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About Me

ÅStarted messing with 3D programming in VB6 & 
Truevision3D around 2001

ÅStarted working with Phil Fish on FEZ in April 2007

ÅFEZ gets 2 nominations and 1 award (Visual Arts) at IGF'08

ÅBacc. in Computer Science at UQÀM in late 2008

ÅWorked full-time since then at Polytronto make the game
ÅFEZ is first commercial title and full-time άƛƴŘǳǎǘǊȅέ άƧƻōέ



Å2D/3D Exploration Puzzle Platformer
όάmystroidvaniaέύ

ÅPixel art where the pixels are 3Dtrixels

ÅPlatformingin 2D, but across all 4 orthographic 
views

ÅBuilt in XNA/C# from the start
ïSpanned 5 XNA versions, from 1.0 to 3.1!



Long Screenshot



How is the world åcut upæ?

ÅArt and level production-wise, easier to work 
with tiles

ÅPlain old 2D tilemapdoesn't work : we need 
3D tiles
ï...triles?

Å16x16x16 trixelschosen as an arbitrary fixed 
trile size



Nature Trile Set (302 triles )



Texturing Triles

ÅPer-trixel coloring?

ïImplies good painting tools in modeler

ÅCubemaps! (freebloods)

ïTrilesneed to be convex

ïCubemapsare 16x16x6 32bpp = 6Kb uncompressed!



Modeling Triles

ÅFirst trile concepts made in Google Sketchup



Modeling Triles

ÅTrixelsculpting
ïPush trixel faces in, pull faces out

ïAdaptativegeometric complexity



Modeling Triles

ÅAnd things can get pretty complex


