
A Postmortem: Beyond Chaos 

Introduction: During the months of November, December and January, I had the chance to 

work with the school project called “Scraps”. It was the first time I had the chance to work with 

the design of a level, including the mechanics and assets; meaning that it was definitely a new 

experience for me. I’ll explain briefly how the complete development process was carried out, 

the positive as well as the negative aspects of all this, and all the experiences that I could obtain 

and that I will definitely use in the future. 

  What Went Right: 

1. (Communication across the team) - (One of the things that excelled from our team, was 

definitely the communication during the 4 weeks. Our team was composed of 4 campus 

student and 1 online student. The fact that we, the campus students, didn’t know who the 

online student well, was a bit stressful, but at the end we were able to have an awesome 

communication system and we were able to complete our goals with the levels.) 

2. (Knowledge with Perforce) - (During the process of creation, we definitely had to work 

with Perforce and learn its features in order to do a good job as a team. I can definitely 

say that we were able to achieve this, and at the end we did an awesome job. We were 

able to do a daily build every day at 10PM EST. and with this we also managed to 

increase our communication as a team.) 

3. (Successful meetings every 3 to 4 days) - (Since day 1, we decided that we should do a 

meeting every 3 to 4 days per week, in order to maintain a good communication and to 

establish our goals and ideas earlier. We were actually able to do this and we noticed that 

it definitely helped in many positive aspects. The online student lives in California, so we 

also had to find a way to include him in the meetings, that’s why we used Discord as our 

main application to maintain communication and to do many of our meetings. I can 

definitely say that this is one of the most important aspects when being part of the team, 

since communication is key for success.) 

  What Went Wrong: 

1. (Time wasn’t in our favor at the end) - (As a team, we had some awesome ideas that 

we wanted to implement to the levels during the 4 weeks, but sadly sometimes we didn’t 

had enough time to implement everything, so we had to cut a lot of those ideas. Trying to 

implement a script sometimes took us more than the necessary time, so we had to re-think 

many things during the process of creation.) 

2. (Iteration with some of the ideas) - (I had clear what I really wanted with my level since 

the beginning, but I also wanted to fix some of the ideas that I managed to implement 

during the Blockout, while also adding more to the level. I couldn’t think of new ideas to 

introduce the toxic gas mechanic, so I left everything the way it was since the start, even 

if I knew that it wasn’t really clear to the player and that I could add more. Same thing 

happened almost at the end when the player must acquire the doctor’s hand and connect 

the power batteries. I’m sure I could’ve added an easier way for the player to continue 

through the level, but definitely that’s in consideration and I can add it in a near future.) 



3. (Assets availability) - (During Beta week, we had to change our placeholders with some 

real assets found in the store or around the internet. In my opinion, this was a bit 

challenging process since most of the assets that I needed weren’t in the store, so I had to 

add more realistic placeholders using Maya or even Pro-builder. Both tools were really 

helpful here, and that’s really satisfying in my opinion, although I would’ve liked to use 

more assets from the store.) 

Conclusion: These 3 months of working, were an entire adventure to me, giving me a whole 

new perspective of what Game Design is. I really liked every aspect of it, and I can say that 

everything I learned during the classes, was really helpful. I started knowing literally nothing, 

and I finished with an entire level with functioning mechanics and nice assets. The unconditional 

help of the teachers was something that motivated me to continue working and learning, and 

many of the things that I applied in the creation of my level it’s thanks to them. Luckily these 

new experiences will be with me for the rest of my life and my career, so I’m sure that I’ll be 

able to apply them later on. I also discovered that I have a passion for Level Design, so who 

knows what happens when I get to be in the industry (maybe I’ll be the next level designer for 

The Last of Us Part II, hopefully). 


