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Abstract  
My Neighbor Alice is a multiplayer builder game, where anyone can buy and own virtual islands,                
collect and build exciting items and meet new friends. Inspired by successful games, such as               
Animal Crossing, the game combines the best of the two worlds - a fun narrative for regular                 
players who want to enjoy the gameplay experience as well as an ecosystem for players who                
want to collect and trade NFT:s, even if they have no idea what an NFT is.  
 
�0�\ �1�H�L�J�K�E�R�U�$�O�L�F�H�L�V�Q�R�W�M�X�V�W�D�J�D�P�H�I�R�U�E�O�R�F�N�F�K�D�L�Q�S�O�D�\�H�U�V�� �%�X�W�L�W�¶�V�D�J�D�P�H�W�K�D�W�F�R�X�O�G�� �� �� �� �� �� �� �� �� �� �� �� �� �� �� �� ��
�L�Q�W�U�R�G�X�F�H���E�O�R�F�N�F�K�D�L�Q���W�R���P�L�O�O�L�R�Q�V���R�I���S�O�D�\�H�U�V������
 
The game is aimed at the diverse gaming community which can get easily onboarded from               
regular platforms. Our main line of comparison lies within the traditional gaming market with the               
same players being targeted as our audience. We are innovating a new unobtrusive way of               
connecting an exciting game narrative to blockchain features. My Neighbor Alice has the             
potential to attract millions of gamers, and an associated greater opportunity for revenues. 
 
The game is designed in a way to allow players to “own the game” by exercising power over the                   
platform. Players also enjoy the democratic governance model based on a liquid democracy             
and real-world inspiration rules over a DAO (Decentralized Autonomous Organization). 
 
My Neighbor Alice is the brainchild of Antler Interactive, an interactive game studio known for its                
gaming innovations. Being a pioneer in VR gaming, the studio is experimenting with Augmented              
Reality (AR) to bring gaming to a new qualitative level. In my Neighbor Alice Antler Interactive                
leverages the Chromia platform, enabling advanced blockchain and in-game DeFi features.  
 
My Neighbor Alice has a first version that runs and plays well, and proves that the technology                 
behind it works. The intent now is to fund this team as a new company, connected to a                  
non-profit and foundation, developing My Neighbor Alice so it becomes a commercial success             
introducing millions of players to blockchain. 
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Introducing My Neighbor Alice  

Game Overview  
Welcome to the Alice world - a large island complex located in the Lummelunda archipelago. It                
is a place where animals and humans share space, make friends and work together. Anyone               
can join Alice’s neighborhood by buying a piece of land and performing various activities such               
as fishing, bug catching and beekeeping, among other things. By interacting with neighbors and              
helping Alice with her duties and daily activities, players earn a reward which can be exchanged                
for in-game items that they can use on their lands.  
 
After buying a piece of land, players will be able to design and decorate their property to make it                   
as unique and special as they want. For that, users can experiment with the landscape, use                
in-game assets, like NFT:s, which are available in the form of vegetation, furniture, buildings or               
animals, perform daily activities and participate in competitions and quests to earn more             
rewards. 
 
My Neighbor Alice is the first attempt to create a truly public application with an exciting plot that                  
would attract first ordinary players, secondly blockchain enthusiasts and DeFi nerds. It has a              
light and intuitive interface with a variety of features to explore. In My Neighbor Alice, only you                 
will decide on how much you want to be involved in the game's decentralised features and DeFi.                 
Moreover, we designed the game in a way to make it “live forever” with a narrative that never                  
becomes boring.  
 

Business Objectives, Market and Target audience 
My Neighbor Alice is not to be seen as a game for blockchain players. It is first a game for a                     
large global audience of players in general. Absolutely no prior knowledge about            
cryptocurrencies is needed. Because of that, we compare mainly with the normal game market,              
and target the same players. A much bigger audience than previously seen in the field of                
blockchain gaming, and an associated larger opportunity for revenues.  

Market 

Target audience 
We have made an analysis of the target market of the Inspiration games such as Animal                
Crossing. The conclusions are summarized in the table below. What is interesting is that we are                
competing in an underserved market. There are many female gamers, but relatively few games              
specifically made for them. 
 
This is what is said about Animal Crossing: 
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“�: �K�D�W�, �I�L�Q�G�L�Q�W�H�U�H�V�W�L�Q�J �L�V�W�K�D�W�W�K�H���' �6 �F�R�U�H�X�V�H�U�V�F�R�Q�V�L�V�W�R�I ������ �P�D�O�H�D�Q�G������ �� �� �� �� �� �� �� �� �� �� �� �� �� �� �� ��
�I�H�P�D�O�H�� �E�X�W�Z�K�H�Q�, �O�R�R�N�D�W�W�K�H�Q�X�P�E�H�U�V�R�I�S�H�R�S�O�H�W�K�D�W�E�R�X�J�K�W�$�Q�L�P�D�O�&�U�R�V�V�L�Q�J���1�H�Z�� �� �� �� �� �� �� �� �� �� �� �� �� �� ��
�/�H�D�I �D�Q�G�W�K�H���' �6 �K�D�Q�G�K�H�O�G�W�R�J�H�W�K�H�U�U�H�F�H�Q�W�O�\�� �, �V�H�H������ �P�D�O�H�D�Q�G������ �I�H�P�D�O�H�� �� �� �� �� �� �� �� �� �� �� �� �� ��
�X�V�H�U�V�����,�W�¶�V���T�X�L�W�H���D�Q���D�V�W�R�Q�L�V�K�L�Q�J���I�L�J�X�U�H�����´����

 
 

 
 
 

Inspiration 
By looking at what inspires the game, as well as what similar games are out there, we can see                   
the commercial opportunities. 

1 https://www.siliconera.com/satoru-iwata-on-animal-crossing-sales-56-of-players-are-female/ 
2 https://pegi.info/what-do-the-labels-mean 

Age My Neighbor Alice has a wide appeal, but primarily targeted towards           
18 to 39 years old. 

Geography My Neighbor Alice is expected to have the most users in North            
America, Europe and East Asia. 

Gender 60% Female and 40% Male. 
 

Gamer Type Casual 50% / Core 50% / Hardcore 0% 

Social Class My Neighbor Alice appeals to a wide range of social classes, although            
probably upper and middle class because of the in-game monetization          
and economy system you need to contribute to. 

Lifestyle Adults who spend a lot of time indoors on technology such as games             
consoles, computers or phones. 

Taste All the different modes on My Neighbor Alice mean that it can appeal             
to a lot of tastes, there is a sandbox mode for creative people, chat              
and communication for social gathering. There are even educational         
features to learn economy and software development. 

Ethnicity and  
Religion 

Ethnicity and religion have no bearing on My Neighbor Alice appeal. 

Age Rating The game is rated2 PEGI7 for violence and PEGI12 as for gambling            
and the use of crypto.  
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Creative inspiration 
Here is what the creative designer mentions as inspiration for the game itself, gameplay and art. 
 
<Game> Animal Crossing 
The game takes inspiration from animal crossing island ownership. The ability to socialize with              
friends and express creative freedom. Also daily tasks and activities such as fishing and              
farming. 
 
<Game> Minecraft 
Inspiration from building mechanics, farming and other activities within the game. 
 
<Medium> Stardew Valley 
The freedom of choice, and open-ended gameplay, where the player chooses what they want to               
do. Optional side quests. 
 
<Game & Television> Pettson och Findus 
The playful art and music from Pettson and Findus, as well as some of the “mini-games”                
presented in the game. Pettson and Findus is a series of children's books written and illustrated                
by Swedish author Sven Nordqvist, portraying a countryside. The books have worldwide book             
sales of over 15 million and have been translated into 55 languages.  
 
<Medium> Townscraper by Oskar St¬lberg 
The technicalities of procedural island building and the minimalistic graphical style. 
 

Commercial Inspiration 
We have observed a great success of creative games, of builder games, of cute games, of                
farming games, of multiplayer games. Also the ideas for My Neighbor Alice is prime on the spot                 
with the trends. �7�K�H���(�F�R�Q�R�P�L�V�W explains it like this: 
 

�$�0�,�' �7�+�( �H�F�R�Q�R�P�L�F�G�H�Y�D�V�W�D�W�L�R�Q�Z�U�R�X�J�K�W�E�\ �F�R�Y�L�G�������� �Y�L�G�H�R�J�D�P�H�V�D�U�H�D�U�D�U�H�E�U�L�J�K�W�� �� �� �� �� �� �� �� �� �� �� �� ��
�V�S�R�W�� �7�K�L�V�\�H�D�U�� �W�K�H�V�K�D�U�H�V�R�I �(�O�H�F�W�U�R�Q�L�F�$�U�W�V�D�Q�G�$�F�W�L�Y�L�V�L�R�Q�%�O�L�]�]�D�U�G�� �W�Z�R�E�L�J �J�D�P�H�V�� �� �� �� �� �� �� �� �� �� �� �� �� ��
�S�X�E�O�L�V�K�H�U�V�� �K�D�Y�H �U�L�V�H�Q �E�\ ������ �D�Q�G ������ �� �U�H�V�S�H�F�W�L�Y�H�O�\�� �&�D�S�F�R�P�� �D �-�D�S�D�Q�H�V�H�� �� �� �� �� �� �� �� �� �� ��
�Y�L�G�H�R���J�D�P�H�P�D�N�H�U�� �L�V�X�S�E�\ ������ �� �,�W�L�V�O�L�W�W�O�H�Z�R�Q�G�H�U�W�K�D�W�W�K�H�V�H�F�W�R�U�L�V�V�R�K�R�W�� �9�L�G�H�R�� �� �� �� �� �� �� �� �� �� �� �� �� �� �� �� ��
�J�D�P�H�V�² �H�V�S�H�F�L�D�O�O�\ �O�L�Y�H�P�X�O�W�L�S�O�D�\�H�U�R�Q�H�V�W�K�D�W�F�D�Q�E�H�U�H�S�O�D�\�H�G�H�Q�G�O�H�V�V�O�\�² �D�U�H�J�U�H�D�W�I�R�U�� �� �� �� �� �� �� �� �� �� ��
�V�W�D�Y�L�Q�J �R�I�I �E�R�U�H�G�R�P�� �7�K�H�\ �D�U�H�D�Q�L�Q�F�U�H�D�V�L�Q�J�O�\ �S�R�S�X�O�D�U�Z�D�\ �W�R�F�R�Q�Q�H�F�W�Z�L�W�K�I�U�L�H�Q�G�V���� �� �� �� �� �� �� �� �� �� �� �� ��
�W�R�R�� �' �X�U�L�Q�J �W�K�H�S�D�Q�G�H�P�L�F�� �V�R�P�H�H�Q�W�K�X�V�L�D�V�W�V�K�D�Y�H�H�Y�H�Q�X�V�H�G�V�R�F�L�D�O�J�D�P�H�V�V�X�F�K�D�V�� �� �� �� �� �� �� �� �� �� �� �� ��
�³�$�Q�L�P�D�O���&�U�R�V�V�L�Q�J� �́��W�R���V�W�D�J�H���Z�H�G�G�L�Q�J�V�����F�R�Q�F�H�U�W�V���D�Q�G���Q�L�J�K�W�O�\���W�D�O�N���V�K�R�Z�V������

 
So we believe in a fantastic potential. Here are some benchmarks: 

3 
https://www.economist.com/graphic-detail/2020/08/21/gamers-are-logging-millions-of-hours-a-day-on-robl
ox 
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Take some time to look at the benchmark numbers in the right column.  

What sets this project apart? 
 

● We are in a very interesting time period where procedural building games start trending. 
● There are very few interesting building games that incorporate blockchain technology. 
● The style can be uniquely identified. The game philosophy is memorable. I.e, we use              

“Alice” as a central figure in the game to connect the users to a “fantasized               
neighborhood”. Human psychology likes relatability. Cute sells. 

● The blockchain infrastructure is “hidden” for players who are not interested in the             
underlying technology. They will use it without seeing complex wallets or long sequences             

4 https://www.nintendo.co.jp/ir/en/finance/software/index.html  
 
5 https://en.wikipedia.org/wiki/Animal_Crossing  
6 https://www.theverge.com/2020/5/18/21262045/minecraft-sales-monthly-players-statistics-youtube  
 
7 https://www.vg247.com/2020/01/23/stardew-valley-sold-10-million-copies-worldwide/  
 
8 
https://blog.rtrack.live/index.php/2020/08/02/roblox-continues-upward-ascent-with-164-million-monthly-act
ive-users/ 
 
9 https://www.ibtimes.co.uk/supercell-earns-30m-month-clash-clans-hay-day-1436122 
 

Animal Crossing Creative Inspiration, by Nintendo Animal Crossing: New 
Horizons: 26 million copies4. 
The whole saga sold more 
than 56 million copies5 

Minecraft The biggest game ever, by our      
Swedish neighbors Mojang 

200 million copies. 126    
million monthly average   
users6 

Stardew valley Creative Inspiration Stardew Valley has sold over     
10 million copies across all     
platforms.7 

Roblox Game builder, social games 164 million monthly average    
users , thousands of games     
developed on the platform.8 

Hay Day Successful farming game in the     
Farmville tradition, by our Finnish     
neighbor Supercell 

$400 million yearly revenues    
in 2013, assuming HayDay is     
50% of the revenues    
mentioned in this article9.  

https://www.nintendo.co.jp/ir/en/finance/software/index.html
https://en.wikipedia.org/wiki/Animal_Crossing
https://www.theverge.com/2020/5/18/21262045/minecraft-sales-monthly-players-statistics-youtube
https://www.vg247.com/2020/01/23/stardew-valley-sold-10-million-copies-worldwide/
https://blog.rtrack.live/index.php/2020/08/02/roblox-continues-upward-ascent-with-164-million-monthly-active-users/
https://blog.rtrack.live/index.php/2020/08/02/roblox-continues-upward-ascent-with-164-million-monthly-active-users/
https://www.ibtimes.co.uk/supercell-earns-30m-month-clash-clans-hay-day-1436122
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of meaningless text. We want to attract regular players who want to enjoy the gameplay               
experience. But for those interested in diving deeper into the game, there is a space for                
blockchain enthusiasts as well. 

● Rich NFT DeFi functionalities as mentioned in this document, among others           
collateralized NFT and collateral based loans. 

● The governance model and the DAO aspects are interesting not only to players and              
investors, but can also be interesting to mainstream media. 

 

Goals 
Given the data from inspiration games mentioned, the unique attractive graphic style, and the              
novel ideas we add from blockchain thinking, and PR-friendly and user friendly governance             
model, we set these goals: 

Millions of users 
With the unique style and large interest in these kinds of games, as well as the unique element                  
we bring, we think the game can compete in the market and share similar numbers as the other                  
games, reaching millions of users. 
Mainly, as no previous experience or interest in blockchain or cryptocurrencies is required, we              
aim at fully developing the potential of blockchain economy, while abstracting its complexity             
from the users. 
 
Antler Interactive has with their previous games Krystopia (1 and 2) sold around half a million                
copies, and sales are still increasing, so we do have some experience already to launch games                
that have potential in millions of users. 

Current Status: Game MVP Ready 
My Neighbor Alice has been developed during 2020, and now has several key components              
done. See this demo to see what we have: a multiplayer, blockchain enabled game with               
landscape editor, chat, dialogues, map and really cute cows. If you react to the hexadecimal               
public keys shown, the game will soon have a completely different onboarding process, this is               
only for the demo. Besides that, if we only can make those cows stop rolling around, then we                  
can launch.  
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https://drive.google.com/file/d/1xSkUcrObcZZ6-5c6S1XKiu2LwFbxUJ8E/view?usp=sharing 
 

Competition 
 
My Neighbor Alice is a game with several dimensions: 
 
Blockchain, Multiplayer, Social 
 
Blockchain games in this segment includes: 
 
Decentraland: An open 3d world, like a second life on blockchain.  
 
Sandbox: Also an open 3d world, inspired by minecraft. 
 
Axis Infinity: A game with cute graphics, but with a different gameplay that is more about                
collecting, breeding and battling. It also intends to not only be for blockchain experts. And we                
are happy that Axis Infinity shares similar goals in letting users be part of controlling the games                 
development. 
 
But My Neighbor Alice is unique in that it is an open world game with a strong visual identity                   
based on positive images and cuteness, intended for non-blockchain skilled players as the             

https://drive.google.com/file/d/1xSkUcrObcZZ6-5c6S1XKiu2LwFbxUJ8E/view?usp=sharing
https://drive.google.com/file/d/1xSkUcrObcZZ6-5c6S1XKiu2LwFbxUJ8E/view?usp=sharing



