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A COZY PUZZLE GAME WHERE
YOU ARE RECRUITED AS AN
INTERN FOR THE COPERNICUS

PROGRAMME




CONGEPT

The game was developed as a
project for Spatial Thinking
course and is under
development
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As a pilot of an
alrplane, your goal is
to capture images
while managing
limited fuel.




Sentinel 1 Parts assembled: &/20




Sentinel 2 Parts assembled: 4/15
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With each mission,
you gain new insights
about the satellites.

Sentinel 5 Parts assembled: 4/12

The information
button provides an
explanation of what
each Copernicus
service does.
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Velocity: 0.00
Altitude: 4.37
Eccentricity: 1.00

Space - turn on/off booster
«-/A,D -.steer

X - seperate current stage
C - switch camera
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Space - turn on/off booster
«-/A,D - steer

R R — - stages like those of a
| T Vega C rocket.
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Velocity: 468%.29
Altitude: 33225.083
Eccentricity: 0.05

Stage 1

The universal law of

gravity Is applied to e

Space - turn on/off booster

simulate realistic inD-sieer
physics.

C - switch camera -




OUR PROGRESS

4

O4 FUTURE PUBLISH

The core idea, gameplay The game begins to take shape, The game is polished, with final The phase focused on preparing
mechanics, and objectives are Including the creation of basic assets, optimized performance, the game for release, including
outlined, setting the foundation for assets, early prototypes, and and all features fully integrated. marketing, distribution, and

the game’s vision. testing core gameplay features. gathering feedback for potential

updates or expansions.



dastan.nurbekuly@stud.plus.ac.at

emese.gojdar@stud.plus.ac.at

maria.fedyszyn@stud.plus.ac.at
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