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l Available Roles

e CONCEPT ARTIST
e 3DARTIST

e CHARACTERARTIST
e ANIMATOR

e TECHNICALARTIST
e UI/UXARTIST

e VFXARTIST
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Concept Artist

Turret Control Block (Large)
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Concept Artist
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Medium Caliber Turret (S)
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Concept Artist

LARGE THRUSTER
SMALL THRUSTER







[l Concept Artist
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Doing quick paint-overs on top of the draft 3D primitives screen-captured in 3d viewport is
very often one of the most effective ways to come up with lots of cool visual ideas




Ist

ll Concept Art

\

Paint-over
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. Co n ce pt ArtiSt Sketching Window Bloqk from start to finish:

Window - Intenor View



[l Concept Artist

Actual model rendered in Marmoset Toblb’ '






[l Concept Artist

Soft and Tools you will need the most as a concept artist:

E Adobe Photoshop







l 3D Artist
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Emotion we should avoid invoking in a viewer



Emotion we should strive for invoking in a viewer
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THE MAGIC OF THE 70/30 RULE




D Artist

70/30 rule: Clean (Eye Rest) vs. Busy areas



l 3D Artist e

70/30 rule in action : Loose (Washed out) vs. highly detailed areas,
Dark vs. Bright, Warm vs. Cold



3D Artist

70/30 rule: Clean (Eye Rest) vs. Busy areas




l 3D Artist

70/30 rule: Clean (Eye Rest) vs. Busy areas



l 3D Artist

DESIGN: DANIEL SIMON FOR UNIVERSAL

70/30 rule in action: Destroyed vs. Intact, No detail vs. High detail, Bright vs. Dark



l 3D Artist

We follow these (and lots of other) rules to almost everything we do in Space Engineers



l 3D Artist

lon Thruster block from Space Engineers: “Sparks of the Future” DLC
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Medical Station block
(Decorative Blocks Il DLC)







B 3D Artist R

Hydrogen Thruster block from Space Engineers: “Heavy Industry” DLC
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ll 3D Artist - ESSENTIAL SOFTWARE

MODELING TEXTURING DRAWING

e Autodesk 3D Studio Max e Substance Painter -. -~ e Adobe Photoshop
° Autodesk M.aya (alternative) e Substance Desigher ' e Adobe lllustrator
e Blender (itemative) ' .. e Adobe Photoshop

e /Zbrush

GAME ENGINES

e Unreal Engine

e Unity



ll 3D Artist - KNOWLEDGE

Physically Based Rendering

Is one of the most important concepts in gamedev you must learn and be fluent in



3D Artist - KNOWLEDGE
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. CharaCter Artlst CharacterCreator+Hetadshotplugin
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Nalig Aghisyey 2016




ll Character Artist - SOFTWARE

MODELING TEXTURING

e Autodesk 3D Studio Max e Substance Painter |
e Autodesk Maya (alternative) e Adobe PhOtOShOp‘
e Blender @aiternative) R e Adobe lllustrator

e /brush

GAME ENGINES | 'SPECIFICS

e Unreal Engine : e Character Creator

o Unity (iternative) e Marvelous Designer
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l Animator Artist »

Rig of a Space Engineer
Astronaut Character




l Animator Artist

Rig of a Space Engineer
Astronaut Character




Skinning process

B Animator Artist
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M Animator Artist

The Rig is ready for
animating!




l Animator Artist
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A few Motion Capture tests



l Animator Artist
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A few Motion Capture tests



l Animator Artist

A few Motion Capture tests



B Animator Artist =

few Motion Capture tes
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l Technical Artist

Choose your Superpower!

MS

Max Script Maya MEL Python Houdini VEX



l Technical Artist

Simple example of a script:

FBX Model

Settings
Setti ?
e : LODs

Grid Type:

Large Blocks @ Smal Blocks SR i

| vy fewmes @ et : Runs.ModeI Builder M W M

C en _> _>

wmnns a m i ' r - :

Debug Characters Adds Havok Collisions file used in game
Export Settings

Override LOD Distances

[ 150 70 | , Sets LOD distances

Export

Builds Model
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ll Ul/UX Artist

SPACE

ENGINEERS

SRV 0

Continue Game

New Game Ll
Load Game

Jain Game

Character

Exit to Windows

M KEEN
SOF TWARE
77\ HOUSE

Y
L AVAILABLE NOW F 5

@ ONXBOX! e
IS e Vil
< Space Engineers Xbax >
QOrder now!

Hotfix in update 1.201.013 i/s/2022
« Fixed crash in MyCharacter UpdateAnimationNew System
. « Fixed crash in MuCharacter GetRatation
- Removed 'Non-craftable’ item from Spawn Menu

Mare cetails &

2a >

1L.201013

Main Ul Screen of Space Engineers



ll Ul/UX Artist




ll Ul/UX Artist

Inventory Ul Screen

Platform 2310 |~

Remote Access / ; X
Terminal /
Contral Panel Production Info Factions Comms GPS
< v < !
L / ® e /
|

Defonten Account Balance: 10,000 €3 Freight 3

Mass: 93.00 kg Valume: Ji300L “‘ Mass: 153.00 kg Valume: 157.00/ 3,000.00 L

e« ] x[NES




l UI/UX Artist

&2 Assembling

Assembling

Assembling

Assemhbling

Assembling

Problem

Y Disassembling

Nisassemhbling

Disassembling

Disassembling

Disassembling

Untoggled
Unhilighted

Untoggled
Highlighted

Toggled
Highlighted

Toggled
Unhighlighted

Transparent

RGB: 66, 81, 92
#42515c¢

RGB: 27,94, 142
#1b5e8e

RGB: 79, 146, 198
#4f02¢6

Solving arising Ul/UX problems

Passenger Seat 2
Mass: 0.00 kg

Lockers 2
Mass: 0.00 kg

Volume: 0.00 /1,000.00 L

Volume: 0.00 /1,000.00 L

Hide empty

Solution
Passenger Seat 2

Mass: 0.00 ka

Passenger Seat 2
Mass: 0.00 ka

Uolume: 0.00 /1.000.00 L

Volume: 0.00 /1.000.00 L




ll Ul/UX Artist
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W UI/UX Artist
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ll Ul/UX Artist

New Game

Scenarios J Warkshap Custarn Game

Space Engineers is primarily a sandbox game, which features non-linear story gameplay that's defined by goals and
ohjectives present in default scenarios, or those created by plagers for themselves or other plagers.

Cantact has been lost with a remate colaonyg and it's your job ta find out what
happened. With up ta four plagers, embark on an exciting journey thraugh
caves and mysterious underground bunkers while exploring the valley and its
history via data pads left behind by the colonists.

Start

Name Lost Calany

Authar Mikka Saarijarvi

Online mode Offline | v
Max Players

Rating * ok ok ok Kk

Characters inventory size

Blocks inventary size

Assembler efficiency

Refinery speed

Welding speed

Grinding speed
Environment hostility
Asteroid amount

Sound mode

Limit world size

View distance

Respawn ship coaldown

Enable sun rotation

Dau duration

0K

Advanced World Settings

x3

Realistic

x3

x3

x2

x2

Safe

Infinite: Normal density

Arcade

Unlimited

1S km

Cooldowns disabled

Cancel

v

2 hours






ll VFX Artist

Particle Effects: Explosions, Muzzle Flashes,
Smoke, Dust, Debris, Sparks etc.



ll VFX Artist

“. Particle Effects: Explosions, Muzzle Flashes,
Smoke, Dust, Debris, Sparks etc.



ll VFX Artist

T"-" ﬁarﬁlcle fects gplosions uzzlerlashes | FET § oL

~ Smoke, Dust, Debris,



ll VFX Artist
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. VFX A t. t Setting up procedural pipelines allowing quick
r Is iterations and tweaking of assets on the fly
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VFX A t' t | Creating Rocky cliffs and Mountains fully
r Is procedurally in Houdini




VFX A t' t A Creating Rocky cliffs and Mountains fully
r Is procedurally in Houdini







VFX A t' t ‘ Once the full setup is done - generating hundreds of variations
r Is of such mountain formations is a matter of few clicks




VFX A t' t ‘ Once the full setup is done - generating hundreds of variations
r Is of such mountain formations is a matter of few clicks






















ll VFX Artist - SOFTWARE

MODELING TEXTURING SCRIPTING

e Autodesk 3D Studio Max e Substance Painter . e VEX (Houdini)
e Autodesk Maya (aitemative) e Substance Design’ef : e Python

e Blender (alterr;ative) i e Adobe PhOtOShOp

e /Zbrush

GAME ENGINES VFX SPECIFICS

e Unreal Engine | e Houdini

® Un|ty . e EmberGen (alternative)

e \World Creator (alternative)
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