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HERE WE WERE
2 after onéy

unreso\ved

duction

JDecember 201 car of pre-pro
oCharacter style
oEnvironment styl
oRendering style U

e unreeo\ved

nreso\ved







HOW DID WE GET TO THIS IN LESS THAN TWO YEARST
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\  eDefine your goals.

eEvaluate your solutions against your goals.

{1 . eFine-tune your goals, if necessary.
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«Create characters with a Rock'n'Roll attitude
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- TESTt: DID WE CAPTURE ROCK'N'ROLL ATTITUDE? -




YOUR GOALS:

characters with a Rock'n’Roll attitude

oCreate




YOUR SOLUTION AGAINST YOUR GOALS.

m Character Iteration #2
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TEST 2: DID WE CAPTURE ROCK'N'ROLL ATTITUDE AND ARE
THEY MATURE?
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YOUR GOALS:

ck'n’Roll attitude

characters with a Ro
ers who are mature

oCreate
oCreate charact




YOUR $0LUT ION AGAIN?{ YOUR GOAL$




- TEST 3 DID WE CAPTURE ROCK'N'ROLL A?TITUDE AND
i - ARE THEY MATURE AND LIKEABLE? -
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YOUR GOALS:
s with a Rock'n’Roll attitude
e aspirational

oCreate character
ate characters who ar
acters who are likeable

oCre
«Create char




YOUR GOALS:

 rresorowihaRackinTobait

oCreate characters who are mature
haracters who are likeable
s who are underdogs

§ oCreatecC
. eCreate character




YOUR $0LUT ION A&AlNﬂ' YOUR GOAL$

Character Iter'ati'oh"#é} s g
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V[EST 4: DID WE DESIGN CHARACTERS WHO WERE MATURE,
LIKEABLE, AND UNDERDOGS? |
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Cultural Mash-up.

oCreate outfits composed of




$0LUT [ON AG’A"\BT YOUR GOAL$

YOUR
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YOUR GOALS:  ~

Cultural Mash-up




- Mainstream

e Clothing preferred by informal consensus
within the mainstream.




- . Street

* Fashion that emerged from street culture.




Costume g
e (Clothing associated with a culture,
occasion, or period.
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s Createoutfits composed of cultural mash-up, which
consists of a foundation with 1-2
elements added to it.
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THE GOAL:

tylized environmen

£ with flow.

| oCreate a colorful 5










TEST I: DID WE DESIGN A COLORFUL ENVIRONMENT WITH FLOW?
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YOUR GOALS:
. Create a colorful stylized
environment with flow.
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T EVALL DID WE DESIGN A COLORFUL PLAYABLE
_ ENVIRONMENT WITH FLOW?
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YOUR GOALS:
. Create a colorful stylized
environment with flow.
oo For Design: Playable
f-. o For Project:
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YOUR GOALS:
° For Art:

o ForDesign: Playable
"« For Project: Production

~friendly
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Golden Path Refinement: design8r& artist, light theming, goldenpath rel
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Concept Design Environment

o . Environment style was driven partly by concept, design, and environment artists.
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Concept Design Environment

o . Environment style was driven partly by concept, design, and environment artists.

We‘"laibi out the rest of the city in three months once we prioritized our goals. _
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+Create astyle that looks like a

| create







YOUR SOLUTION AGAINST YOUR GOAL.







' TEST 1: DOES THIS SOLUTION FEEL LIKE A MOWN&
- ILLUSTRATION AND NEXT GEN? 5
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THE GOAL:
. +Create astyle that looks like a Moving lllustration.
\ - eCreate Next-Gen Graphics
T oCreate a style thatis




YOUR SOLUTION AGAINST YOUR GOAL.




' TEST 2: DOES THIS SOLUTION FEEL LIKE A MOVING

* ILLUSTRATION, NEXT GEN, AND PERFORMANT?
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THE GOAL-

a style that looks like

Next-Gen Graphics
a style thatis performant.

oCreate a Moving lllustration.

oCreate




YOUR SOLUTION AGAINST YOUR GOAL.
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= Test 3: Post processbFushstrokes
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TEST 3: DOES THIS SOLUTION FEEL LIKE A MOVING

ILLUSTRATION, NEXT GEN, PERFORMANT, AND USABLE?
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THE GOAL-
+Create astyle that looks like a Moving lllustr
+Create astyle that is performant.
e(Created style that s Usable.

ation.
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« Plan A: Runtime brushstroke
it e Plan B: Comic book style
|« PlanC: Static brushstroke




YOUR SOLUTION AGAINST YOUR GOAL.
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YOUR SOLUTION AGAINST YOUR GOAL.
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YOUR SOLUTION AGAINST YOUR GOAL-
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.= . Plan C: Static Brushstrokes
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~ WHEN FACED WITH A CHALLENGE...

eDefine your goals.

- eEvaluate your solutions against your goals.

| - eFine-tune your goals, if necessary.
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