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Most asked question
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ART DIRECTOR 



What makes Naughty 
Dog unique?



SOLVING THE SAME VISUAL
PROBLEMS IN FILMS AND GAMES



VISUALS REINFORCE 
EMOTION/MOOD/STORY 



EVOKING WAR
Gritty, horror, grim, tragic, desperate 







High level concepts and procedure



Style Guides



SHAPE 
LANGUAGE



SHAPES:
TOOL TO AFFECT HOW 

PEOPLE FEEL
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Color Scripts



Color Scripts



Color Scripts



COLOR AND 
LIGHTING

VERY EMOTIONAL
TOOLS



Color Scripts



Blue Sky

IT ALL STARTS WITH DRAWING
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Making    ART 











































And all the details



Gompa Level



PLACE FALLING APART SO WE 
NEED TO KNOW HOW IT’S 
PUT TOGETHER



















Paint overs



BORNEO  - Swamp/dig level



BORNEO  - Swamp/dig level

Just so you don’t think it’s all 
perfect 



Final Look



Final Look



Early concept







New direction



sketches



sketches



Finished Sketch



Finished Sketch



Full Color Painting



…done over block mesh



reference



reference



reference



It’s one thing to have an idea and another to make it into a 
game.
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Erick Pangilinan 
Art Director – Uncharted 2: Among Thieves
Lead Environment artist – Uncharted: Drake’s fortune
Environment artist – Jak & Daxter series
Environment artist – Crash Bandicoot 2,3 and CTR



Pre-vis concept art

Designer layout

In-Game art



Artists Tools



Concept art



Reference pictures



2D maps- designer



2D maps- designer



Block mesh/Grey box



Blockmesh - drawover



Artist blockmesh



Final Maya mesh



Final game art



Block mesh to Game art





Original concept



Original blockmesh
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Mountain wall idea



Terrace idea



Cliff idea



Combination of cliff and buildings



Final design



Final design



Final design



blockmesh



Check game play requirements…



concept



Draw over



Draw over



Draw over



Final Maya art



Final Maya Art



Final game art



Variety in Scale and proportions



Final game art



Final game art



Final game art















Ground plane/wall plane separation
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Ground plane/wall plane separation



Stepping stones



Ground plane/wall plane separation



Ground plane/wall plane seperation





Create arches to lead player through.



Create Path Variety .
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Counter point spaces .



Counter point spaces .



Counter point spaces .



….to exaggerate the effect of the final space.



Landmarks



Landmarks 



Landmarks to give orientation



Landmarks



Landmarks



Landmarks



















Prototype = 14k instances = 2k each









Fading distance

Near
Far



Fading out details 



Fading out details 
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Fading out details 



Repetitive instances

Original Prototype instance instance



Rock  arrangements

Original Prototype instance instance



Typical Art request pipeline



…….with motivation.



Rock arrangements

Prototype A = 14k Instance A = 2k Instance A= 2k



Modified instances
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Modified instances



Jointed roots



Jointed roots



Ref-nodes + Modifiers







Textures



Normal maps











Nvidia



NvidiaCrazy Bump



zbrush NvidiaCrazy Bump



zbrush NvidiaCrazy Bump



Color map



Zbrush sculpting rocks



Crazy Bump zbrush Nvidia
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Crazy Bump zbrush Nvidia



Crazy Bump zbrush Nvidia



Crazy Bump zbrush Nvidia



Normal map comparison

Crazy Bump zbrush Nvidia



Tiling textures



blend shaders





Blend threshold

Texture set #1 Texture set #2



Final blended texture



Final blended texture



Final blended texture













Typical Art request pipeline



…….with motivation.













Slope shader



Tiling + blend + slope shaders



Lighting Process



Baked Lighting



Direct Sunlight (replaced with run-time sunlight)



Dome lighting



Sun-lights Indirect channel



Combined Dome + indirect channels



dome + indirect channel (in-game) 



Combined with textures



Run time shadows



Run-time Shadows



Baked Shadows



Baked & Run-time Shadows



Light maps





Concept Art



Blockmesh



Friendly programmer



Maya final geometry



Maya textured view



In-game with lighting





Special Thanks

Tate Mosesian – Lead Texture artist
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Dave Witters – Lead Lighting artist
Carlos Gonzales – friendly programmer
Simon Craghead – Sr. Environment artist


