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ASOBO STUDIO

« ESTABLISHED IN 2002 IN BORDEAUX, FRANCE

« NOW +- 270

«  WORKED WITH PIXAR (RATATOUILLE, TOY STORY, UP, WALL-E...)
« FUEL - 2009

PIONEERING ON HOLOLENS (3 LAUNCH TITLES) — 2015

« A PLAGUE TALE : INNOCENCE - 2019

«  MICROSOFT FLIGHT SIMULATOR - 2020

« A PILAGUE TALE : REQUIEM - 2022




PLAGUE TALE : INNOCENCE - 2019

LINEAR STORY DRIVEN GAME

~10 HOURS LONG

45 PEOPLE

3 YEARS DEVELOPMENT

~12 ARTISTS

ALMOST NO OUTSOURCING

ACCLAIMED FOR STORY, MUSIC AND VISUALS















A PLAGUE TALE : REQUIEM - 2022

BIGGER AND BETTER, WITH MORE EVERYTHING!!

 LINEAR STORY DRIVEN GAME

« ~15 HOURS LONG

« ~75 PEOPLE

« 3 YEARS DEVELOPMENT
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VISUAL TARGET OF REQU
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VISUAL TARGET OF REQUI

1. MORE DIVERSITY

2. MORE DETAILS

3. MORE LIFE

4. MORE REALISM

WITH LESS CONCESSIONS AS IT RELEASED ONLY ON PS5 / XBOX SERIES AND PC
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MORE DIVERSITY: RE-USING IN INNOCENCE

CHAPTER 8 CHAPTER: 14~

A PLAGUE TALE A PLAGUE TALE
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MORE DIVERSITY: RE-USING IN REQUIEM




MORE DIVERSITY

PLAGUE TA PLAGUE TALE
REQUIEM REQUIEM

PLAGUE TALE
REQUTEM




MORE DETAILS




MORE DETAILS:

APLAGUE TALE
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MORE LIFE

v
»

2 terribﬂa’ Siblings of the storm!
¥




W

VISUAL TARGET OF REQ_’Q[ EM

-

HOW TO ACHIEVE THIS WI
3 YEARS OF DEVELOPMENT,

i -

20 ARTISTS, AND NO OUTSOURCING?
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THE ART TEAM

1. 2 CHARACTER ARTISTS

2. 2 CONCEPT ARTISTS

3. 3 TECH / FX ARTISTS

4. 12 ENVIRONMENT ARTISTS

5. 1 SWISS ARMY KNIFE ART DIRECTOR




CHARACTER ARTISTS
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CHARACTER ARTISTS
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2 CHARACTER ARTISTS




CHARACTER ARTISTS




CHARACTER ARTISTS




CHARACTER ARTISTS




CONCEPT ARTISTS
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CONCEPT ARTISTS
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CONCEPT ARTISTS
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CONCEPT ARTISTS

STYLEGUIDE - PART |

Fonts
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Headlines

Sub-headlines
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CONCEPT ARTISTS

STYLEGUIDE - PART I}

Fonts

TITLE

Headlines

Sub-headlines

Descritpion

Colors

Primary Colors

35



CONCEPT ARTISTS
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FX/TECH ARTISTS




FX/TECH ARTISTS




FX/TECH ARTISTS

S mo 1

APERTURE MUL_FOCAL

coc = min(coc, 0) * FRONT_DOF *

}

float rawCoC = ComputeRaw!
return clamp(rawCoC, -1,

PostProcln

float3 LinearToColorGrading(float3 c

{

return LinearToST2084 (color * (w

float3 ColorGr c
{

return ST2084ToLinear (color, fal




FX/TECH ARTISTS

FOCUS_WIDTH

focus - fo

coc = min(coc, ©) * FRONT_DOF * |EEgUAISEIEUM Ny ILIRS

Bitmaps » Material Code & Bitmaps
return coc: Flags [Flags

Metal 1. peoees

Blend Threshold (?) g, pepeeo

Blend Layer Tiling (?)

Detail Map Tiling (?)

Dust Map Amount (?) g,

Dust Map Tiling (?) g,

Details heightmap scale (?)

2nd layer height: [0, 1] or < 8 (use layer 1) (°

Not Used (?) ¢ 900

MinFloat4 position %
MinFloat2 vScreenPosition Decal Albedo Opacity (?) .300000
}: Decal Normal Opacity (?) g, peeeeo

Decal Rough/metal/ao Opacity (?) 1 gpogeee
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float3 Linear Grading(float3 Decal Emissive Opacity (?) g.pooees

{ Not U (?)

return LinearToST2084 (coloxr * Mok Lisedhiz)
Nok (7)
Not (7)
ot (?)
Not (?)
Not (?)
Mot (?)
Not (?)
float3 ColorGradingTo Not Used (7)

{ Not (?)
return ST2084ToLinear (color,

return LinearToC

Not (?) 0.000000
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FX/TECH ARTISTS

focusRadius = FOCUS_WIDTH

focus = clamp(depth, focus - fo

APERTURE M

coc = min(coc, 0) * FRONT DOF * ¥ MaterialAnim DECALS
- Bitmaps » Material Code & Bitmaps
return coc; Flags Flags Alpha Parameter
Metal 4, 0 Alpha: 1.0 :
Blend Threshold (?) ¢, peeeee
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PBR Additionnal Parameters
Blend Layer Tiling (?) g, 0 1.0 4 Normal Scale Metaliic
Detail Map Tiling (?) 1.0 4 Roughness d AO Strength

float rawCoC = ComputeRawCoC (dep

Dust Map Amount (7)

return clamp(rawCoC, -1, 1); S Additionnal Parameters
} Dust Map Tiling (7) ¢ 0 1.0 Blend Treshold
Details heightmap scale (?) 1.0 Blend Layer Tiling
struct PostProcIln 2nd layer height: [8, 1] or < 8 (use layer 1) (7 1O Detail Map(s) Tiing Rl
{

Not Used (2) 1.0 Dust Map Amount
Float4 position o 1.0 Dust Map Tiling Copy Params
Float2 vScreenPosition el Gl ety () CRELERE 1.0 Details heightmap scale

Paste Params

}: Decal MNormal Opacity (?) g, 1.0 Secondary heightmap value [0, 1]
Decal Rough/metal/ao Opacity (?) 1, @ooeee 10

float3 LinearToColorGrading(float3 Decal Emissive Opacity (?) g.pe@ :g
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float3 LinearToColorGradingUVW (floa Not Used (?)
{ Not Used (?)
Not (?)
Not (?)
Mot (?)
Not (?)
float3 ColorGradingToLinear (float3 Not Used (7)

{ Not (7)
return ST2084ToLinear (color, fa Not Used (?)

return LinearToColor

Draw Parameters
0.0 % ZOrder Offset
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ENVIRONMENT ARTISTS
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ENVIRONMENT ARTISTS

"



ENVIRONMENT ARTISTS

R
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ENVIRONMENT ARTISTS
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ENVIRONMENT ARTISTS
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ENVIRONMENT ARTISTS
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ENVIRONMENT ARTISTS




ENVIRONMENT ARTISTS

UG0S BORT 01 MESH.TVESH




OUR SWISS ARMY KNIFE ART DIRECTOR
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OUR SWISS ARMY KNIFE ART DIRECTOR
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OUR SWISS ARMY KNIFE/ART DIRE CHNGES




OUR SWISS ARMY KNIFE/ART DIRE CHNGES




OUR SWISS ARMY KNIFE/ART DIRE CHNGES




WORKING METHODS ANDISSE

SPEND TI'M E"™ WaIFSESNS
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SPEND TIME WISELY

1. ONE TIME PERIOD, ONE PLACE, ONE STYLE

2. FAST LEVEL BUILDING

3. FOCUS ON WHAT MATTERS

4. GET RID OF THE 3D FEELING

56



WE CHOSE TO SET A PLAGUE TALE IN
MEDIEVAL TIMES...

)/



ONE TIME PERIOD, ONE PLACE, ONE STYLE

BECAUSE IT FITS THE DARK STORY
WE WANTED TO TELL




BUT ALSO BECAUSE, IN FRANCE,
MIDDLE AGE IS EVERY WHERE
AROUND US
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ONE TIME PERIOD, ONE PLACE, ONE STYLE

AND THERE ARE LOTS OF PEOPLE
WILLING TO SHARE THEIR PASSION

ABOUT IT...




ONE TIME PERIOD, ONE/PLACE, ONIEEE ..

ON TOP OF THAT, THERE IS ONLY A
LIMITED AMOUNT OF RAW
MATERIALS : STONE, OD,

LEATHER, IRON.. .

61



ONE TIME PERIOD, ONE PLACE, ONE STYLE

INNOCENCE TOOK 1 FN@ R INECIUNE NN B 51N 01010/l N [€N
OF OUR HOMETOWN "“1e)ABI¥NE):€




ONE TIME PERIOD, ONE PLACE, ONE STYLE

FOR REQUIEM WE TRAVELLED A BIT MORE...
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ONE TIME PERIOD, ONE PLACE, ONE STYLE

BUT STAYED IN REGIONS WE GOT TO KNOW WELL — SOUTH OF
FRANCE, NORTH ©E.ITALY...
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ONE TIME PERIOD, ONE PLACE, ONE STYLE

AND WHEN IT COMES TO CF




ONE TIME PERIOD, ONE PLACE, ONE STYLE

HUBERT ROBERT




ONE TIME PERIOD, ONE PLACE, ONE STYLE

[T HELPED TO TAKE INSPIRATION FROM CLASSICAL PAINTERS

4w
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SPEND TIME WISELY

1. ONE TIME PERIOD, ONE PLACE, ONE STYLE

2. FAST LEVEL BUILDING

3. FOCUS ON WHAT MATTERS

4. GET RID OF THE 3D FEELING

71



LEVEL BUILDING

FAST AND ITERATIVE WORKFLOW.
NO HEAVY PROCESS BUT A VERY ORGANIC APPROACH TO LEVEL BUILDING
WE WORK WITH OUR OWN LITTLE SYSTEM: WE CALL "CHAPTER TEAMS”




LEVEL BUILDING

CHAPTER TEAM IS MADE OF 2 ARTISTS AND 1 LEVEL DESIGNER
EACH TEAM HAS 3 OR 4 CHAPTERS TO WORK ON
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LEVEL BUILDING




LEVEL BUILDING




LEVEL BUILDING




LEVEL BUILDING




LEVEL BUILDING

1-2 WEEKS LATER:::




SPEND TIME WISELY

1. ONE TIME PERIOD, ONE PLACE, ONE STYLE

2. FAST LEVEL BUILDING

3. FOCUS ON WHAT MATTERS

4. GET RID OF THE 3D FEELING
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FOCUS ON WHAT MATTERS

: o Ny ». - >
8

ASOBO MADE A PLAGUE TALE 1 & 2 + FLIGHT SIMULATOR WITH QUITE SMALL TEAMS
LEITMOTIV : FOCUS ON WHAT MATTERS



« LOTS OF PROPS TO MAKE !
« SHOULD WE OUTSOURGES? =

L:v [
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]
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FOCUS ON WHAT MATTERS

OUTSOURCING TAKES TIME, IN BRIEFS PREPARATION, AND IN ASSETS REVIEWS

WE PREFERED TO HIRE “TRANSVERSAL ARTISTS  — TI—IEY ALSO CAN HELP ON VARIOUS
TASKS ' , |

THEY ARE USUALY JUNIOR ARTIST WHO ARE NOT EXPE’RfENCED
THEIR OWN LEVELS W

BUT THEY WILL LEARN BY MAKING 'PROPS OR SPECIEXC tHUN&s
- IT'S A GREAT WAY T@} y-R MID LEVEL ART ’

s V%TW
\\ o - -

tSr@’WE DON T OUTSOURCE_PROPS BUT!




FOCUS ON WHAT MATTERS

- SOME PROPS ARE REALLY HARD TO MAKE

- IT TAKES TIME, AND MONEY | AND TIME !

- MEGASCANS HELPED US GET GREAT ASSETS WE COULDNT HAVE DO
THIS QUALITY / PRODUCTION TIME
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FOCUS ON WHAT MATTE

RES

WE US SCANS

e

PAND WALLS TEXTURES

SR
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FOCUS ON WHAT MATTERS

WE Us SCANS

an




FOCUS ON WHAT MATTERS




FOCUS ON WHAT MATTERS
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FOCUS ON WHAT MATTERS

—




FOCUS ON WHAT MATTERS




FOCUS ON WHAT MATTERS
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WE ALSO USE TEXTURE MAPS FOR A LOT OF VARIOUS PURPOSES




FOCUS ON WHAT MATTERS
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FOCUS ON WHAT MATTERS

*

DISPLACEMENT MAPS TO DETAIL GEOMETRIES




FOCUS ON WHAT MATTERS
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FOCUS ON WHAT MATTERS

DISPLACEMENT MAPS USED AS BLEND MAPS




FOCUS ON WHAT MATTERS

FINAL ASSET IN-GAME




FOCUS ON WHAT MATTERS
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FOCUS ON WHAT MATTERS

1.7k tris

USUAL WORKFLOW WOULD BE TO GOT THE HIGHPOLY BAKED INTO LOWPOLY

98
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FOCUS ON WHAT MATTERS

1.7k tris
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INSTEAD WE CHOSE TO WORK WITH MIDPOLY DENSITY MESHES :
- NEW GEN CONSOLE SUPPORT HEAVIER GEOMETRIES

- ASSET CREATION SPEED INCREASED BY A LOT

- ITERATIONS MADE SUPER EASILY, SUPER FLEX




FOCUS ON M A T T EARES

1 IT ALLOWS US TO WORK WITH TILING TEXTURES ! WA
LOT OF ADVANTAGES (RE-USE, TEXEL RATIO, DISK SPACE.‘.(.)"':{"‘ X

%1

1024*512

CoMP 18 POUGHNSSS
| lonatioze) METAY 256256




SPEND TIME WISELY

1. ONE TIME PERIOD, ONE PLACE, ONE STYLE

2. FAST LEVEL BUILDING

3. FOCUS ON WHAT MATTERS

4. GET RID OF THE 3D FEELING
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GET RID OF THE S9B ERERANNNNAG

A

ET RID OF THE, 3D FEELING. 3

FINALLY, THE LAST TOUCH WE DO ON OUR LEVELS®
[N 8 STEPS, HERE IS WHAT WE DO :

{1 A

\




GET RID OF THE S9B ERERANNNNAG
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GET RID OF THE S9B ERERANNNNAG
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GET RID OF THE S9B ERERANNNNAG

rpl
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A
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+WE SPEND TIME TO MATCH SKYDOMEW

. ENVIRONMENT. o i
- \'i'ifgq\ﬂ “’Q‘u

“BAD SKIES FEEL WRONG™ oo
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GET RID OF THE S9B ERERANNNNAG

™ 4 * e
- : R e e . ,.' ’ ﬁ .
- : e - ¢
4 e X X
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. \ 3 / u . o ’; "~

g
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NOTHII G, IS HERE BY'CHANCE. PAY ATTENTION TO PLACEMENT AND SCALES.
S > flj/' /) ; i
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GET RID OF THE 3D FEEEING

THE GROUND IS MORE THAN 50% OF THE IMAGE. NEEDS A SPECIAL TREATMENT.




GET RID OF THE S9B ERERANNNNAG

WE BUILD OUR VISTAS LIKE ILLUSTRATIONS OR PAINTINGS. COMPOSITION IS VITAL.




GET RID OF THE 3D FEEEING

LIGHTING WBAPS THE WHOLE THING TOGEJHER

' | d
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ENGINE & TOOIS

INCREASE WO RKS P EEEEE

112
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INCREASE WORK SPEED

1. ENGINE & ENGINE TEAM PRESENTATION

2. BENEFITS OF AN IN-HOUSE ENGINE
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ENGINE & ENGINE TEAM

[)'(')8“(3 tale Requiemusa at F

TONS OF ARTICLES SAID WE MADE A PLAGUE TALE ON

-_—




ENGINE & ENGINE TEAM
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ENGINE & ENGINE TEAM

a
File Edition Display Tools Perforce Camera Audio Debug ?
L-Twe Ols @ ol E | e\

Library 'l

Tob: Add Del Imp Opt W (@ v =
EXs CORRUPTION Edition Camera p.»sp.g_::w ¢ FRONT 5 ¢

S

# = Node(s) Properties
%Y Scene : DIO_TOMB_02 - == s
W Hde
Colide

AME EDITOR LIKE UNITY OR;.__UNREAL oo

isibikty2vp

’ ND SHOREGEN@IFEy =5 7 |~ B
ERY PROJECT (EXCEPT FLIGHT SIMULATOR) SINCE
ASOBO'S CREATION IN 2002 Pl D

Scene
R i @-oPD28 =

@ MYST_CRATERO1 (GBINETRUY)
@ MYST_CRATERO1 (GBINETRUY)
@ MYST_CRATERO! (GBINETRUY)
W Plag_Fog_04 (GBINETRUY)
W Plaq_Fog_04 (GBINETRUY)
Plag_Fog_04 (GBINETRUY)
@ Plaq_Fog_04 (GBINETRUY)
} LIGHTING (Dummy)
)@ OMI_SCATT (GBINETRUY)
)@ OMNI_SCATT (GBINETRUY)
)@ OMNI_SCATT (GBINETRUY)
)@ OMNI_SCATT (GBINETRUY)
OMNI_TOMSB (GBINETRUY)
)@ orra_ToMs (GEINETRUY)

§ . tar 2 Inner 0.0 Scatt. Amount 0.0
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@ REF_PUDDLEO2 (GBINETRUY) @
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EF > - . — Shad 256
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Ready FNinfos EMemFree 45




ENGINE & ENGINE TEAM

Node(s) Properties
Properties - Visibd

- GAME RUNS SEPARATELY IN ANOTHER .EXE.
- "PLAY MODE" IS ALWAYS ON o S
- RESSOURCES ARE AUTOMATICALLY UPDATED IF RE-SAVED OR RE-EXPORTED..

FROM MAX, BLENDER, PHOTOSHOP OR SUBSTANCE.

5.0 Inner 0.0 Scatt. Amount 0.0

90.0 Outer 30.0  Scatt. Dir 0.0

} PROBES [Oummy) — — = = I-
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B @ CORRUPTION XIT02 (GBINETRUY) 2 034 Only Radiosity
B P CORRUPTION KITO1 (GBINETRUY) > @ PemBLEDS CRATER Omni Sun
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THE BENEFITS OF IN-HOQUSE E NG

MASS INSTANCING LIGHT PROBES




THE BENEFITS OF IN-HOQUSE E NG

DECALS

VOLUMETRIC FOG




OUR TAKEAWAYS 975

—_

DISCIPLINE TO ANOTHER

BUILD A TEAM OF COHESIVE, VERSATILE AND MOTIVATED A

FORESEE THE DOCUMENTATION AND RESEARCH WHEN YOU DECIDE

S ST U

PUT ENERGY ON WHAT NOBODY ELSE CAN DO FOR YOU, AVOID LOSING TIM

FOCUS ON THE BIG PICTURE AND COMPOSITION, RATHER THAN THE PARTICULA ‘

GET RID OF THE 3D FEELING - IN FIXING WHAT MAKES THE PICTURE LOOK 3D

121



THANK YOU !

ARTSTATION.COM/STANDINGMONKEY
ARTSTATION.COM/POPOL

ASOBOSTUDIO.COM
@ASOBOSTUDIO

)
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