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Shipwreck
Crewmates

 



Pitch

Gather up your friends and to go on an epic sea 
adventure to seek the treasures of the abyss. Sail 
into the horizon and hunt for epic sea monsters 
guarding their treasure!

Shipwreck crewmates is a local multiplayer game 
where the crew have to work together to fight sea 
monsters on a frigate. It will push the player’s coor-
dination to the limits and perhaps their friendship 
as well. This will be used for an upcoming GAM 
project



Moodboard

As this multitask game is meant for consoles, I decided 
to gather some games with simiar genre and game 
play and use them as a moodboard.



Logo

For the logo, I decided to distort the shipwreck word 
and keeping the crewmats straight and proper to give 
a little sense of chaos so that player knows what to 
expect when looking at the logo for the title.



UI Mockups

[Start Screen]

[Main Menu]



Finalized main menu after testing a few variations of 
the main menu with small adjustments to font size, 
color and transparency.



 
This menu will pop up when the player chooses the game mode.
The player can then choose to continue from where he/she left 
off or create a whole new game.

[Story]



[Difficulty Select]

[Save Game]



 
Confirmation popup will appear after player decided to save in 
the selected slot. This popupo will appear when the player over-
writes an old save as well.



[Saved Game Data]

 
Saved Data will display a screen shot of the area they were previ-
ously in as well as show the total progression of the game mode.



[Crew Select]

This will be the menu where players in the lobby can 
join. Slots are assigned on a first come first serve basis 
and the 1st person to join will be the party leader. The 
game will not be able to start unless everyone in the 
lobby has joined.





[Invitation Menu]

 
This is how the invitation menu will look like. After selecting the 
plus button, the pkayer will be taken out to the console’s inviatai-
tion menu. Players already in the lobby will have their profile pic-
ture as well as their name shown occupying a tab.



 
The game consist of two different phase, [Search Phase] and [Bat-
tle phase]. In this HUD, it is made for the [Search Phase] where 
players will go around the sea together to look for hidden trea-
sures. Each node will have a rating. Players can revisit this node to 
improve on the ratings.

[HUD]



[Pause Menu]

[Return to Main Menu popup]



[Settings Menu]



 
This is how the settings menu will look like as players cycle 
through the different tabs. Players can also use the arrow keys on 
the controller to go into each content of the tab to make chang-
es.

This menu will be used when selecting [Settings] button inside 
the main menu.





[Loading Screen]


