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WHO AM le

PRIMARILY INTERESTED IN COMMUNITY MANAGEMENT
BEGAN THIS PROJECT AS A GAMEPLAY DESIGNER
BECAME AWARE OF TECHNICAL DESIGN THIS PAST MONTH

PLAN TO ENTER FIELD AS A TECH DESIGNER OR OTHER ENTRY-LEVEL COMMUNICATION ROLE

\VOX
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PITCH

'IN 2025, A HOSTILE ALIEN FORCE ATTACKED EARTH, STARTING A LONG AND BLOODY WAR
AGAINST THEM ON OUR HOME TURF. NOW, YEARS LATER, POCKET RESISTANCES STILL FIGHT
AGAINST THE ENDLESS HORDES IN THE HOPES OF FREEING THEIR HOMELAND. GEAR UP YOUR
CHARACTER WITH FOUR OTHERS AS AN EXPEDITIONARY FORCE OUT INTO THE RUINED

CITIES, ATTEMPTING TO SCAVENGE EQUIPMENT, TECHNOLOGY, SURVIVORS, AND INFORMATION
ON YOUR FOES.'
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MINIGAMES

FOCus:
‘FIND THE FUN'

RESULT:
BOXED ROOM




MERGE

FOCUS:
WILL IT BLEND ARENA

RESULT:
MISSION AND VARIETY WINS OUT




REFOCUS

FOCUS:
FINAL PROTOTYPE > POLISH

RESULT:;
STRONG CORE GAMEPLAY
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THE BEST OF
INTENTIONS

FOCUS:

PLAN OUT THE QUARTER

RESULT:

SCHEDULED DEVELOPMENT

Category Feature Component
Ammo Scientist
Health
User Interface Player HUD Objective
Time
Inventory Player Character Martial Arfist
Annihilation  Tracker
Protection  Object
Escort Object
Escape Trgger Area
evel Design
Level
Objective
Minigame
Level Design
Level
Objective
Minigame
Level Design
Level
Objective
Minigame
Win State
Tracking Path System Brainiess
Detection System
Display System
Concoction Component Meshes Bomber
Feedback
Downed Functionality Lobber
Player Interaction Revive System Lomnad Amason
Display Juggemaut
Interaction

Objective

F-'m

Second

Weapon

Third

Minigame

Mingame Beneft
Passive Abiity
Active Ability 1
Active Abiity 2
Minigame Benefit
Passive Abitty
Active Abidity 1
Active Abilty 2
Minigame Benefit
Passive Abatty
Active Abilty 1
Actve ~biltty 2
Mesh

Weapon Stats
Firng Functionaity
Reloading FuncBonality
Mesh

Weapon Stats
Firing Funcbonality
Reloading Funcbonality
Mesh

Weapon Stats
Firng Funclionaifty
Reloading Funciionaiity
Mesh

Weakness

Mesh

ANmMmatons

Aftack

Weakness
Disorientation Effect
Mesh

ANIMatons

Aftack




2019-10-16 Getting the first zone' working

2019-10-23 Fleshing out first zone with Ul and updated enemies

SLIGHT HICCUP

2019-10-30 Begin work on second zone via level design and greyblocking

FOCUS:

2019-11-06 Flesh out second zone with the introduction of a new enemy, and the full implementation of the concoction minigame

CATCH UP ON L1

RESULT:

3 WEEKS OF ITERATION




RAPID DECAY

FOCLUS:

1 POLISHED LEVEL

RESULT:

INCREASED MODULARITY

2019-11-20

wned Functionality oW

wned Animation Medium
Medium
Medium
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Medium
Low

ng LO’.'J
Meshing Sandbags Low
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Low
Low
LO W



CITY SWEEP

FOCUS:
FULLY MESH LEVEL

RESULT:
ASSET DIFFICULTIES

SURVEY



https://forms.office.com/Pages/AnalysisPage.aspx?id=DQSIkWdsW0yxEjajBLZtrQAAAAAAAAAAAAYAAKuaBJlUQ1ZaTURNNkZXU0Q3VFlYMTlGTEFZU0w5UC4u&AnalyzerToken=mY4bXJXoC6wRQL1RNK9QzOKYKmRrWGMA
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NEW START

FOCUS:
LEVEL DESIGN

RESULT:
POST-PROCESSING AND FLOW




PLAYTEST 1

FOCUS:
A-Z FLOW

RESULT:;
GOOD PROGRESSION

POOR SIGNIFIERS

SURVEY



https://docs.google.com/forms/d/1FFxkjaxEScjWorLzhd-7Iiy7oaQoNmLz_WK1Reqfqvw/edit#responses

PLAYTEST 2

FOCUS:
SIGNIFIERS AND TEAMWORK

RESULT:

STUNNING SUCCESS (- LOBBERS) =
o -

T ' e



https://docs.google.com/forms/d/1qHr5edHd7lYml-6hG1RdyrTAsi_qY5XY6zce26D0ffo/edit#responses
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Immersion through Diegesis

DESIGN
PILLARS

Modular and Scalable

Cooperation-Slanted




PROJECT TAKEAWAYS

0O 000

FINISHED OVER TIME NEEDED VALUE OF PREFER EARLIER
PERFECT FOR POLISH TEAMMATES DEVELOPMENT
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