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Concept art team

Lighting team

Modelling/props
team

outsourcing marketing

Texture team

Charadker team

1
L
1
1
1
1
1
1
L
1
1
1
1
1
1
1
T
1
1
1
1
1
1
1
L)
1
1
L
1
CI*
1
1
15
1
L
1

effec{s team

1
L
I
1
1




~ -
o 0

v
A
. L
-

§ ;;J\
» -




ECTION

e

VA : R o
.‘. - o g~ S "a'f.-.‘ i 5\:‘ P X
‘~§£’<-.A -"’.‘,ﬁ‘ # Wd. L .¢J( N ‘:: \5’ ‘,."." . Sa 5 3 >
ok ".' -".‘; : 4:7“; a I - :'\' " c’“g.y, Biee . - -~ -
R o i L kéod qu S{ s :,_;\ : } e ¥ PSR \ )
s ‘-\-_-fsv " >} < ~ 2z h - - . . g
'—;‘.: ;..ﬁ.v .'.'5?. ‘. . é e
~ '\w_’ < : . ) . 5




W
-l

B gt
mo b '}-
Y e -_ < '-:.‘ v

. RobhR

.
.
v
N
L




> L
ay p

- o

. |

" Robh Ruppel




B | ! 1
TR e
w‘ﬂll%—‘i“"
e =




> L
ay p

- o

. |

~ Rob Ruppel




uppe

Robh R

-

et the Rob

ART DIRECTOR “M:

insons”

“Brother Bear”




ART DIRECTOR “Meet the Robinsons”
“Brother Bear”




o
O
T
@)
L
e
O
T
o
<

T Srmewr gean
B
\ Po 0 =

TEsr me




L SIS B T e e, ) P
» 3 ‘\.' “%:_4_‘_? - :. - -",":. T, < ! . ‘_«

QN.;._? ‘What makes Naughty

~ Dogunique?




_' | ,SOLV_|‘NC-]‘=:;3|"HE SA‘MEVISUAL o R
5 e - PROBLEMS IN FILMS AND GAMES ~ S




S T s VISUARS REINFORGEY. 750 7 i
= T 5 EMOTIOWMOOD/STORY < 5% o




”e - Tl

g7 - = “: b 4 n 7 | ¥ :
s R , - EVOKING WAR : ST e
Lo o Gritty, horror, g‘{im,'tra'gic-, desperate | o







L \,‘

“'C‘O‘\'

Unjchm@dg 2:ARTFDIRECTION

T L SN




‘ept.s and procedure

%

5

onc

High level c




Style Guides

GAMES:
poprprerm ** AN ACTIVITY PROVIDING ENTERTAINMENT
OR AMUSEMENY”

this is ok

same idea, exaggerated brings more
 interest, and visual contrast.

All a-r"t is a translation of life or Nature.
Translation; the rendering of something into another language or into one's own from another language.
This is a very good definition. We aren’t copying life, we should be translating it into the medium we work in.
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¢ CiASS. SOFTER, BOTTOM WElGRiED B CLASS. OPPOSING TRAPEZOIDAL A ELASS THE TANK. BIG, SPIKY,
TAPOZOIDAL SHAPE. MOSTLY LIGHT IN SHAPES. MORE COMPLEX OUTLINE, COMPLEX AND HARD TO KILL.
TONE. Cl kN O T INE. MORE ANGULAR. MOSTLY DARK IN

ENEMY CLASSIFICATIONS
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FEW PACKS
NO DIAGONALS
SIMPLE SILHOUETTE
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MosTLY @
DARK

MORE PACKS
DIAGONALS
COMPLEX
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Style Guides

MOSTLY
BADASS

LOTS OF PACKS!
DARK, SHINY AND
MEAN
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the idea is an
infersection
of a yr’amic] and cube.
thls ives ’chc clcsngn
Famlfgarltg but not a
specitic style we’re
used to sccmg the
etails can
indian/tibetian

! ins |rcc{ but thc ovcra”

Cblgl‘l more
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Style Guides

indian”. we want ours to
Famlllar uT unlquc we
can use details from this
stg c but the overa cstgn
needs to be
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SHAPE LANGUAGE FOR SHAMBHALA
e MODULES FOR FILLING OUT THE CITY

the floor plans for the building shapes are laid out on
simple grids with varying degrees of receding facades.
each of these represents a building. some can have
simple square footprints while others can be more
elaborate. almost any variety of shapes can be made
from varing these simple plans.

PLAN VIEWS

here's a few guides for
filling out the vast forgotten
city of SHAMBHALA with
consistent building types.
we're going to have plenty
of unique buildings as well.
this is to help establish a
basic look for the city.

the portions can be altered too, everything
doesn't have to be a square and plans can be
mirrored

also, the shape doesn't have to be solid. pillars
can create the same footprint while adding
variety. like this example on the right

SHAPE LANGUAGE FOR SHAMBHALA
BASIC MODULES FOR FILLING OUT THE CITY

page 1

some
examples of
roof types

" - " 7= that when
p = | added to our
o | basic shapes
. j | beginto

& - define the
\. I look of the
| wl buildings
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PLACE FALLING APART SO WE
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TILE ROOF PRAYER BANNER
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WOOD FRAME LEFT OVER

MORE RUBBLE

CLEAR ENTRANCE
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CURRENT

stronger
warm/cool
on
buildings.
less
magenta

overall

MORE LIKE THIS!

more snow, lighter ground overall
vegetation
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New direction

WE’RE GOING FOR A MORE
MYSTERIOUS, FRAZETTA
FEEL TO THE SWAMP LEVEL
IN THE BEGINING OF THE
GAME. LOTS MORE TWISTY,
ROPEY, ORGANIC, MDSSY....
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LOST MORCO POLO FLEET IN SWAMP
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K Pangilinan
~ Art Director — Uncharted 2: Among Thieves
Lead Environment artist — Uncharted: Drake’s fortune

Environment artist — Jak & Daxter series
Environment artist — Crash Bandicoot 2,3 and CTR
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Pre-vis concept art
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Designer layout
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In-Game art
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2D maps- designer



2D maps- designer
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Scn/Look Ul

Assign Scene

Files/Debug
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