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GONGFU MASTERY THROUGH PRACTICE

I've been practicing for more than 40 years.
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COHESION ARTISTIC CONSTRAINTS

CHARACTER

AWESOME TO ORGANIZE
SOURCES OF INSPIRATION






COHESION ARTISTIC CONSTRAINTS

CHARACTER TECHNICAL CHALLENGES

AWESOME TO ORGANIZE
SOURCES OF INSPIRATION









COHESION ARTISTIC CONSTRAINTS

CHARACTER TECHNICAL CHALLENGES

AWESOME TO ORGANIZE
SOURCES OF INSPIRATION



CREATIVE
PILLARS
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SILHOUETTE FIRST
DETAIL SECOND

¢ Sharp shapes
o Color variation

& Simplification
in the distance

#» Few gradients
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THE "REALISTIC 3D"LOOK












SCULPTING
& VOLUMES

SHARP EDGES
& LOW DETAIL

TEXTURING
& SHADING

LIGHTING
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EMPHASIS
ON SHARP SHAPES




SMALL DETAILS
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SIMPLIFICATION
IN THE DISTANCE




SCULPTING
& VOLUMES

SHARP EDGES
& LOW DETAIL

' Emphasis on sharp shapes
o Simplified small details

& Credible scaling

¢ Unified normals

& Simplification in the distance

TEXTURING
& SHADING

GRAPHIC PATTERNS
& COLOR FLEXIBILITY



SMALL DETAIL = LESS CONTRAST




TILEABLE,
BRUSHY TEXTURES




NO NORMAL MAPS & NO ROUGHNESS MAPS
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HEAVY USE OF VERTEX COLOR PER-ASSET COLOR VARIATION
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SCULPTING TEXTURING

& VOLUMES & SHADING LIGHTING
SHARP EDGES GRAPHIC PATTERNS SOFT LIGHTING
& LOW DETAIL & COLOR FLEXIBILITY & CLEAR HIERARCHY

' Emphasis on sharp shapes Small detail = less contrast
@ Simplified small details
& Credible scaling

¢ Unified normals

Tileable, brushy textures
No normal/roughness maps

Vertex color & color variation
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& Simplification in the distance Simplification in the distance
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FEW LIGHT SOURCES
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MANY LIGHT BOUNCES
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TURN STATIC TO DYNAMIC
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SCULPTING
& VOLUMES

SHARP EDGES
& LOW DETAIL

' Emphasis on sharp shapes
o Simplified small details
& Credible scaling

¢ Unified normals

& Simplification in the distance

L S YL AN

TEXTURING
& SHADING

GRAPHIC PATTERNS
& COLOR FLEXIBILITY

Small detail = less contrast
Tileable, brushy textures

No normal/roughness maps
Vertex color & color variation

Simplification in the distance

LIGHTING

SOFT LIGHTING
& CLEAR HIERARCHY

& Soft shadows
& Few light sources
& Lots of light bounces

® Turn static to dynamic
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Hall

Elevator
Shaft

| The Rift
| Tunnel A

| Intel Cavern
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Park

Reception

Guesthouse

Herbal
Clinic

Inner
Garden

Miracle
House

Boss
Room

Holy
Mountains

BOSS CUTSCENES
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all the proofreading & support!
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