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Project Skysail is an original property I have had the pleasure of getting to create the 
world for, for Beyond studios. As of Right now the project is in the midst of being created so I 
will only show key nondescript assets from the project to show proof of concept with the 
permissions of the studio’s officials. 
 

I am the head creative director for this project, leading to my responsibilities of designing 
the character concepts for the protagonist, writing the main dialogue for the scripts, as well as 
writing the overall story for the 
project. 
 

To get started I’d like to share 
my creative process on making the 
main character for this story.  
 

In looking for design concepts 
I had taken large inspiration from a 
large amount of seafaring countries 
and myths and legends to bring the 
main character to life. This resulted in 
a half human half merman for the 
sake of what was originally 
exclusively a  story about fishing.                                 Art by Koi Horka, art is copyright of Beyond Studios 

 
Looking for a plausible unique 

design aspect for the cast of this game I 
based their physical attributes on different 
weather phenomena. The main character of 
this project is representative of cloudy 
days. Clearly shown in his color palette 
here via his cloud white hair and sky blue 
eyes.  

 
The choice to make him half 

merfolk stemmed from my own personal 
love of and history of researching myths 
and legends.                                         

 
 

 
​ ​ ​ ​ ​ ​ Art by Koi Horka, art is copyright of Beyond Studios



Yet I didn’t want to base him on regular mermaid myths or stories like the little mermaid. 
One of the key aspects of project Skysail was being able to share in cultures. With aspects of its 
fictional world being a result of our own plausibly being hybridized. The backbone of this story 
is the fact that all cultures have something to share that we can appreciate. So I wanted to look 
for something unique.  

 
​ My desire for a unique mermaid myth had led me to 
chasing down the legend of Zennor, England and 
Matthew Trewhella. A tale of a man who sang so 
beautifully that it had made a mermaid fall in love with 
him. Leading to his eventual disappearance. It was on 
the foundation of this myth where I had created the 
protagonist’s main inspiration, creating him as a product 
of that love.  
 
​ This exploration of the countryside of Cornish 
England made my inspiration for the project skyrocket. 
To travel to another country for the sake of a story was 
exciting enough, but to do it for the sake of research? 
This would become a habit that I most certainly would 
continue. 

(Above)Photo I took of a wood carved pew in the 
church based on the alleged sighting of the 
mermaid centuries ago!  
(Below) Beaches where the end of the Legend took 
place.  



Image of the mermaid legend from Zennor, England for research purposes. 



Part of the main character’s Bio for Skysail. Key details blotted out due to studio requests at this time. 



 ​ Conceptualizing this world is only part of the work. As my original job for 
Beyond when I worked for our project My Hero Academia: Beyond was as a script writer. Thus 
I’ve written two separate scripts for this project. 

 
1.​ A main story script written as a regular screen play full of dialogue and banter.

 
 



 
2.​ A game dialogue script for unique options for the character to go through the 

formatting of which I learned to do based on my prior experience as a voice actor 
for video games. 
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