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Colorful Environment

Lots of natureVibrant props
World feels alive yet      
empty



• Our color scheme is based 
on the diverse nature of 
mexico

• Red accents from aztec
culture

• Grey variations for stone

• Blue variations for th sky 
and water

• Beige for clean aztec
stone

• Green for the nature 
(trees, vines etc.)

ENVIRONMENT



CHARACTER

• Character will represent 
people of Mexico. (typical 
mestizo)

• Will have to stand out of 
the level to be perfectly 
noticeable to the player. 
w/bright colored clothing

• Stronger saturation than 
the background (no 
outline) as an eyecatcher 
of the game to keep the 
focus there.



ENVIRONMENT



CHARACTERS

• Smaller than normal sized humans

• Bigger head, where the focus will be 
at

• Small legs and arms

• Round shape foR “cute” feel



STANDARD ENEMIES

• Taller than the player to seem 
more intimidating

• More jagged shapes as opposed to 
the rounder style of the player 
(almost polygonal vector style)

• Rather monochrome and white to 
stand out against the colorful 
scenery



ATMOSPHERE

• Daytime Scene

• Artificial Lighting

• Old but alive

• nature Environment



SHAPES

• Mainly Square for the buildings

• Rough shapes for architecture and 
environment

• Natural shapes for floor in levels 
(nothing is perfectly flat)

• Slight curve to things like buildings 
to add to cartoon-y style

• Cornices and accentuations to add 
depth to the building

Klikken om tekst toe te 
voegen



MODULAR DESIGN • Modular parts for level design

• Slight angle for shadows

• Semi transparent shadows to 
overlay parts



TEXTURES

• Flat colors

• Basic cell shadows

• No textures

• No outlines



ASSET DESIGN

Light is always coming from top right

2- or 1-Point perspective (never 3)

No 100% perfect shapes (slight 
imperfections -> more human)

Keep Bottom of most things flat 
(easier to place in levels)

Shadows are Darker versions of 
original color (no black/grey 
shadows)

Shadows, but No highlights on items 
(with few exceptions)

Light angle



MAP DESIGN

• Very vertical cities

• Building rather tall and 
thin

• Dense building count

• Guiding the player down

• Jumping over roofs



LIGHTING

• More realistic 2D 
lighting

• Volumetric lighting

• God rays



• Taking up minimal space

• No word, just icons & 
symbols

HUD

MENU
• New/continue game

• Quit/back to menu

• Back to museum

• Volume slider

• Aztec theme



FX

• Cartoon style particles using 
vector art

• 2D flat colors particle effects

• Particles are purely cosmetic
and will not have impact on 
gameplay but will help 
translate the game elements to 
the players.

• Free pack in asset pack

Enemy Dying:

Collectible Pickup:

Guitar Strumming

+

**(Modified to have stars 
swapped out with music notes)

Running:

**(Modified to have bubbles 
swapped out with dust particles)

Usage examples:



PROGRAMS

ANIMATION & ART

• Photoshop

• Illustrator

• After effects

PROGRAMMING

• Unity

• Visual studio code

• Github/sourcetree/gitkraken


