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Assignment 3: One-Pager 

OVERVIEW 

 

 

Pillars 

Impactful customization, coordination focused, and sense of progression. 
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Supplementary Features  

To prevent stagnation, it is also fairly important that the mission system is dynamic; an interesting 
mission shouldn’t be comprised of static objectives in a predetermined series, but should be 
procedurally generated, and be modified based off of player action earlier in the level (such as 
rearming dormant traps if there was a Rewiring fail earlier). Incorporating an RPG-style gear system 
also allows for radiant loot and progression to occur (such as in Tom Clancy’s The Division), in 
addition to allowing for a power-level based ‘zone’ system.  

Ideally, since players are going to be obtaining loot semi-randomly, each item is also going to have 
an effect on their character. For instance, a ‘pocketed’ item would allow for more 
ammunition/gadgets to be carried, whereas a ‘Kevlar’ item would increase the player’s damage 
resistance. This when combined with a weapon customization system allows for not only a wide 
range of equipment use, but also increases the maximization possible to Explorer players (based off 
of Bartle’s Taxonomy), in addition to allowing for player expression via designing the look of their 
character. 
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