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Working on GWYF, I designed, worked with 
artists to craft, and implemented, the 100% 
positive Steam-reviewed Pizza Party Pack 
downloadable content.

I also implemented and designed new UI and 
functionality surrounding the new Couch 
Mode. 

As well as designed levels,  assisted in crafting 
narrative, and implemented mechanical 
functionality for levels within unreleased NDA 
content.

Team17: Golf With Your Friends



On Overcooked! All You Can Eat I ensured core 
functionality to a tight sign-off deadline for the most 
recent Winter Update. In which I resolved bugs and 
ensured mechanical functionality for complex levels.

As part of this process I also handled functionality for 
localisation and UI for the game’s front end.

Team17: Overcooked! All You Can Eat

A key part of this sign off stage was working alongside 
QA and Production to ensure that the builds we were 
creating fit the needs of the product, and that all the 
fixes in our system were resolved before we pushed our 
release candidate.

In this instance I was able to resolve the issues ahead of 
schedule, and the release candidate was well received.



I used Unreal Engine to implement haptic controller 
support for Playstation 5 and Xbox Series consoles, 
as well as implementing names and localisations for 
new credits.

The above involved working within Hell Let Loose’s 
custom build of Unreal Engine 4 and working with 
blueprints to implement functionality.

As well as creating functionality and determined 
console achievements, I also worked alongside 
artists and testers to frame achievement images for 
use on console, see the examples here on the right. 
Requiring a core understanding of gameplay, and of 
what would appeal to the audience of this title.

Team17: Hell Let Loose



Using Rewired in tandem with Unity3D I 
designed and implemented radical 
controller changes and new functionality for 
better game flow for The Unliving.

Team17: The Unliving

The brief was to make the in game cursor function smoother 
on controller, a key aspect of the combat in the game, which 
involved working with rewired to understand the curves and 
dead zones of controller movement. As well as this I had the 
opportunity to draft a pitch for a new control system on 
controller which would have done away with the in game 
cursor, for which I produced thorough documentation 
outlining various stages of effort in developing different 
ideas.



Altus: A City Alone, is a Dungeons and Dragons 5th edition adventure 
and campaign setting I made on my own, for my Practice Based 
Dissertation in my final year of my Games Design and Production course 
at the University of Salford.

Altus, a 1920-30s style fantasy city, draws on the gritty noir of this style, 
juxtaposed with the flair of fantasy, with setting and story elements that 
fit this theme: A city with a seedy underbelly and plenty of stories to tell, 
not all of them pretty.

Altus was produced in around 6 months, and by its completion was 160 
pages long (stretching now to 190+ as I prepare it for publication!), filled 
with complex characters, fiendish monsters, deadly environments, and, 
perhaps most importantly, a gripping storyline for the players to follow, 
filled with the above, as well as engaging quests for them to pursue.

Altus: A City Alone



Narrative Design Example 
- Shady Marketplace

As part of the second chapter in altus, the players have travelled to a shady marketplace in 
order to negotiate a meeting with a frightening gang.

This quest features a number of stages which help give the characters more contextual 
understanding of the world, while learning about the multiple moving parts in the city:

The characters are propositioned to acquire an item from one of the stalls, that has been 
stolen from the gang leader.

During this experience, the characters can gather information about the Item, speak with 
the Ex-gang member who owns the item, and attempt to retrieve it from them in multiple 
ways.

This quest is a branching narrative, with multiple possible outcomes, the characters can 
convince the ex-gang member to sell the item, steal the item from a private lockbox at his 
stall, or even stalk him member and interrupt a private selling of the item.

Altus: A City Alone



Quest Design Example  
- A Dame By any other name...

Designed as a one-shot (a campaign to be run in one session) “A Dame by any other 
name…” was created as a way to encapsulate a classic noir murder investigation to 
introduce players to the world of Altus.

Within the quest the players must investigate the disappearance of a non-magical woman, 
who appears to have thrown themselves (or been thrown through) the window of her 
16th-story apartment.

As part of this quest, the characters must gather clues about the victim, and understand 
who might have targeted her, taking them around one of the most festive and vibrant parts 
of the city, featuring bright neon lights and dark alleyways.

In tracking down the suspects, the characters battle against werewolves, skeletons and a 
powerful lich, while solving clues and using their information to make their next move.

This quest was also designed so that it could be plugged into chapter 4 of the main story I 
created for Altus, allowing the characters to help an important gang in the city, “The 
Oasis”.

Altus: A City Alone
The following snippet is only a portion 
of this quest, which takes place over 7 
pages in the adventure



Quest Design Example 
- Ghostly Campsite

In the fifth chapter of Altus, the characters experience a great shift in the progress in the 
story. Following a betrayal from someone close to them, they have their items and gear 
stripped from them, and are forced to climb the enormous mountain that casts its shadow 
on the city of Altus.

While the journey to the top of this mountain is a narrative arc in itself, potentially including 
20 different unique encounters, this piece focuses on one of these encounters, in which the 
characters come upon a cursed campsite, filled with arguing ghosts.

This arc takes the form of a murder mystery, in which the ghostly figures, a climbing party 
from many years ago, must be interviewed in order to figure out which one of them is 
responsible for their collective deaths. Unfortunately, due to the powerful spiritual anger in 
this place, the characters are magically trapped until they have solved the mystery.

Each of these climbers has their own biases and opinions, which can begin to confuse the 
characters and get in the way of them discovering the facts, making for an intriguing puzzle 
for the characters to solve so that they can continue their own climb.

Altus: A City Alone
This quest is just 1 of 20 the characters 
can encounter while scaling the 
mountain.



Quest Design Example 
- Train Heist

In the Sixth chapter of Altus, the characters must assault a prison train racing through the 
city, in order to save one of the key characters, and the player-characters’ friends, from 
execution.

As part of this heist, the players must conviene with a number of other characters they have 
met on their journey, in order to come up with an effective plan to attack the train, using 
their own skills, as well as the skills of the characters they have enlisted.

While performing this heist a number of important narrative elements are thrown into play, 
with some enemies that have escaped the heroes grasp previously potentially recognising 
them on the train, or their allies being thrown into danger by a careless slip up.

As well as these things, the characters are also presented with a number of unexpected 
twists, (as all good heists are!) including passenger carriages being added to the prison 
train that the characters must avoid/traverse, to get to the main holding cells, and security 
forces, the likes of which the characters have never seen before.

Altus: A City Alone On the right side of this page, we can 
see a detailed map of the train that the 
game master can use to describe the 
environments within the carriages they 
are traversing.



Response to Altus

At the moment I am looking to get Altus: A City Alone published, and have been continually editing and adding to it, in 
order to make it a more appealing product for publishers.

Following submission of Altus as my practice based dissertation, this is what my dissertation tutor had to say about it:

“Your Dungeons and Dragons inspired book Altus: Altus a City Alone does read like an authentic D&D 
manual/guide/campaign book [...] In terms of narrative style it does absolutely fit into the standard notion of traditional 
[D&D RPGs]. There is enough uniqueness and distinctiveness about this work for it to be classes as a professional piece of 
work.

The overall narrative story arcs are structurally sound and also quite engaging [...] for the most part you have use the hero’s 
journey and the monomyth as your framework to create an engaging and inspiring campaign.

[...] There is a a huge amount of work here to logistically trying to bring this all together is an outstanding feat,

This is an exceptional piece of work[...] there’s not much I can say apart from I think this absolutely should be published and 
is good enough to be something that I would happily pay to play and read.” - Umran Ali, University of Salford.

Altus: A City Alone



Team17 Self Challenge
As part of a challenge to myself, and to create something 
impressive for this portfolio, I set out on making Worms: City 
Assault. A first person physics based shooter, which uses the 
classic Team17 IP Worms.

The challenge was to attempt to create a game, completely by 
myself, in just over 2 days, with Worms: City Assault being the 
result.

The game is an endless shooter, in which the player must 
eliminate as many enemy worms as possible before they die.

Worms: City Assault

In creating this game, I was able to reinforce my ability to:

- Design tight, physics based mechanics that run along, and 
compliment each other.

- Foster powerful design techniques that motivate players to 
engage in all aspects of gameplay (Especially proud of the rope 
swing powering up the jetpack)

- Craft specifications to a tight deadline.
- Learn new tools, such as the shader graph to create the stylistic 

cell shading effect, and make confident new uses of old ones, 
such as the Raycast for Rope Swinging.

- Implement sound design to enhance the feelings of gameplay, in 
particular the “whoosh” of air that hits as the player travels 
quickly in their rope swing.

- Make use of fresh and complex gameplay systems, (in this case, 
the navmesh component which allows the worms to hide from 
the player, as well as chase them when they get close)

(If you’d like to play 
Worms:City Assault go to 
https://oscarwightman.itch
.io/wormscityassault and 
plug in the password 
“Worms”.)

https://oscarwightman.itch.io/wormscityassault
https://oscarwightman.itch.io/wormscityassault


While I am pleased with what I accomplished with Worms: City 
Assault, there are many things which I would have improved upon, 
had I had the time to develop the game further.

Firstly, developing a better visual and sound clarity would have 
made the project feel a lot easier to understand. Creating bullet 
tracers from the Enemy Worms’ Uzis to give a better insight into 
worm locations, giving inching animations to the worms 
movements as well as perhaps giving sound cues to make the 
world feel a bit more real, such as an impact noise when the player 
swings into a wall very quickly, or a yelp of pain from the worms as 
they are blasted away.

What would I have done with more time?

Worms: City Assault

As well as the technical aspects, it also lacks the design implementation I would 
have loved to develop further. Mainly a more dynamic environment, allowing for 
players to swing from cranes and circling helicopters would have made for a much 
more exciting and diverse experience. As well as potentially adding props to the 
rooftops, boxes and barrels that could be blasted away with the enemy worms 
when shot, adding to the destructive satisfaction of the game.

Finally the aspect that frustrated me the most (and perhaps will too the player) was 
that the worms were able to shoot the player through walls. I had initially designed 
a raycast system to allow for the worms to shoot and gain less accuracy based on 
how fast the player was going, and also allow bullets to collide with walls and block 
them completely, but in later stages of development this system began to show 
flaws and had to be scrapped due to time constraints.

As it stands though, I am quite proud of Worms: City Assault, it granted me a great 
insight into my strengths and weaknesses in game design, and allowed me to 
develop every skill needed in design.



Thank you very much
If you’re reading this, thank you very much, for looking 
of my work, and I hope you have enjoyed looking at the 
games and systems I have created!

Thank you!

Oscar Wightman.


