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WHAT IS IT?

BeamDown is an Isometric 3D Boss Rush Game!
Play as E.R.O. 4 and Beam Down to the Planets in
Order to Fight Bosses and Explore the Worlds. Are

you strong enough to do what others couldn’t?



PROGRESS REPORT - WHAT HAS BEEN
WORKED ON?

B First World - Tagol - Has Been Changed and Will
Continue to Evolve

B Our First Boss Has Been Completed and Will be
Tweaked More

B \We Have the Base For Our Augment System!

B Simple Audio, VFX and Animations are in



CHANGES TO THE GAME

B Crafting and Inventory Has Been Removed

B Bosses are Still the Focus but Using
Current Feedback, Tagol is Our Main
Priority Right Now

B New Augment System Planned and
Implemented

B New Character Model and Animations!
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Planet #6 DARK

ART ASSETS- ENVIRONMENT CONCEPTS
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ART ASSETS - MODELS
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http://drive.google.com/file/d/1WhZpFwbhey3ZhoCZxDF3buvPqAsrWkp4/view

FUTURE PLANS

B Finish the First World With Full Layout, Assets
and Boss

B Create the Full Hub Space With Models, Planet
Selection and Augment System

B Finish tweaking and improving World 1, then
begin Work on Planet 2 and 3
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Special thank you to

TEAM MEMBERS AND ROLES  somueifuske, u

Art

Rachel Buzarde - Artist Lead
Josef Wallace - 3D Art Lead
Qiujia Chen - 3D Artist

Jovan Raditiya Alshadieq -
Concept Artist

Runyan Xu - 3D Artist
Bojie Yan - 3D Environments
Austin Hasbrook - Audio
Aiden He - 3D Environments
Changle Zeng - 3D Environments
Jake Orantes - VFX and Shaders
Vadim Petrovichev - 2D Ul Artist

Jiagi Zou - Tech Artist

Design

Quin Richards - Design Lead
Kyle Mcmullin - Mechanics Lead

Sage Ramos - Level and Narrative
Design

Chandler Wood - Enemy Designer

Xiangyu (Raphael).Shi - Systems and Ul
Designer

Mingrui Xu - Systems and Combat
Designer

Producers

Brenden Stender - Producer Lead
Azel Akhmetova - Art Producer

Griffin Girvan-Morris -Design Producer

Engineering
Tayin Wallace - Combat and Lead Engineer
Mahonri White - Audio and Narrative Engineer
James Root - Boss Engineer
Willow Ehrenberg - Enemy Engineer
Chase Yates - Augment System Engineer

Brandon Mccarthy - Player Movement Engineer

Shawn Zhang - Ul Systems Engineer

Allen Shumway - Enemy Engineer



