
Project Overview

Diamond

Profit Playground

Credits

Credits

Each of the four 
character's pictures 

are set upon 
locations pertaining 

to the context of 
their mini game.

The playable 
characters' 

portraits are in 
color, the non- 

playable are black 
and white.

Each character's 
picture is 

displayed in a 
profile format 
within a circle.

The town map 
features 
locations 
within the 

town.

The Victory screens 
display morning, noon, 
afternoon, and evening 
to show progression of 
tasks throughout the 
day and say" all in a 

day's work!"

Terracian Trails
Profit Playground

Credits

Mini Game 1
Star

Horse Caretaker

Mini Game 2
Penny

Fruit Harvest

Mini Game 3
Buck

Gemstone Miner

Mini Game 4
Marshall Money

Assembly Required

Map of Town
for Selection of 

Mini Games

Title Menu

Opening of 
Terracian Trails: 

Profit 
Playground

Initial Map 
Presentation

Star is the first 
portrait in color, and 
completion of their 

game unlocks 
Penny's game, 

thereby making her 
portrait colorful.

Settings:
Presentation

Same 
Backdrop

Adjust Sound:
- Music

- FX
- Possibly Voice

FCCU 
Logo

Unity 
Logo

For 
Parents: 
General

Window 
pops up 

with menu

Studio 
Logo

Possibly 
Colorblind 

Mode

All characters are 
in a scene with a 
shiny, pulsating 

play button in the 
middle.

Settings, Credits, 
and Parent 

buttons are in the 
corners and are 
less tantalizing.

The title and 
subtitle appear 
on screen via 
an animation.

Title 
Menu

Identify and 
distribute 

landmarks, 
thereby drawing 

a map.

Drag and drop the 
landmarks from 

the bottom to the 
silhouettes on the 

map.

Landmarks 
animate 

when placed 
on map

Level 3, 
Phase 1:

Landmark 
Placement

Star 
communicates 

what he/she 
would like to eat 
with an icon in a 

chat bubble.

Player drags 
and drops 
the desired 
item to Star

Randomization 
of foods each 
play- through.

Level 3: 
Feeding 

Star

Map 
Advancement 

2

Map 
Advancement 

3

Map 
Advancement 

1

Title 
Menu: 
Initial

Play button 
and Title 

Animation 
appear after a 

delay

Litto less 
emphasized, 
subtitle Profit 
Playground is 

larger and more 
on display

Number value 
descends as 

items are 
placed

Objects 
removed from 
UI at bottom 

of screen

Mountains 2/2
World Tree 1/1

Budget Branch 1/1
Fractured Canyon 1/1

Eagle Rock 1/1
River 1/1
Jungle 1/1

Thunder Mesa 1/1
The Prickly Pair2/2

Oasis 1/1

Victory 
Screen

Star is 
reared 

up in joy

A click/tap of the 
screen will 

advance to the 
map, Penny's icon 
is now displayed 

in color.

Once each item 
has been used, 
then the game 

has been 
completed.

Side View, 
facing 
right

Forward and 
backward 

arrows 
adjust speed

Overview

Overview 
of the 

world and 
franchise

Summary 
of game's 
mission/ 

objectives

Age 
range

3 levels with 
different care- 
taking duties 

for Star.

3/4 
Perspective

Input creates 
output/ 

Cause and 
Effect

Care and 
Responsibilities 
related to pet

Lessons

Side 
View, 

facing left

1 minutes 
playtime 

initially, before 
transitioning to 
the next scene

Upward arrow 
causes a jump 

over an obstacle 
that appears in 

frame

Instructions on 
how to the 

play game as a 
whole

Expression 
of design 

philosophy

Suggestions 
on how to 

speak about 
the game with 

their child.

Screenshot of each 
game with 

breakdown of 
considerations of 

development, 
knowledge, and 

education.

Accessing 
value based 
on desire of 
consumer

Relationship 
of exchange 

between 
individuals

Investing time 
and resources 

to care for 
others (share)

Operates as a 
tutorial to 

several game 
mechanics

Collect the 
twenty- two items 

in the scene 
(wagon pieces 
and supplies).

Scene exhibits 
signs of life: 

clouds, wind, 
tumbleweed, 

interactive 
elements

Wheels 0/4
Rope 0/2

Bag of Jewels 0/1
Canteens 0/1

Fruit Barrels  0/1
Canvas 0/1

Lanterns 0/2

Level 2, 
Phase 1:

Collection

Collect 
items in 

Trustee's 
pin.

Trustee exhibits 
signs of life with 
an animation of 
the eye and tail.

Bit 0/1
Bridle 0/1
Reins 0/2

Yoke and Harness 0/1
Horseshoes 0/4

Saddle 0/1
Blinders 0/2

Level 1, 
Phase 1:

Collection

Level 2: 
Rocky 

Cavern

Level 1: 
Muddy 
Cavern

Once all have 
been collected, 
"zooms" in on 

Trustee

Level 1: 
Blueberry 

Bushes

Level 2: 
Tomato 

Vines

Locate and 
collect items 
by tapping/ 

clicking.

Directed input 
begins to be 

introduced to 
the player.

Icons are 
positioned on 

points of 
interactivity 
across Star's 

body.

These take the 
form of dirt, 

mud, 
disarrayed hair

Level 2: 
Grooming 

Star

Star moves 
through a course 
at various speeds 

determined by 
the player's input.

This event will 
be timed, and 

time will be 
conveyed by 
an hour glass

Background 
will loop to 

convey 
movement.

Level 1: 
Exercise

There is an order 
of operation 
indicated by 

which tools are in 
color and which 

are faded.

Two 
stages of 
grooming

An icon to 
return to the 

map is present 
in a corner of 

the screen.

Tools at the 
bottom can be 

selected and used 
on specified areas 
of interest on star.

Each will have 
different animation 

and additional 
animations(sweat 

drops, dust and dirt 
kicked up).

When time 
runs out, the 

game will 
proceed to the 

next level.

5 Speeds:
Stop, walk, 
trot, canter, 
gallop, and 

breeze

Level 3: 
Apple 
Trees

Level 3: 
Magma 
Cavern

Victory 
Screen

Penny is 
poised in 

satisfaction 
next to the 

Harvest

Engaging and 
powerful 

opener to the 
game

Immediately 
introduces 

player to an 
animal friend

Instructions 
on how to 
play each 

game

One page 
per mini 

game

Memory

These 
mechanics will 
be present in 

later mini 
games

Also operates 
as its own 
game with 

unique 
mechanics

Illustrations 
of design 

team

Perhaps in 
"Wanted" 

poster 
format

Still, or 
animated

Credits:
Presentation

Settings, For 
Parents, and 

Credits 
present 

onscreen

Screen 
Time: 
(TBD)

Town 
scene with 
characters

Animated

Tools:
Brush, 

Comb, Pick, 
Loosen

Tool Order:
Currycomb, 
Body Brush,
Hair Brush, 
Hoof Pick,

Hoof Pick: 
Hoof becomes 

focused on, 
background 

blurs

These tools 
disappear 

and the next 
tools appear.

Stage 
1

Tools: 
Soap, 

Wash, Dry, 
Condition

Tool Order: 
Shampoo, 

Bucket,
Towel,

Oil/Sponge

Shampoo bottle 
allows for 

lathering to occur 
on set collision 
points on Star.

Player washes 
Star as the 

bucket hovers 
over her

These same 
collision points 

will respawn and 
be reused for the 
following tools.

Stage 
2

A towel is 
used to dry 

Star off

A click/tap of the 
screen will 

advance to the 
map, Buck's icon 
is now displayed 

in color.

Victory 
Screen

Buck is poised 
in satisfaction 

before the 
Collected 

Gems

A click/tap of the 
screen will 

advance to the 
map, Marshall's 

icon is now 
displayed in color.

The sun's 
position 
conveys 

afternoon

The sun's 
position 
conveys 

Noon

The sun's 
position 
conveys 
Morning

They beckon for 
the player to join 

them for a 
journey to study 

at the World Tree.

Victory 
Screen

Marshall Money 
and Trustee the 

Mule are 
prepared to ride 

off into the sunset

The world tree 
can be scene in 
the backdrop of 

the victory 
screen.

The sun's 
position 

conveys later 
afternoon/ 

evening

This creates a 
connection between 
the relevance of the 

player and player 
character in the first 
and second games 

respectively.

This concludes 
gameplay, but 
all unlocked 

content can be 
replayed

A click/tap of the 
screen will 

advance to the 
map, where all 

content is 
replayable

Pick crops with 
Penny. Start by 

picking 
blueberries off of 
several bushes.

There are 4 levels 
of ripeness, and 
berries must be 

fully ripe to 
harvest.

Once harvested, the 
berries need to be 
drag and dropped 
into 1 of 4 buckets 

that display number 
of berries present 

within them.

3 Scenes with 
different fruit 
to harvest in 

each

Overview

Collection
Waiting for 

investments to 
mature before 

harvest

Differentiation 
between 

colors and size

Fruit will "splat" 
if collide  
forcefully, 
absorb in 
ground

Fruit can be 
thrown into 
barrel like a 
basketball

Once all are full, 
they combine into a 

barrel of the crop 
that displays the 
value of 100 with 
celebratory back- 

lighting. Next scene.

Color and size 
distinguish 

harvestable (ripe) 
and growing fruits 

(unripe)

Stages of ripeness:
1. Flower

2. Light and small
3. Shaded and 

medium
4. Dark and large

At 25 berries, each 
bucket will be 

considered full, will 
light up and not 

allow for the 
depositing of more 

berries.

Patience
Goods 
having 
value

Counting

Assigning 
meaning to 

these 
differences

Broken 
fruit will 

absorb into 
the ground

Multiple fruit 
can be collected 

at once, up to 
five, they rotate 

clockwise

Fruit move 
aside when 
player drags 

into one 
another

Fruit can be 
picked from 

ground, unless 
another fruit 

collides with it.

Growth 
animation 

accompanying 
stage 

transitions.

Pulling effect that 
stretches the limb, 

by dragging 
attached fruit, until 
the fruit comes off. 
Spawn leaves when 

picking.

Parts 
adding up 
to a whole

Spatial 
awareness

Containers 
change 

appearance 
with fruit 
deposits

UI Theme: 
Stone 

with Vines

Geodes are 
mined from 

a cave.

Those gem 
stones are then 

dropped into 
their respective 

containers.

Rarity of each gem, 
descending order:

Diamond
Ruby

Emerald
Sapphire
Amethyst

3 Levels with 
different cave 
environments

Obsidian, 
presence of 

heat and 
lava flow

Four tools 
available to 
the player

They each will light 
up and fade out 

accordingly to signal 
the need for use 

and indicate use by 
the player

Jagged 
stones; 
marble, 

granite, shale

Shovel
Dig at a soft 

point in the cave 
to advance to 
the next area.

A jewel tray fills 
the background, 
within which the 

player cuts 
stones

Different levels have 
different gem combos.

Level 1: Amethyst, 
Sapphire, Emerald
Level 2: Add Ruby

Level 3: Add Diamond

 Dirt, clay, 
moss,  

water, rock

Each level has 
different 

backgrounds with 
different numbers 

of "chunks" of 
rock with gems.

Chisel
Cut jewels away 

from stone 
chunk(they 

change shape).

Lessons

Pick Axe
Break chunks 
of jewels from 

cave wall.

Chunks per level:
1. 3 Stone chunks
2. 5 Stone chunks
3. 7 Stone chunks
(Numbers subject 

to change)

UI 
Theme: 
Metal

Overview

Gloved Hand 
Allows player to 
drag and drop 
jewels into the 

respective bags.

Each tool 
serves a 
different 

purpose for 
progression.

Progression 
deeper within the 

cave with each 
successful 

complete mining 
of geodes

Identify 
differences in 
shape, color, 

object 
relevance

Rarity 
defining 

value

Background 
details imply 

different 
environments.

3 Scenes
within which 

groups of 
objects are 
assembled

Reminiscent 
of "I Spy"

UI Theme: 
Workbench 

with 
Parchment

Overview

Collection Distribution AdditionLessons

 Complex 
systems 

comprised of 
individual 

parts

Community 
engagement

Organization

Camera 
will pan 

left to right

Elongated 
scenes

CartographySubtraction

Introduction to 
the professions of 

administration, 
management, 

cartography, and 
commerce

Matching 
objects

Parts 
adding up 
to a whole

Credits Settings
Information 
for parents/ 
guardians

Components

Additional 
menus 

accessible 
from here

Player 
focus 

drawn to 
center

Play 
Button

Mention 
of settings 

in game

Inclusion 
and/or 

guidance to 
privacy policy

For 
Parents: 
Specifics

For 
Parents: 

Extra 
Importance

Screen 
Time: 
(TBD)

Penny 
and 
Buck

Easily 
recognizable 

as Red Ranger 
Characters

They are 
separated 

by negative 
space

Negative space 
is filled with 
objects from 

gameplay

ColorfulApp Icon:
Presentation

Characters and 
objects express 
expectations for 

play in game

Objects 
featured have 

mercantile 
value

Hour glass 
shape conveys 
progress being 
made as time is 

spent playing

App Icon:
Communications

Ideal for 
establishing 

brand 
awareness

Connects 
kids and 

parents to 
Red Ranger

Negative 
space shaped 
like an hour 

glass

App Icon:
Observations

Playful, big 
smiles and 

expressions

Numerous 
shapes 

and sizes

A trickling of 
the fruit down 

to jewels, 
similar to sand 
in hour glass

Fruit becoming 
jewels, or vice 
verse, displays 
value for each 

group of goods

Jewels and fruit 
equivalent value 

based on 
circumstance;

Sell jewels for food 
(hunger), sell food 
for jewels (status)

Tree shape 
allegory to 
growth and 
expansion

Negative 
space also 

reminiscent 
of tree shape

A game for 
boys and 
girls alike

Illustration 
of town

Four Character 
Models; One 
of each Red 

Ranger 
Character

Above image 
shows map 

with all 
characters 
unlocked

Composition

Other 
characters and 
their levels will 

be hidden

Back button in 
the upper left 
corner returns 

to title

Initially 
only Star 
will be in 

selectable

Character 
Models in 
the center 

of map

Character 
locations align 

with mini 
game setting

Back 
button can 
be seen in 
upper left

Functionality

Contextual 
relevance

Order of 
operations

Choosing 
the right 

tool for the 
job

Goods 
having 
value

Where do 
gems come 

from?

Lessons

A series of 
foods are 

available to 
be fed to Star

Should make 
for a great 
hook for 

repetitive play

A game 
mode 

popular for 
all ages

Identify 
differences in 
shape, color, 

object 
relevance

Contextual 
relevance

Order of 
operations

Identify 
differences in 
shape, color, 

object 
relevance

Contextual 
relevance

Explanatory Text

5/9

Settings:
Functionality

Window 
texture and fill 

is that off a 
wooden sign 

posting

Music
Ambience

FX
Voice

Colorblind
Mode

Possibly 
Language 

Toggle:
English/ 
Spanish

EnglishLanguage

Settings

Credits:
Function

Introduce 
Finlit 

Studios 
Developers

Fun and 
thematic 

poses/dress

Names 
and 

Titles

Alphabetized
Order

Finlit Studios
Development Team

Gameplay Goals

Wren Stout    -  Artist/Animator
Jhon Vergara  - Programmer
Garrett Ward  -  Designer/Producer

Development Team

Game Title

Terracian Trails: Profit Playground

Why Profit Playground?

The player ventures around the town 
of Budget Branch, assisting each of 

our Red Ranger characters with their 
respective duties that support the 

well- being of the community.

Frame by Frame of Interactivity

4 Points of 
interest and 

title are 
displayed

Backdrop 
of town 

and 
characters

ColorfulPresentation FantasticalBright

Settings menu 
will be 

accessible in 
each 

minigame

Icon appears 
after a delay, 

with an 
indicator

Sound, size 
change or 
animation 

accompanies 
appearance of 

map

Name 
above,

title below

Icon appears 
after a delay, 

with an 
indicator

Sound, size 
change or 
animation 

accompanies 
appearance of 

map

Icon appears 
after a delay, 

with an 
indicator

Sound, size 
change or 
animation 

accompanies 
appearance of 

map

Icon appears 
after a delay, 

with an 
indicator

Sound, size 
change or 
animation 

accompanies 
appearance of 

map

Why Terracian Trails?

Many a world creation story begin 
with the meeting of earth(Terra) and 

sky(Cyan), so as to illustrate the 
importance and possibilities that 

exist within both spaces. Further, it is 
within the space where these planes 
meet that we, the human race, along 
with all other organisms have come 
to flourish and persist. Therefore, 
"Terracia", is a world consisting of 
vast skies and lands, iconic to the 

topography and setting of the 
Western genre. A vast frontier, 

reminiscent of the American Old 
West, awaits those who set out on 

the trails blazed by those who have 
come before them. As life itself can 
be a vast, unknown frontier, so too 

does life have many trails or paths to 
choose from. After spending time in 

the world of Terracia, no matter 
which path may be chosen by our 

players in their day- to- day lives, they 
will have the tools and skills they 

need to be successful.

Additional Interpretations of 
"Terracian Trails"

Evokes Western genre iconography.
Slight allusion to Oregon Trail.
An expectation of exploration.

Playful alliteration.
Multiple experiences.

Other worldly, yet familiar.
Possesses an element of the 
unknown, sparking curiosity.

Implication of connections between 
two or more points of interest.

Additional Interpretations of
"Profit Playground"

Sets an expectation for free, yet 
guided play within structures 

developed with intention.
Communicates movement 

throughout a designated play space.
Informs that there is an element of 
financial education involved in the 

gameplay experience.
A place for play, fun and 
developmental activities.

Evokes the concept of "play with a 
purpose."

Hoof flips 
horizontal to 

indicate 
cleaning a 

different hoof

2 inputs per 
dirt clot on 
hoof (5 per 

hoof), dirt falls

Star's body is 
four modular 
assets, with a 
soft transition 
between them

Star's 
appearance: 
dirty, soapy, 

wet, dry, 
sheen

FCCU 
Brand 

Materials
Assets

Progression 
ArrowsAssets

Illustration 
of townAssets

Currycomb
Body- Brush

Steel Pick
Hair Brush

Assets

Object 
Silhouettes/B&W 

and in color

Finlit Logo 
ComponentsAssets

Illustrated 
BackdropAssets

Illustrated 
Backdrop: 
Wooden 

board, with 
town postings

AssetsAssets

Title and 
SubtitleAssets

Assets Assets Assets

Full illustration 
of Star against 

a beautiful 
backdrop

Assets

Illustrated 
background:

Stable, alternate 
perspective, or 

outside in corral

Assets
Left, 

Right, Up 
Arrows

Assets

Four 
Blueberry 

bushes
Assets

Three 
trellises with 

tomato 
vines

Assets Assets
Full illustration 

of Penny 
against a 
beautiful 
backdrop

Assets

Full illustration 
of Buck 

against a 
beautiful 
backdrop

AssetsDiamondAssetsRubyAssets
4 Tools, large 

icons, possibly 
in circles, and 

cursor
Assets

Object 
Silhouettes/B&W 

and in color
Assets

Landmark 
Silhouettes/B&W 

and in color
Assets

Full illustration 
of Marshall and 
Trustee against 

a beautiful 
backdrop

Assets

Probably 
In- House

Characters

Credits, 
Setting, 

Info

Thematically 
appropriate 
illustrations 

of team

"Finlit Studios 
Development 

Team" 
Posting

Profile 
pictures of 

each 
character

Pictures 
framed in 

circular 
portrait

B&W and 
Color 

variants

Distance 
Gauge

Foreground 
Obstacle 

Post

Stop/Idle 
Animation

Sweat 
droplets

Dirt, Mud, 
Frizzled 

Hair

Wetness, 
Suds, Dry 

Sheen

Points of 
interest, 

object glow

Hoof 
closeup

3 Modular 
components 
of Star: Head, 

Shoulder- 
Chest, Rear

Bucket 
water 

animation

Illustrated 
Background: 

Same as 
previous

6 food 
icons

Star's 
3/4 

profile

Animated 
features; 

disgust and 
approval

Sprites for 
eyes, ears, 
mouth, air 

from nostrils, 
tongue?

Light 
pink 

flower

Berry in 
three states 
of ripeness

1.Light Green and 
Small

2. Magenta and 
Medium

3.Deep Blue and 
large

Empty Barrel, 
Partial Barrel, 

Full Barrel

Illustration 
Backdrop: 
Western 

topography

Tomato in 
three states 
of ripeness

1.Light Green and 
Small

2. Orange and 
Medium

3.Deep Red and 
large

Light 
Yellow 
flower

Illustration 
Backdrop: 
Western 

topography

Two 
expansive 

Apple Trees

Apple in 
three states 
of ripeness

1.Light Green and 
Small

2. Yellow and 
Medium

3.Deep Red and 
large

Light Pink 
flower, 

different 
shape than 
blueberry

Illustration 
Backdrop: 
Western 

topography

Terracian Trails

5 bags, with 
color/shape 

variation 
on bag

Stone 
chunks 

with raw 
jewels

Effects for 
pick axe, 

chisel, and 
shovel

Effects for 
pick axe, 

chisel, and 
shovel

Glow 
around 

tool

Cut 
jewels

Amethyst, 
Sapphire, 
 Emerald

Illustrated 
background 
with sprite 
animations

Cut 
jewels

Illustrated 
background 
with sprite 
animations

Cut 
jewels

Illustrated 
background 
with sprite 
animations

Illustrated 
scene with 
dynamic 

background

Map 
Illustration 

as 
backdrop

Animated 
dotted 

line

Additional 
map 

landmarks

Illustrated 
scene with 
dynamic 

components

Animated 
components 
of Trustee: 

Tail, Eye, Ear

Assets

Audio/ 
Sound 

FX

Pickup
Collect Part
Collect All

Audio/ 
Sound 

FX
Pickup

Audio/ 
Sound 

FX

Pluck 
fruit

Audio/ 
Sound 

FX

Steel Brush 
removing 
clay/mud

Audio/ 
Sound 

FX

Music Title: 
Map 

Progression 
1

Audio/ 
Sound 

FX

Selection 
"Click"

Audio/ 
Sound 

FX

Pickup
Collect Part
Collect All

Audio/ 
Sound 

FX

Audio/ 
Sound 

FX

Audio/ 
Sound 

FX

Audio/ 
Sound 

FX

Audio/ 
Sound 

FX

Audio/ 
Sound 

FX

Audio/ 
Sound 

FX

Audio/ 
Sound 

FX

Audio/ 
Sound 

FX

Audio/ 
Sound 

FX

Audio/ 
Sound 

FX

Audio/ 
Sound 

FX

Audio/ 
Sound 

FX

Audio/ 
Sound 

FX

Audio/ 
Sound 

FX

Audio/ 
Sound 

FX

Audio/ 
Sound 

FX

Audio/ 
Sound 

FX

Audio/ 
Sound 

FX

Audio/ 
Sound 

FX

Audio/ 
Sound 

FX

Pickup
Collect Part
Collect All

Use
Collect Part

Collect All for 
Distribute 

Part/All

Plot Line
Sound of 
Victory

Dig in 
dirt

Buck 
Brass

Chip at 
Stone

Stone 
break 
away

Jewel 
Placement

Ambience Music

Title and 
Play button 
appearance

Selection 
"Click"

Selection 
"Click"

Selection 
"Click"

Sounds to 
accompany 
animation

Upbeat 
tempo, 

strong bass 
chords

4 Sounds, 
1 for each 

speed
Snort

Sound 
for jump 
and land

Appreciative 
sound in 

response to 
petting

Steel pick 
used on 
muddy 

hoof

Soft brush 
for dirt on 

body

Hair 
brush

Lathering 
Shampoo

Pouring 
water from 

bucket

Drying off 
with towel, 
and sponge

ChewingDismissive 
Snort

Pickup
Dig in 
dirt

Chip at 
Stone

Stone 
break 
away

Jewel 
Placement Pickup

Dig in 
dirt

Chip at 
Stone

Stone 
break 
away

Jewel 
Placement

Penny 
Strings

Harmonica 
and low 
drum or 
cowbell

Upbeat 
high 

percussion 
or flute

High, 
uplifting 
Selection 

"Click"

Selection 
"Click"

Selection 
"Click"

Selection 
"Click"

Low, hollow 
"Click" for 

map

Selection 
"Click"

Selection 
"Click"

Selection 
"Click"

Selection 
"Click"

Selection 
"Click"

Selection 
"Click"

Selection 
"Click"

Selection 
"Click"

Selection 
"Click"

Selection 
"Click"

Selection 
"Click"

Selection 
"Click"

Selection 
"Click"

Potential 
alternate state 

of forward 
arrow

Speedometer

Energy 
bar for 
breeze

Fills and 
depletes

Would 
indicate 
ability to 
breeze

Thought 
bubble

Values of 
3/3 for 

each object

Food is 
distributed to 
star; preview 
of later game

Apple Carrot

Nature 
Ambience Wind

Nature 
Ambience 
with wind, 
and music

Nature 
Ambience Wind

Oats Straw Treats Water

Splat
sprites

Splat 
sprites

Splat 
sprites

Broken 
fruit for 
ground

Broken 
fruit for 
ground

Broken 
fruit for 
ground

Obstacle 
(pole) falls 
when hit

Obstacle 
Pole

Walk 
Animation

Trot 
Animation

Canter 
Animation

Gallop 
Animation

Breeze 
Animation

Functionality
Characters 
unlock one 

at a time

Background 
music evolves 

with player 
progression

Presentation

Parallels 
of 

nature

Similarities 
existing 
between 
different 
entities

Stages of 
fruit 

development

Where 
does food 

come 
from?

Parallel to 
different coin 

values, shapes, 
and sizes

Choosing 
the right 

tool for the 
job

Spatial 
awareness

Preparation 
and 

planning 
for future

Spatial 
awareness

Making 
deposits

Making 
deposits

Matching 
colors and 

shapes

Preparation 
and 

planning 
for future

Organization

Penny 
unlocks 

and is now 
in color

Music 
changes to 
emphasize 
progress

Buck 
unlocks 

and is now 
in color

Marshall 
unlocks 

and is now 
in color

Music 
changes to 
emphasize 
progress

Music 
changes to 
emphasize 
progress

Drop in 
bucket Splat

Pluck 
fruit

Drop in 
bucket Splat Pluck 

foliage
Drop in 
bucket Splat

Rustling 
Foliage

Rustling 
Foliage

Nature 
ambience

Nature 
ambience

Nature 
ambience

Rustling 
Foliage

Collection 
completion

Collection 
completion

Collection 
completion

Music

Spawns 
as bud

Bud 
opens up 
as flower

Flower 
fades into 
green fruit

Fruit 
spawns 

randomly

Spawns 
as bud

Bud 
opens up 
as flower

Flower 
fades into 
green fruit

Fruit 
spawns 

randomly

Spawns 
as bud

Bud 
opens up 
as flower

Flower 
fades into 
green fruit

Fruit 
spawns 

randomly

Music Title: 
Map 

Progression 
4-5

Music 
Title: Folk 

Guitar

Music 
Title: Folk 

Guitar

Music 
Title: Folk 

Guitar

Music 
Title: Folk 

Guitar

Music 
Title: Folk 

Guitar

Low, hollow 
"Click" for 

map

Foreground 
grass

Dirt/ 
dust

Middle- 
ground 

Obstacle 
Post

Middle- 
ground 

grass and 
fence

Sky with 
clouds

Mountain
Backdrop

Animation/FX 
when 

depositing 
gem

Animation/FX 
when 

depositing 
gem

Animation/FX 
when 

depositing 
gem

Player can 
pet star in 
each level

Star can be 
pet while 
running 
and idle

Glove tool 
can be 

selected to 
pet star

Star can 
be pet

Music

Appreciative 
sound in 

response to 
petting

Music
Appreciative 

sound in 
response to 

petting

Squirrels 
spawn 

randomly, and 
can be fed

Crows 
swoop in to 

grab 
ignored fruit

Music Music

Ambience Music Ambience Music

Ambience MusicAmbience Music Ambience Music

Soap/Suds
Water Bucket

Towel
Sponge/Oil

1 per 
food 
item

UI 
Theme: 
Wood

UI 
Theme: 
Wood

UI Theme: 
Stone 

with Vines

UI 
Theme: 
Metal

UI Theme: 
Workbench 

with 
Parchment

Side of 
Star's body 
and head

Better 
display of 

facial 
expressions

Star's eyes 
follow food 
in player's 

"hand"

Eye 
whites, 

Iris, Pupil

Oil and sponge 
condition 

Star's coat to a 
sheen

Currycomb 
removes mud, 

Body Brush 
removes dirt

Selecting a tool is 
indicated by a 

circle that 
corresponds to 
the color of a 

central status bar

Hair Brush 
straightens 

Star's 
disheveled 

mane and tail

Player can 
grab multiple 
fruit at a time 

(up to 5)

Cursor 
rotates 

clockwise

Dividing large 
sums into 

smaller groups 
of differing 

values

Jewel 
Collision

Jewel 
Collision

Jewel 
Collision

Star rears up 
when player 

hits back 
arrow while 

idle

Pulsating 
glow for 
forward 
arrow

Music Title: 
Map 

Progression 
2

Music Title: 
Map 

Progression 
3

Collected 
items appear 

in UI at the 
bottom of 

screen.

Fade to black 
then fade in 
to Trustee 

outside

Trustee 
stands 
outside

Silhouettes 
adorn 

various areas 
of his body

 Phase 2:
Assembly

The silhouettes 
correspond with 

the collected 
objects

Player drags 
the objects 

onto 
Trustee

Wagon 
silhouette sits 
in the street 

before a 
building

Player drags 
collected 

objects into 
proper spots

Phase 2: 
Assembly

Collected 
items appear 

in UI at the 
bottom of 

screen.

Once all have 
been collected, 
"zooms" in on 

point of 
interest

Fade to black 
then fade in to 

wagon 
silhouette in 
specific area

Perhaps the 
scene 

animates upon 
completion

Perhaps the 
scene 

animates upon 
completion

When each 
bucket is full, a 
barrel slides in 
from the top

Lands upon 
stone UI, 

squarely in 
the center

"+" buttons 
appear as 

barrel 
lands

Has a 
counter with 
three digits, 
goes to 100

Holding down 
"+" creates 
stream of 

blueberries to 
barrel

Barrel 
counter ticks 
up, as bucket 

ticks down

Berries will 
have slight 

motion blur in 
form of blue 

streak

Cursor 
morphs to 
hand icon

When barrel 
reaches 100, 

cursor 
reverts

When barrel 
reaches 100, 

cursor 
reverts

Player can 
interact with 
berries again, 

but not 
deposit them

Same 
behavior 

for Level 2 
& Level 3

Bubble 
disappears as 

eating 
animation 

plays

Bubble 
reappears 
with next 

desired item

The star gauge 
charges up to 

allow for 
breeze

Sound and 
visual 

effect when 
ready

Phase 2: 
Plot the 

Course Line

Player 
"draws" the 
course from 

Start to Finish

Player drags 
finger/cursor 
across faded 

line

Operates 
similar to 

Star's 
grooming 2nd 

phase

Dotted line 
becomes more 

visible and 
saturated

Operates 
similar to 

Star 
feeding

Credits

Profit Playground

Credits

Terracian Trails

All characters are 
in a scene with a 
shiny, pulsating 

play button in the 
middle.

Settings, Credits, 
and Parent 

buttons are in the 
corners and are 
less tantalizing.

The title and 
subtitle appear 
on screen via 
an animation.

Title 
Menu

Litto less 
emphasized, 
subtitle Profit 
Playground is 

larger and more 
on display

Assets

Audio/ 
Sound 

FX

Title and 
Play button 
appearance

Selection 
"Click"

Music 
Title: Folk 

Guitar

Character Specific
Mini Map for

Level Selection
and Archive

Marshall's 
Level 

Selection
Presentation

Each Character 
on their 

respective 
path

Functionality

Clicking 
character moves 
them along path 

with camera 
following

Buck's 
Level 

Selection

Penny's 
Level 

Selection

Assets AssetsAssets

Audio/ 
Sound 

FX
Audio/ 
Sound 

FX

Audio/ 
Sound 

FX

Developer Notes

Star's 
Level 

Selection

Assets

Audio/ 
Sound 

FX

Introductory 
Screen

Star is 
reared 

up in joy

Introductory 
Screen

Penny is 
poised in 

satisfaction 
next to the 

Harvest

Introductory 
Screen

Buck is poised 
in satisfaction 

before the 
Collected 

Gems

Introductory 
Screen

Marshall Money 
and Trustee the 

Mule are 
prepared to ride 

off into the sunset

Full illustration 
of Star against 

a beautiful 
backdrop

Assets

Full illustration 
of Penny 
against a 
beautiful 
backdrop

Assets

Full illustration 
of Buck 

against a 
beautiful 
backdrop

Assets

Full illustration 
of Marshall and 
Trustee against 

a beautiful 
backdrop

Assets

Audio/ 
Sound 

FX

Audio/ 
Sound 

FX

Audio/ 
Sound 

FX

Audio/ 
Sound 

FX

Buck 
Brass

Penny 
Strings

Harmonica 
and low 
drum or 
cowbell

Upbeat 
high 

percussion 
or flute

Map 
Advancement 

Final

Concept 
ArtAssets

Audio/ 
Sound 

FX

Selection 
"Click"

Budget 
Branch 
Archive 
Unlocks

Music Title: 
Map 

Progression 
4-5

A Reward 
for game 

completion

Allows 
player to 

view game 
art at will

Details 
items from 

game

Player 
can turn 

pages

Red Ranger 
becomes 

household 
name

Intro and 
Victory 
Screens

Intro and 
Victory 
Screens

Intro and 
Victory 
Screens

Bonus 
hook for 

brand 
awareness

Presented 
as a picture 

book

Familiarize 
players with 
names and 
characters

May 
feature 
VO(TBD)

Component Details

The entirety of 
the map is 

initially 
obscured by a 

fog

The exception 
is the central 

directional 
sign, and 

characters

Introduction to 
the 

professions of 
animal care

Introduction 
to the 

profession 
of farming

Introduction to 
the 

professions of 
geology and 

mining

Synopsys

Terracian Trails: Profit Playground 
seeks to teach children, ages 2 and 

up, the base fundamentals of 
financial literacy through a series of 
engaging mini games that support 
pre- literacy, memory, and cognitive 

development.

Introduce the fundamentals of a 
functioning society's economy by 
presenting a series of professions 

that serve as both the vital 
components of said economy and 

the foundation for the complexities 
of commerce as it has evolved 
alongside humanity's societal 

systems.

Product Goals

Short Term: To be utilized by FCCU to 
develop, teach, inform, inspire, and 

entertain children internally and 
externally of the FCCU ecosystem.

Long Term: To be utilized by FCCU to 
attract potential business partners 

who will participate in the formation 
of a CUSO.

All 
gathered at 
a crossroad

Each stands in 
the path leading 

to their 
respective levels

Clouds 
obscure them 
and details of 

map

Background 
music

Clouds part 
when players 
interact with 

them first time

Levels 
unlock one 

at a time

Composition
Character 
on path

Initially 
clouds 

obscure their 
destination

Camera 
stops, and 
clouds part

Once selected, 
the character 

will move 
along path

The camera 
follows 

their 
movement

Character 
stops, but 

camera 
continue to 

shift long path

Environments 
specific to 
their are 
revealed

Color 
difference: first 
level unlocked 
with two to be 

unlocked

Three Coins 
are distributed 

across 
environment

One gold, two 
silver, each 

with different 
symbol

Symbols 
represent 

level 
activities

Silver coins 
turn gold 
with level 

unlock

Level Coins 
arranged 

across 
environment

Camera 
frames 

character 
specific 

environment

Will also 
part clouds 
upon initial 
playthrough

Interacting 
with gold coins 
will select level 
specific to coin 

selected

Capital 
Corral

Data Collection

Outside of any data collected by the 
device and service upon which it is 
played, Profit Playground will not 

have any capabilities to collect user 
data, and therefor should be 

compliant with COPPA regulations.




