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UNCHARTEDﬁ Naug:ty dog Internal team
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. Environment art team

— Modeller (10) Concept team (3) s
Texture artist (10)




UNCHARTEDﬁ Naughty dog Internal team
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gy Environment art team
— Block mesh to finish geometry mesh

Level Memory

Frame rate caused by polygons
Collision

Visibility culling

10 modellers




UNCHARTED@ Naughty dog Internal team
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Environment art team

Modeller (10)

Texture artist (10) Uving of the mesh
Texturing/surfacing

Frame rate due to GPU issuies

Texture memory
10 texture artists




UNCHAR‘TE?% Naughty dog Internal team
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. Environment art team g

Modeller (x10) Concept team (3)

1 character concept artist
2 environment concept artists




UNCHARTE: % Naughty dog Internal team
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Environment art team S

| Modeller (x10) Concept team (3)
Texture artist (x10) Prop/dynamics team(4)

4 prop/dynamics artists
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. Environment art team

— Modeller (x10) Concept team (3)
Texture artist (x10) Prop/dynamics team (4)




UNCHARTED "3

Ideal production schedule
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UNCHARTE.Q What actually happens....
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* In house Production
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UNCHARTEDQ Proposed solution....
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UNCHARTED ”% Scaling the process
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In house Artist
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UNCHARTED Uncharted 1: Drakes Fortune
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UNCHAF“ED Uncharted 2: Among Thieves
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Uncharted 2: Among Thieves
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UNCHARTED’% Uncharted 2: Outsourcing POST MORTEM

3/ Enwronm’ent team host mor

-Bad Normal maps
lneff‘ cient UVmg and
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Character team post mortem . <5 B,

-Bad anammy Skl“S

-Inefficient Uving and topqggg* e
-Random cloth-folds o o ,_....%.

lﬁéild?sﬂhouettes ot
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UNCHARTED‘% “ as, statues and animations
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UNCHARTEDR How we select our vendors?
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UNCH&RTE.”” et How do we organize ourselves?
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Vendor #1 Vendor #2 Vendor #3

ND Art Director (1)

feedback/review/art packs ND Admin (1) ND Leads (4)

Vendor Resource mgmt. tracking/distribution
Approving bids/assets

(feedback/review/art packs)

ND Artist ND Artist ND Artist ND Artist ND Artist
Feedback/review/integration/art packs
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The ART and Technology Bible

— Standard

<[ 1. » Public » Public Documents » ADK » Deployment » -4

Name ’ Date modified ‘ ustom I ols
o [— Code 11/21/2008 1005
B Pictures Examples

E = [older structure *

Folders
Tests

docs.

B Desktop =t
[ owner L=lbul

PiiL. codelndex / x
(b Public Documents LI Makefile ; - W
Jno_ant 11/27/2008 10:03

ADK
no_ant:sh 11/27/200810:03
Deployment .
Code Ino_ant_build 11/27/20081048 ...
__ README / i Text Document
[ version 715/ A TextDocument

docs
Examples
Figures
JavaCode
PerformanceTests =
Tests

Public Downloads
# public Music
15 items







Sample files and our methods
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Art packs — intro
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UNCHARED Art packs - Block mesh and size reference
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UNCHARTED Art packs — Visual instructions
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Art packs — Providing contextual concept art




UNC’HARTED Art packs — Putting it all together in a page
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UNCHARTED'R Art packs — First pass modeling
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UNCHARTED Art packs — Finished asset

"DRAKE’S DECEPTIO! DECEPTION




UNCHARTED’% Art packs — quick call outs
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Art packs - Characters

3
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1-Jan 2-Jan 3-Jan 4-Jan 5-Jan 6-Jan 7-Jan 8-Jan 9-Jan 10-Jan 11-Jan 12-Jan 13-Jan 14-Jan 15-Jan 16-Jan 17-Jan 18-Jan 19-Jan 20-Jan 21-Jan 22-Jan
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UNCHAF“ED SCEA Visual Art Service Group COMS
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SONY VENDOR SEARCH | VENDORLIST | ASSET DASHBOARD | MY PROJECTS | MYBIDS | SORT&FILTER | sonybuyeri:= | 6

Asset Forum Drake

TOGGLE DETAILS

@' Mozilla Firefox l

e.5cea.com m-= otatior eré efined&annotateFile=filestore t — =

I = «

{1 minute ago)
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Yemen — Concept art
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Uw Yemen — level chunks
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UW Yemen — Chunk 1
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Yemen —Finished chunk with Prototypes
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UNCHARTEDQ Yemen — screenshot of block mesh
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UNCHARTEDQ Yemen — draw over
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UNCHARTED ' Yemen — draw over alternate view
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building is new butstill Yemen style.

7‘ open balcony dogrs.

busy street down below

¢ NN
- building lobby with elevators in ye%]i

-

iron bars but in arab Ui > e \
pattern >~ p o T marble floor with arab pattern in middle.
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UNCHARTED‘% | Yemen — screenshot of in-game
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UNCHARTEQ Yemen - screenshot of block mesh 2
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UNCHARTEDQ | | Yemen — draw over 2
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UNCHARTEDQ Yemen — qu1ck concept
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Yemen — Top view of the chunk
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Yemen — expanded reference nodes
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et ; AN
Share more about the process of working with outsource
How we resolved lack of perfect “art package”
Environment not finished and subject to change

AR

The othér side




UNCHARTE.Q Receiving the art package
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UNCHARTED“2 How do we organize ourselves?

DRAKE’S DECEPTION

Peak UC3 arrangement

XPEC Art Directors x3
(feedback/review)
XPEC Project XPEC Lead Artists x4 XPEC Account
Managers X2 (feedback/review/daily checks) Manager

(schedule/submissions/tracking) (contract/money)

XPEC Translators x2 XPEC Artists x25 B XPEC QA x2 XPEC TA x1

(scripts/tools)
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1

Concept and key art was few; only 2 provided




UNCE"EA;RTED ploci riesn and ori2ing noias

"DRAKE’S DECEPTION"




UNCHARTED

DRAKE’S DECEPTION“‘A

-  Normally we would do supplementary concept
- Keep to 2 days maximum for concept arts -
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- Was useful experience for us
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DRAKE’S DECEPTION™ :
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- Designer block mesh

- Doesn’t follow Art technical specification
- Block mesh is used for Team Kick off

- Level design not final, subject to change
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- Video Feedback extremely useful

Outsource team does not have access to the game
In general communication between studios was very good

- -

5 :
-
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ack énd communication.
3 ‘\ N

90% Feedback is
Image file

Other 10%is pure text

Y2 Day to translate
during project peak

Pictures paint a thousand words
in many different languages
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- Front load surprises and .techmcal issues
- Looks like block mesh but‘a lot of behind the scenes work

- Clean up and familiarization
- Ensure it follows Art technical specification



UNCHARTEDq Breakdown suggestions
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| noticed there were a lot of these supports hidden be-
tween walls, and | want to remove them. Is this o.k. if
you want to keep the consistancy of the structural

langauge we can keep them but would have to
— adjust/move the wall to help support this. See examples
below

- Heavy adjustments to designer block mesh required in the art
- Provided geometry breakdown and adjustment suggestions for the environment




UNCHARTED% Additional Reference
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- Found additional photo reference
- Short on time so kept things simple and clear
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lEPLAYAR A...50 you

This area Is a NO G
can change anytmng here just make | K cheap.
|

; | l

L\

Defined a first pass shape definition
submission that would be acceptable for
the first pass block in and shape call out.
The environment was still subject to
change, too much detail at this early stage

would be waste

—_
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i-beams...you will probably need
only 4-6 pieces...like this...
grave-i-beam-horiz-01.ma
grave-i-beam-horiz-02.ma
grave-i-beam-horiz-end-01.ma
grave-i-beam-horiz-end-02.ma

Create a floor panel prototype....you
will probalby need about 5 kinds...
grave-floor-2section-01.ma
grave-floor-1section-01.ma
/ _ / grave-floor-edge-01.ma
™ 1| || E7 s grave-floor-edge-02.ma
ﬁ “ \ LA (o grave-floor-port-hole-01.ma

- Example of simple prototype call outs
- Team was given a crash course

LW\ DAl 7l |
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- Example of simple prototype call outs
- Team was given a crash course

these 4 beams should be a prototype set.....

LTS
o~
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Uw First pass shape definition

Example of simple prototype call outs
- Also example of change requests
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-  Team also created/suggested suitable prototypes based on: the crash:course

- This happens in tandem with the first pass model submission

- Still don’t go into toomuch model detail

- Worked in a way that allowed naughty dog to make as much changes as'they wanted



",
- Final shape comes about from iterative work on the prototypes
- First major Milestone

- Danger of being cut
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20110615_ship_gr
ave_0000_Drake
can take cover

here. the detail i...

20110615_ship_gr

ave_0001_Still not
natural enough

and the bend is ...

20110615_ship_gr
ave_0002_Close
up the gap. its
too messy

20110615_ship_gr
ave_0003_Drake
can escape...
close up this ga...

20110615_ship_gr
ave_0004_Be

consistant when

you place this, i...

20110615_ship_gr
ave_0008_Fix
intersection

ubject:

20110615_ship_gr
ave_0010_We
have a window
but the view th...

[UCE_ENV]Dailycheck_110602_update

20110615_ship_gr
ave_0011_We
have a window
but the view th...

- Regular mtemal reviews
- Daily/checks
- Prioritize feedback and assign ownerships
- Communicate what can not be fixed on time but offer a new date for when

Missed feedback can be address

20110615_ship_gr
ave_0012_Make

the railings have

a better intgrati...

20110615_ship_gr
ave_0013_Layer6

20110615_ship_gr
ave_0005_Putin

an obvious latch
so the player ca...

Internal reviews

20110615_ship_gr
ave_0006_Also

bend the others a

little to add so...

20110615_ship_gr
ave_0014 Do the
same on both

20110615_ship_gr
ave_0015_Layer 3

20110615_ship_gr
ave_0007_Player

never gets in this
area so there ar...

20110615_ship_gr
ave_0016_Glass

window texturing

is too repeitive. ...

20110615_ship_gr
ave_0008_Too

block_y and low

poly. The player...

20110615_ship_gr
ave_0017_Client

asked for broken
glass windows ...
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First pass texture

45001 0 0 ¥

s DE'IEAIL|S'J!‘!! L T 5 SR AT grave-control-room-ce)ing;m..03.ma L
4 group the top into prototypes as well.... .
grave-control-room-ceiling-01....03.ma

/ / \

\

This should be-a protBtype as well...
grave-cqutrol-panel-os.ma
XL % A4~ 4 fi-graye=eontrol-panel-05.ma

“more junk... A
grave-control-room-junk-01.ma

- -



UNCHARTED

DRAKE ) DECEPTION

- Has to be-done in time for Naughty Dog lntemal llghtmg schedule
- At this stage geometry and UV’s are about 80% final
- Base color only required
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UNCHARTED= ‘ Final texture
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- Final major milestone
- If we don’t cut it level gets cut
- At this pomt 2 sectlons of the level and a elaborate set piece are cut

W AT




Tightening and polish

W, gl ~ e \ . %
o A (/ \ \ Not only can we optimise the shader we P SN ot
e \\ \ can do a better UV lay out and painting of e S
r \ ‘ all the stairs landing. Texture them and UV : 74
them similar to this. I checked in the ex- 2 4

ample but you will still need to clean up
the UV’ s and the mesh as it was an inef-

- Final 1 O% ficicient file to begin with.
- Manually checking every area of the environment
- Trying to optimize as much as possible

e
i I
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MODEL

Block mesh clean up

Environment
prototype break up

First pass shape
definition

Fmal shape _def_

First Pass COI||S|on
MILESTONE
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F|rst Pass Texture
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POLISH

Final Collision

Final Shadow Blocker
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S———

v,
- Allow you to make more content if your title is heavily e /

dependent on variety

- Offload minor or repetitive tasks /assets like LOD, Minor
props, B/G buildings, low supportive characters

- Compliment the internal core team and make more rich
content e.g. high end characters, assets for cut scenes,
environments

|

- Test new pipelines, tools, technology
- For some developers its to cut costs

- For other developers its to get more done in a short
amount of time
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-
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UNCHARTED 3 : . Looking back...

DRAKE’S DECEPTION

- Very specific to Naughty Dog and UC senes ,
- Flat hierarchy and willingness for direct commumea fon<w
- Minimal layers

- Not the best way or only way
- Plenty of room for improvement e.g. upgrade MS Project
- @Goal to begin a shared library of contextual outsourcing circumstances
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ConstantA communication and availability for the vendors

Understanding the capabilities of the vendor’s v



UNCHARYED® : Moving forward...
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Thank You!

Erick pangilinan@naughtydog.com

solomon@xpec.com.cnh
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