
A R C A D E  I D L E  M A N A G E M E N T  ·  U N I T Y  6  ·  P O R T R A I T

Cloudhaven SkyportCloudhaven Skyport
Run an airship port on a floating island. Serve travellers, carry the coins,

build it up.

The island plays

behind the menu

Serve, pick up, spend A finished port Galewind: storm ships Lantern Reach at dusk

The pitch

Airships dock every 40 seconds.

Travellers queue at customs,

tickets, bag drop and security,

then shop and board. The

harbourmaster serves any

counter he stands behind,

carries the coins on his back,

and walks them onto build

pads: new counters, staff, zones,

more flights. Walking is the

strategy.

Design pillars

Walking is routing: where to

stand is the decision; no

busywork chores.

Always something to buy

within a minute or two.

Ads are opt-in boosts, never

gates.

Readable at a glance:

queues, moods and coins

show on the island.

Systems

6 counters, 3 zones, 22 build

pads, 10 goals per island.

Staff, speed upgrades,

second counters, a Grand

Liner every 5th ship.

3 islands with twists: storms,

VIPs.

Offline earnings, daily events,

rush hour, saves.

53 min
first island, new-player

bot (target 40–60)

3
islands, each with a twist

32
automated rule tests

10%
of travellers turn grumpy

360
bot playthroughs per

balance pass

My role

Concept, game and systems

design, economy and balancing,

UX, and art and audio direction.

Built in Unity (C#) with an AI

coding assistant (Claude): I set

the rules, targets and tuning,

and play-tested every phase.

Data drove it

Bots play whole islands on the

real rules. The first pass finished

in 15 minutes for everyone,

because income was capped by

the timetable, not the player.

Demand upgrades, slower staff

and counter capacity turned it

into a 53-minute island where

skill saves six minutes.

In this portfolio

Game Design Document

System flowcharts

Balance and economy

workbook

Ad storyboard, CPI test and

KPI plan

Playable web build and

Android APK
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