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IntentionIntention



Play as a  f i ref ight ing sponge in  a  g iant  house !

ConceptConcept

The bathroom is  flooded ,  there  is  a  f ire
in  the k itchen. . .  but  don’t  worry,  
Capta in Splash is  here  to  restore  peace !

Absorb  water ,  ext ingu ish  f i res ,  repeat  !
You can grow  and shr ink  as  you wish in
th is  brand new puzzle-platformer.



ReferencesReferences

The sponge’s  propert ies  are  very wel l
explo ited in  these games.  We want the
player  to  do act ions he f inds intu it ive .

A sponge Astrobot:  Rescue
Miss ion Splatoon 2 Super  Mar io  Sunshine

Spongebob Squarepants:
Battle  at  B ik in i  Bottom

This  game has a  sponge
as i t ’s  main character
and doesn’t  even use
it ’s  propert ies .

These are  more prec ise  mechanics  we
would l ike  to  implement such as
Celeste ’s  wall-scratch or  Zelda ’s  gl ide .

Zelda BOTW
Shai  Yota Shr ine

Celeste

These are  related to Context Cameras
in puzzle  areas.  We are  look ing for
someth ing that  supports  the player

Kirby’s  puzzles

Vessel

https://en.wikipedia.org/wiki/Sponge_(tool)
https://www.youtube.com/watch?v=SqVozvc0RFw&list=PLrXlEm4MgsbN0V3txe9HD0iUijbrOvjqf&index=7
https://www.youtube.com/watch?v=SqVozvc0RFw&list=PLrXlEm4MgsbN0V3txe9HD0iUijbrOvjqf&index=7
https://www.youtube.com/watch?v=cayH1Fexq6M
https://www.youtube.com/watch?v=3d4Wu78_BFA
https://www.youtube.com/watch?v=9Z2SHMSCV4A
https://www.youtube.com/watch?v=9Z2SHMSCV4A
https://www.youtube.com/watch?v=fzyWyC5bocM
https://www.youtube.com/watch?v=fzyWyC5bocM
https://www.youtube.com/watch?v=cX9NJPwseIQ
https://www.youtube.com/watch?v=7grkqKE9g0I
https://www.youtube.com/watch?v=2o-5kp17RAc


ReferencesReferences

The sponge can fly ! The sponge can sl ide  !
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CharacterCharacter

The idea is  to  h ighl ight  a  sponge’s
natural  propert ies  so the player ’s
act ions seems log ical .

The sponge has two states.  I t  can be dry  and t iny,  OR wet
and bulky.  When dry,  the sponge is  l ighter ,  faster ,  and has a
lot  of a i r  control .  When wet ,  i t ’s  heav ier  and can sl ide .

Dry act ions

Walk quickly
(bounce ! )

Jump and
double-jump
with a i r  control

Wall-scratch

can absorb
water

Wet act ions

Walk slowly

Cannot jump

Cannot wall-
scratch

Squeeze out
water  (with or
without d i rect ion)

Be heavy



The camera fol lows the player  with top-down perspect ive  v iew.  I t
changes depending on the player ’s  current state  !

When the sponge is  wet ,  the v iew enlarges and al lows the player
to better  v isual ise  the i r  env ironement.

CameraCamera



ControllerController

Move

Jump

Squeeze outScratch

Camera

Interact



Technical v iewTechnical v iew



FeaturesFeatures FANFAN

TO INFINITE 
AND BEYOND !

The fans each project  an a i r  current in  front of them.  

While  in  the Wet State ,  the player  is
unaffected.

I CANNOT BE
STOPPED

While  in  the Dry State ,  The player  is
propel led in  the current ’s  d i rect ion.



Why so 
slow :c

FeaturesFeatures SOAPY GROUNDSOAPY GROUND
While  in  the Dry State ,  the
player  is  s lowed down when

walk ing on soapy ground

While  in  the Wet State ,  the player
sl ides on soapy ground,  los ing some

control  in  favour  of speed.

GOTTA GO
FAST !!



Heat ZoneHeat ZoneFeaturesFeatures

When the player  enters  a  heat
zone,  they immediatly enter  in

Dry State.

Heat zones don’t  have any
effects whatsoever  on the player

whi le  in  Dry State.



Game loopsGame loops



Macro LoopMacro Loop

F in ish the game.

Solve al l  puzzles  and succeed al l
platforming phases.

Sat isfact ion.
End ing cutscene.



Mid LoopMid Loop
Solve a  puzzle  phase

Suceed a
plateforming phase

Observe the env ironement.
T inker  and make deduct ions
with the d ifferent
elements.
F ind the correct  solut ion.

Observe the
env ironement.
F ind the r ight  path.
Proceed with dexter ity.

Sat isfact ion.
Game Progress ion.
Better  understanding of
the mechanics  used.

Sat isfact ion.
Game Progress ion.



Micro LoopMicro Loop
Absorb some water Ext ingu ish a  f i re

Scratch on a  wall

F ind a  water  source.
Col l ide  with i t .

Approach the f i re  in
Wet state.
Squeeze out  the
water .

Approach a  scratchable
wall  in  Dry State.
Press the scratch input
whi le  fac ing i t .

Enter  Wet state.
Ju icy An imat ion

Remove the obstacle
Sat isfact ion

Keep the same
he ight .
Get  a  new Jump.


