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\l/d Consumer Products

[WVMORK S
DREAM > INTERACTIVE MEDIA
Robin Hood Mickey’s Twice Kung Fu Panda Brutal Legend Finding Dory
Defender of Upon A Christmas Secrets of the Stacking Inside Out
the Crown In The Rough Furious Five Costume Quest Cars
A Gentlemen’s Duel Hewlett Packard Once Upon A Frozen
Aliens of the Deep McDonald’s Monster Big Hero 6
Warhammer 40K TV Commercials The Cave

Warhammer Age of

Reckoning
Hellgate London
Golden Axe

Sonic The Hedge Hog

Rise Of Legends

Marvel Ultimate Alliance
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COMEDIC, ALIVE, + HEART




THE VISION
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INSPIRATION






Simon Weaner



Neil Qampbell Ross
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VISVAL TARGETS
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CONCEPT ART
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VERTICAL SLICE



VERTICAL SLICE ZONE

1. DEMON MONUMENT

3. GATE

4, TREES

5. TOMBSTONES

DMEN ON STREETLAMPS

8. HERO BAR: SCHOOLYARD STRANGLER

ATUE

10. SHRINE




Nowhere Vertical Slice Level - Buildings texture pass

dark rusty metal

e

(can come in
variety of colors)

stone = [

Building textures are also limited and repeated

In order fo create our buildings modularly,
it will be a good idea to break out a building like this.

Roof tilings, metal plating, stone ledges, small details (windows/pipes/horns)
provide good reusability. Anything that can be segmented or filed (metal plates/pipes/roofing)
can be easily repeated.

nigh(
s¢hool

ANCIENT RS




ek w0 {'add rest/cit] i )’"I

118
school

Rock forms

: Really shar Not as shor
Island Terrain ket B

voleanic rocky cracky land
that blends into sandy ashy dirt.

the flint-rock stones protrude out of
large cracks. tombstones can be
placed anywhere - looks best
grouped along with stones.
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How to group

L trees - 20%
M trees - 60%
Strees-30%

treot in bock layer
oro darkened 1o
reduce noiss.

L trees - 30%
M trees - 70%

Assorted rubble

troes in back layer
are dorkened fo.
reduce noise

odding size variety and fipping X-axis
within S trees can create
more diversity
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PIVOT
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AT THE BIG HOUSE

TONIGHT, TOMORROW NIGHT,




NEW PIPELINE













BG PLATE

CARDS

HERO BUILDING

BG BUILDING

J

IA

FRONT BUILDI

3D MODULAR
g SIDEWALK




BRRTEMDER SHADER

® Albedo - local/base color of surface.

® Custom Lightmap - stylized highlights.

® Metal/Roughness - metallic or dull.

® Normal Map - surface detail or bump.

® Emission Map - color and intensity of light.




Albedo




Lightmap




Lightmap

Photoshop -_

Layers  Channels  Paths N

QKind . meTna® ° Brushes
Normal o | Opacty: 100% - a ux
=@ ena =on- game dark value grey
° tarer 24 a divide 100%

S @ 1S
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all lightmap layers
clipping masked to
the multiply layer

2 = — dark value grey
multiply 100%
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Old 3d Pipeline

New 3d Pipeline










CHARACTER DESIGNS
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ANIMATION + RIGGING
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COLLIDERS
CLOTH

CORRECTIVE
BLENDSHAPE

CLOTH

CLOTH

COLLIDERS




CHARACTER SHADER







BAR TOON SHADER

e Base lighting — Global Illlumination.
e Standard cell shading with de-saturation.

e Harsh Rim — light wraps around edges.




Standard
Shader

Bar Toon
Shader



LIGHTING















NPCs


















DYNAMIC CROWD SYSTEM










STAGING OF MAIN CHARACTERS READ —
CLEARLY 10 WHO THEY'RE TALKING T0.

INIERATIVE CHARACTERS ARE

\

% TALKING 10 EACH OTHER UNTIL YC
NPC'S ARE GROUPED ACCORDING 10 -,) 0 ,0 TM& 0 eH
Aénvmr O STOY e «

~——— 1




CHARACTERS AND NPC'S EYELINE ARE LOOKING AT ACTION OR REACTION.,
IF SOMEONE IS TALKING, OTHER CHARACTERS INVOLVED IN THE
SCENE SHOULD BE ENGAGED.LISTENING, AND L0OKING.
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CROWD PLACEMENT IS KEY. THEY HAVE A PURPOSE OR A BACKSTORY.

IN LINE FOR TACOS TAKING PIC OF THIS DEMON
| THROWING UP J

|
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FOREGROUND PROPS IN FRAME AND BLURRED OUT » \\ \\ h\

BBOING DEMONSSS




INTERACTABLE CHARACTERS ARE PLACE MID
GROUND CLOSE TO THE CHARACTERS PATH.

BAR ENTRANCES ARE CLEAR FOR US TO SEE OUR
CHARACETERS WALKING IN.

. .

GREAT ANGLE, HEIGHT, DISTANCE OF CAMERA TO OUR MAIN CHARACTERS



NPC CHARACTERS DURING MINI—GAMES FILL THE BACK WALL. FOREGROUND CHARACTERS FRAME THE ACTION.
THEY SHOULD REACT TO WHO'S WINNING OR LOSING. THEIR ANIMATIONS ARE VERY MINIMAL TO ALMOST STATIC
10 KEEP FOCUS ON THE MAIN ACTORS.
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TAKEAWAYS




Art Style - By finding creative workflows and bringing in concept artists more
into the production process bridged the gap of concept art to in-game art.
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Technique - Have super smart engineers and designers that understand art.
They’re the backbone of your game.




Scope - create a game that fits your budget and timeline. Always weigh the risk
of adding too many features.




Skill Set & Teams Size - Lean on your team’s strengths. Empower, Challenge,
and Nurture a positive working environment.




Small and Simple - make a simple game with few mechanics. Prototype them
early and make sure they hit your design pillars.




Failure - Don’t be afraid to fail. Failure is a part of Success. We were honest
and supported each other in finding solutions.

.




Collaborate & Communicate - Don'’t be afraid to raise a red flag when
problems arise. Be open to learn from other team members. Together find
creative ways to solve a problem.




Focus - With the three little words, it helped us check ourselves when it came
to decisions about tone, art, and design. It kept us on the right track.
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THREE LITTLE WoRrDS?



COMEDIC






ALIVE






HEART
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instagram@nightschoolstudio instagram@roozilla
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twitter@nightschoolers




