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	 Hello everyone, welcome to the Roboquest Artbook. 

The making of Roboquest was a very long journey, one that could be nine years long if we considered 

everything from scratch. It wasn’t only about Roboquest, it was also about RyseUp and the team 

of passionate people that worked together during these long years.

While the journey itself could deserve an entire book, we will focus on the art-side of things in this 

book. And pretty much like everything else, we went a long way. Here, you will find records of some 

of our artworks tracing back from several years ago as well as explanations on the thought process 

behind them.

Note that our team was initially pretty small and we’re still only about twenty people working on 

Roboquest. 

We had to make plenty of sacrifices and concessions over those years. That also played a role 

during the development to make us able to deliver the amount of content we initially planned for 

Roboquest. 

We tried to strike a good balance between very early and recent artworks. It was heartbreaking 

having to choose! We hope you’ll enjoy having a glimpse of how we actually worked.

Finally, you’ll read several times in this artbook the term “seed”. What we call the “seed” of the art 

direction or the “seed” of a particular design is the “best representation” of the artistic rules that 

compose it. A “seed” design is a design that allows us to produce other arts and visuals all derived 

from that original seed.

Happy browsing Guardians!

The RyseUp team

FOREWORD
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Chapter 1

WORLD
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ORIGINS
CHAPTER I: WORLD

	 The world of Roboquest is a mix of the ideas of everyone we worked with thus far. It initially 

sparked from a few references such as Asimov (Foundation), Herbert (Dune), the Fallout series and 

from our will to tell a story about AIs, the future of mankind and the climatic issues we’re currently 

facing. We spent some time figuring out what could happen after hundred years of climatic disasters 

and how an AI could help us deal with those issues and how an autonomous city would actually function 

in such a world.

From this point, we knew we were going for a post-apocalyptic theme with several tragic events such as 

population exodus and the harsh reality of surviving. But if you played Roboquest, you know the world 

is much brighter and colorful than this. That is mainly because despite our backstory and the origins 

of it, we wanted to tell that story with a very different tone than the usual post-apocalyptic theme.
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	 The starting point of the art direction was to stay away from realism, opting for a rather 

cartoony approach. Our philosophy was to have colorful, vibrant and vivid game. A game that feels 

good to be in. But managing to find the exact “seed” we were looking for was a very long and 

iterative process. It first started by researching and compiling references from other games and 

artists and many influenced us. 

During this process, we realized that creating a game with a very unique look and not committing 

too hard on specific references was something we needed to have a game that stands out. We tried 

to move even further away from realism and seriousness. We dug more into the “comic” parts that 

were appealing to us earlier on.

ART DIRECTION

ENVIRONMENTS

PREPRODUCTION
CHAPTER I: WORLD

	 The iterative process was a mix of planning and direct tries within the engine and our 

prototypes of the game. It was a thorough and ever-evolving process as we were also learning how 

to make games at the same time. 

We conducted extensive research about many different aspects like futuristic cities, canyons, sci-

fi agriculture, wastelands, ruined modern cities and lots of others. We built a clear idea of what 

kind of levels and environments we wanted. But several things kept evolving throughout the course 

of pre-production including a shift between static environments to dynamically generated maps. 

Not only did this affect the way we build our environment assets, it also modified the way we could 

light the entire game. In addition, we were fine tuning the game design and kept modifying how we 

envisioned the levels: their size, the amount of verticality, the integration of rail-bots and game 

spaces overall.

We also wanted to make sure we were able to deliver a dynamic and engaging environment that 

could fuel the player experience and pair well with the gameplay.

ITERATION
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ACT I
CHAPTER I: WORLD
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PROPS
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VEGETATION
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ACT II
CHAPTER I: WORLD
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COMPOSITION
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PROPS
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ACT III
CHAPTER I: WORLD
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COLOR RANGE
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BUILDINGS

ENVIRONMENTS
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ACT IV
CHAPTER I: WORLD
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PROPS

ENVIRONMENTS
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	 Very early in the game design development, we knew we wanted to have “challenge rooms” 

where the player gets to have a little break from the usual “shooting and running” rhythm and where 

he gets to express his movement mastery to earn juicy rewards. But there were also some issues 

with this. How could we implement those challenge rooms in the environment in a seamless way and 

how would we justify them? 

CHALLENGE ROOMS
CHAPTER I: WORLD

	 After several iterations, we decided to use the corruption design to create these challenge 

rooms. It contribute to the idea that IRIS is expanding into the world and reaching further and 

further. It was also giving us an elegant solution to explain the fact that the player enters a place 

where “rules are different”.
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INTERACTIVE
CHAPTER I: WORLD
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CHARACTERS
Chapter 2
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	 Meet Max, a young and audacious 

scavenger. Initially, we wanted to have a young 

character symbolizing hope and innocence, who 

could also infuse a fun and light tone into the 

game. 

Then, we realized we also needed to have that 

human character directly within the game space 

to represent mankind. That would allow the player 

to see and realize who he is saving when playing 

the game.

CHAPTER II: CHARACTERS

MAX
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	 Max’s designs were initially more subversive and bit “punkier” in a way but it wasn’t fitting

with the personality we wanted to give her. Not only that, it was also making her more polarizing, 

meaning less people would empathize with her. So we tailored her design and her personality towards 

what we wanted to highlight: human curiosity, engineering prowess, tenaciousness and optimism.

VEHICLE



68 69



70 71CHARACTERS

	 From the get-go, we knew the player wouldn’t play a human. The game is “the quest of the 

ROBOT” after all. However we still needed to make it humanoid, not only because we needed the 

player to find it relatable, but also because we wanted those juicy FPS animations.

We went over many iterations for the Guardian, from serious to dangerous to lots of others, until 

we settled down for the one in the game right now, a funnier one. Which is more aligned with the 

final art direction we went for.

CHAPTER II: CHARACTERS

GUARDIAN
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	 Later on, we aligned both the Guardian’s technological era to “Weapon Generation 2”. We only 

decided to change its legs to make it seem like it could perform super-hero kind of things with it. 

Changing those also allowed us to make the overall design look less like a mech-suit and more like 

an actual robot.

	 Finally, during the iterative process, we switched things up a lot between aggressive and 

friendly looking, between agile and strong. We ended up with something that looks rather sturdy in 

order to sustain the damage of the evil bots while adding a few details here and there that make 

it look agile, fast and powerful all-in-one.
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CHARACTERS



78 79

	 Very early in the development 

phase, we decided to have a 3D space 

where you actually get to interact with 

many differents elements to manage 

your runs. Pretty much like a “homebase”. 

That decision was made because we 

didn’t want to have the players engage 

with many different UIs. So we needed to 

visually design it.

CHAPTER II: CHARACTERS

BASECAMP

CHARACTERS
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	 Design had to be colorful and joyful to be welcoming for the player, while still looking kind of 

post-apocalyptic. 

We decided that Max would be the one to build it, since she is a top-class engineer. 

Max find an old film set and she is going to craft and build everything manually on top of it. That 

was already driving a large part of the visual design and gave us a lot of room to play with funny 

elements that add a subtle touch of quirkiness to Max’s character: second-hand, scraps of other 

elements or other scavenged things.

CHARACTERS

 	 We went a little bit further by expanding the basecamp and making things upgradable in 3D.  

That means we needed to experiment a lot with placement, distance, types and number of interactive 

elements. Finally, we deployed the full scale basecamp and its different layers of upgrades.
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CRYSTAL MACHINE

CHARACTERS
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CHAPTER II: CHARACTERS

NPC
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	 In terms of lore, it made sense that IRIS was the one creating the evil bots. She was creating 

them by using the base design of robots that were actually initially peaceful and were used in the 

city to help humans for both menial and day-to-day tasks. But when IRIS went rogue, she decided 

to use those civilian robots and turned them into aggressive robots.

During our iterative process, enemies went through multiple reworks. Not only because of the 

evolution of the art direction but also because we re-shaped our philosophy about them multiple 

times.

	 At the beginning, we wanted strong shapes and a clear and easy-to-hit red eye around their 

center of mass. But we had to be more flexible about those to create enemies that look a bit more 

different from each other.

Regarding the overall design, we needed to make players feel their “futuristic” and “newer generation” 

style. So we went for something as round as possible, something which looks smooth, with long legs 

and sharp skeletons while still remaining mechanically logical (or else you run into huge troubles 

after in terms of animation). We did several “types” of enemies that we declined into lots of 

different variants, and we will describe those types in the next sections.

CHARACTERS

CHAPTER II: CHARACTERS

ENEMIES
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	 The “Pawn” was the very first enemy type we designed both at a game design and artistic 

level. It was our test prototype. We chose it because it acts as the most basic type of enemy you 

can find in a shooter game: a walking enemy that shoots you.

	 Before IRIS went rogue, the Pawns were 

actually in service of humans and were interacting 

with them on a daily basis. Both their function as 

enemies and their previous function drove their 

entire design: we needed humanoid, medium-scaled 

robots.

Since it was our test subject, the Pawn was going 

to be the “seed” for the design of all other enemies. 

So we needed to clear every single detail, from type 

of shape, amount of details to the complexity of 

its mechanic and paints. 

CHAPTER II: CHARACTERS

PAWN
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	 We wanted simplicity in design: adding only the necessary details in order to play around 

their shape, silhouette and to be able to create rhythm in it. Sometimes looking for unbalanced or 

asymmetrical designs to create less linear designs.

However, some of our early designs were too scary, too creepy, too realistic or too aggressive. They 

looked a bit out of place considering what we were going for in terms of art direction. So we kept 

iterating until we found that sweet cartoonish vibe.

CHARACTERS
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	 The bots are the tiny army that makes the bulk of IRIS’s ranks. They can fight or support 

other enemies. Their small size makes the game designers able to populate a lot of them in a level 

without clustering the battlefield with too many things.

CHARACTERS

CHAPTER II: CHARACTERS

BOT

	 They previously were mostly maintenance robots in the populated area of Haven cities or 

working robots in the factories and fields around the city itself. Since they have tracked treads, 

they were able to work on various types of grounds.
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	 The Flying enemies were much simpler to design than the others. We stripped everything 

from their shape and design to keep it to the bare minimum: their function. This simplicity made us 

able to play a lot around different designs for those, varying their silhouette and making funnier 

shapes. In the past, Flyers were used to work on high altitude tasks and maintenance or had delivery 

functions. Most of the flying enemies were created post IRIS bug hence their overall aggressive 

design.

CHARACTERS

CHAPTER II: CHARACTERS

FLY
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	 It was really hard to imagine and design the pods as there really weren’t any reason for them 

to exist in the old world, when humans lived in Haven Cities. We decided to go for a similar approach 

to the flies: their design would be limited to their function. This would make the player able to 

recognise them fairly easily and allow us to also create more differences between two different 

turrets.

CHARACTERS

CHAPTER II: CHARACTERS

POD
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	 The Rovers, or rail bots, have a very long story. It was part of the initial design our Creative

Director thought of for the city as part of the huge maintenance and automated system. 

He was adamant in implementing those into the game, no matter their game design purpose.

It took us a very long time to find a proper implementation for them design-wise and they became 

part of our overarching “forward combat” philosophy for the gameplay as they drive you forward 

when they spawn.

CHARACTERS

CHAPTER II: CHARACTERS

ROVER

	 We both fed the worldbuilding and lore and the game philosophy at the same time with 

that solution. They carry resources, make deliveries, follow the intertwined web of rails in the 

city to reach and repair specific spots, work in automated factories etc.
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	 After several rounds of prototypes, we realized we needed bigger enemies, bigger “threats” 

in the roster. We designed the Goliaths with a very distinguishable silhouette that you can see 

from afar and that stands out from the other enemies.

CHAPTER II: CHARACTERS

GOLIATH
GOLIATH WORM
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GOLIATH DESTROYER GOLIATH TITAN
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DIGGY MOLE

CHARACTERS
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BILLY BOOM
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EL MOUSTIKO
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DR TURRET
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DISCOBALL
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SIR CATERCOASTER
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UNCLE JIM

CHARACTERS
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BEETLE ROYALE
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	 While iterating, we started disliking that idea of a goddess which wasn’t reflecting the 

“bugged software” idea at all. It didn’t work either in terms of game design for the final boss fight. 

So we went back to the drawing board and thought about the Moon level as a whole, the corruption 

and IRIS. The moon base would represent the “main body” of IRIS, the first phase would represent 

the bug itself and the second phase would represent her heart.

	 The visual design of IRIS was pretty 

tough to come by. Initially we had issues 

visualizing it because theoretically speaking, 

it’s actually just a software within a computer. 

What shape could this have?

While thinking about it, we realized we all had 

a feminine mental image of IRIS, some kind of 

goddess that was looking over and protecting 

the Haven cities.
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WEAPONS
Chapter 3
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	 The weapons being the central and masterpiece of any shooter game, we put tremendous 

effort into designing them and finding the right “seed”.

Especially since weapons can be seen both from first-person and third-person view. They need to

look great in both. Finding the right silhouette for that is a challenge and we often modified weapon

shapes to make it as cool as possible in first-person view.

WEAPONS

PREPRODUCTION

	 We wanted to have something at the crossroad between realistic, believable weapons and 

the cartoony, creative touch we were looking for in the game.

Weapons went through a ton of iteration. We started working on the visuals of weapons way before 

we had a clear game design. The only philosophy we had back then was that we wanted to give every 

single player the weapon he was hoping to find for in a FPS game.

That is why we tried to design every single type of weapon you can think of and why we divided them 

into three vastly different visual categories that we call Generations.
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	 The “junk, scrapped, handmade, second-hand” category is the Generation 1. It is the most 

recent in terms of Roboquest timeline considering Max crafted them for the Guardian out of 

modern looking guns and junks. Often, Max would decorate those weapons with colorful graffitis, 

paintings or customize them with additional mechanisms. Generation 1 weapons were probably 

the ones we came up with the fastest. They are the easiest to instillate fun into by playing with 

everything Max could use to customize them.

WEAPONS

GEN.I
CHAPTER III: WEAPONS
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 This generation also allows us to add lots of old looking weapons like carbines, muskets or 

blunderbusses without looking out of place alongside the rest of the weapon roster. They often 

have sharper lines, unbalanced shapes and overall rusty looks.
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	 The “military” category is the Generation 2. In terms of Roboquest timeline, it is the oldest 

category as these weapons were made before the creation of the Haven cities and were used by the 

Guardians during the climatic crisis. They are at the same technological level as the Guardian and 

therefore mustaligned with him in terms of color and overall design.

WEAPONS

GEN.II
CHAPTER III: WEAPONS
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	 We iterated on the generation 2 weapons and we found the “seed” for their overall shape 

and color pretty fast. They look industrial, made of thick metal pieces and use a visual language 

coming from engineering. They are often massive and heavy since they were used by the Guardians. 

However their technology discrepancy with the evil bots and considering they haven’t been used for 

a long time and also compared to the advanced technology IRIS and her evil bots are made of.

WEAPONS
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GEN.III

	 The “sci-fi” category is the Generation 3. It is the newest and most advanced in terms 

of technology. It also shares the same technology as the evil bots. They are mostly unfinished 

prototypes of weapons that IRIS started making and abandoned at the profit of making more evil 

bots to defend her city.

It was the hardest generation of weapons to develop and we almost dropped them at some point. 

	 At the beginning, we wanted something really roundy and curvy but we quickly realized it was 

very boring when seen from the first person perspective. We had to deform and modify them too 

much to come up with something interesting visually. So we took a different approach with a more 

complex, mechanical and sharp design. 

We started seeing good results, until we realized it was looking way too similar to Generation 2.

CHAPTER III: WEAPONS
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	 At this point, we already sank a lot of hours into it, without showing the results we were 

hoping for. So in a last ditch effort, we went for another round of iteration. This time, the design 

intention was something with a balanced blend of sharp/mechanical design and the initial roundy 

intention we had.

	 Combining that with clearer constraints like recalling some of the evil bot design, lightweight 

material, heavier and darker inside with a very technological look. Fortunately it was a match, and 

we finally had the seed for Generation 3.
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ILLUSTRATIONS
Chapter 4
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	 The exact way to infuse our comic-vibe into a cinematic was something that required us 

a few iterations. You can view the main two “styles” we tried in those pages. The first one was 

splitted in more “slides” for each page and was a bit more static. The second one was more focused 

on larger plans to drive the player’s eyes and have slides a bit more spectacular.  We went for the 

second style since it was more pleasing to follow as a cinematic while still giving those comic vibes.

CUT SCENES
CHAPTER IV: ILLUSTRATIONS
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DATA LOGS
CHAPTER IV: ILLUSTRATIONS

ILLUSTRATIONS
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POSTER
CHAPTER IV: ILLUSTRATIONS

ILLUSTRATIONS
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LOADING SCREEN
CHAPTER IV: ILLUSTRATIONS

ILLUSTRATIONS
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UPDATES
CHAPTER IV: ILLUSTRATIONS
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THANK YOU FELLOW GUARDIANS!
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