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-Interim-



Low Target - achieved or not?

● Advanced set of attacks MISSING 
● Inclusion of combos and chaining of attacks DONE
● Walk and basic attack animations for the character DONE
● Multiple destructible environment objects DONE
● Destruction refinement DONE
● Simple user interface and HUD DONE
● Task based goals DONE
● Map generation: Fill given layout with prefab city modules PARTLY
● First in-game sound effects for hits & environment MISSING

   First city-like level, destroy sensibly and in flow PARTLY



Static enemy AI



Level and Task System
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Unitys 2019 Input System



The Character



Design - The Character



Design - The Character



Design - The City

● Low structures in the 
outer city, high structures 
in the inner city 

● Great mixture of colors 
● Architecture is easier to 

build with voxels



Design - The City



Asset Pipeline



Procedural Map Generation



Procedural Map Generation

Graph Array Scene



DEMO TIME



Questions?


