Human: Fall Flat 2 - Ultimate Concept Blueprint

1.Main Story Campaigns (Structured Adventures)

- Purpose: Provide structured gameplay with clear progression and thematic coherence.
- Features:

- Multiple story arcs (8-10 levels each) with distinct themes.

- Examples: Wild West Adventure, Space Expedition, Ancient Ruins, Modern City Chaos.

- Levels unlock sequentially within each story.

- Narrative hooks and light storytelling through environment and physics puzzles.

- Achievements and milestones tied to story completion.

2.Mashup Stories (Chaotic Fun Mode)

- Purpose: Offer replayable, fun experiences without strict progression.

- Features:

-Randomly mixed themed levels (e.g., Prison Escape — Candyland — Haunted Carnival — Volcano Lab).
- Players can play mashup levels in any order.

- Co-op friendly and designed for humor and physics chaos.

- Can include mini-challenges or short objectives for variety.

3.Extra Dreams /| Community Maps

- Purpose: Extend game longevity and empower community creativity.
- Features:

- Community-made levels reviewed and selected by devs.

-Regular drops (every 1-2 months) to keep content fresh.

- Console compatibility ensured through dev curation.

- Highlight standout creators and encourage map-making contests.

4.Community Campaigns

- Purpose: Let players create entire multi-level campaigns.

- Features:

- Campaign editor supporting sequences of 5-10 levels.

- Themes, objectives, and environmental hazards can be customized.
- Campaigns can be shared, rated, and downloaded by other players.
- Optional co-op or solo campaign modes.

5. Official and Free Collab Maps

- Purpose: Provide high-quality themed content and attract wider audiences.
- Features:
- Licensed collabs (e.g., SpongeBob, Batman, LEGO, Minecraft).



- Free collabs to drive engagement (Portal, Among Us, small-scale crossovers).
- Paid collab packs for larger, multi-level experiences.
- Community parody maps for IPs that can’t be licensed.

6.Character Customization

- Purpose: Enhance player identity, fun, and cross-platform parity.
- Features:

- Full coloring tools for PC and console.

- Costumes, accessories, and decals.

- Optional emotes or animations for multiplayer interactions.
-Themed customization tied to story campaigns or collabs.

7.Release & Update Strategy

- Content Pacing:

-New main story arcs released every 2-3 months.

- Extra Dreams/community maps every 1-2 months.

-Mashup stories rotated periodically for variety.

- Collab maps dropped on both free and paid schedules.

- Longevity:

- Game functions as a living platform rather than a fixed release.

- Community involvement keeps content flowing without requiring HFF3.
-Regular developer updates and challenges to maintain engagement.

8.Crossplay & Accessibility

- Full crossplay support across PC, Xbox, PlayStation, and Switch.
- Ensure community campaigns, mashups, and collabs work seamlessly on all platforms.
- Accessibility features for controllers, colorblind modes, and Ul customization.

Vision Summary: Human: Fall Flat 2 becomes a living physics playground, combining structured
main stories, chaotic mashups, and community-driven content. With official collabs, full customization,
and a robust content pipeline, it could stay relevant for years — potentially eliminating the need for a
third game, while giving players near-infinite creative and co-op experiences.
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