














How did we get to this in less than two years? 



How did we go from this to this? 

●Define your goals. 
●Evaluate your solutions against your goals. 
●Fine-tune your goals, if necessary. 













Evaluate your solution against your goal. 

Character Iteration #1 



Character Iteration #1 



Test 1: Did we capture Rock’n’Roll attitude?  





evaluate your solution against your goals. 

Character Iteration #2 





Test 2: Did we capture Rock’n’Roll attitude and Are 
they mature? 





Character Iteration #3 

evaluate your solution against your goals. 



Test 3: Did we capture Rock’n’Roll attitude and 
are they mature and likeable? 







Character Iteration #4 

evaluate your solution against your goals. 



• Aspirational 
• Likeable 
• Underdog 

Test 4: Did we design characters who were  mature, 
likeable, and underdogs? 















Cultural Mash-up 

Mainstream 

Street 

Costume 



Mainstream (Most relatable) 
• Clothing preferred by informal consensus 

within the mainstream. 



Street (somewhat relatable) 
• Fashion that emerged from street culture. 



Costume(Least relatable) 
• Clothing associated with a culture, 

occasion, or period.  



• Create outfits composed of cultural mash-up, which 
consists of a mainstream/street foundation with 1-2 
costume elements added to it.  





















Test 1: Did we design a colorful environment with flow? 





EVALUATE: Did we design a colorful playable 
environment with flow? 

Test 2 







Rough 3D: open world designer blocks in elevation and macro composition 



Refined 3D: designer & artist, establish Golden Path, implied traversal. 



Golden Path Refinement: designer & artist, light theming, golden path refinement 









Concept 
Stylized 

Design 
Usable 

Environment 
Production-friendly 

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



Concept 
Stylized 

Design 
Usable 

Environment 
Production-friendly 

Environment style was driven partly by concept, design, and environment artists. 
 
We laid out the rest of the city in three months once we prioritized our goals. 















Early target 



Test 1: 3D Brushstrokes 

Evaluate your solution against your goal. 





Test 1: Does this solution feel like a moving 
Illustration and next gen?  





Test 2: Runtime Brushstrokes 

Evaluate your solution against your goal. 



Test 2: Does this solution feel like a moving 
Illustration, next gen, and performant?  





Test 3: Post process brushstrokes 

Evaluate your solution against your goal. 



Test 3: Does this solution feel like a moving 
Illustration, next gen, performant, and usable?  







Plan A: Runtime brushstrokes 

Evaluate your solution against your goal. 



Plan B: Comic book style 

Evaluate your solution against your goal. 



Plan C: Static Brushstrokes 

Evaluate your solution against your goal. 





Moving illustration, usable, performant,  



When faced with a challenge... 

●Define your goals. 
●Evaluate your solutions against your goals. 
●Fine-tune your goals, if necessary. 
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