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08	  The game is based around Ratchet and Clank running 
around destroying crates for bolts and ammo. 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.

09	  To add more interest, I devised an interactive 
environmental footer. The footer contains unique environments  
and enemies from the current game. Playing off the existing game 
strategy, destroying crates and enemies updates the user’s bolt 
count in the header, promoting site exploration to unlock content.

10	  The final subpage design creates a unique 
environment that moves from space to planetary level 
while telling a visual story. Background and footer 
elements can be changed on a sectional, game title or 
page level, giving the client unique thematic control.

06	  Inspired by the game, the Data 
Bank section allows the user to explore  
all things Ratchet and Clank by visiting 
different planets in the universe. Key areas 
include Monsterpedia and Gadgetron, which 
allow the user to browse the monsters, 
weapons and gear used in all nine titles.

07	  Using the previously established hexagon-style grid, 
the Gadgetron section of the Data Bank also mimics the current  
UI 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.

	 Know your client
	 With new clients it’s important to be a  
good listener. Before you design for them you have to  
be able to admit you don’t know their goals, style or 
personalities. It really pays to keep your ego in check 
and give the client what they want – not just what you 
want to design for them.
	 When starting a project, it’s important to 
figure out who the decision-makers are, get to know 
their personal preferences and then give them exactly 
what they want, with your own personal style mixed in.

	 Don’t stop
	 When you get stuck in the 
design process, switch to tasks such as 
masking products or wireframe creation. 
This helps you stay productive, prevents 
you from staring at a blank canvas and will 
ultimately free your mind.
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