results in either a decrease or increase of the reputation.
Sometimes, the player’s conclusions can anger other animal groups with hidden agendas, meaning
that publishing the correct conclusions might not always result in a net-gain for the player. At these
moments it is down to the player’s discretion to either push his own agenda or conform to the societal
norms. Alternatively, bad conclusions could be accepted as truth whenever your reputation is high
enough.

Examples:
-

-

-

A grumpy old scientist doesn’t want to share his latest invention with you because you are just an
amateur. Increasing your reputation will make this old animal more inclined to reveal and share
his invention with you.
The Parrot Park is a hidden location in the Jungle in which birds of all kind can live freely without
interference from the King. Revealing this location in your latest report will get you a lot of
reputation in the scientific community, but you will most likely be banned from visiting the Parrot
Park ever again…
A young and aspiring scholar is unwilling to let you enter his laboratory as he is afraid that you will
steal his research due to your high reputation. If your reputation is laughably low, he wouldn’t be
bothered in the least by you visiting his laboratory.
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Exploration
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During Act II & III the player is free to explore either the jungle or the wasteland’s cave system to his
own devises. The player is however limited by the food and equipment they can carry and should
properly prepare before embarking on such an expedition into the unknown.
Exploration consists of the following important steps:

1. Preparation
Before every expedition, the player has to prepare for his journey in the preparation hub.
However, a limited amount of volume can be taken by your party on your journey and you’ll
have to make sure that you have enough food to either reach a resupply point or get back to
the exploration hub. Initially the choice of things you can take with you is limited to food, but
this changes drastically one you start unlocking ancient temples (you better bring pickaxes for
these), rivers (requires a boat) or a mountain range (mountaineering equipment is essential).
Taking all of this additional equipment would result in food for only a few days.

2. Expedition
Once you are properly prepared you can start on your journey. This starts with choosing the
direction that you will go in, depicted on a very crudely drawn map or drawing. Each day of
your expedition consists of the following steps:
1. A day of walking, which is animated on the map.
a) If any points of interest (cave, ruins …) are encountered, the player’s party
stops at this location and the point of interest is shown in the regular 2D
view with either Charles, Philippe or Andre commenting on the point of
interest. The player can now decide to either ignore this point (after which
he continues on his expedition) or make camp at this location and spend
the remainder of the day exploring this particular point of interest.
2. After an entire day of walking, the player’s party makes camp and can now decide
to do the following:
a) Read any books or reports that were taken with you.
b) Discuss the Kingdom’s politics or other subjects with André or Philippe.
(Only in Act II Jungle)
c) Go hunting for nocturnal scientific samples in the Jungle or Caves
3. Charles wakes up and decides on the new direction in which to walk. Go back to 1.
Any points of interest and obstacles are marked on the map for future reference.

Shortcuts
Shortcuts are vital for reaching the most faraway parts of the jungle or the wastelands. Following are
possible shortcuts present in both the jungle and the wasteland’s cave system:




Rivers – are the most obvious form of shortcuts. Once a river has been found and a boat has
been acquired, the player can quickly traverse large distances in a short amount of time.
Caves – Impenetrable jungle undergrowth or a mountain range will block the player’s advance.
Finding a cave could lead to an easy shortcut
Dynamite – Cave systems can be connected by destroying walls with self-invented dynamite.

And many others.
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STYLE GUIDE
During initial art trials, different art styles were investigated. Both the more realistically looking art
style and the cell-shaded approach were chosen as potential candidates for the game’s characters and
background.
Realistic style
While the more realistic style is much more impressive, the characters have the tendency to blend
into the background. Animating these characters is also bound to be much more expensive.

Chosen Usage: For promotional and concept purposes
Cell-shaded style
A cell-shaded art style makes the characters pop out more in comparison to the background.
Furthermore, this art style will also be much cheaper to animate in the long run.

Chosen Usage: For in-game purposes
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