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Inventory

The Inventory
Not only our cursors are smart, our inventory is as well.
Just like I said, Chaos on Deponia bristles with intelligence!
And our amazing inventory has space for everything.
Toothbrushes, buckets, cars, Deponia -Everything fits in here just 
fine. Highly intelligent!

TTo make handling the inventory as fast and convenient as possible, you 
may access or close your inventory per default by scrolling the 
mouse wheel up and down.
Pure genius.

IfIf you're not that dynamic, you may also switch to 'Open Inventory by 
Click' in your settings menu. From that point the inventory will open 
through a click on that gorgeous handle in the upper corner of the 
screen. The inventory screen will pop open and present to you all the 
items you've collected. Pick an item by single clicking and it will auto-
matically stick to the cursor. Now you can combine it with any other 
item in your inventory by simply clicking that as well. Or you move the 
cursorcursor out of the inventory area in order to close the inventory 
screen and combine the item with an object of the current scene. As 
simple as it's amazing.
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Game Idea/Creative Lead
Jan Müller-Michaelis

Executive Producer
Carsten Fichtelmann

Project Manager
TTom Kersten
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Sebastian Schmidt

Story & Text
Jan Müller-Michaelis

Game Design
Alexander Kraus
Sebastian SchmidtSebastian Schmidt

Mini Game Design
Jan Müller-Michaelis
Jörn Lambert
Sebastian Schmidt

Scripting Supervision
Eduard Wolf

Lead ScriptingLead Scripting
Alexander Kraus
Simon Nguyen
Claudia Pötzsche
Eduard Wolf

Scripting
Christian Küchmeister
Jörn LambertJörn Lambert

Additional Scripting
Aljosha Jelinek
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Tools
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Engine Programmers
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Proof ReadingProof Reading
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Art Director
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Simone Kesterton
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Jan Müller-Michaelis
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Michael Benrad
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Compositing/Animation/FX
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Storyboard
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Jan Müller-Michaelis
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Simone KesterSimone Kesterton
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Background Artist
Michael Benrad
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Lipsync Support: Cut-Scenes
Carsten BrüggemannCarsten Brüggemann

3D Compositing/Camera Mapping
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Lead Animator
Gunnar Bergmann

Animations/Graphics
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Christian Kotz
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Additional Animations/Graphics
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Soundtrack

Production
Periscope Studio

Executive Producer
Adrian KochAdrian Koch

Project Management
Carolin Schwarz

Production Supervisor (Music & Sound Design)
Finn Seliger
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