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1 - Introduction

1.1 - Game Overview
Petropolis will be an interactive open world MetaVerse game, with resource management and pet care content 

developed for web as well as for Android and IOS.

The main vision of The main vision of Petropolis is that players can, through missions, minigames and exchanges, raise and evolve all 

the pets they have, as well as build and decorate their habitat with the resources generated in the game and give the 

players that Tamagotchi feeling of having it as your own interactive pet to take care of daily. Through our $PETS 

token, these customizable islands can be purchased, which, depending on their size and characteristics, can house a 

greater number of pets, and have different characteristics with which the player can fully enjoy the experience of our 

game.

Thanks to their various care mechanics, pets will not only be used as a method of exchange or interaction with the Thanks to their various care mechanics, pets will not only be used as a method of exchange or interaction with the 

environment, they must also be protected and trained so that they can reach their full potential in our big MetaVerse 

project. 

1.2 - Main Audience
The audience of the Petropolis MetaVerse includes users of various age ranges: from adults to children (school age is The audience of the Petropolis MetaVerse includes users of various age ranges: from adults to children (school age is 

recommended).  Here you can spend time with the whole family or just relax with friends, getting to know other 

Petropolis players. Due to the cute and cartoonish aesthetics of the pets, as well as the simple and fun mechanics 

and the amazing 3D models, Petropolis will be a game that is fun for for the entire family.



1.3 - Examples
Petropolis will have characteristics of various types of games, but according to our research there is no game that 

is exactly the same as our idea, so the examples used will be based on the most important mechanics for 

gameplay:

• Tamagotchi, Pou (Android), Pokemon Sword and Shield (Pokemon Camp):• Tamagotchi, Pou (Android), Pokemon Sword and Shield (Pokemon Camp): All the games mentioned here 

have characteristics similar to what we are looking for for Petropolis pets. In each of these games (mainly the 

first two, since it is the core mechanics of the game) the characteristics of care, mini-games and evolution of 

the different creatures stand out. The “Pokemon Camp” mechanic in the mentioned Pokemon games has a 

system similar to how the islands in Petropolis will work.

• Dragon City:• Dragon City: This dragon breeding game has a particular system of islands in which the player is allowed to  

decorate and "modify" the island at will with the decorative elements that the game has. Petropolis will have a 

similar system, emphasizing the decoration and personalization section, but also being able to modify the 

limits and the shape of the island (It will be explained more deeply in the "Map and Lands" point).

• Club Penguin:• Club Penguin: This old MMO game has similar characteristics in terms of the map, minigames and 

socialization that we look for in Petropolis. Within our world, players will be able to walk through it with a 

simple avatar which will be followed by the selected main pet. The main island of our game will be an 

environment where players will be able to socialize, get resources, buy and sell items/pets and do quests that 

will explain a little more about the origin of our world (similar to what happens in Club Penguin). However, our 

main objective will not focus on the social part, so its characteristics will be limited.

• Clash of Clans and World of Warcraft:• Clash of Clans and World of Warcraft: These games are persistent worlds that continue even when the 

player isnt interacting with their characters. This keeps players coming back and checking on their progress 

and this is a similar concept Petropolis will have. Players will need to log in and take care of their land and 

pets consistently.

  

 



2 - Gameplay and Mechanics
The main gameplay of Petropolis will focus on the systemic care and training of pets, as well as exploration 

around the main island and the construction of the individual islands.

We intend to create an addictive gameplay, which encourages players not only to focus on their pet, but also on We intend to create an addictive gameplay, which encourages players not only to focus on their pet, but also on 

collecting resources, completing quests and interacting with other players. The core mechanic and therefore the 

one that should have the most production are the pets. Both its evolutions, as aesthetic objects, as well as its 

minigames and interactions should be completely polished for a better experience and enjoyment of the 

players.

2.1 - Game Loop
The initial loop of the game will start for free with the acquisition of a pet. There are several ways to implement this, The initial loop of the game will start for free with the acquisition of a pet. There are several ways to implement this, 

but the one that best matches the experience we are looking for is through a questionnaire which will generate, in a 

"random" way, a pet with "unique" characteristics which immediately creates a bond between the player and their pet. 

Once the pet is acquired, the player will be able to interact with it, without limits, feeding it, playing mini-games, etc. 

The player will also be able to explore the world of Petropolis freely, doing some initial missions that will give context 

to the island where they are. This stage will have a limit point where the player will no longer be able to progress and 

must acquire a portion of their own island (There is no obligation to do so, the player will be able to enjoy a basic 

experience with which they will be able to decide whether to invest money in the game or not to do so, but to enjoy 

the full game without limits they will need to purchase a parcel, no matter the size). In case that the player decides to 

buy their own island, the full game will be unlocked, where they can complete all the missions, acquire more pets 

(depending on the size of the players island) and decorate it completely to their liking. 



Petropolis will not have a real end, since continuously improve by implementing new mechanics and decorative items 

that encourage players to always want what is next and to continue playing. As for the main story, it will end with the 

last main mission (there will be secondary missions that will serve mainly to help the player to progress and obtain 

resources). One of our main goals is to constantly provide the player of always “wanting more” which intertwines with 

the secondary missions and storylines that will continuously expand the game 

 

2.1.1 - Objective
The main objective of The main objective of Petropolis will be divided into the following points:

  • Get a pet.

  • Get an island.
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  • Evolve the pet to its maximum point 

    (it can continue to acquire characteristics, but it will no longer change its form).

  • Decorate the island and make it habitable for pets.

  • Complete the main missions.

Once these points are completed, it could be said that the player "completed" the game, but since it is a game with Once these points are completed, it could be said that the player "completed" the game, but since it is a game with 

interaction between players and great possibilities in terms of creating and decorating an island, the game will never 

end, as mentioned in the “Game Loop” point.

2.2 - Characters and Pets
The characters or "avatars" of the game will have no other function than to be the intermediary between the 

environment and the players. These avatars will be simple and will have basic customization. Aesthetic objects can 

be added that, in addition to helping to differentiate between players, complement the "status" of the players with be added that, in addition to helping to differentiate between players, complement the "status" of the players with 

more exclusive objects.

However, pets will be the main mechanic of the game, since through them the other mechanics of the game will be 

complemented.
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To acquire new pets (except the initial pet) there will be various methods, such as the adoption of abandoned or 

"mistreated" pets, the purchase of "eggs" (random pets with unique characteristics according to the "tier" of the egg), 

baby or adult pets (at its highest stage of evolution) or trade to other players.

Each pet, regardless of the other characteristics, will have 3 stages of "evolution". The first begins when they are Each pet, regardless of the other characteristics, will have 3 stages of "evolution". The first begins when they are 

babies. Here the care is more demanding in terms of time and the attention they require, but the amount of food will 

not be high. The next stage will be teen, in which the pet begins to develop various passive abilities and skillsets that 

will help them in some mini-games. Here attention spans drop and there is greater "freedom", but teens will consume 

large amounts of food. Finally, the adult stage, where the pet can no longer grow (although it can continue to develop 

skills and acquire statistics). Here food and time will be balanced, so it will not consume as much food nor will it 

require as much attention. This provides the player satisfaction that they fully raised a pet and the player will have a 

forever special bond to that pet to always take care of their pet.

If the pets are not treated correctly (would be called "neglected state") they can lose statistics and abilities, or If the pets are not treated correctly (would be called "neglected state") they can lose statistics and abilities, or 

perform less in the collection of resources or mini-games. If a baby stage pet is not treated properly it will be removed 

from the player and put up for adoption if the player lets too much time pass. Pets can NEVER die, but they can 

become "unhelpful" if not treated correctly. This penalty will not be very aggressive in terms of the amount of time 

required to occur, but if it happens it will be serious (for example, if the player neglects the pet for a day or two 

nothing will happen, only a few stats will be lost, but if the leave it for more days he can lose A LOT of things). This 

mechanic will be done in this way since it is considered important to respect the players and their game times, forcing 

them to enter constantly can be counterproductive which implements balance and fairness amongst all players of the 

game.

2.2.1 - Statistics
Each pet regardless of its type, origin or generation will have the same statistics:

  •  Health: Health will represent if the pet is healthy or sick.

   Sick pets will be treatable in the short-term by "power-ups", otherwise they will passively heal over time.     

     They will mainly affect the performance of the pets in the various activities of the game.

   Sick pets will be treatable in the short-term by "power-ups", otherwise they will passively heal over time.     

     They will mainly affect the performance of the pets in the various activities of the game.

  •  Happiness: This statistic will represent how well the pet is feeling. It will increase if they are in a nice       

    environment (the player's island), by completing tasks, mini-games or quests or by playing with it. It will      

   decrease when the player does not perform activities with it. If the pet is not happy there will be more chances  

   that it will get sick.



  • Hunger: Hunger will be generated automatically after a few hours, depending on the stage the pet is in. Each pet  

  will have a preferred food which will decrease hunger more quickly, as well as raise the happiness (this food will   

  be chosen randomly for each pet, regardless of its type (unless a vegetarian, carnivore or omnivore feeding     

  system is implemented). If the pet is not fed for a few days it will go into a "famished" state and happiness cannot  

  increase while in this state. (For it to go away the player will have to buy a special "medicine" or feed it correctly 3  

  to 5 times, depending on the stage of the pet). If the pet is famished, the chances of getting sick will increase.

  • Energy: Each pet will have a unique energy level that will depend on its training, as well as genetics. The more   

  energy the pet has, the more "profit" it can get out of it, as it can help the player collect more resources, play    

  more mini-games, and gain experience in general. If the energy drops to 0 the pet will instantly fall asleep and    

  lose some happiness, as well as take longer to recover. The best way to care for pets and have a better recovery  

  is to let them sleep when they have less than 10% energy.

  • Love: This statistic will represent how much love and respect the pet has for the player. The higher, the easier it    • Love: This statistic will represent how much love and respect the pet has for the player. The higher, the easier it  

  will be for the pet to learn new things. The love will be generated passively the more the player interacts with    

  the pet, but there will be no other way to do it faster. The love will grow up or down depending on the number of  

  times he interacts with the pet daily, so it can go down, up or stay stable.

Each pet will also have secondary stats that will benefit them for the various minigames. Secondary statistics will be 

increased by training and sharing moments with the pet. These statistics will be the following:

• Speed

• Stamina• Stamina

• Strength

• Agility

At the moment these statistics will not be considered for anything other than the various minigames that will exist.

2.2.2 - Skills / Abilities
The abilities and skills will be passive attributes acquired for the user’s pets over time. These abilities will have a rarity The abilities and skills will be passive attributes acquired for the user’s pets over time. These abilities will have a rarity 

that will only affect the stat values, but there will be no exclusive abilities, they will simply be more difficult to obtain 

(the odds will increase depending on the rarity of the eggs). The rarities of the skills will be common, rare and epic. 

The main use of skills will be to increase the "power" of pets. Some examples of skills may be the following:



  • Recovery cooldown reduction: The pet will reduce its energy cooldown by 10/15/20% (based on rarity).

  • Speed/Stamina/Strength/Agility Increase (only one): Will increase the value of the specified stat by 5/7/9%.

  • Sated: The pet will gain a new "satiated" state that will be acquired after feeding it correctly for 7/5/3 days. This 

   state will function as a shield for 2/4/6 days where the pet will not need to be fed (NOT STACKABLE).

  • Loving: Increases the amount of love received by 2/3/5% for each action taken.

  • Healthy: Chances of getting sick decrease by 5/15/30%

These are guide skills, but you can create as many as you seem necessary. In case of using the previously mentioned These are guide skills, but you can create as many as you seem necessary. In case of using the previously mentioned 

ones, recalculate the values   once they are implemented in the game.

There will not be a limit of skills that the pet can have, but the more skills it has, the lower the chance of learning new 

skills (it will be calculated as a percentage according to how many skills the pet has). The skills will be acquired 

randomly by keeping the pet for a few days perfectly cared for. The day counter will reset if the pet is neglected.



2.2.3 - Activity Rewards
Players can participate in daily challenges which will give rewards and exclusive perks each day based on a 28 day 

calendar, specific to that players activity. The rewards given will become increasingly more valuable each day so it will 

be rewarding to keep active streaks going. The longer the streak, the more valuable the activity rewards and perks will 

be. Days 7, 14, 21, and 28 will have the most valuable rewards and perks. 

If a daily challenge is missed, your day on the calendar will go back to the first day of the week you are currently on. If If a daily challenge is missed, your day on the calendar will go back to the first day of the week you are currently on. If 

a full week of daily challenges is missed, then the calendar will reset and you will start from square one. Once a player 

hits the 28 day streak of activity, the calendar will reset but the increasing value in rewards and perks will keep going 

the longer the streak is active.



2.2.4 - Levels and Evolutions
Pets will have 3 stages of evolution. The requirements for the pet to evolve will be the following:

  • Specific level (levels will reset upon evolution)

  • Active time (a pet is considered active when it belongs to a player. The "active" days counter when a pet is

  orphaned will be paused, but if a player adopts it, it will start where it was before).

  • Penalty Days: The number of penalty days will always be 0 unless the pet is neglected. The number of penalty

  days will increase based on how many times this has happened.  days will increase based on how many times this has happened.

Levels will be gained by performing any action. The experience will be given only to the pet that is active at the time

of the action. Experience will also be gained by playing or feeding the pet. The more daily actions the player takes,

the faster the pet will level up. The amount of experience cannot be altered and advanced faster and each action in

the game will give a fixed amount of experience, so the requirements to level up should not be too high.

A pet will lose experience if it is neglected. At the moment all pets will have the same level, experience and time

requirements, but if pets with higher power are implemented, or a wider diversity of pets is created, this may change.requirements, but if pets with higher power are implemented, or a wider diversity of pets is created, this may change.

2.3 - Items and Resources
Items and resources will be all objects within the game. There will be different types of objects:

  • Quest Items: These items will be used only to complete a quest, and cannot be sold, destroyed, or altered.

  • Decorative objects: These objects will be used to decorate the island. There will be a wide variety of decorative  

  objects, with different shapes, colors and aesthetics.

  • Cosmetic Items: These items will be used as "decoration" for the player's pets and avatar.

  • Consumable Items:  • Consumable Items: These items will be used to feed or heal a pet.

  • Passive Items: These items will be placed on the player's island and, while active, will give the player's pets a   

  buff (e.g. more recovery speed, more health, etc). 



   You can only have 3 active passive objects at a time, but they can be exchanged at any time, however, for it to  

   activate its ability once exchanged, a time must pass (for example 10 minutes) so as not to overexploit this    

   mechanic.

Most of the items in the game can be created with the resources. The resources will be obtained in each zone of the 

main island. To facilitate the gaming experience, since it is not a construction game, the amount of unique resources 

will be low (for example only 2 or 3 per area). But with fewer unique resources, items will require large amounts of 

resources to build.

Object constructions will take place in the construction zone, a public building that will be located on the main island Object constructions will take place in the construction zone, a public building that will be located on the main island 

of Petropolis. To make item creation more interesting, there will be unique items that will have their "recipe" hidden. 

To get the recipes for these items, players must complete quests or log in daily.

Players may offer to create items in exchange for money (for example, if one player does not have an item's recipe, 

but does have the resources, another may offer their recipe in exchange for money).

Finally, there will also be objects that cannot be created in any way. These will be the most exclusive items and the Finally, there will also be objects that cannot be created in any way. These will be the most exclusive items and the 

only way to get them is through mini-games and missions. All passive items fall into this category.

The way to get resources will be through a simple minigame. Depending on the object you want to get, you can create 

different types of mini-games in which the pet participates. For example, if you want to get wood, you can create a 

minigame similar to the one in the image below:

Image taken from the game "Desert Island Fishing" for illustrative purposes only. This image is not my intellectual property.

The more the bar is in the center, the more resources the player would get. If the resource is rare or hard to come by, The more the bar is in the center, the more resources the player would get. If the resource is rare or hard to come by, 

the bar could be shorter or faster. Both the amount of resources and the difficulty to get them will be affected by the 

secondary statistics of the pet.

All the minigames can have similar mechanics, or vary in certain ways to differentiate and make the gameplay a little 

more complex. You can also create completely different



minigames, always keeping in mind that the game will be for a web browser and Android/IOS. These minigames will 

only be used to obtain resources and cannot be played for entertainment purposes. Each time the minigame is played 

(in the example above, each time the bar is pressed to slow it down) it will spend the pet's energy. This will be done in 

this way to balance the amount of daily resources, as well as not to exploit the different statistics that are achieved 

when performing tasks with the pet (such as experience, love, etc).

2.3.1 - Gathering Resources
Gathering resources will be a simple but long task to perform, since for each resource you will need to complete a Gathering resources will be a simple but long task to perform, since for each resource you will need to complete a 

mini-game and the amount of resources will depend on how well the pet is trained.

Inventory can be done in many ways, but in our opinion the one that is most consistent with Petropolis is creating an 

"infinite" inventory (with no weight limit) by limiting the amount of unique resources that can be held at once at the 

start of the game ( as long as the player does not have a purchased island yet) and placing a chest on the player's 

island where they can store everything, without limits.

This chest would be separated by classes of objects and resources, for a better and more comfortable organization.This chest would be separated by classes of objects and resources, for a better and more comfortable organization.

  • Regarding the regeneration time of each resource, it will depend on how you want to implement the creation of    • Regarding the regeneration time of each resource, it will depend on how you want to implement the creation of  

  objects. If a huge amount of resources are needed to create basic items, it would be best to keep each resource  

  zone constantly active, and put limits on the number of people per resource zone (for example, only 10 players   

  can be felling the same tree at a time). at a time, and on the entire map there are only 5 trees of that type,      

  therefore a maximum of 50 players at a time can be cutting down the same resource). This would mean that there  

  is no real competition for resources and that some can take advantage of staying constantly on a resource     

  through a bot that clicks at the right time.

  • The second way to implement is to decrease the amount of resources needed to build objects, but creating a   

  resource "cooldown" system. Continuing with the example of the tree, there are 100 that give the same resource  

  on the entire map (or zone). Each tree means a player, and the same tree can only be used a maximum of 20 times  

  per player (after 20 times the player must find another tree of the same type or wait x number of minutes to cut   

  down the same tree again) .

  • The last possibility for the resources is that they disappear and appear every X amount of minutes after reaching    • The last possibility for the resources is that they disappear and appear every X amount of minutes after reaching  

  X amount of mini-games performed.



All these options are valid to implement and will only change the way to get the resources and create the objects.

2.3.2 - Rarities
Rarities will only be used to differentiate the most "common" items from the most "exclusive". Regardless of the 

types, there will be 4 types of rarities that will imply more exclusivity for the objects.

Because the objects do not offer any real benefit other than for aesthetic purposes, the most important thing 

should be how they look, so the more exclusive the object, the more striking it should look.

The name of the rarities can be implemented in any way, but the most normal is to differentiate them with the The name of the rarities can be implemented in any way, but the most normal is to differentiate them with the 

following form:

  • Gray / Common: The most basic and common objects

  • Blue / Rare: These items are a bit more difficult to get, but they are not as exclusive.

  • Purple / Epic: These items are much more exclusive and tend to be very difficult to get.

  • Yellow-Gold / Legendary: These objects are the most difficult to obtain and therefore the most exclusive.   

   Only a few players are able to get them.

Consumable items will not have rarity, since they will not have any special characteristics, but they will have Consumable items will not have rarity, since they will not have any special characteristics, but they will have 

different ways of crafting them. 

Pets, just like items, will have rarities that affect their conditions, abilities, and overall stats.

2.4 - Sticker Album
The Petropolis sticker album will be an added mechanic for the initial buyers of our 2D NFTs (although it will also 

be accessible to new players, who, through quests, will be able to fill the album).

The album will have two parts, a "premium" where only those who have purchased one of our 2D NFTs can place The album will have two parts, a "premium" where only those who have purchased one of our 2D NFTs can place 

stickers and a public part, which will be game content. These stickers will be earned by completing missions, 

finding them in the hidden treasures of the island, earning achievements, etc.



Each sticker will give the player some passive benefit that will be mentioned in their description. Some examples 

may be the following:

  • Speed   when performing actions

  • Higher recovery rates for pets

  • Highest % of stats received

  • Unlock new skills with the pet (dances, games, etc)

An example of the aesthetic we're going for this album might be the Pokemon Snap "scrapbook".

2.5 - Map and Islands2.5 - Map and Islands
The main map of Petropolis will have a total of 5 zones where players can interact with each other, with the 

resources of each zone or with the NPCs of the game.

The size of the map and the amount of interact-able NPCs, as well as the amount of obtainable resources will The size of the map and the amount of interact-able NPCs, as well as the amount of obtainable resources will 

depend on each other. If the map is big but has few resources and few NPCs it will feel empty and pointless. If the 

map has too many NPCs and resources but not enough space it will feel too crowded. A balance must be found 

where everything remains stable, without exaggerating any feature. The number of NPCs will also depend on how 

you want to tell the main story, as well as the side quests which can only be obtained by specific NPCs.

The map will have the following form, with their respective unique weather characteristics:

There also will be "private" islands in which players can customize and free their pets to interact more easily with There also will be "private" islands in which players can customize and free their pets to interact more easily with 

them.



The islands will be linked with our token, $PETS, but the remaining objects and resources of the game can be 

purchased with $PETSGOLD, the game's own currency. After acquiring an island, the player now can interact and 

start making it habitable, creating different environments, zones and structures that will help the pets to "have 

fun". The maximum number of pets that players can have on the largest island is 5, while on the smaller island 

they can have a maximum of 2 pets. Regardless of which island they purchased, players will be able to expand 

their territories and grow the island bigger to house more pets. There will also be editing tools with which the 

player will be able to simulate mountains, lakes, or simply make the island flatter, which will not mean that more 

pets will enter.

As for the decoration, this will be acquired in the subtitle of "Items and Resources" and there will be no limit to 

the number of decorative objects, but it will affect the space that the player has.

The creation menu will have absolute freedom to rotate or modify the island, like in a sandbox game. Within the 

private islands, structures such as houses, buildings, plants, territories, or games can be placed to enjoy fun with 

The creation menu will have absolute freedom to rotate or modify the island, like in a sandbox game. Within the 

private islands, structures such as houses, buildings, plants, territories, or games can be placed to enjoy fun with 

pets. At any time players can select a pet and interact with it. Within the island there will be a greater number of 

actions than in other public places, so it will be important for players to free their pets once in a while.

The maintenance of the islands will be done manually by the players. They must clean it, eliminate pests and keep The maintenance of the islands will be done manually by the players. They must clean it, eliminate pests and keep 

alive the plants or living elements that they have and make the island more visually attractive. In the case of 

neglecting the island, some plants can die or become inaccessible until it is cleaned, but it will NEVER be lost, it 

will only restart if it is not maintained for a long time. If the island is in poor condition, pets may lose happiness 

and health. The maintenance of the decorations of the island must be done every certain number of days (2 or 3) 

or they will begin to deteriorate. Depending on the decorations that each player has, the maintenance will be done 

in different ways. This mechanic can be done in a simple way (such as the cleaning mechanics in aquarium 

games, where players simply clean everything with a brush) or it can be done through minigames, where players 

find the dust and dirt from different places and take it out in different ways.

Private islands can be visited by any player, but can be "locked" to friends only, or locked completely so no one 

can see them.

It is important to note that it is necessary to have an island, even if it is small, to be able to enjoy all the content of 

the game.



2.6 - Minigames
The mini-games (not to be confused with the collection mini-games) will be ways to interact with different aspects 

of the game.

The mini-games will have different difficulties that will be unlocked by pet (not by account) and will increase the 

passive and active statistics of the pets.

These mini-games will be simple and entertaining and should make sense with the statistics being trained (for These mini-games will be simple and entertaining and should make sense with the statistics being trained (for 

example, for speed you should create a racing mini-game). These minigames can be played individually against an 

AI (with different difficulties) or against various players who have pets with similar characteristics. The only one 

who will get an upgrade will be the player who is victorious in each game, and each game will spend large 

amounts of energy, so they must be used correctly.

For these mini-games it will only affect the skill of the players, it doesn't matter if the pet is perfect, the player 

should be good at the mini-games as well.

Here below I will put some examples of simple mini-games and basic rules:Here below I will put some examples of simple mini-games and basic rules:

  • Sprint Race: Pets will compete in a race. The player(s) must quickly press two areas of the screen

   (or keys in case of playing on the computer). The faster the keys are pressed, the faster the pet will have.

  • Climbing: The player must go to safe areas (right, left) avoiding obstacles. It will be played in a similar 

  way to speed, pressing two zones or keys to climb to the right or left. If the player hits an obstacle, 

  he loses. The player who goes higher before the time runs out or the last one standing wins.

  •   • Stability: The player must walk on a bar that will constantly rotate in different directions. The goal is to stay  

  stable, slowly moving left or right. The bar will rotate faster and more randomly, depending on the difficulty.   

  The last player standing will be the victor.

The mini-games should have a similar operation, using two buttons or keys to perform an action. You can also The mini-games should have a similar operation, using two buttons or keys to perform an action. You can also 

play more complex mini-games, such as platform game levels or small waves of enemies that the player must 

defeat, or simpler and faster mini-games, such as mowing the grass in an area of   the island (I would simply draw 

a line as straight as possible). These mini-games are meant to be easy to understand but hard to master, and the 

possibilities are endless.



2.7 - Monetization
The monetization of the game will be carried out through micro-transactions, activities and asset acquisition 

(NFTs, decorations, your private island).

Game content that will be acquired with our token Game content that will be acquired with our token $PETS will be the private islands,  NFTs, and also bundles of 

our in-game currency. The in-game currency is $PETSGOLD which can be acquired simply by playing, completing 

missions, exchanging things, buying it with $PETS, etc. or by buying it with real money. An important note is 

$PETS can be be used to purchase $PETSGOLD but not the other way around. $PETSGOLD has no monetary 

value outside of the game itself.

In addition to micro-transactions and tokens, the various ways to monetize a game of this type is through selling In addition to micro-transactions and tokens, the various ways to monetize a game of this type is through selling 

adspace, weekly activities within the Petropolis world where real crypto can be earned as well as buried treasures 

throughout the game which will require missions to complete in order to receive clues about where they are 

hidden.   The game will of course be free to play and explore, but players will need to purchase our NFT’s and land 

to be able to enjoy all of the content.

2.8 - Gameplay Example
The game will start with the creation of an account and the acquisition of a pet (how to get it is still to be The game will start with the creation of an account and the acquisition of a pet (how to get it is still to be 

determined). Getting the first pet opens the doors of Petropolis, a world full of secrets and fun where pets can be 

truly free, as well as communicate with us humans.

The player will be able to start exploring all the islands (in the mobile phone version it will be by means of a The player will be able to start exploring all the islands (in the mobile phone version it will be by means of a 

directional pad, while in the PC version by means of the WASD keys). By having a pet you will be able, from the 

beginning, to collect resources, although being a baby and without training this will be difficult. To train the pet 

the player must go to the main island of Petropolis, the city, where there will be different structures where the 

player can enter to train aspects of his pet.

After a few days of training, collecting resources and completing missions, the player does not have much more After a few days of training, collecting resources and completing missions, the player does not have much more 

content to complete, since the pet will only evolve within the private islands, so he decides to embark on the 

adventure and acquire a small portion of the island.

Although the island is small, the pet was delighted to have its own home, so it evolved to its next stage. 

Continuing for a few days with training and main quests, the player decides to 



start acquiring decorative items. Inside his island he manages to place plants, as well as some small games for 

his pet to have fun, so he manages to evolve towards the next phase.

At this point and seeing that the progress is now slower, he decides to get another pet egg, buying it with 

$PETSGOLD he got at the time he was playing. When the egg hatches, the pet cycle begins again, of course 

without neglecting your initial pet.

At the end of all the main missions, the only thing left to solve are the secondary ones that will appear daily. The At the end of all the main missions, the only thing left to solve are the secondary ones that will appear daily. The 

player will be able to continue expanding their territories, acquiring new pets and, of course, playing the 

mini-games.

3 - Story
The main story will be about how this island was created in the first place, who were its founders, why there are 

so few humans but so many pets, why they can talk, and most of all, who is in charge of everything.

All this must be divided into various NPCs that the player will find on the island and they will go to him, through All this must be divided into various NPCs that the player will find on the island and they will go to him, through 

missions, offering the information he is looking for.

While the game can offer a lot in the way of story, creating something too dense and extensive can backfire as it's 

not the main draw for players. A simple, fun story with a twist will be enough for players to appreciate the extra 

content that is being offered.

To better organize the content, these are the questions that must be answered by the missions:

  • What created the island?

  • Who and how found it?  • Who and how found it?

  • Who was the founder of the first city?

  • How did the other animals arrive?

  • Why did they open the doors to some humans?

  • How were these humans chosen?

  • What is the purpose of the island?

  • Why can animals talk?

   • Who is the leader right now?   • Who is the leader right now?

There are other important questions, but those are the main ones that should be answered.



A snowy region full of wildlife and fun things to do. Here you 

will mainly play snow minigames, such as dodging or skating. 

There will also be resources referring to frozen areas, such as 

pine trees, ice, etc. This area will be perfect for lovers of cold 

and ice cream!

A mysterious forest full of magic and hidden places to explore. The 

minigames that can be played here are related to tree climbing, or 

obstacle courses. The resources that will be found here will be mainly 

flowers or mushrooms, although there may also be magical things.

POLAR PEAKS

SECRET FOREST

4 - Music and Sound Effects
Music is an important factor that will give a colorful and fun atmosphere to the island. A tropical music that Music is an important factor that will give a colorful and fun atmosphere to the island. A tropical music that 

accompanies the player's adventures will be perfect for the main island, but unique songs must also be created 

for each area of   the game and thus be able to accompany them with a suitable environment. The sound effects 

should not be very complex, basic sounds of the animals that appear, or invented if there are mutations, but 

everything should be "fun". Unlike the music, the sound effects will not be a key factor for the development of the 

gameplay, so it is not necessary that they be given a very high importance.

5 - Controls
The controls will not be difficult to implement, since the game will not offer complex mechanics that require many The controls will not be difficult to implement, since the game will not offer complex mechanics that require many 

keys.

For the mobile phone version a directional pad and a good implementation of the menus will be enough for a good 

user experience.

As for the web version, with the directional arrows or the WASD keys for movements, two single keys, for example 

Q and E to play the minigames and, finally, the mouse to select the different menus will be enough.

6 - Conceptual Art



This area of   farms and crops will have a small-town 

appearance, with farm animals, farmland and large pastures. 

Here the minigames that could be performed would be 

related to the care of farm animals, as well as crop 

harvesting. The resources that can be found here can be any 

crop found on a farm.

This will be the center of the island of Petropolis and the 

main city of the island. Here you will find the latest 

technologies. This area will be where the players will be able 

to interact the most, since most of the shops and 

construction zones will be here. The minigames found here 

can be varied. Finally, in this area there will also be fast 

transport so that players can visit each area of    the island 

more quickly.more quickly.

The most paradisiacal place on the island. With its beach and 

vacation aspect, Parrot Cove will be the perfect place for players 

who want to relax and enjoy the views. The mini-games that can 

be played here will be related to water, such as surfing or 

swimming, as well as sandcastle competitions or boating. The 

resources that will be found here can be various fruits or various 

types of wood.

COUNTRYSIDE

PETROPOLIS CITY

PARROT COVE



7 - General Ideas for the Game

The game has a lot of potential to create many unique mechanics that greatly differentiate it from its potential 

competition. Some of these ideas (explained in a summarized way) can be the following:

  • Implementation of mating between pets: Two pets can mate to lay an egg of a higher generation, with  

  some genetic improvements.

  • Works:  • Works: Players can offer a service in which they specialize through missions (for example, decorator)   

  and can earn money through them.

  • Simple combat mechanics: Through statistics and skills, players can fight against others.•

  • Events: Implementation of events with unique prizes, such as best decoration, best pet, etc.
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