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SWORDSWIPE STUDIDS



INNOVATING CHAOS

StarScalers is a high-energy shoot-em-up where players control
Scale Transfiguring Aerial Robonina (StWAIRYURLtS,
piloted by a race of mecha-dogs who are investigating a strange
airborne threat.

» Dynamic Size-Changing - Shrinkifor. speed) grow.
for power. Any time, allithe time:

p Powermagnet System = Usealmestenytiineon:
screen as a weapon or'trap, including thelenemies!

p Fight the bossiWITHIa boss=Gompletecptitia]

objectives to unleash the indestructible A=Tron.

p Co-op evolved — Never say diellEarn your way back
into the game by assisting your partner as awing-mutt.

p» Groove Guard - Syncyour shots to game music— or
YOUR OWN — to command Echo Squad.
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TOO MANY WAYS TO. WIN — ADHD-INSPIRED DESIGN
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The game tempts the playen\ :‘I t | many:options for;domination: Greed orimpatience will result in death, but

great rewards await those ;vno earn tofilter: themnoiserand focus enjene ehjective at a time. What will YOU
1

prioritize? R - :

e Unlocking the powerfull A-tron for:a's
»  Star Coins? Buddies? Rings? Enemi

* Fueling your ultimate att
» Coins for upgrades?
* Rescuing wing-mutts?
* Environmental traps?
* Using your enemies?
 Finding your rhythmic groove?.
« Co-op advantages?
e Survival or Campaign? '
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PROMOTING CREATIVITY.& CONNE rwﬂ _

J
StarScalers glvesﬂy Lrools that feel like tey/s:

I .

Experiment with unbalanced/weapon chioices!
Weigh the implications of scale, range, damage; and|consumption.

e
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Play the music, litera y ‘

Learn the basics of drumming andic l,.sov-'r key phrasestoremixthe gameaction!!
-__J--OA:‘,

Manipulate the envi ror mentwith the FOWERMagnet!
What will you grab, launch, smash, or 0 gxrqn_urld:':'r?
Bey!

e

Partner up with players o ang skill'levell

i =
Tag team moves, dynamic assists, and healing. Worktogether.to control A-tron!



GROOVE GUARD — SYNC. COMININD. AIPLIFY.

It’s a fully realized game on its own, but youican take it te;the
next level with a fresh Zen-basedirhythm feature.

Groove Guard is StarScalers' most: expressivellayer: Blayers
unlock it when they’re ready—then trigger percussive attacks
in sync with the beat. As your: sense of rhythm shanpens, se
does Echo Squad—your: beat-driven drene: crew Whe mimic
your firepower and swarm the screen. Ihe system rewards
creative, satisfying timing without: prescribed presses e GVerny,
strict timing. Rhythm becomes a form) of: peWEer—not stress:.

Turn off the game’s music and/drep inyour own—Greeyve
Guard transforms StarScalers inte a new interactivelisteni
experience, a genre evolution. A




......

Each stage completion unIoc‘?ta S wv.:l EMIXWIL 'r

reimagined visuals and rando i /—"&j enemies //obs
: i

Start weak, build power: ea ‘rl"u fielogn Uozezielas for aysny

intact objective upon leveling up:

Farm for coins while test- dl'l nrs

unlock to improve your, can‘i ‘ .ngr
\r'\ -
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Endless Chaos: the baddj -3 :'5 putso Qe YOUNR
screen-filling insanity — it's Vampjre ),Jrvwng, Shmup
Edition!
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Fans of fast-paced action : l
Shmup enthu5|asts seel ;mJ IrEeSNIMECNAnICs
Couch co-op fans & Ca ";ul gamers
Rhythm-curious players ,Jmu,lr OVEIS
Kids of all ages who OVE r.lrroons, COMICSy anadfamilyAarenaly misc

Dog lovers i / L
ADHD brains Iookmg ﬁ,rp—-lr PElMect stenm
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PEVELOPMENT & PROGRESS

* All core mechanics implemented
* 4 full stages complete, each withi3funlockakle diffi
« All menus, tutorials, transitions

» Tons of upgrades, unlockables, customization
LT »"f?\A

N
[CUltyAevelsitsurvival variant

»

Solo Developer: Doug Pohl(pregrammingy, musicicomposition) design, color; art wi f_dry, video)
Y ”. g , . - [ G o . ey - . - e .

co-founder; creative director ofiSWoerdSWipeStudios .

Engine: GameMaker:Studio

=®

Development time: approx. 1 year(part=time developmentto;date)
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Target: At least 8 campaign stages

k W f
With publisher support, | ca r"c:_r IS



WHY PARTNER WITH ME

StarScalers is 100% unannounced) giving publishers aniexclusive:first=look epportunity.

Proven Execution: Bot Gaiden| (SwordSwipe Studies)launchedion allimajor platforms
Unique Positioning: A shmup/with depth; humor; and accessibility,

Innovative Mechanics: Size-changing, pewWermagnet; gropyve guarnd, mecha fights; co-op assist
Charm: Vibrant visuals, thumping:seundtracks and genrefusion appeal
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J rting & liorm| Support
* Fundingt celerat rLJJJ Time Dev
-

BUILD AVAILABLE! CONTACT POUG POHL: POHLDOUGI2OGIMAIL.COM
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