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	GAME TITLE: Pet Scratcher
	Platform: iOS / Facebook
	GoalWin Condition: Don't let your pet die!
Reach level 9999
	Player Segment: Really bored casual players that just want something to kill time with.

People who like to own virtual pets
	Minimum Viable Prototype: -1 cat & 1 dog
-level up mechanics
-timer for scratch window and global timer between petting sessions.
-basic customization
	Mechanics: Level up mechanics
Affection mechanics
Customization
	TechnologyFrameworks: Flash/Starling or Unity
	CameraControlsUI: - We always face the pet(pet is always on screen)
-Touch/Swipe controls or mouse click and drag controls
-UI for pet owner level & affection
	Metric: -How often does the player play
-Timer before you can pet the animal again
-1 point for ever time you pet the animal
	ThemeBackstoryHigh Concept: Why click the cow when you can scratch the pet?
	Game Play: -Players must scratch their pet to gain the affection of the pet and move up levels as a pet owner.
- Timers are in place to give the player a window to scratch their pet before it gets bored and goes to sleep.
- Higher affection ratings and owner levels yield longer time windows and more effective scratches
- If the pet runs away, they'll have to pay $1 to get the pet returned them them. Affection level is set to 0 and player loses 10% of their pet owner experience.
	Setting  Level Design: Customizable background.
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