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Title:  “ Myth Makers Super Kar t GP”  
 

Genre/Engine:  Driving Game 
 

Platforms:  PS2, XBOX, PC, PSP, GC, GC  Number of players: 1 – 4 Players 
Suggested RRP: £9.99   Target Age: 3 – 9   Age Rating: 3+ 
 
Licences/Brands:     Data Design’s own brand label: “MythMakers”   

 
 
Gameplay  
 
The gameplay is similar to “Super Mario Kart,” but set in the mysterious Realm of Myths and Legends, with 
appropriately themed weapons, power-ups, and interactive objects in each level environment.  The karts and 
power-ups are easy to use, but there are several advanced aspects to master, such as handbrake turns, or 
when to fire missiles or use special powers for maximum effect.  The levels each feature alternative routes, 
some of these are short-cuts, others are longer ways round, but offer pick-ups, speed strips and stars to off-
set the extra distance.   
 
The game is at its strongest in multiplayer, when any members of the family can compete and interact 
together, competing for pick-ups, utilising their Myth Maker unique character’s special power, and opting for 
short-cuts or off-track sections when deemed profitable. 
 
 
Look/Feel 
 
The game is very much directed at younger children, featuring bright primal colours, cute characters with 
child-friendly taunts and catchphrases, and cartoony style accidents and weapons.  Characters go squashy 
when they get hit, and always ‘bounce back’.  The levels are atmospheric and easy to navigate and although 
there are trickier sections, players are always forewarned by road-signs of any hidden bends or broken 
bridges that may lie ahead.  The different regions of the Myth Makers’ realm featured are Halloween Town, 
Lapland, Easterville, The Toothfairy Kingdom and the famous Myth Makers Academy. 
  
 
Quantity/Features 
 

o 5 bright, engaging race levels, designed to appeal to children. 
o Pick-ups to enhance and broaden gameplay: weapons, shields, speed boosts etc. 
o 8 unique characters – appearance, kart, catchphrases, character biographies… 
o 8 unique vehicles – all 8 karts have individual stats for handling, speed, acceleration 
o 20 Track variations - 5 daytime, 5 night time, 5 forward and 5 reverse tracks. 
o Special powers for each character  
o Different driving mode camera angles  
o Time Trial Mode: race against the clock, learn the racing line 
o Single Race mode: quick option for competitive racing 
o Tournament mode: compete for medals over a four-stage event. 
o Earn rewards to unlock extra vehicles, levels and special powers. 
o Fogging – objects subtly merge into the sky the further away they are. 
o Simple menu design and driving controls, suitable for three year olds and older. 

 
 
 
Why this product will sell!   
 
This title hits the gap in the market for junior racing games.  The Myth Makers characters have proved 
popular and earned the respect of younger gamers and the parents that buy games for them.  
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Title:  “ Myth Makers Orbs of Doom”  
 

Genre/Engine:  Race & Chase Puzzle/Agility Game 
 

Platforms:  PS2, XBOX, PC, PSP, GC, GC  Number of players: 1 – 4 Players 
Suggested RRP: £9.99   Target Age: 3 – 9   Age Rating: 3+ 
 
Licences/Brands:     Data Design’s own brand label: “MythMakers”   

 
 
Gameplay  
 
The gameplay is similar to “Super Monkey Ball,” but featuring the Myth Makers characters and environments.  
The player controls an Orb with a Myth Maker character inside, and must negotiate the levels by rolling at 
different speeds and in different directions – this creates a game that is easy to grasp initially but the trickier 
sections involving spirals, see-saws, spinning pendulums, domino blocks and other such interactive objects 
can be very challenging.  In each level, the player must find the finish and work out how to get there, 
requiring some thought, and then apply some skill in piloting the Orb to get there safely.   
 
The also has 10 multiplayer levels, allowing players to compete to see who can finish a level first.  This adds 
a different element to the gameplay – players must reach a good compromise between going fast, and falling 
off as few times as possible. 
 
 
Look/Feel 
 
The game is very much directed at younger children, featuring bright primal colours, cute characters with 
child-friendly taunts and catchphrases, and cartoony style accidents and weapons.  The characters never get 
hit or die, and always start again if they fall off the level.  The different regions of the Myth Makers’ realm 
featured are Halloween Town, Lapland, Easterville, The Toothfairy Kingdom and the famous Myth Makers 
Academy. 
  
 
Quantity/Features 
 

o 5 specially designed introductory levels. 
o 25 main levels set amid: 
o 5 bright, engaging Myth Maker level environments, designed to appeal to children. 
o 8 Myth Maker characters – appearance, catchphrases, character biographies… 
o Normal mode: the player must complete the levels without falling off 
o Time Attack Mode: the player must finish within the time limit – setting a new record to beat.  
o Star Challenge: the player must collect 10 red stars and finish before the time runs out. 
o Earn rewards to unlock extra vehicles and levels. 
o Fogging – objects subtly merge into the sky the further away they are. 
o Simple menu design & controls, suitable for three year olds and older. 

 
 
Why this product will sell!   
 
This title is appealing and accessible for even the youngest gamers.  The Myth Makers characters have 
proved popular and earned the respect of young game players and the parents that buy games for them.  
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Title:  “ Kidz Sports Ice Hockey”  
Genre/Engine:  Sport 

 
Platforms:  PS2, XBOX, PC, PSP, GC  Number of players: 1 or 2 Players 
Suggested RRP: £9.99   Target Age: 5 - 12 Age Rating: 3+ 
 

Licences/Brands:    Kidz Sports. 
 
 
Gameplay 
 
The game revolves around kids playing an informal game of Ice Hockey.  Kidz Sports titles do not attempt a 
realistic simulation, or implement all the technical rules of the sport.  The game lets the player challenge an 
AI team or play head-to-head against a friend.  Good play generates SKILL points that allow team members 
to pull-off spectacular cartoon-style special moves, such as hit shots guaranteed to score, a steal vortex that 
automatically gets the puck from nearby opponents or a boost of speed to zoom round opponents.  Single 
play mode also offers a knock-out cup and a league where every team plays every other team, and the one 
with the most points at the end comes top. 
 
The game follows the basic design of the other highly successful Kidz Sports games utilising the same pick-
up-and-play control method.  Passing is made very easy, the player in possession will attempt to pass in the 
direction of the team mate he/she is facing, and the receiving player will collect the puck without needing 
assistance from the user.  Passing is not restricted to this manner however, by pressing and holding pass, 
the player can push the puck in any direction, allowing for advanced play where the user anticipates the 
future movements other players. 
  
The goalie is fully automated in his capacity to make saves, but when passing the puck out to team mates, 
the user gains control.  
 
 
Look/Feel 
 
A fun game based on kids playing 4-a-side ice hockey at the local rink or on a frozen lake.  A complete 
opposite from super-realistic sports simulations along the lines of Pro Evolution, this game brings together 
the fun of a group of friends playing together as in real life, and adds in flashy extras like super-speed, chain 
shots, and guaranteed shots to spice it up. 
 
 
Quantity/Features:   

8 ‘Kidz Sports’ Ice Hockey teams 
   8 Ice Rinks 
   Exhibition mode: play against the computer or a friend quickly and easily. 
   Knock-out Cup: victory takes you into the next round, and eventually to the final! 
   Tournament mode: a league system, the team with most points at the end wins. 
   SKILL points for successful passes/steals, continued possession, scoring goals… 
   Special moves available when enough SKILL points earned. – speed, super shot… 
   5 Star difficulty mode – ranging from very easy to really tough 
   Adjustable match length – from a 2 minute ‘dabble’ to a hardcore 15 minute match 
 
 
Why this product will sell!  
 
This title hits a gap in the market for simple fun sports titles that can be enjoyed by younger kids, either one 
or two players.   
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Title:  “ Kidz Sports Basketball”  
Genre/Engine:  Sport 

 
Platforms:  PS2, XBOX, PC, PSP, GC  Number of players: 1 or 2 Players 
Suggested RRP: £9.99   Target Age: 5 - 12 Age Rating: 3+ 
 

Licences/Brands:    Kidz Sports. 
 
 
Gameplay 
 
The game revolves around kids playing an informal game of Basketball.  Kidz Sports titles do not attempt a 
realistic simulation, or implement all the technical rules of the sport.  The game lets the player challenge an 
AI team or play head-to-head against a friend.  Good play generates SKILL points that allow team members 
to pull-off spectacular cartoon-style special moves, such as extended jumps, giant-hand blocks, and shots 
leaving a trail of stars that are guaranteed to go in.  Single player mode offers a knock-out cup, and a league 
where every team plays every other team, and the one with the most points at the end comes top. 
 
The game follows the basic design of the other highly successful Kidz Sports games utilising the same pick-
up-and-play control method.  Passing is made very easy, the player in possession will attempt to pass in the 
direction of the team mate he/she is facing, and the receiving player will collect the ball without needing 
assistance from the user.  There are techniques that user can learn to improve performance, such as 
shooting while standing rather than running is more likely to successful, or shooting from the apex of a jump 
stands a better chance of scoring than on the way up or down. 
 
Not all the rules of basketball are implemented, such as not being allowed to return the ball to your own half 
after having left it.  However, fouls can happened if you attempt to steal too often or from jumping players, 
and if you are fouled against, there is a mini-game to see if you can score from a free throw.  
 
 
Look/Feel 
 
A fun game based on kids playing 3-a-side basketball on the drive, or in the school gym – a complete 
opposite to sports simulations along the lines of Pro Evolution or NBA Live.  The game brings together the 
fun of a group of friends playing together as in real life, and adds in flashy extras like chain shots, floating 
jumps, and guaranteed shots to spice it up. 
 
 
Quantity/Features:   

8 ‘Kidz Sports’ Basketball teams 
   8 Basketball courts  (driveways, car parks, sports halls) 
   Exhibition mode: play against the computer or a friend quickly and easily. 
   Knock-out Cup: victory takes you into the next round, and eventually to the final! 
   Tournament mode: a league system, the team with most points at the end wins. 
   SKILL points for successful passes/steals, continued possession, scoring goals… 
   Special moves available when enough SKILL points earned. 
   5 Star difficulty mode – ranging from very easy to really tough 
   Adjustable match length – from a 2 minute ‘dabble’ to a hardcore 20 minute match 
 
 
Why this product will sell!  
 
This title hits a gap in the market for simple fun sports titles that can be enjoyed by younger kids, either one 
or two players.   
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Title:  “ Offroad Extreme”  
 

Genre/Engine:  Driving Game 
 

Platforms:  PS2, XBOX, PC, PSP, GC  Number of players: 1 – 2 Players 
Suggested RRP: £9.99   Target Age: 9 – 29   Age Rating: 5+ 
 
Licences/Brands: This game is part of Data Design’s “Extreme” driving game range.  

 
 
Gameplay  
 
This racing game has off-road buggies of various types racing over rocky, dusty terrain. There is a basic 
track outline but players have freedom of movement, and may choose to leave the main track to ramble over 
the rougher terrain, and can decide how best to negotiate the bumps, gullies, steep inclines featured in the 
levels.  The game features a damage system, which causes the vehicles to explode if too much damage is 
sustained from bad driving.  This damage can be repaired, avoiding an explosion, by collecting ‘spanner’ 
pick-ups that are placed in the levels before the damage metre reaches critical levels.  There are also money 
pick-ups around the level, which fuel the unlocking system whereby players can ‘buy’ better vehicles the 
more money they have collected. 
 
A third pick-up type is the ‘nitro’.  This propels the buggies to break-neck speeds, coinciding with plumes of 
flames from the vehicle’s exhaust and a narrowing of the camera angle, excelling the sense of furiously fast 
vehicles flitting across inhospitable terrain barely able to break in time to take the next corner. 
  
Look/Feel 
 
The game is based around taking rough and ready vehicles over the hard, unforgiving, undulating tracks 
carved out of canyon-like landscape.  The vehicles are capable of very fast speeds, but the player is 
challenged to be able drive that fast while keeping the buggy undamaged not falling over cliffs, into ditches, 
or crashing against cave walls.   
 
The night levels are particularly good at bringing out the ‘middle of nowhere’ racing feel – extending the 
exotic quality of driving open-topped, soft-suspension vehicles at ultra-fast speeds. 
 
 
Quantity/Features 
 

o 4 open, rocky levels, featuring caves, cliffs, tunnels, jumps etc. 
o Speed, damage-repair and money pick-ups to enhance and broaden gameplay: 
o 8 unique vehicles – all 8 buggies have individual stats for handling, speed, acceleration 
o 8 Track variations - 4 daytime, 4 night time 
o Different driving mode camera angles  
o Time Trial Mode: race against the clock, learn the racing line, set and beat your own records 
o Single Race mode: quick option for competitive racing 
o Tournament mode: compete for medals over three races. 
o Earn rewards to unlock extra vehicles and levels. 
o Fogging – objects subtly merge into the sky the further away they are. 
o 3 Difficulty settings 
o 3 Engine sizes for each vehicle. 
 

 
 
Why this product will sell!   
 
The game offers a more wild and reckless driving experience that other racing games out there.  It has many 
of the features and the exotic race levels that a full price title has, but at a budget price. 
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Title:  “ Urban Extreme”  
 

Genre/Engine:  Driving Game 
 

Platforms:  PS2, XBOX, PC, PSP, GC  Number of players: 1 – 2 Players 
Suggested RRP: £9.99   Target Age: 9 – 29   Age Rating: 5+ 
 
Licences/Brands: This game is part of Data Design’s “Extreme” driving game range.  

 
Gameplay  
 
The player has a range of 8 different road vehicles to drive – from a police car or taxi to an army jeep or 
hotrod.  The more everyday vehicles, like the taxi have been appropriately modified to compete well in 
extreme street racing against the likes of rally cars and hotrods, but still retain their individual handling style.  
The aim of the game is all about finishing first by driving as fast as you dare along the straight sections, 
bends and hills of a big city (like San Francisco), avoiding competitors, parked cars, and at all costs not 
wrapping your prize hotrod around a lamppost. 
 
The vehicles become damaged from collisions with other vehicles or objects in the levels, and after 
sustaining sufficient damage, the vehicle will explode, causing a delay until it gets replaced. The full physics 
solution provided by the HavoK engine allows every bump, crash, or glance off a parked car to generate 
appropriate secondary motion in the player’s vehicle, making every bit of the players input significant and 
allowing for spectacular high-speed crashes and explosions.  
 
 
Look/Feel 
 
The game features heavily built-up environments with shops, offices and skyscrapers close to the roadside 
emphasizing the illegal speeds the racers drive at.  The city street levels cast a somewhat foreboding 
atmosphere, and there is a ‘rebel’ taint to the artwork, with graffiti sprayed on the walls, boarded up windows, 
few open or grassy areas visible. 
 
 
Quantity/Features 
 

o 4 inner city / city centre race tracks. 
o Speed, damage-repair and money pick-ups to enhance and broaden gameplay. 
o 8 unique vehicles – all 8 cars have their own unique handling strengths and weaknesses. 
o Different driving mode camera angles  
o Time Trial Mode: race against the clock, learn the racing line, set and beat your own records 
o Single Race mode: quick option for competitive racing 
o Earn rewards to unlock extra vehicles and levels. 
o Fogging – objects subtly merge into the sky the further away they are. 
o Interactive objects, e.g. parked cars that are obstacles that can be bumped into the road. 
o Damage system: vehicles sustain damage from collisions, eventually exploding.  

 
 
Why this product will sell!   
 
The game has the illegal street racing feel like GTA or Burnout, but with a wider range of vehicles and a 
budget price point. 
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Title:  “ Monster Trux Extreme (Offroad Edition)”  
 

Genre/Engine:  Driving Game 
 

Platforms:  PS2, XBOX, PC, PSP, GC  Number of players: 1 – 2 Players 
Suggested RRP: £9.99   Target Age: 9 – 29   Age Rating: 5+ 
 
Licences/Brands: This game is part of Data Design’s “Extreme” driving game range.  

 
 
Gameplay  
 
Huge Monster Trucks are the central feature of this game.  The game is similar in its basic elements to 
Offroad Extreme, featuring canyons, volcanoes and rocky island race levels.  There are spectacular jumps, 
cliff-edge roads and mountain tracks to be mastered in order to be the best!  The game features a damage 
system, which causes the vehicles to explode if too much damage is sustained from bad driving.  This 
damage can be repaired, avoiding an explosion, by collecting ‘spanner’ pick-ups that are placed in the levels 
before the damage metre reaches critical levels.  There are also money pick-ups around the level, which fuel 
the unlocking system whereby players can ‘buy’ better vehicles the more money they have collected. 
 
A third pick-up type is the ‘nitro’.  This propels the vehicles to break-neck speeds, coinciding with plumes of 
flames from the vehicle’s exhaust and a narrowing of the camera angle, excelling the sense of furiously fast 
and huge vehicles bumping and crunching their way across mountainous terrain. 
 
  
Look/Feel 
 
The game is based around taking control of these massive V12-powered giants of driving world and going 
hell for leather over unpredictable dangerous terrain.  The vehicles are capable of very fast speeds, but the 
player is challenged to be able drive at full throttle while keeping the trucks undamaged, not falling over cliffs, 
into ditches, or crashing against cave walls.   
 
 
Quantity/Features 
 

o 4 open, rocky levels, featuring caves, cliffs, tunnels, jumps etc. 
o Speed, damage-repair and money pick-ups to enhance and broaden gameplay. 
o 8 unique vehicles – all 8 trucks have individual stats for handling, speed, acceleration 
o 8 Track variations - 4 daytime, 4 night time 
o Different driving mode camera angles  
o Time Trial Mode: race against the clock, learn the racing line, set and beat your own records 
o Single Race mode: quick option for competitive racing 
o Tournament mode: compete for medals over three races. 
o Earn rewards to unlock extra vehicles and levels. 
o Fogging – objects subtly merge into the sky the further away they are. 
o 3 Difficulty settings 
o 3 Engine sizes for each vehicle. 
o Damage system: vehicles sustain damage from collisions, eventually exploding.  

 
 
Why this product will sell!   
 
The game offers a more wild and reckless driving experience that other game out there. It has many of the 
features and the exotic race levels that a full price title has, but at a budget price.  The demand for this game 
was so great on the PS2 we developed a second title “Monster Trux Extreme (Arena Edition)”. 
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Title:  “ Monster Trux Extreme (Arena Edition)”  
 

Genre/Engine:  Driving Game 
 

Platforms:  PS2, XBOX, PC, PSP, GC  Number of players: 1 – 2 Players 
Suggested RRP: £9.99   Target Age: 9 – 29   Age Rating: 5+ 
 
Licences/Brands: This game is part of Data Design’s “Extreme” driving game range.  

 
 
Gameplay  
 
This game is very similar to its sister-title, “Monster Trux Extreme (Offroad Edition)”.  This time the levels are 
all set inside huge stadiums, filled with artificial jumps, tunnels, bridges and super-bumpy sections.  The 
game features a damage system, which causes the vehicles to explode if too much damage is sustained 
from bad driving.  This damage can be repaired, avoiding an explosion, by collecting ‘spanner’ pick-ups that 
are placed in the levels before the damage metre reaches critical levels.  There are also money pick-ups 
around the level, which fuel the unlocking system whereby players can ‘buy’ better vehicles the more money 
they have collected. 
 
A third pick-up type is the ‘nitro’.  This propels the buggies to break-neck speeds, coinciding with plumes of 
flames from the vehicle’s exhaust and a narrowing of the camera angle, excelling the sense of furiously fast 
and huge vehicles bumping and crunching over the gravel-hills and through tube-tunnels.  
 
Look/Feel 
 
The game is based around taking control of these massive V12-powered beasts of driving world and going 
crazy in custom-build arenas.  The player is challenged to make best use of the jumps, bumps, and nitro’s 
placed in the levels, in order to finish the trace ahead of his/her competitors, and still have their vehicle in 
one piece. 
 
 
Quantity/Features 
 

o 4 open, rocky levels, featuring caves, cliffs, tunnels, jumps etc. 
o Speed, damage-repair and money pick-ups to enhance and broaden gameplay: 
o 8 unique vehicles – all 8 karts have individual stats for handling, speed, acceleration 
o 8 Track variations - 4 daytime, 4 night time 
o Different driving mode camera angles  
o Time Trial Mode: race against the clock, learn the racing line, set and beat your own records 
o Single Race mode: quick option for competitive racing 
o Tournament mode: compete for medals over three races. 
o Earn rewards to unlock extra vehicles and levels. 
o Fogging – objects subtly merge into the sky the further away they are. 
o 3 Difficulty settings 
o 3 Engine sizes for each vehicle. 
o Damage system: vehicles sustain damage from collisions, eventually exploding.  

 
 
 
Why this product will sell!   
 
The game offers a more wild and reckless driving experience that other game out there. It has many of the 
features and the exotic race levels that a full price title has, but at a budget price.  The demand for this game 
was so great we developed this second after the success of “Monster Trux Extreme (Offroad Edition)” 
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Title:  “ Habitrail Hamster Ball”  
 

Genre/Engine:  Race & Chase Puzzle/Agility Game 
 

Platforms:  PS2, XBOX, PC, PSP, GC  Number of players: 1 – 4 Players 
Suggested RRP: £9.99   Target Age: 3 – 9   Age Rating: 3+ 
 
Licences/Brands:     Data Design’s own brand label: “MythMakers”   

 
 
Gameplay  
 
The gameplay is similar to “Super Monkey Ball,” but featuring Herbie the Hamster, the levels set amid 
different rooms about the house.  The player controls a ball with Herbie inside and must negotiate the levels 
by rolling at different speeds and in different directions – this creates a game that is easy to grasp initially but 
the trickier sections involve spirals, jumps, revolving platforms, and exploding blocks which are much more 
difficult to successfully complete.  In each level, the player must find the finish and work out how to get there, 
requiring some thought, and then apply some skill in piloting the Orb to get there safely.   
 
The game has two difficulty modes: “easy” and “advanced”.  The easier mode provides more direct and 
responsive control of the ball, requiring less skill to finish the levels.  This mode also has five extra easy 
levels at the start, which have extra barriers put up to prevent the ball from falling off the level. 
 
Hamster Heroes also has 10 multiplayer levels, allowing players to compete to see who can finish a level 
first. This adds a different element to the gameplay – players must reach a good compromise between going 
fast, and falling off as few times as possible in order to beat their friends! 
 
 
Look/Feel 
 
The objects that make up the levels are all drawn from the room they are set in, for example the levels in the 
attic are mad up of old toys, and those in the child’s bedroom have made up of building blocks, Scalextric 
pieces, children’s books etc.   
 
Quantity/Features 
 

o Two difficulty settings, to provide appropriate challenge for every skill level. 
o 5 specially designed introductory levels. 
o 20 main levels set amid: 
o 4 colourful and detailed room environments. 
o Normal mode: the player must complete the level without falling off. 
o Time Attack Mode: the player must finish within the time limit – setting a new record to beat.  
o Earn rewards to unlock extra vehicles and levels. 
o Fogging – objects subtly merge into the sky the further away they are. 
o Simple menu design & controls, suitable for three year olds and older. 

 
 
Why this product will sell!   
 
The game rides on the back of Super Monkey Ball, and features richly textured and lit environments.  The 
game is simple, challenging and addictive, and has all the game features of Super Monkey ball, except the 
price tag! 
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Title:  “ Hamster Heroes”  
 

Genre/Engine:  Race & Chase Puzzle/Agility Game 
 

Platforms:  PS2, XBOX, PC, PSP, GC  Number of players: 1 – 4 Players 
Suggested RRP: £9.99   Target Age: 3 – 9   Age Rating: 3+ 
 
Licences/Brands:     Data Design’s own brand label: “MythMakers”   

 
 
Gameplay  
 
The gameplay is similar to “Super Monkey Ball,” but featuring the Hamster Heroes characters, set amid the 
laboratory of an evil scientist whom has captured them!  The player controls the ball with a Hamster Hero 
character inside and must negotiate the levels by rolling at different speeds and in different directions – this 
creates a game that is easy to grasp initially but with trickier sections involving spirals, jumps, revolving 
platforms, and exploding blocks which are much more challenging. 
 
Hamster Heroes also has 5 multiplayer levels, allowing players to complete to see who can finish a level first. 
This adds a different element to the gameplay – players must reach a good compromise between going fast, 
and falling off as few times as possible. 
 
 
Look/Feel 
 
The game sides with the super-intelligent hamsters caught by the evil scientist.  The game levels are set 
within a mad scientist’s laboratory, filled with interesting sites and sounds, such as a Van-De-Graph 
generator, complete with electric pulses and sounds.  The sounds in the game levels are attached to moving 
objects, and are played in sync with the rolling, revolving or twisting of the object in question. 
  
 
Quantity/Features 
 

o 5 specially designed introductory levels. 
o 15 main levels 
o Normal mode: the player must complete the level without falling off 
o Time Attack Mode: the player must finish within the time limit – setting a new record to beat.  
o Earn rewards to unlock extra vehicles and levels. 
o Fogging – objects subtly merge into the sky the further away they are. 
o Simple menu design & controls, suitable for three year olds and older. 

 
 
Why this product will sell!   
 
The game rides on the back of Super Monkey Ball, re-creating the same .  The game is simple, challenging 
and addictive, and has all the game features of Super Monkey ball, except the price tag! 
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Title:  “ Action Gir lz Racing”  
 

Genre/Engine:  Driving Game 
 

Platforms:  PS2, XBOX, PC, PSP, GC  Number of players: 1 – 4 Players 
Suggested RRP: £9.99   Target Age: 3 – 9   Age Rating: 3+ 
 
Licences/Brands:     Data Design’s own brand label: “MythMakers”   

 
 
Gameplay  
 
The gameplay is similar to “Super Mario Kart,” but set amid appropriately girly locales – such as holiday 
resorts and fairytale castles, with appropriately themed weapons, power-ups, and interactive objects in each 
level environment.  The karts and power-ups are easy to use, but there are several advanced aspects to 
master, such as handbrake turns, or when to fire missiles or use special powers for maximum effect.  The 
levels each feature alternative routes, some of these are short-cuts, others are longer ways round, but offer 
pick-ups, speed strips and flowers to off-set the extra distance.   
 
The game is at its strongest in multiplayer, allowing sociable girl gamers to play with up to four players at 
once.  The multiplayer mode is quite frenzied, with everyone competing for pick-ups, speed boosts, and 
engaging in a frenzied battle/race with chatter bombs and banana skins everywhere! 
 
 
Look/Feel 
 
The girls featured look teenage, appealing to the younger, pre-teen girl gamers out there (just as “Just 
Seventeen” is read by 12 and 13 year olds).  The weapons and power-ups available have also had a 
feminine theme overlaid – with a chatter bomb missile, a sunshade shield, and vanity mirror boost etc. 
 
Quantity/Features 
 

o 5 bright, engaging race levels, designed to appeal to girls 
o Girly pick-ups to enhance and broaden gameplay: weapons, shields, speed boosts… 
o 8 unique characters – appearances, catchphrases, character biographies, fashion senses, 
o 8 unique vehicles – all 8 karts have individual stats for handling, speed, acceleration 
o 10 Track variations - 5 daytime, 5 night time, 
o Different driving mode camera angles  
o Time Trial Mode: race against the clock, learn the racing line 
o Single Race mode: quick option for competitive racing 
o Tournament mode: compete for medals over half a three races. 
o Collect flowers to unlock extra vehicles and levels. 
o Fogging – objects subtly merge into the sky the further away they are. 
o Simple menu design and driving controls, suitable for three year olds and older. 
o 3 Difficulty settings 
o 3 Engine sizes for each vehicle. 

 
 
Why this product will sell!   
 
 
There is a lack of games for girls, especially racing games aimed at the younger end of the age range.  This 
game delivers something special for every girl gamer or potential gamer.
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Availability of Titles by Platform 
 
 PS2 PC XBOX PSP GC Wireless 

Myth Makers Super Kart GP SOLD           

Myth Makers Orbs of Doom SOLD           

Kidz Sports Ice Hockey SOLD           

Kidz Sports Basketball SOLD           

Offroad Extreme SOLD           

Urban Extreme SOLD           

Monster Trux (Offroad Edition) SOLD           

Monster Trux (Arena Edition) SOLD           

Habitrail Hamster Ball SOLD SOLD         

Hamster Heroes SOLD           

Action Girlz Racing SOLD           
 

Territories 
These above are for European/ Pal regions: 

USA and Far EAST may still be available – contact us for details. 
 
 
 
 
 
 
 

CONTACT DETAILS: 
 
 

Stewart Green 
�
�
� EMAIL: Stewart_G@Green-Solutions.co.uk 
� WEB: www.Green-Solutions.co.uk       � FAX:+44 (0)1384 44 79 01 
� TEL:+44 (0)1384 44 79 00         � MOB:+44 (0)7966 281 047 
 
Green Solutions / Data Design / Artworld / In-Game-Advertising  
Warwick House,  
159 Lower High Street,  
Stourbridge,  
West Midlands,  
DY8 1TS,  
U.K. 

 


