Create a web interface for a PS3 game
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Designer Shane 2 T I T
Mielke deconstructs 2 MORE TNFORMATION.
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and Clank global website e e A el

MIS-ADVENTURES DATA BANK VOX NEWS

+ 25 BOL B

‘ MERCHANDISE COMMUNITY
On the following pages | share the design process s
behind the new website for the latest instalment of Sony’s

l / FEATURES
As well as looking at the concepts behmd some of the key S|te
elements, | explain how two unique designs were created by VOX NEWS FEED

07.09.2009
Lerern ipsurm dolor sit amet, consectetur
adipiscing elit. Yivamus quis massa justa,

into the final product.
Based on the client’s brief, we put together two
homepage concepts for Sony Computer Entertainment America.

Suspendizse malesuada enim sed nunc

" L / - . iaculis eu gravida sapien molestie,

07.09.2009
Associate creative director Elder Jerez Jr.created the first,and | @_ Sed vitas sodales eros, Aenean feugiat
: ; ' e CR, E bibend B 2
contributed the second. Both designs were executed individually, PRE.ORDER NOW A G S b il
using some general assets such as logos, fonts, character renders, = S y adipiscing quis.

tincidunt sit armet interdum eu,
box art and game screenshots, and past versions of the game
were played extensively to familiarise ourselves with the product,
characters, branding and storyline.

It's important to note that, for this project, the homepage
comprehensives were designed prior to any detailed wireframes.
This kept restrictions at a minimum and save time, while also
leaving the layouts and creative possibilities open. In the end, the
client liked aspects of both, and we merged both in the final design.

Shane Mielke Skills

Creative director at _ Createthe
2Advanced Studios design and layout
in California, Mielke of aninterface
specialises in graphic _Design custom
design, Flash, motion 3D elements

and more, and has _Construct
worked with clients interactive modules
such as EA, Adobe,

Nintendo and

Warner Brothers. www.
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The Ratchet and Clank

franchise takes its
audience through epic
interstellar adventures.

The design process
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The environments of the franchise

are awe-inspiring. The goal with the

Co nce pt two top portion of the second homepage The website needed to reflect the playful
! concept was to create a wide-open nature of the storyline, so both the header and

panoramic window into the Ratchet navigation here are formed from weapons and

and Clank universe. This area would objects found in the game. The intention was to

immediately feature the main create a unique structure where bolts and

characters, drawing the user in. gears animate to create a playful,
yet subtle, environment.
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design upon a large

3 . " gear-like platform. Each
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Ratchet and Clank is a registered trademark of Sony Computer Entertainment America Inc.. Developed by Insomniac
Garnes, @2007 Sony Cormputer Entertainment Armerica Inc, "PlayStation”, "PLAYSTATION", and the "PS" Family logo

are registerad trademarks of Sony Computer Entertainment Inc. The Sony Camputer Entertainment loga is a regis-
tered trademark of Sony Corporation,

The lower promotions and news Bolts are gathered and used in the game
areas were kept very simple and to purchase weapons, upgrades and
modular in this version so that future armour. Inspired by that, a bolt counter
features would be easy to update. The was designed here, so that clicking on
site is published across 21 different various Flash buttons and objects
languages, so ease-of-update was throughout the site keeps a constant

an important requirement from the tally on the total number of bolts

Sony development team. collected, unlocking hidden content.
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01 After the initial design set, | developed wireframes for the
entire site based upon ideas conceptualised in both homepage
designs, and the content Sony would have available for launch.
Since the overall styles were already designed, this made the
process of organising the content much easier.

SAMPLE HEADER

SAMPLE SUBHEADER

02 Using artwork provided by the client, custom 3D assets
were created by senior art director Baz Pringle. Custom assets allow
greater control over a project, but also increase the risk of client
rejection if objects are not rendered exactly as is in the game.

04 The client chose the bordering
from Elder’s homepage concept as the style
to be fleshed out for the content areas. |
created a style guide from those elements,
crafting reusable components such as
panels, buttons and content overlays.
Establishing these elements early on
makes it easier to design the rest of a site.
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ay focused

Try to execute the majority
of your style and pa s atonetime.
Revisiting design elements even a week
or two later can lead to disjointed design
elements, because your personal style
and inspirations change over time.
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03 Next, | created the navigation elements from weapons
and objects cut out of screenshots and renders from the client. This
helped the client relate to the design elements a lot more than the
custom assets did. The shape of the border was kept unique and
interesting, so that the design would feel playful and in keeping with
the personality of the Ratchet and Clank brand.

MIS-ADVENTURES DATA BANK VOX NEWS STORE COMMUNITY
ENTURES

g
N—
& i
a

e,

"

ERHET S
A LANK FUTURE
[y

05 The design needed to accommodate all nine releases
of the Ratchet and Clank series. As mentioned, it was therefore
important to keep the layout simple so that it could support 21
different languages, all with different information, box art, regional
game ratings, screenshots and videos.

9/12/09 1:38:34 pm




06 Inspired by the game, the Data
Bank section allows the user to explore
all things Ratchet and Clank by visiting GADGETRON
7 different planets in the universe. Key areas
Eﬁlﬂfﬁ'}ﬂ(ﬂs . include Monsterpedia and Gadgetron, which
: allow the user to browse the monsters,
weapons and gear used in all nine titles.
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COMMUNITY ) nasking produc wireframe creation.
you stay productive, prevents
ank canvas and will

MIS-ADVENTURES DATA BANK VOX NEWS

Qlt\mate\,y free your mind. 07

L . INS@MNIAC smtg&lm T Using the previously established hexagon-style grid,

the Gadgetron section of the Data Bank also mimics the current
Ul design for weapon selection in Ratchet and Clank: A Crack in
Time.The goal was to make this section look, feel and animate like
the in-game menu experience.
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08 The game is based around Ratchet and Clank running

around destroying crates for bolts and ammao. To tie into that theme,

21 language options were haphazardly stacked as crates in front of

a scene from the current game title. Upon selection of a location, the : .
crates explode, revealing the scene behind. r vt e s L E faney

e wil t long

SCREENSHOTS

To add more interest, | devised an interactive _ = £ = ki - 1 0 The final subpage design creates a unique
environmental footer. The footer contains unique environments , % _ : £ ; = ey environment that moves from space to planetary level
and enemies from the current game. Playing off the existing game 1 3 S ' =¥ . while telling a visual story. Background and footer
strategy, destroying crates and enemies updates the user’s bolt T s = elements can be changed on a sectional, game title or
count in the header, promoting site exploration to unlock content. page level, giving the client unique thematic control.
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