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What is a page in a video game? 





“Based on where the player is, what do we 
know about the game state?” 
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 Completed tutorial 
UNKNOWN KNOWN 

 Time Played? 

 Story Moments? 

 Mission? 

 Weapons? 

 Abilities? 

 Areas Explored? 

 Allies? 

 Multiplayer? 

 Pacing? 

 Combat? 

 Difficulty? 
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“Moving through it” 
“Fighting enemies” 
“Completing objectives” 
“Searching for loot” 
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traversal system 
combat system 
mission & quest system 
open world system 
multiplayer system 
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Why specialists? 
 rise of systems 

 importance of metrics & rules 

 coordination with departments 

 new tech specific to open world 

 tradition of hand-scripted gameplay 

full time job! } 
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WORLD BUILDER 

whitebox spaces 

Spaces & Content Workflow 

traversal layer 

hand off spaces to… 

COMBAT 
DESIGNER 

MISSION 
DESIGNER 

MULTIPLAYER 
DESIGNER 

split area into blocks 

EACH SPECIALIST… 
optimizes the space 
finalizes the geometry 

the space is  
ready for gameplay… 



Gameplay content are instanced 
layers called “overlays” 















Spaces & Content Workflow 

 Basic open world structure 

 Traversal markup 

 Create identity for space 

 Gameplay Layers 

 Geometry Iteration 

 Bug-fix & Polish 

Missions 
Quests 
Challenges 
Multiplayer 
Open World 
Combat 

Sunset Overdrive 
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YES NO 
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No. 





Q & A 


