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INTERACTIVE MEDIA

Brutal Legend

Stacking

Costume Quest

Once Upon A

Monster

The Cave

Robin Hood 

Defender of 

the Crown

Finding Dory

Inside Out

Cars

Frozen

Big Hero 6

Kung Fu Panda

Secrets of the

Furious Five

Hewlett Packard

McDonald’s 

TV Commercials

Mickey’s Twice 

Upon A Christmas

In The Rough

A Gentlemen’s Duel

Aliens of the Deep

Warhammer  40K

Warhammer Age of  

Reckoning

Hellgate London

Golden Axe

Sonic The Hedge Hog

Rise Of Legends

Marvel Ultimate Alliance







Squad Goals



STORY







COMEDIC, ALIVE, & HEART



THE VISION





GOALs







INSPIRATION



Simon Weaner



Simon Weaner



Neil Campbell Ross



Neil Campbell Ross



Jamie Hewlett



Belly-Artisan Entertainment



TRAILER





VISUAL TARGETS















CONCEPT ART





























VERTICAL SLICE





Concept Art -

Translating 2d Art to  3d Geometry Slide











Failure

We realized as a small studio we don’t have 3-5 years to make this game. We weren’t able execute on 

vision we had hoped for.

1st and Izzard Model in Unity Slide
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1st and Izzard Model in Unity Slide











PIVOT











NEW PIPELINE 











Bartender Shader

● Albedo - local/base color of surface.

● Custom Lightmap - stylized highlights.

● Metal/Roughness - metallic or dull.

● Normal Map - surface detail or bump.

● Emission Map - color and intensity of light.



Albedo



Lightmap



Lightmap

Photoshop



Emissive









Old 3d Pipeline

New 3d Pipeline







CHARACTER DESIGNS





























ANIMATION & RIGGING











CHARACTER SHADER





Bar Toon Shader

● Base lighting – Global Illumination.

● Standard cell shading with de-saturation.

● Harsh Rim – light wraps around edges.



Standard 

Shader

Bar Toon

Shader



LIGHTING











NPCs













DYNAMIC CROWD SYSTEM



















TAKEAWAYS



Art Style - By finding creative workflows and bringing in concept artists more 

into the production process bridged the gap of concept art to in-game art.



Technique - Have super smart engineers and designers that understand art.      

They’re the backbone of your game.



Scope - create a game that fits your budget and timeline. Always weigh the risk 

of adding too many features.



Skill Set & Teams Size - Lean on your team’s strengths. Empower, Challenge, 

and Nurture a positive working environment.



Small and Simple - make a simple game with few mechanics. Prototype them 

early and make sure they hit your design pillars. 



Failure - Don’t be afraid to fail. Failure is a part of Success. We were honest 

and supported each other in finding solutions.



Collaborate & Communicate - Don’t be afraid to raise a red flag when 

problems arise. Be open to learn from other team members. Together find 

creative ways to solve a problem. 



Focus - With the three little words, it helped us check ourselves when it came 

to decisions about tone, art, and design. It kept us on the right track. 



Three Little Words?



COMEDIC





ALIVE





HEART





THANK YOU GDC!!! 

twitter@nightschoolers       instagram@nightschoolstudio     instagram@roozilla


