


"THE ARMORY™

"GEOMETRY™

BRIEF

| came up with 2 different ideas for the PAX Expo.

My core concept was to relate video games to the
Art Institute with a recognizable and cohesive feel.
Additionally | planned my ideation sketches to feel
busy and overwhelming, with the intention that as the
project progressed it would be scaled back.

| came up with the two ideas simultaneously, playing

off the juxtaposition of the two ideas: One very literal
and the other very interpretive. | progressed further
with the interpretive options as it seemed like the more
original option.



THE ARMORY

This concept was intended to feel like a futuristic
armory or spaceship deck. The idea would imply
“Where you gear up for gaming.”

A mix of hard edges and organic curves would create a
futuristic/spaceship feel. | envisioned surfaces finished
to look like cool steel, covered in bolts and rivets;
contrasted with warm, possibly pulsing lights. | wanted
something in between Star Trek and Halo.



ARMORY MOOD BOARD
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Rainier Powers ARMORY FLOOR PLAN
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GEOMETRY MOOD BOARD
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GEOMETRY FLOOR PLAN
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GEOMETRY ELEMENTS
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GEOMETRY ELEMENTS

GAME STATION



VITRINE ROUGHS




VITRINE ROUGHS




VITRINE MODELS




FINAL CONCEPT







