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Initial Idea
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Techniques

 Cel-Shading

 Motion Blur / Tunnel Vision
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Techniques

 Bloom Postprocessing

 Shadowmap
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The Development Process

 Simple Prototypes

 Refinements
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The Development Process

 Bugs

 Bugfixes
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Things that didn't make it into the game

 Many features are not implemented

 Some features not integrated into the game
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DEMO


