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[BACKGROUND]
Race Against the Machine (RAM) is a game that 
explores the social issues that took place during 
1968. It starts by setting the player in a back alley 
full of obstacles and violence. Without guidance, the 
player must figure out where to go while being on 
constant pursuit by an officer of the law. The law is 
on your side? This doesn’t seem to be the case. In 
order to escape death, the player must move 
forward and take risks by opening doors to the 
unknown!

[Game Design & Objectives]
Race Against the Machine is a 3D first-person perspective game made for PC. It went through various stages of 
development. The first  and most critical phase, design, started from an idea on a piece of scratch paper and it was 
later developed into a full-scale world. Aside from that, our objective was to also include an intelligent enemy and 
four playable levels.

[Know YOUR ENEMY]
Creating an intelligent enemy was a difficult task. 
Our team went through various stages of testing 
to ensure the correct behavior of the cop.

[created with]

[Deliverables]
▪Our team was able to create a playable demo that 
includes four different levels called ”rooms”.
▪These rooms include an objective that the player must 
beat in order to pass the game. 
▪We were also able to implement an enemy with 
animations and pathfinding abilities. The cop will 
continuously look for the player throughout the world.

The team programmed the 
cop with one main goal, to 
keep you down! The cop was 
designed to pursue and 
destroy you. He will stop at 
nothing to ensure success!
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