


Yuki snuck into a tank to defend her small
tribe as child. Like most people on Earth
post-evacuation Yuki did not have a
childhood. She has proven to be a prodigy
of the battlefield and the elders of her
tribe respect and value her opinions.
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THE GARAGE

The Garage is one of the first scene |
mocked up. The bays are designed to
modular, so the player could have more
than 3 tanks setup at once.

The shop has a turntable with 3 inset discs
which can hold booster crates. The entire
disc can rotate to show the player the
crate.
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Drawings by Gray Shuko
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¢ Neo-Yokohama was the original prototype '
map for the game. It was built and rebuilt
several times as we nailed down the core
player metrics and scale of the world.
Since the level was designed as a test bed

for the game, it has several elements.
The key features on the map are barges

and the large construction cranes.
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The level was designed around changing
the water level each time you play.
Sometimes the map will be flooded,
making it more dangeround to navigate
and other times, the water level is low and
you can reach new areas. The imagery of
a flooded city with sky scrapers sticking

out of the water is also striking.




USS EXODUS
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#" USS Exodus is one of the rocket bays
humans used when evacuating Earth. Itis
a massive structure comrpised of multiple
rocket bays.

This level was designed to have the
contents of each rocket bay be
randomized each match to make it feel
fresh and unique every game.




LOGO DESIGN
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We wanted to make the logo look flashy
and reminiscent of Japanese action game
logos from Sega and Capcom. It was
important to make sure the logo would
work in-game and in promotional materials
in a vertical or horizontal layout and with
limited colors. The tank silhouette ended
up being too busy to use in the final
design.




