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CONCEPT G

A cooperative, cross-plattorm Uvercooked-liKe experience,

P

gesighed tor short sessions and high retention

wildmart IS a co-0op party game where players work together to

| manage a supermarket in a worid inhabited by animais

Using only thelr character movement, players must
coorainate to restock proaucts, serve customers

ana maximize provits netore the workday enas

With a cartoon art style and an arcade pace

wildmart delivers chaotic Tun tocused on

/ . coordination and teamwork

(o )
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™7 . GAMEPLAY LOOP .

NIGHT

Prepare the supermarket

UPENING

Gustomers arrive at the

Tor the next lﬁk’/ superma rKet

GLUSING

Remaining customers

DAY
oServe and charge

leave the supermarket customers

Ihroughout all these phases, players must also ensure that shelves are

always stocked and that the supermarket IS Kept 1n good condition




MECHANICS V e

“gach match is
a mix of

Movement as the only action: Intuitive and
accessible controls for all types of players.

strategy. Characters with unique stats: Strength, speed, and
teamwork, and intelligence affect efficiency.
uncontrollable

Order system: A computer system controls product
flow and the daily economy.

Space management: Restock, place furniture, and
maintain smooth flow without hottlenecks.

Customers with happiness states: Their patience
and happiness determine profits.

Day/night cycle: Action during the day; strategy,
cleaning, and restocking at night.




{

| O -
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e

New regions ana fauna: each region introauces new

products, customers with new mechanics, and

unique match conaitions

® opecial events: sale days, inspections, seasonal
proaucts, VIP visitors

e CUleaning system: Lustomers can dirty the store
clieaniiness dairectly arrects happiness

® Ethergy management: tquipment consumes
electricity; power costs are paid at the
enda ot each day

e Missions and achievements: Uaily objectives to

encourage progression and repliayability

e AND MUCH MORE




. SCREENSHOTS .

El siiper es de muy

buena calidad,
esperemos que sus

productos lo

acompanen...




MONETIZATION .
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Jur vision rocuses on delivering a compilete, high-quality experience rfrom

aday one. by adopting a buy-to-Play model, we ensure a balanced gameplay loop

\mAilH";- 11&!”/;\‘! Iy]ﬂ!u:)‘r SSIOF 'S !./ ven ;-‘;(ll‘”‘l‘l\:'i Ve }y/ j\'/ \L‘:

| and exploration

e Une-lime Furchase: A single purchase grants tull access to the entire |

content. All characters, sKins, supermarket layouts and game modes, are

uniocked through in-game acnievements ana earned currency

L
-

@ EXpansion roadmap (OLCs): Our post-launch strategy rtocuses on

meaningrtul content. we will release themed ULU expansions that
'A“‘.!“"“' ‘\;‘l‘ii“(”’\'/ 1IeW WU‘:J‘UIP{‘ U; "jril;. map

orrering new biilll\'ral».wg exciusive

mechanics, and characters

o Oenson pass _D)Ll"’\'/ MISSIONS wWIth Tree
‘ewaras, pius a premium version
that doubles them and Uniocks

excliusive character customizations

i f
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Ueveloped Tor users seekKing a casual experience with simple yet

challenging and engaging progression. ldeal for players who want to
disconnect for o Tew minutes with a Tun, chaotic, and cooperative




REFERENGCES

+OUM downloads +900K copiles sold +oUIVI downloads

|
$0.6M revenue $16.3M revenue $7.1M revenue
907 positive reviews (9% positive reviews 0c/ positive reviews
| &

wildmart combines the cooperative chaos or Uvercooked with the accessihility

and mobile-style loop of games like My Perfect Hotel or Pizza Ready




N
L)

r

: e \u
™7 . CURRENT STATUS .

= B, Q = Q "

GANMEFLAY ARI/UI MEGRANIGS PRUGRESOIUN

PN

omplete Ul: (5/6 complete New mechanics New zones and
qjameplay tiow A _ and match events evels
D 3D Art: 40%
(characters, VFX Global halancing user experience
environments...) ana game economy and monetization

2D Art: 15% cnagame content
lconcept art

illustrations...)

Ihe game Is currently in a playable demo phase with all core

- systems impiemented and test content avallabie
Y 1
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. ROADMAP

14 Q1 cUch Uc cUco ao-U4 cUco a1 clcr
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- PRUTOTYPE FUNDING DEVELOPMENT LAUNCH

Gameplay Tiow Uocumentation Match events lesting
L ~ » ., ~ § 4 P { » - P~ l
Lore mecnanics rublisher outreach New zones ana rolishing
" X evels
Art direction Uevelopment plan Marketing

e/ Monetization i
FIrst levels helease

New characters

ana customers
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We are seeking tunding and collaboration to complete the development

oT Wilamart and bring IT to a glohal release on mobhile plattorms and steam
We are seeking funding to cover a $274.000 budget, with a $100.000 upfront

payment

we are open to the toliowing agreements:

‘:"Llﬂh‘f“lﬂlkh geal with an nw:hll*]\

nvestment
® Uevelopment ana direct sale or the IF

e Lo-development ana proauct

aaqaptation alongsiae the publisher

@ riexinle neqotiation or terms
gepending on the scope oT the

agreement
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Events

3.5% intrastructure
19.2%

Lontingency
0.0/

URA & lestl HJU
8.9/

Uevelopment
10.6 /o

Marketing
- ‘k‘” 55/4
Art & Lound




CONTACT

Pablo Alvaro Alba Antonio Ismael

Jaen Arroyo Valencia Sanchez Leon
PM & Unity Generalist 3D Graphic Full-stack QA / Technical ]
Developer Artist Designer developer Designer

Developed by Devenant Entertainment SLU

Email: wildmartedevenant.net
Website: www.devenant.net
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