
A GAD320 ASSIGNMENT BY DEREK PENMAN



• ORIGINAL GAME BREAKDOWN

• DESIGN TARGETING

• PRODUCTION I BREAKDOWN

• FAILS, NAILS, AND RAILS
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Five-player co-op on a post-

apocalyptic universe.

Dynamic gear/leveling system in 

mission environments that 

respond to player actions.

Five playable classes able to 

interact with the environment in 

their own unique ways.



Impactful customization.

Coordination focused.

Sense of progression.



Slim gun 
combat, 
ping, 
minigame, 
and 
character 
(choice, 
abilities, 
passives) 
systems.
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Backlog 
environmenta
l hazards, 
team 
mantling, 
customization
, dynamism, 
exotics, 
consumables, 
and 
ordnance.
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Reduce level 
to one ‘fold-
over’ map.
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Community 
Management/Streaming

Gameplay Flow Designer

QA/Systems Designer
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CHARACTERS WEAPONS ENVIRONMENT LEVEL



RAPID PROTOTYPING. FOCUS AND ANALYSIS 

PARALYSIS/CHOICE 

OVERLOAD.

GIT HATES ASSET 

PACKS.

MY LIFE IS 100% 

OVERSCOPING.

I HAVE A LOVE/HATE 

RELATIONSHIP WITH ART 

AND ANIMATION.



CHARACTERS WEAPONS LEVEL SCOPING RAPID 

PROTOTYPING
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