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Genre 

We consider our game to fall in two categories, arcade and puzzle, of which arcade takes the leading role. 

Target Demographic 

In general, anyone who understands how to draw a path that avoids obstacles should be able to play the 

game. The general look and feel of the game will be happy and attractive with high quality cartoonlike 

graphics. There will be no blood or gore shown allowing the game to be suitable for all age groups. 

 

Target Platform 

The game will be designed specifically for the iPhone and iPad, but should also be portable to the Android 

market. 

 

Game Description 

Hungry Anteater  is a game based on the long tongue anteaters have developed to feed themselves with 

insects hidden in the most unreachable places. You control a cute fluffy baby anteater which, after losing its 

mother, needs to learn how to fend for itself. You will have to feed the baby anteater by guiding its tongue 

through the levels, catching ants and other consumables to prevent it from starving while it tries to find its 

way back home. Soldier ants and natural obstacles will make this a difficult task as you make your way past 

a variety of ant hills. 

Features 

The game will contain several  (±5) ant hills which each have numerous (±8) levels for your baby anteater to 

pass through before it reaches its mother again. Every following ant hill will be a bit harder than the one 

before and gradually, more elements and items will be introduced. 

In these levels, you will run into a variety of ants belonging to three different categories of ants, namely the 

normal, soldier and special ants. Every level will have ± 4 different ants for the player to deal with. 

 Normal ants just walk around the level and can be eaten by the player to fill their hunger bar. 

 Soldier ants will guard a bonus item (standing still) or attack (walk towards the tongue) and they 

have to be avoided or touched in a weak spot (from the bottom, for example). If the player does 

touch them, a ‘bandage’ will be used, of which a set amount is available per level. When the player 

is out of bandages, he will have to try the level again. 

 Special ants will come in a plethora of variations such as fast ants, jumping ants, flying ants, fat 

ants, and so forth.  

Finally every hill will have a boss, i.e. queen ant, in the last level which will be harder to catch and heavily 

guarded. This ant needs to be caught before the player can proceed to the next hill. 

There will also be numerous power-ups and bonuses to boost yourself. These power-ups could, for 

example, come in these shapes… 

 Sped up tongue, the tongue will shoot out and retract faster, making it possible to navigate 

between hard sections faster 

 Slowed down tongue, the opposite of the sped up tongue 



 Wider tongue, the tongue will be wider so more ants get stuck to it, though, this is a somewhat 

double-edged sword as the tongue will also hit soldier ants more easily 

 Thinner tongue, the opposite of the wider tongue 

 Poison coated tongue, the tongue will be coated and poison and therefore be temporarily 

‘invincible’, meaning it can touch any ant without losing a bandage 

 Honey coated tongue, the tongue will temporarily attract ants 

 Super power tongue, the tongue will temporarily be able to move through obstacles 

The bonuses would come in these shapes… 

 Ripe Fruits/eggs, these items give you bonus points and a boost to your hunger bar 

 Rotten fruits/eggs, the opposite of the Ripe version 

 Pile of leaves/twigs, these aren’t exactly items, but more like a ‘mystery pile’ that could reveal 

anything, ranging from a soldier ant to a special hidden object (for example, an extra bandage) or 

even an achievement! 

As mentioned in one of the power-ups, there will also be obstacles you have to circumvent or remove. 

Examples would be a pile of rocks, or a twig barrier that you have to touch with your tongue once or twice 

before it collapses. Another example would be a barrier of ‘soldier ants’, which could either be standing still 

or walking a set path around an item, which you would have to navigate around/through. 

During gameplay, you will also be able to obtain achievements. There will be two achievements per level, 

one for the completion within the suggested time (regular completion will allow you to move on to the next 

level, but only within the time gives you the achievement) and the other will be defined by the level. These 

could be ‘catch the special ant’, ‘catch x ants this level’, ‘pass level without using bandages’ or something 

similar. 

There will only be one game mode and various shell menus in which you can navigate through the different 

sections of the game (main menu, options, achievements, world map, ant hill map, high score table ). 

USP’s 

The anteater itself is an animal that isn’t frequently used in… well, anything, even though it’s very well 

possible to make this a loveable and entertaining creature.  Even though ants are more frequently used, 

they are never used in combination with their arch nemesis and at the same time the biggest helper in their 

species’ existence and evolution. Aside from that, we believe we are using the ‘swipe’ motion in a unique 

way, to draw the anteater’s tongue and feed him all those delicious ants. 

Controls 

You will guide the anteaters tongue by drawing a route through the level with your fingers in a ‘swiping’ 

motion, picking up ants as it touches them. All navigation through the menus and in the level will, of 

course, also be done by touch. 
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Competitive Products 

We do not believe there are any particularly similar games on the market at the moment, all though there 

was once an arcade game called Anteater that can now only be played when you have MAME (Multiple 

Arcade Machine Emulator) installed. We did not know of this until it was pointed out to us, but frankly, we 

don’t think this game is a particularly large competitor. Otherwise, any iPhone/Android game could be 

classified as a competitor on its own.  

 

 
 

  



Business Model 

We are still not quite sure which Business Model would appeal to us most, but we are leaning towards 

either the paid application or free demo + paid application models.  

Team Structure 

Juney Dijkstra – Game/Level/World Design & Management 

Gwen Ferdinandus – General Game Design & Programming 

Moniek Hulspas – Artist & General Game Design(Raphael Petri – Musician) 

We are currently not missing staff for any positions. 

Contact Details 

Primary point of contact 

Juney Dijkstra, juneydijkstra@gmail.com, +31628702182 

 

Secondary point of contact 

Gwen Ferdinandus,g.r.ferdinandus@gmail.com, +31622183501 
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