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[Screenshot of Greenlight city] 
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[Cinema area of Razor City – tall, vertical buildings with layered geometry] 
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[Water Treatment plant district – large central pit, 

Focus on grinds and traversal playground] 
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[Clothing store interior space] 
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[Interior mission space – Hot Dog Factory] 
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 World Builders – open world traversal paths 

Environment artists – landmarks, horizon lines, realistic buildings 

Mission designers – linear mission-specific spaces 

Combat designers – prototyping combat arenas 

Multiplayer designers – shared spaces for 8+ players 
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SUNSET CITY 
Decided on what kind of “open world” we were 
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SUNSET CITY 
Decided on what kind of “open world” we were 

Very clear procedure for building geometry 
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