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NAZARENO URBANO

Lead Environment artist on ALAN WAKE ||
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CREATIVE
DIRECTION

 The Story

« The Atmosphere
« The Construct

* The Nightmare

VISUAL
SOLUTIONS

« Building the atmosphere

« Research
* Proof of Concept

« Building the construct

Archetypes

Construct made of words
o Graffiti

 News Papers

* Billboard and Posters
* Neon

TECHNICAL
IMPLEMENTATION

« Teleport

« Reality Rewriting
« Light Shifter

« Live Action

« Conclusion
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PROJECT. BIG FISH

Concept Art by: Juhani Jokinen



Concept Art by:
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“The dark place 1s a nightmare dimension,
it 1s a source of dark energy that can make art
come true,
it makes dreams and nzghtmares come true.”
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INITIATION, CHAPTER 1



Concept Art by: Oliver Odmark
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THE ATMOSPHERE
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THE CONSTRUCT
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THE DARK PLACE
'S A MENTAL
CONSTRUCT




THE NIGHTMARE
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Concept Art by: Oliver Odmark
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« Building the atmosphere El
Research
Proof of Concept

Building the construct

Archetypes

Construct made of words
Graffiti
News Papers
Billboard and Posters
Neon

TECHNICAL
IMPLEMENTATION

« Teleport

Reality Rewriting
« Light Shifter
« Live Action

« Conclusion
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TAXI DRIVER
A BILL/PHILLIPS Production of a MARTIN SCORSESE Film
JODIE FOSTER | ALBERT BROOKS as “Tom” HARVEY KEITEL ' . P BN et
LEONARD HARRIS [PETER BOYLE as ‘Wizard i <] . g : :
CYBILL SHEPHERD as ‘Betsy’  om [ PREdET SeTOpe &
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PROOF OF CONCEPT

Exploring atmosphere

Prototypes

Combine narrative and gam&lay



STAGE GATE PROCESS

Mandate ‘ Concept ‘ Proof of concept
Stage stage stage

NARRATIVE GAMEPLAY

.
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Sam Lake Janne Pulkkinen Kyle Rowley

Concept Art by: Oliver Odmark
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Concept Art by: Markus Luotero












PROTOTYPE OF ADIRECTIONAL, FLOWING DARKNESS BLUR EFFECT
A KEY BUILDING BLOCK IN ALL SUPERNATURAL EFFECTS

s ——

Prototype by: Janne Pulkkinen =%



CITY I NTERS ECTION (proof of concept)



LIGHT SHIFTERS

Prototypes by Tommi Saalasti



B ' Bigtish 3 5430 (RELEASE|t9627 1¢8 cpp_builder) Se:
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(=) Look AROUND. |} (M1 Zoom: () ExIT,
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Proof of concept mission

Y

Lamp Pulse @ + (18) causes area
of effect damage.
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LEARNINGS:

-Main problems: backtracking, confusing puzzles, complex narrative

-The Dark Place was too dark :scale, proportions and silhouette.

We need more lights.
Main features:

LIGHT SHIFTERS REALITY REWRITE TéII_EyI;ORTS

2
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Unstable lights that The plot board Alan can Enclosed
can change the rewrite the story and environment used to

environment change the environment teleport the player



LEARNINGS:

—Flat city intersections ARE BORING,
especia!% If Rhe player speed Is very slow
e 1 e =

—Backtracking can be painful if thepath is
too long and there’is no elevation ~ FoF™"
w

Sad Alan =)
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LEARNINGS: b

-

SHIFTER | =
o . lami | SHIFTER
SHIFTER

Light shifters close to e’h' are problematic

We need better resource management

o

$202209# 420Z '2Z-8L HOUVW j@



<)
1

f
SHIFTER |

R

2



LEARNINGS

-BAD for navigat collisions

-Do not scale as



LEARNINGS:

-BAD for Combat
PR =
-GOOD for narrative/explorations * & — -
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Construct made of words
Graffiti
News Papers
Billboard and Posters
Neon

Archetypes

TECHNICAL
IMPLEMENTATION

« Teleport

« Reality Rewriting
« Light Shifter

« Live Action

« Conclusion

o
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BUILDING THE CONSTRUCT ¥



® ARCHETYPES

The construct does not belong to a precise timeline.
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ARCHETYPES

Favor timeless and iconic models

2
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ARCHETYPES
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ARCHETYPES
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CONSTRUCT MADE OF WORDS
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NO STREET ART

o
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NIGHTMARE GRAFFITI

Art IS not a crime



Ehe New AJork Times

‘Tak: 183" Spawns Pen Pals
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Cold Casey
Alice

find Alice

Cult of the Word
you were here
your fault
Return

Initiation

write

don’t write

you died here
AWE

fiction
remember
forget

stop

you lost her
ocean

die

guilty

you did this
lost

round and
round
Blessed
we see you

you are us
dark

2
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wALEX CASEYam
BaseD on THENOVELS By ALAN' WAKE

—m— . — - - —

= An unforgettable immersive

theater experience.
See it live at

OCEANVIEW HOTEL

AAAAAAAAAAAAAAAAAAAAAA

WL'RE NEVER

OUT OF

YOUR WAY!

*

OCEANVIEW
HOTEL

OCEANVIEW HOTEL | NEW YORK, NY

MURHAN- POLTE KUIN KRUUNU
, LOIMUAA, OTSALLAAN.

THE HEAT-OF THE MURDER WAS LIKE
A CROWN: BURNING ON HIS BROW.
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Hey New York,
Your

than ever!

Come see our newly-renovated
stations and cleaner amenities!
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Lighting Artist: George F







o\ 18-22, 2024 #GDC2024




« Teleport

Reality Rewriting
Light Shifter
Live Action

« Conclusion

2
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A looping nlgflt
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BALLROOM )

PLOT BOARD @



Buildings appear on each loop



Concept Art by: Juhani Jokinen
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PROJECT: BIG FISH

Concept Art by: Juhani Jokinen
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SEAMLESS TELEPORYS=



SEAMLESS TELEPORTS




TECHNICAL SETUP

a

Teleport trigger
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PERSPECTIVE



TELEPORT USED AS LEVEL TRANSITION

global.layer

Te I e p O rt “‘T\\l\mmnum |
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@ C/) 54.2 (18.5ms, avg 18.8ms) | Lua Total Exec Time 2.79 ms Extra streaming positions 1 Q) 29.33ms  Wwise CPU 15.7%/80.0%  ImGul Debug Update 2.15mp Ul Total Exec 1.95ms D}L&mﬂ '—i" g
| - pav— 2
5& Motion Device Initialization: Audio device 2736099061 for haptic...
il ! Wwi :

-+

Good for creating looping environments

The feature require a lot of iteration
and bugfix
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TECHNICAL SETU

Hierarchy

nom

AR R R L

AR R S R R

B2 pfg End_Tracks
. (225 element_fbi_agent

i Iﬁﬁ Audio

I &ﬂ ENV

. @-pifia Gameplay
wifia Lighting

E] s element_homeless_people

Jfﬂ Gameplay (arthurt)
- @i Lighting

B Q element_summoning

[ﬁ g Gameplay

EI Efﬂ Lighting_del

l{ﬂ Audio
i€ ENV
: Effﬂ Gameplay
24 no_element

; -Wfﬂmv

[{ g Gameplay

@ uifa Lighting
: Eﬁﬂ Relocators
i n scene_controller '

|
|

PERSPECTIVE

25 element_fbi_agent
#-uifg Audio

#-mita ENV

+ Efﬂ Gameplay
#-uifg Lighting

25 element_homeless_people
#-mitg Audio

- mifa ENV

[+ Jfa Gameplay
#-uit@ Lighting

@ element_murder_cult

[+ Jﬂ Gameplay (arthurt)
#-wifg Lighting
@ element_summoning
#- i Audio
#-uig ENV
+] Efﬂ Gameplay
[+ Jﬁ Lighting
= Efﬂ Lighting_del

‘Efﬁ Gameplay
@
= uifg ENV
' E‘-‘ﬁ Gameplay

Relocators

darkplace_light_sh

J)as
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@ (©29608msng323m Sireamed Textlre Memory 1732.0MB/4096.0MB R shapes 28858 [Fog Volumes 5/32 | (2) 40.72ms  [_]33.13ms (1181 cmils) | ImGui Debug Update 0.09ms  Lua Total Exec Time 1.15ms  »s
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- -Required concept art support

-All the permutations are-custom

-Scope increases for

I_I the crafts

-We scoped down ahdprioritize
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Art Director Level Designer Lighting Artist Game Design/UR

i it I
"
| ﬁm %0
? "
J.l

F

It is not just.a-door Most of therinitial l.can'’t just Player does not
design are a door put a light understand this light
appearing on a door is important, they are
stuck

Created a lot of Asked Concept Artist to save Shifters are the only blinking
different prototypes. us. lights in The Dark Place.
Failed multiple times. We created custom concepts for Ul and audio helpers to improve

some of the scenes guidance and visibility.

o
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- LIGHTING HIERARCHY

" Lighting team:
Em Damian StempniewskKi
. George Phillips

Andrea Migliazza -

s Dimmer accent lights

Neon signs to help guidance,
Dim intensity and colored

Gameplay lights = pure color, brighter than other lights



COLLAPSED TUNNEL

PLOTBOARD @



LEARNINGS

-Constant collaboration between desigg, lighting, env art and
aUdIO Caldera Street Kiosk PF—

-Require a lot of iterat

-Hard to debug, the

N

Al




CREATHNVE VISUAL

PIRECHON SOLUTIONS
+The Story +Bullding-the-atmosphere
+The Atmosphere + Research
»The Construet » Proof-of Concept
+ The Nightmare

Idinat
il
;. it

TECHNICAL
IMPLEMENTATION

+ Teleport
ol SEI'F 9

« Conclusion

o
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Concept Art by: Juhani Jokinen






Movie reference: Dogville
Lars von Trier

o

$202209# 420Z '2Z-8L HOUVW j@



202209# %202 ‘2TZ-8LHUVKW







PROJECTIONS TECHNICAL SET UP
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... B musical_video_sync_childhood & 3 y
Eﬁﬂ positional_vocals o
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-“B clicker_screen_0_light_support
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&, Part_1_Section_2_Loop : et LY N
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oLl g screen_wide_4_light \ * £ 3 ) o N ?’ )
B screen_wide_4_5 d ’ o ES
B screen_wide_5 Y
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B screen_wide_8
[3 )'\é Spline_Screen_Wide_2
"2 Spline Screen Wide 2 Vertical
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B g screen_wide 2 /

it g spline_screen_wide_3_audio
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=] ‘1‘\5 Spline_Screen_Wide_2_Vertical_001
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B vertical_1
B vertical 2
B vertical 3
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: n musical_video_sync_rise_to_fame .
&, Part_2_Section_0_Loop
&, Part_2_Section_1_Linear
Efﬁ positional_vocal_entities
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Projection | %

B N RN Biaas B e
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Mesh

Cube with emissive videotexture material

ry Filter Uerau: I

I lllumination
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& () 57.2(17.5ms, avg 17.7ms) [Siféamed Texture Memory 610.0MB/4096.0MB 3R shapes 27090 [Fog Volumes 5/32 | ImGui Debug Update 0.68ms  ActiveVideoTextures 8  Spot Shadows 0.000M/3.000M (] 17.93ms (969 cmds) (2) 5.95ms  *»

(148) Music CuePoint:'Cue’
MusicCallbacks.cpp:(109) @

(222) 776.5000404976308 IM: event usercue cue Cue switch _01_06_verse_bl t.. ®

B
. B musical_video_sync_bright_falls.lua:(63)
= S e R
£
A
)
©)

¥ Spot Light Properties X
20000.000 Intensity
R:255 G:255 B:255 B coer
i 0.000 Directionality
1.000 | Scatter Intensity Multiplier
I 0.785 Cone Angle
[N -0.439 Cone Shape

©- 5.070 I Source Radius
& _ ¥ 0.300 Near Clip
30000 Far Clip
. g V¥ Shadows
¥ Projection Map | Static Shadow
. g 1 No static shadow

PCF ¥ Dynamic Shadows

512 -+ Dynamic Shadow Resolution
l 25.000 Dynamic Shadow Max Distance
l 0.004 Shadow Softness
i 0.001 Depth Bias

[ 0.000 Depth Slope Bias

off ¥ Static Shadows

512 -+ Static Shadow Resolution

Bent Normals

¥ Volumetric

+" Volumetric Enable

Medium ¥ Volumetric Quality

. 0.005 Volumetric Intensity

Lighting artist: Timo Nissi T i 0.0 iaet P
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FIND THE LIGHTS

THE STORY ‘ .

Let the story inspire you

Q‘

L 1

. - -

ATMOSPHERE %

Noir crime city -
Echo ef:-New York .
Dark %}me G

-~

||||3 ..

ARCHETYPE

Place built from memories
Words with deeper meaning

- -— -

Subjective reality
.. =

-

EXPERIENCE
Horror story

Looping environments
Trapped paranoia

a
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BIGGEST LIGHTS
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ALAN WAKE II environment art team

Compassion

Tolerance

Q
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WHATEVER YOU DO, STAY IN THE LIGHT.

Thank you

If you like the nightmare we are hiring:

oy

T
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ATTRIBUTIONS:

Movies:

Taxi Driver 1976 Director: Martin Scorsese

Books:

Lost new York: Marcia Reiss

Forgotten New York: Kevin Walsh

Viva La Pizza: the art of pizza boxes: Scott Wieneri
The Urbano Prisoner Matt Weber

Store Front: The Disappearing Face of New York James T Murray (Author),
Karla L Murray (Author)

Street of new york teNeues MENDO

New York City Carrie Boretz

Berenice Abbott photofile Thames&Hudson

New York in Color Ernst Haas

Joker 2019 Director: Todd Phillips

Games:

-Quantum Break

2.
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