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“What an effect is telling me”  
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“The tweaks made to an effect until final” 
 







  



  



  



  

- Visible in both lit and dark 
  
 

 



  

- Visible in both lit and dark 
- Iconic Look 

 
 

 



  

- Visible in both lit and dark 
- Iconic Look 
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Barrel VFX Ingame 
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- Futuristic Assault Rifle 



  

- Futuristic Assault Rifle 
- Bread and Butter weapon 



  

- Futuristic Assault Rifle 
- Bread and Butter weapon 

- Unique feeling 



  

- Futuristic Assault Rifle 
- Bread and Butter weapon 

- Unique feeling 
- Non Destructive 



  



  



  



  



  



  



  



  



  



  



   
Things will change… 

 



  



  

What’s in a Name? 
 



  

Phased Plasma 
 



  Phased Plasma Rifle  
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Non-Destructive 
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Inspiration:  
Napalm Laser 
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- Help Navigate the Player 



  

- Help Navigate the Player 
- Match the 2D HUD 



  

- Help Navigate the Player 
- Match the 2D HUD 

- Exist in 3D Space, but not 
look 3D  



  •  Look at other games for inspiration  

•  Leverage existing tech to quickly prototype 

•  Used shape language from HUD 

- Look at other GPS solutions 
- Leverage existing tech 

- Quickly Prototype 
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Final Version 
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• Questions? 
daves@volition-inc.com 


