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This was the goal post we set for ourselves



Some early concept sketches



The premise of the story is known then
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We know the story is about a fire lookout
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Who talks to another lookout via radio
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What i1s Firewatch?

Firewatch 1s a mystery set in the Wyoming wilderness,
where your only emotional lifeline is the person on the other
end of a handheld radio.




You play as Henry,
and you have full body
awareness in the game
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The world can look stylized but must feel real
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Jake Rodkin
James Benson
Jane Ng

Olly Moss

Paolo Surricchio

Chris Remo
Nels Anderson
Patrick Ewing

Sean Vanaman

Will Armstrong



Jake Rodkin User Interface, Greybox

James Benson Animation

Jane Ng (me!) 3D - Environment Art

Olly Moss 2D - Concept, Production Design

Paolo Surricchio Graphics Programmer



This is designed by Olly Moss p
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What is so striking about this image?




LAYERS OF COLORS




STRONG SHAPES
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LAYERS OF COLORS
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Game
:9 - Maximize on Play Mute audio Stats Gizmos

~ The biggest chunk of color is determined by the sky




i‘Scene
thaded -

Y=

Gizmos ~ @rAll

2 |S a video of our sky tool
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Choose an object to rotate the sun card and adc

Rotation Reference Objec Cube
Sun Data To Change: ® SkyTest (o]

f “Visualize Sky Color Only |
r RUaT e SunOny 1[5
Assets » _Materials »
: ;Z:Z'S'Z:Z”als f Visualize Halo Only |
: g;she: S f? Visualize Full Sky |
oudsRingFar
® CloudsRingMiddle
» CloudsRingNear
® SkyTest
8 cnallar ~ <

"Layers + | I'Layout v
© Inspector & ~=
SkyTest W &,
Shader [_Shaders/ProceduralSky —

[Sky Color] Top Color .
[Sky Color] Horizon Color =" W/
[Sky Color] Bottom Color e 2
[Sky Color] Top Sky Col ™ 2.15
[Sky Color] Bottom Sky ™ 1.29
[Sun] Sun Color I
[Sun] Sun Intensity / Size 0.27
[Sun] Sun Sharpness 3.69
[Horizon Halo] Halo Color |
[Horizon Halo] Halo Intensity 18.06
[Horizon Halo] Horizon Halo Exponent 200
[Horizon Halo] Horizon L ) 0.233
Sun Dir
X 0.9229582 Y -0.3843407 Z 0.0207516 Wao
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UNITY AWARDS

— 2013

TECH ACHIEVEMENT

Image-Based Lighting!

Diffuse Light

Specular Light







HOT TIP #1

Do buy a tool if it will save you time!

Unity extensions we bought:

Playmaker

SECTR

Marmoset Skyshop
NGUI

Amplify Color



So we have sky color, what about those layers?
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Stylistic Fog Additive blend post process image fx
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HOT TIP #2

Develop your custom tools to the
strength of your team and to
minimize dependencies

This is extra important if you have a
distributed team across different time zones.
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Color palette drives the mood of your scene
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HOT TIP #3

Make sure you are happy with the
overview of player experience
before you go into full art
production

Making art once is not hard.
Having to rework finished assets is very costly




STRONG SHAPES



Ridiculously metal
statue!
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Crazy eye tower !
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A pain ntover concept over scree shot
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Higher, less needled
branches point upward.

Small patches
of brown,
dead branches

SPRUCE!

+ Generally uniform shapes. Conical.
+Younger smaller trees branches start closer to ground.

More needled
branches droop
downward

Actual Silhouette Reduced Detail LOD
Stylisation
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Medium-Sized
Normal Rocks

Grouped
Slanted Rocks

All rocks sfanted ot
same angho

Large, smoeoth planes

Layered

Flat Rocks

Small
Slanted Rocks

Al rocks slanted at
same anglo

Large, smooth planos

Large Boulders

@ eo

Pebbles









Scene breakdown showing how
rock modules were used
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HOT TIP #4

Make a small number of modular
assets that are versatile

Fewer modular assets means less data to manage

Most of our rock diffuse textures are neutral grey.
Easier to define different colors in the material.
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Player build relationship with Delilah via conversations

about various objects you see / examine. Good to have
lots of texture detail & interest in those objects
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The Singular
Mind




HOT TIP #5

Use style to your production
advantage

Prioritize and invest your production effort in
assets that will give you the most payoff in terms
of player experience.
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DANGER + BRAVERY
THE GREAT OUTDOORS

DEFEND

OUR FRONTIER

®

JUST STRAY MATCH...

ADVENTURE DI OVERY
THE GREAT OUTDOORE
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Embrace your limitations! Play to your strengths!



Our development blog:
-//blog.camposanto.com

@thatjaneng jane@camposanto.com


http://blog.camposanto.com/
mailto:jane@camposanto.com

