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Hungry Anteater (working title) 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. You 

will guide the anteaters tongue by drawing a route through the level. 

  



Game Overview 

 
Somewhere, deep in a tropical rainforest, a baby anteater gets separated from its mother as it accidentally 

slips off her back on the way home. It’s up to you to help the little anteater find its way home, meanwhile 

keeping it happy and well fed. You will encounter several ant hills where the baby anteater can satisfy its 

hunger, but be aware, soldier ants will appear to defend their homes! 

Look and Feel 
The game is aimed at all people old enough to understand drawing a path whilst avoiding obstacles. 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 not to be restricted to certain age groups. 

Levels 
The game will consist of several ant hills with a finite set of levels per hill. Halfway through the levels, you 

will encounter a ‘mini-boss’, a special ant with special skills which you need to eat to continue to the next 

level. At the end of every ant hill, you will face the ant queen; after she is defeated (eaten) you will have 

completed the hill and be able to continue on your way home. New hills and levels will have to be unlocked 

by finishing the preceding ones. The different hills will mainly differ from each other in difficulty. As you 

progress through the hills, there will be more soldier ants, more obstacles and more challenges to 

overcome. Of course visual differences will be added as well. 

The main goal in each level is to score as many points as possible. A level is completed when the hunger bar 

is filled.  At the start of the game the bar is empty and it gets filled by eating ants. When the level is 

completed the score will be computed. The amount of points is defined by a ‘time-bonus’ (the speed with 

which you complete it) and the points you receive for eaten bonus items. Depending on your score you will 

receive a reward to indicate how well you have done (like a bronze, silver or golden medal). 

 

Every level will also have a ‘default’ time; after your current game time has exceeded the default time set 

for a level, you will no longer receive a time-bonus. All that’s left for you to do is to complete the level! The 

level will also end if you run out of bandages. Every level will start with a fixed amount of bandages and 

every time you are hurt by a soldier ant a bandage will be applied. If you’ve used up your bandages you will 

have to try the level again.  

Every level will have a level-specific achievement, indicated with an icon on the level/score screens. Some 

global achievements will also be defined (such as collecting all types of ants or collecting all ‘star’ ants from 

all levels). 

From the above conditions the following secondary goals can be determined for the levels:  

 Avoid the soldier ants. 

 Collect special ants from specific levels for achievements. 

 Collect bonus points in the shape of the ants’ stored fruits or from nearby egg nests. 

 Complete the bonus achievement found in every level. Some examples; Not getting any damage 

from soldier ants, completing the level in a certain amount of time, gathering a hidden bonus 

object in a level, eating all ants before they leave your view, etc. 

Levels will have a sliced perspective of the ant hill and the corresponding level, meaning you will see the 

level as if the ant hill was cut in two (horizontally), revealing all the tunnels and obstacles you have to guide 

the ant eater’s tongue through and around in that level. The ant eater will be placed at the top, because 



‘pulling’ your fingers down is a much smoother motion than ‘pushing’ your fingers up. The levels will fit the 

screen precisely allowing you to view the entire level at once.  

Because of the sliced perspective, ants will logically be able to walk in and out of view, as we will be using a 

bird’s eye perspective to view them and the levels you’re navigating through. There will be a mix of ‘open’ 

(spacious) and ‘closed’ (tunnelled) levels. 

Controls  
You will play the game by guiding the tongue of the anteater.  You draw a path starting at the top of the 

screen (where the anteater is located) downwards through the level. A green, dashed line will indicate 

where the you’ve drawn the path so far, stretching into orange as you approach the end of the current 

length of the tongue, into red for where the tongue won’t reach (because it’s not long enough). As you lift 

your finger,  the tongue will shoot out following the path you have drawn. If the path drawn is longer than 

the tongue can stretch, the tongue will only extend as far as its length allows. If, on the other hand, the 

path is shorter than the length of the tongue, the tongue will not fully extend.  

All ants that collide with the tongue as it shoots out are eaten. Depending on the graphical possibilities 

either the ants will be pulled along with the tip of the tongue (no two ants can get stuck to the same piece 

of tongue so as more ants are crossed on the tongue’s path they will push the other ants further back along 

the length of the tongue), or the ants will get stuck to the point of the tong they collide with. After a very 

brief moment the tongue will shoot back again automatically, possibly catching even more ants in the 

process. If you eat multiple ants and/or bonus items within stretching the tongue once, a multiplier will be 

applied (to the hunger bar and/or the amount of points you receive). While the tongue is extended it will 

not be possible to modify to route of the tongue. The tongue will not be allowed to intersect itself. If this 

happens, the part of the tongue that’s ‘in the way’ will be treated as a new obstacle and the tongue will not 

stretch further, bouncing back.  

If a part of the tongue was damaged by a soldier ant, a band-aid will be used to patch (this part of) the 

tongue up. A limited amount of band-aids will be available per level, and if you run out, you lose the level 

and will have to try again. 

Care will have to be taken in the implementation to find a balance between precisely following the path the 

user has draw and choosing a realistic path for the tongue (i.e. smoothening the path). The limitation on 

the length of the tongue will dissuade users from drawing different segments of the tongue too close 

together, so it will probably be sufficient to just round the corners a bit. 

Furthermore, the user interface will consist of a view of the level with atop of the level an image of the 

anteater from which the tongue is extended. Next to the anteater the hunger bar will be overlaid and a 

single button that pauses the game and allows the user to go back to the main menu.  Somewhere, we will 

also have to find room for a small timer and the amount of band-aids you have left. 

Learning Curve 

The levels of the first ant hill will be very simple. First you will be taught how to guide your tongue to catch 

ants, next, some obstacles will appear and finally soldier ants will be introduced. In the next hill bonus 

items will appear and slowly the difficulty will increase. This can be done by making the level layout more 

complicated, with many obstacles that need to be circumvented, increasing the number of soldier ants and 

increasing the intelligence of the enemy AI. Within one ant hill the intelligence/behaviour of the enemy AI 

will remain the same, only the numbers and speed will increase as you progress through the hill. 



Scoring 

We feel we have two options to keep track of the score, but we’re not yet quite sure of which method 

would be best; 

 Scoring per ant hill, so you can improve this score by completing individual achievements for levels 

to get to a higher tally. 

 Scoring per level, so you can improve the amount of points you’ve obtained in a level considering 

all aspects of the level (how many ants you’ve eaten, how fast you’ve completed the level, the 

bonus points you’ve obtained -or lost-, special ants you’ve caught, etc.). 

 
Achievements 
As mentioned before, every level will have an achievement,  a special one for every level, which could be 
anything from the secondary goals. We would like to keep the amount of text shown during the actual 
gameplay to a bare minimum, preferably by showing icons to indicate what types of achievements are 
obtainable in a level. These icons would then have to be explained elsewhere, in a separate option screen 
that does not disrupt the gameplay. 
 
There could also be some hidden achievements, but this is still open for discussion. 
 
Saving 
Your current progress in the game will be automatically saved if you finish a level. You cannot actively save 
the game. When you’ve left the game and return, it will be possible to continue to the next level in the 
current ant hill or start a previous level again.   



Game Objects 

 
Anteater 
The anteater is the character which you play with and which will be your avatar. It is important you can 
identify with the anteater and to facilitate immersion, the anteater will show emotions in its face, body 
language and through sounds. The anteater has a tongue of a predefined finite length. As you progress the 
anteater will grow and its tongue will grow accordingly. 
 
Ants 
There are three different classes of ants, where each class also has various different stats considering both 
look and intelligence: 

 Normal ants, these are the ants you eat to fill up your hunger bar, you guide your tongue towards 

them and if the tongue touches them, they get stuck and once the tongue slips back into the ant 

eater’s mouth, all captured ants get eaten. These ants will follow predefined routes through the 

level. 

 Soldier ants, these are the ants that protect their anthill and can cause damage to your tongue.  

 Special ants, these are the bosses and the ants you want to try and collect for extra points, 

upgrades and/or usually also for an achievement. These come in a large variety of sizes, shapes and 

abilities, ranging from specially armoured ants, to flying ants, to speedy ants, to jumping ants, etc. 

The queen ant can also be considered a ‘special’ type of ant. The queen will be much bigger than 

the average ant, making her too heavy to catch in one try. If you catch the queen, she will be 

dragged a little closer towards the anteater before she falls off the tongue and you’ll have to catch 

her again. 

 

Bonus items 

There are a few different types of bonus items. Every positive bonus item also has a negative counterpart.  

 Fruits/eggs, these items give bonus points and a boost to your hunger bar. There are also, however, 

rotten fruits (which will be clearly distinguishable) which achieve the exact opposite result 

(decrease your hunger bar).   

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

just about anything, ranging from a soldier ant to a special hidden upgrade or even an 

achievement! 

 <Undefined shape>, these objects give you positive/negative bonuses such as: 

o Making your tongue faster  -or slower-,   

o Making your tongue longer  -or shorter-, 

o Healing your tongue (band-aids) -or damaging it (spiky obstacles)-, 

o Coat it in poison to be able to paralyse soldier ants, 

o Coat it in honey to attract normal ants, 

o Or give your tongue temporary superpower, to be able to navigate through obstacles! 

  



Obstacles/Hazards 
There will be various types of obstacles. Some obstacles are permanent and stationary such as walls or 

impenetrable clots of dust. Other obstacles follow predefined paths such as, for example, the soldier ants. 

There might also be obstacles (either stationary or moving) that can be overcome. A possible idea is to have 

holes in which the tongue would get lost or that function as a tunnel, so the tongue comes out somewhere 

else. These obstacles could be avoided by first guiding the tongue past some small rocks, which will be 

pushed into the hole filling it up. A different type of obstacle that can be overcome are ‘breakable’ blocks, 

which break and disappear after you hit them with your tongue once. 

There will also be some ‘high risk, high reward’ obstacles, such as (special, over-the-top!) bonus items 

guarded by soldier ants. 

  



Considerations 

Gameplay 

- Stay as close to the path the player draws as possible, by only rounding sharp corners. 

 

Bonuses/Specials 

- Some ‘hidden’ achievements, most achievements will be visible even if not completed yet, but hidden 

achievements can sometimes increase the interest in finding more – once you’ve found a single one, there 

are bound to be more ;)! 

Extra levels 

- ‘Ant Eater on Vacation’, where the little ant eater goes on vacation, wearing sunglasses with a cool drink, 

gathering little crabs and mussels from a beach. 

- ‘An Ant Eater’s Christmas Dinner’, where the little ant eater gets to celebrate Christmas and enjoy a 

Christmas feast. 

 


