


Team Roles
3D Modelers:
Owen Thompson

Game Designer/Scripter:
Dylan Brown
William Dodds

Level/Narrative Designers:
Ronan Wilkinson
Jude Kerr

UI Designer:
Conor Currie

Animation:
Daniel McLaughlin
Orna McCreesh
Manny Maguire

Art Direction:
Manny Maguire
Orna McCreesh
Jack Williamson

Character Design/Modelling:
Manny Maguire
Jack Williamson
Daniel Mclaughlin

Environment & Prop Design/
Modelling:
Orna McCreesh
Harry Gregg

Textures:
Harry Gregg

Rigging:
Daniel McLaughlin



Production Timetable
Summarized Layout

Full Production Layout



GDD and Miro



Game Loop

Platforming

CutscenesEnemy Encounters



Game Mechanics AI 1 (Stealth Section)
Changing the camera 

perspective from 3D to 2.5D
Alien will have red vision and 

sweep around the environment



Game Mechanics AI 2 (Chase Section)
Changing the camera perspective from 

3D to behind the character
Alien will have red vision from 

behind the character



AI Mechanics Pipeline

Weeks What will be done

Week 1 Finish Developing the AI on the stealth section

Week 2 Finish Developing the AI on the Chase section

Week 3 Implement on the main level and develop any other level mechanics that are needed such as 
sequences

Week 4 Bug fixing the AI and playtesting them in the level



Game Mechanics - Movement
Walking Sprinting Jumping Crouching Mantling



Game Mechanics - Movement
Pushing / Pulling Objects Sliding / Sliding Jump



UI Concepts



UI Concepts (Cont.)



Level Overview/Concepts

tehht



Level Design - Puzzles



Modelling Pipeline



Modelling Pipeline



Asset Design/Tests



Art Style



Animation Style Breakdown



Rigging for Animation Prep



Rig limitations

To add to the rig: 
Limitations such as scale inhibitors as 
we don’t want our model's size 
changing.
Finger controllers (need next version of 
model to align better).
Animation tests using the pre-vis model 
to understand deformation and 
potential problems during animation.
Add controllers and joints for Nose, Eyes 
and Mouth.
BlendShapes.



Alien Final Design







MANNY










