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A proposal for a game based on the Powers of Ten film, directed by Charles
| and Rey Eames. -

Beginning on Earth,' you journey out into space, zooming further and further out to

. a point where you cat;:h a- glimpse of the cosmic web before your systems begin

to. malfunction, shrinking your world down to microscopic levels.

Ove_'r-'the course of your',time aboard the ship you get to learn more and more
about the kind of persoh' you are playing. From there, it is your decisions that

~ shape the character’s personality.

,_Your_behaviou_r and actions throughout your travels in space determine the ease
~with which you' are able to haviga‘te the microscopic environment and the ending
'.of_,‘your story.



what will it cost you? -




Playable character

Screen for ID
and suit stats,
including,
Oxygen levels,
pressure,
temperature etc.

The screen on the arm would
be a feature the player would
need to interact with for a
smoother mission. It would
also contain story-relevant

information.

Screen on arm
of suit to keep

track of ship

stats.




Older designs

Inspired by hazmat suits and old scuba
diving gear. Scrapped in favour of a more
futuristic aesthetic with a design that clearly
communicated the suit’s intended purpose of

space travel.



Spaceship

The ship needed to look futuristic
yet not overly complicated. The
goal was for it to be designed
for one passenger, with enough
space for comfortable living and
have a generally outwardly friendly
appearance.

The top sketches were modelled
after fighter jets, with the intention
of communicating fast travel. The
lower sketches were more based
on depictions of flying saucers as a
more fun approach.
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Render of final spaceship

design.




Interaction

One of the areas the player will i
spend the most time in is the —
spaceship.

In here there will be several rooms

for the player to find out about

their mission, the character they are

playing and change the course of

their story.

There is a kitchen, medbay,
washroom, bedroom and a
greenhouse room.

In the plant room the player is given
the choice between leaving the plants
alone or nurturing them. They will not
serve any purpose besides for the
aesthetics.

Aboard the ship will be an Al assistant with the sole purpose of explaining the
player’s surroundings and helping them navigate the expanse of space.
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Our solar system

The player will be able to fly around all the major
celestial bodies in our solar system. This would be their
last moments of familiarity with the surroundings before
the character decides to go further than their designated
research area.

Beyond this, the player passes increasingly giant space
objects and structures such as other planetary systems,
nebulae, galaxies and super voids.
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Microworlid

After a malfunction on the ship
the player is shrunk down to

an impossibly small size. They

must traverse a microscopic
landscape of both living and
non-living matter in search of a
way back out.







Some of the first materials the player

encounters once in the microscopic world would
be ones in their immediate surroundings e.g.
Inconel, depicted to the right.

Inconel
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Early sketches

Test sketches were based on exisiting
microscopic photography.

Sketch based on photograph: Sunflower trichomes (hair-like plant outgrowths)by Marek Mis, using polarized
light.
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Comic

Before the player embarks on
their journey a cutscene of
their last moments on Earth will
play. From this they will get a
hint at what their character’s
personality is like, as well as

minor exposition.

You're absolutely sure?

It's a lot of unnecessary
risk.




Risk that I have formally agreed to take.

Bringing anyone else would slow me down.

We're just concerned.

Well, if anything happens you can always contact the Pluto crew.

Maybe wait for Jen
and Anna once you're \
up to go together?

You're headed in
the same direction,

What?
That's not part of
the planned routes, no.

I don't need your concern.

There's been plenty of solo space missions before me.

Oh, 'cause you care
so much about planned routes.

Keep your accusations to yourself.

Fine. But don't come crying to us when
things go to shit.

If you'll even be around for that. )

I never planned to.

Qz’t hars.

live.

E I hope so...
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Will you tend to the plants?

You find yourself in a supervoid.

e

o -

stnrglin (no endings)

4

Detecting extreme anomalous ey
o or

[h4d o "
L O= ¥ @
D




4o

Digital access and bonus content

Here you can find all -the final illustrations és .-
well"as a detailed description of the. proposed £
" game’s storyline arid -the' two possibilities for the = -

ending.
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