
 

Rob McAllister

Writer And Game 
Designer

Has a visionary approach and a razor-
sharp, authoritative style… a rare and 

highly effective combination.  

Phil Gladwin, Former scriptwriter on 
Casualty (and many more shows).

An exciting talent with a fresh and unique 
voice.  He is brimming with creative stories 
and characters… has a confident tone 
and a wonderfully subversive humour.  

Jess Ratnasabapathy, Script Editor for 
Holby City

An extremely 
intelligent individual 

with great ideas. 
  

David Kazadi, 
Producer At Kazadi 

Films

Has a deep 
understanding of what 

makes a character 
believable and 
multifaceted. 

Alexis Meyer, 
Transhumanoid 

Productions and Dice 
LA

Crafts wonderful stories 
which examine the 

human condition with 
keen wit and insight. 

Stephanie Jones, 
Fellow Scriptwriter

A great guy to work with—He sketched out 
the entire level design of our game and 
captured our vision for the plot very well 

with his writing abilities. 

Josh ‘Brodux’, Project Manager on 
Project Amber

A great designer. He closely looks at possibilities, 
comes up with unique ideas and figures out ways 

to use them. He puts love into his craft. 

Christian Shortt, Games Designer And Coder on 
Project Amber

Crash370@hotmail.com



 

I am a writer who has pursued a wide variety of storytelling 
disciplines - script writing, short stories, game writing, board 
game design and roleplaying games. This portfolio contains 
just a small portion of the work I have done in recent years, 
and the nice things said about that work. If you would like 

further information on anything within, please ask!

Synstasis Project Amber

Insert Whimsy 
Here

Cass And Nudge Fight 
Monsters

Other Work And Concepts



 

…A poignant look at a dystopian world in which 
mega-corporations have replaced traditional 
governments… already laden with thoughtful 
political commentary and fantastic cyberpunk 

elements. 

Indie Game Launch Pad

IN THE UNDERCITY, the sunless city now falling into 
irreversible decline, a scavenger fights to retrieve 
his adopted brother from the Verge, the luxurious 
city above. In doing so he fights to save the 
Undercity, and the lives of the millions living there.  

-I joined Synstasis as a scriptwriter, and wrote 
the scripts for a large variety of characters in 
the game, as well as in battle dialogue.  

-Following that, I recruited more then a dozen 
voice actors for the game, and worked with 
them to get the best performance.  

-Then I was asked to design levels for the 
entire game. I produced over forty concept 
levels, plus character mechanics documents. 

-I also worked on building the world and 
culture of the game beyond the demo. 

-I also wrote articles for the Synstasis website 
and official emails. 

I was a highly valued member of the team working 
on the game and learned a great deal over my 
time working on the project. The demo for the 
game was released in January of 2018 on Steam. 

Synstasis Website: https://synstasis.com/ 
Synstasis Facebook: https://www.facebook.com/
synstasisgame/ 
Indie Game Launchpad Review: http://
www.indiegamelaunchpad.io/review-synapse-
transhumanoid-productions/ 

If you want to see any additional documents 
besides the ones here, contact me at my email 
address.  

https://synstasis.com/
http://www.indiegamelaunchpad.io/review-synapse-transhumanoid-productions/
http://www.indiegamelaunchpad.io/review-synapse-transhumanoid-productions/
http://www.indiegamelaunchpad.io/review-synapse-transhumanoid-productions/
https://synstasis.com/
http://www.indiegamelaunchpad.io/review-synapse-transhumanoid-productions/
http://www.indiegamelaunchpad.io/review-synapse-transhumanoid-productions/
http://www.indiegamelaunchpad.io/review-synapse-transhumanoid-productions/


 

Synstasis is a turn based RPG with X-Com type combat, and this is one of the concept 
battlegrounds I put together for it. I am always very interested in fusing the story with 

the gameplay, and this level design document is one of my favourite examples, where a 
gangster tries to assassinate the player party in a tacky Nightclub - at any cost…



 

Project Amber

Goopy, an alien who has been kidnapped by a 
vicious cabal of scientists, must piece his 
memories back together and regain his abilities, 
in order to escape a sprawling, hostile lab and 
return to the child from whom he was stolen.  

-I joined Project Amber as they were in the 
concept stages of designing the game, and 
quickly put together a game design document 
which was used to form the basis of the game 
mechanics, creating the basis of a 2d 
evasion/puzzle solving based platformer. 

-I then designed each ability Goopy acquires 
in the game. I worked to unify the mechanics 
around the games core drives - evasion and 
puzzle solving, while making these abilities not 
just varied, but consistently interesting and 
full of depth across the entire game. 

-I developed the synopsis of the story through 
level designs. I worked to make each ability 
(gained in the midst of levels) change how the 
level operated through the design, while also 
working to make levels change after said 
abilities are acquired, giving extra depth. 

-I designed the first level of the game in 
scene by scene detail, working on ensuring 
both a balanced learning curve and 
entertaining  gameplay.  

In my time with Project Amber I have personally 
worked to develop the base structures for an 
entertaining, funny and heartfelt experience. If 
you would like to know more about  



 

 

 

Project Amber’s mechanics were all about combining and exploring the abilities 
at Goopy’s disposal in order to navigate the obstacles and threats presented 
to him. Below is a small portion of the documentation about the tongue grab, 

one of Goopy’s primary abilities. 

Goopy has a variety of hidden techniques to try with the tongue grab - he could tongue grab 
the ground ahead to gather extra pace for example. He can pull boxes or moveable items with it 

in order to move them around. He can also interact with other abilities in his arsenal - for 
instance, Goopy has an ability that launches sticky goopy against walls or floors. If Goopy were 
to tongue grab to a sticky goop on the wall, Goopy would then be able to walk sideways up the 

wall for a brief time and tongue grab or jump to another location.  

I wanted the player to be able to experiment with these mechanics, and find interesting solutions 
and entertaining gameplay with the combinations.



 

Cass And Nudge 
Fight Monsters (And 

Other Scripts) 

In a land where all the races and all the monsters 
talk the same language, a knight and a witch 
partner up to take monster killing quests from 
across the land - but often end up bickering over 
whether they should actually be killing the monsters 
or not.  

-I have been writing scripts since University, 
and have worked on more then a dozen feature 
length scripts, a large collection of short 
stories, and even scripts for a web series.  

-I worked with Kazadi Films and David Kazadi, 
on a family comedy called Troothfairy which he 
then pitched to production company Lionsgate. 
I worked with him through drafts 1 and 2 and 
then assisted on the third draft.  

-I was accepted onto the Writer’s Tribe, run by 
Phil Gladwin, and spent six months my own script 
editor on new work, as well working in general 
with Television Industry professionals. Cass And 
Nudge Fight Monsters was the result of the work 
done in this time.  

While primarily a comedy writer, I am very 
adaptable and have written thrillers, horror and 
cyberpunk amongst other genres - including for 
games like Synstasis. I am a very adaptable writer, 
whose primary goal is to create stories that blend 
seamlessly with the game design - and create 
loveable, powerful characters and relationships. 



 

This is some of the recent feedback I’ve received for  
Cass and Nudge Fight Monsters

And for the previous script, 
Sunshine, Lollipops And Wasteland



 

Insert Whimsy 
Here

Insert Whimsy Here is a board game about 
telling stories. Each player picks up a 
character from the box, or is simply made one 
by another player. They then gain several 
mostly useless items like cans or beer or protest 
signs, and use these items and their character 
to explain how they might defeat this monster.  

Then depending on player votes and luck, the 
character can get good or bad endings - 
endings that then affect their final ending at 
the end of the game.  

-The game has been refined and play 
tested over the years to both allow a space 
for creative people to really enjoy, while 
also encouraging people not so used to the 
storytelling genre to dip into it.  

-The game has a deck of ninety monsters, 
five hundred item cards, close to a hundred 
settings for the encounters and various 
game modes that are used during the game.  

-I designed the rules, refined through 
playtesting, wrote the stories for the 
monsters and settings, and even did much of 
the artwork for the game.  

I am looking to finalise this game and develop 
it for a possible Kickstarter, once I am happy 
with where the game is.  



A Text Game I 
Made, Plus A Few 

Concepts

Along with the projects already mentioned, I 
have worked on my own projects, and have 
ideas I am hoping to take forward and turn 
into hard concepts in the near future.   

-I produced a text based adventure 
called Oh No! There’s A Dinosaur In Your 
Bathroom! The Game. It is a dark comedy 
tale about a man trapped in his bathroom 
with a dinosaur with over twenty five 
endings, each more terrible and hilarious 
then the last. We released this in May, and 
currently has a 4.5/5 rating from the 
reviews so far. You can find this game here! 
(https://crashbang.itch.io/oh-no-theres-a-
dinosaur-in-your-bathroom) 

-One of my favourite ideas is a stealth-
evasion adventure game called Magician 
Mafioso. In it, the player would break into 
buildings to steal things using a deck of 
magical, but randomly drawn cards which 
would do things like create doors in walls 
or swap your position with a guard or item 
the card was thrown at. I have actually 
written a game design doc for this game 
and created the base architecture for the 
first level in Unity. 

-My other low budget idea is Soul Of 
Galactum. This would be a top down space 
combat game with story telling inspiration 
from The Banner Saga, where the player 
would play as a variety of different ships 
with a variety of different roles in the larger 
story - with the story and endings altering 
depending on the players ability to say, 
repair orbital defences during a battle or 
not.  

https://crashbang.itch.io/oh-no-theres-a-dinosaur-in-your-bathroom
https://crashbang.itch.io/oh-no-theres-a-dinosaur-in-your-bathroom
https://crashbang.itch.io/oh-no-theres-a-dinosaur-in-your-bathroom
https://crashbang.itch.io/oh-no-theres-a-dinosaur-in-your-bathroom


Finally… A 
Little About Me

-I understand if you stop reading here because this is essentially trivia. 

-I have worked in freelance article writing for a middle man freelance site called Copify, 
writing well over fifty articles for the site. 

-I also wrote articles for Soccerlens (Now called Sportslens) during and after University. 
You can find my articles by googling ‘Crashbang Sportslens’. 

-I currently deliver cheese and ice cream across portions of the country in a small van 
for a small business. I like this job, but want to find something more suited to my skill set. 

-I know some of the worst jokes ever told. If nothing else they’re memorable. 

-I enjoy all kinds of media - comics, movies, books, DnD occasionally, and Magic EDH 
also occasionally. I highly recommend Giant Days, which is a wonderful comic. 

-I am learning to code and use the Unity game engine.  

-I have ADHD, and I think this is both my biggest strength and biggest weakness. It has 
downsides you have to fight against, but I don’t think I would be as imaginative without 

it. 

-I support Liverpool Football Club, through (mostly) good and (inevitable) bad. 

-My favourite movie and book are Fight Club The Gunslinger by Stephen King 
respectively. Although I also have to recommend Shaun The Sheep, which is a brilliant 

children’s film with basically no dialogue.


