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House Concept Art

Below are my concept drawings for my dwellings and some of the  assets. I tried to keep a realistic feel to all my dwellings, but also think of how I could break up the buildings into 
pieces for my modular pack.
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House Concept Art

Once I had all my base concept art done of my dwellng, I moved onto my development drawings. I did these in Photoshop as I could get more precision and they were neater. I 
decided to go and create a modular house, which can be made in many different ways due to the pieces.  Within the modular pack will be a wooden porch, which can be added 
about either windows or a door to add more depth to the house. Along with this comes a basic roof which will be added to the top of the building. Alternative to the roof is the 
roof piece that comes with a chimney. Next are the wooden walls and beams, which are four basic walls with wooden plank textures supported with wooden beams. An 
alternative to this piece is the stone walls and beams, which has stone walls instead of wooden walls. Next up is the window, which can be added to any of the walls in the house 
or scaled down to fit on the front of the roof. Along with the window is the wooden door, which also fits on any wall. After this is the wooden fence, which can be used to outline 
the house to show a clear border of the land, used for fields, used across the posts of the wooden porch. And to go with the wooden fence is the stone wall which would’ve been 
owned by those with more money. Finally is the torch which can be added around the house on the walls to generate light.



Map 

For my map, I wanted to keep it on a reasonably small island with a rocky outline, a large keep, a few houses and a small forest. I got inspiration for this from the 
Iron Islands from the Game of Thrones series. I do plan to expand it a lot in the future with other smaller islands, caves underground that connect islands together 
etc to extent the amount of explorable land. I also wanted my map to be quite dark with a slight eerie feel. To help with this effect I have tried my best to make the 
grass dark brown so it seems dead, though I may swap most of it for a muddish kind of grass. On top of that, I do plan to add more uneven terrain throughout the 
island to make it more difficult to traverse, but for now this will do for me.



Map Postcards

With my initial attempt at creating my island done, here are a few screenshots of it. The island looks rather barren and scarce for 
now, but that’s because I struggled to find and rocks that looked good enough for my liking. I plan to make some of my own rocks 
soo enough to add to the map to fill up the land a bit. Also, there’s a lack of actual buildings, and instead there are place holders 
(the grey blocks). But so far the map is going well. I have a number of custom textures in use, all with normal textures to add extra 
depth to the map itself. I also tried to create realistic rock slopes and edges with smooth rolling hills and dense forests. I have used 
separate textures for different areas of the island. For example, the majority of the island uses the dark brown grass texture, with 
the rocky/cliff areas use a nice rock texture. Then, on the smoothest area near the sea is a stretch of sand. Under all trees there is 
a leafish texture, and between the buildings and running across the map is a brown dirt texture acting as a dirt path. I used a 
sandstorm particle and coloured it grey to make the island seem darker, though I will most likely replace this with rain once 
possible. 



Basic 3ds Max: Cube

To start ourselves off in 3ds Max, we went ahead and created a basic cube, and practiced using tools such as the extrude and bevel 
on it to change the look of our cube. Doing this allowed for us to learn what each tool does and when to use it, which at first 
seemed a bit useless, but later on the tools became incredibly useful for creating complex and good looking 3D models. Along with 
the bevel and extrude tools, we also practiced editing the vertices and lines to change up the shape of our cube more so with 
curves and different angles. Used the Move tool (W), Rotate tool (E) and Scale tool (R) to help with all of this. Below shows the box 
in different stages of development.



Basic 3ds Max: Table & Chair

After learning and understanding the basic tools of 3ds Max, we went on to create our first proper model - a table. We did this by 
creating a basic cube, then used the inset tool and extrude tool to create the table legs. To make the table legs slightly rounded we 
also used the chamfer tool. With all of this done, I had created myself a basic table. With that done, we went ahead and created a 
basic chair using the same techniques that we had used to make our table. Once that was done, we just cloned the chair 3 times 
to make a set of chairs and a table. Below are the images showing progress.



Basic 3ds Max: Wine Glass

Once we had made the table and chair, it was time to move on and create a more advanced model. Our next task was to create a 
wine glass. To do this we had to learn a new technique using the spline tool, lathe, bezier, smooth and fillet. We initially inserted a 
small plane model to use as our size guide, and then drew a very basic and rough outline of half a wine glass. Once we had it 
drawn, we used the smooth, bezier and fillet tool to smooth out the corners and give it a more natural and smooth look. With this 
done, we were able to go ahead and add the lathe modifier, which wraps the spline 360 degrees around itself to create the look of 
a 3D wine glass model.



Basic 3ds Max: Rope

For our next model creation we had to create a rope. We did this by creating a set of circles with the spline tool, then a basic rope 
path with the spline tool also. Then, we attached the circles together and set the loft modifier to them and the rope path, which 
pulled the circles along the rope like threads of string. With this done I then went to the deformations tab in the loft modifier and 
applied twist to it, which twists the circles around each other to create a realistic rope look.



Basic Photoshop: Seamless Textures

With our skills in 3ds Max now getting somewhere, we were ready to move onto editing textures for those models. But first I 
needed to learn how to get textures and make them seamless, which allows for them to be tiled over and over making the texture 
seem more detailed. We practiced this on a few images. We opened the images into Photoshop, cropped them so they were 
square, then set the image size of them to 2048, making them 2K textures. After this we changed the offset of them to 1024, 
making them tiled by 4. With this I then used the clone stamp tool to copy bits of grass over the lines in the image to make it seem 
like a normal grass texture. Below are the before (left images) and after (right images) of two textures. They might not look like 
much, but they become noticeable in 3ds Max on a model. 



Basic 3ds Max: Applying Materials

With the seamless textures done, I could then test them out in 3ds Max and see how well they tiled. Below are two examples of 
the textures applied to some models (only the stone and grass is different). The left image shows the stone texture applied to a 
sphere and tiled by 3.0 as well as a pyramid that has the grass texture tiled by 3.0. Both of the textures used in this image are the 
original textures, not seamless, and that can clearly be seen, especially on the pyramid. If you look closely you can see the lines on 
it that show where the edges of the texture are, which is not good. The image on the right shows the seamless textures that I 
created with the same tile settings, and as you can easily see, there are no lines on the models.



Basic 3ds Max: UVW Unwrap

 Once I had my seamless textures done and working, I went back to my table from the start and started to UVW Unwrap it, which is 
the process of telling the textures where to go on the table. To do this I had to apply the Unwrap UVW modifier, then the Unwrap 
UVW Clear modifier to remove the automatic unwrap. Then, I added the Unwrap UVW once again and begin to unwrap my model. 
To unwrap the model, I selected the seams editor tool and selected the outlines of faces. Once I had outlined a face, I right click 
the face, select ‘break’ to separate it from the rest of the model and then click relax to get the correct shape for the UVW map. 
Once this was done to the whole of the table, I selected the pack together option, which automatically put all of my cutouts 
together in a box, making the most of the space. I then had to resize the pack so it would fit in the grey box. And with all this done, 
I simply exported my UVW map and all was done. I could now move onto the next stage.



Basic Photoshop: Bump & Specular Textures

With my Unwrap UVW done, I could now move onto texturing my table. I used a scratched metal and wood texture for it. The 
simplest and quickest way of doing textures is to just add the diffuse, which is the base texture itself. But to get a texture that 
looks much better and more detailed, I have to create a specular texture and a bump texture. The specular texture focuses on how 
reflective the surface of the material is. The lighter parts of the specular are, the more reflective it will be. The bump texture, as 
the name suggests, focuses on how bumpy the texture is. The darker parts of the texture create dents and lower points in the 
texture. To create these, I had to open my diffuse texture in Photoshop and open the saturation editor. I then had to turn my 
saturation down to -100 to make the image greyscale and then proceed to open up the levels edit or edit how light or dark the 
image is. I wanted the texture map to be grey/dark as it wasn’t to be too shiny, and the bump texture to be quite light as I didn’t 
want it to be too bumpy. Below are the specular and bump textures I created. (specular is the left, bump is the right, left pair are 
wood, right pair are metal).



Basic 3ds Max: Adding Maps to Model

Now that I have all the textures I need for my model (diffuse, specular and bump), I can apply them to my model to create the final 
maps for it. To do this, all I need to do is open my model in 3ds Max and then open the materials editor. In this editor, I have to 
drag in a standard material, and then drag my diffuse map in and connect the two with a node. With this, I can then connect my 
standard material to my table (wood to the top of the table that is wood for example). I then changed the tiling options of the 
texture so it didn’t look as stretched, changing the tiling options to 4 on both the X and Y axis. I then dragged in both my specualr 
and bump maps, connecting the specular to the specular level slot and bump to the bump, and then connecting the material again 
to my model. I also tiled these by 4 so they matched the diffuse. With all that done, I was able to then render my final maps for my 
model. To do so, I had to press 0, and then click add, and select diffuse for my first one. I rendered it as a 2K targa file. I then did 
the same again, rendering a specular map and a normal map. The difference between my textures and maps are that my maps 
have both the wood and metal textures applied to the correct tiling and set to the right parts of my table.



Cel Shading

Cel shading is the style of game graphics where a game uses 3D models, but makes them seem flat 
(2D) through less shading. Cel shading often has a cartoonish look to it, or ink drawing. This is done 
by the black outlines that the style usually has around objects and characters. The true beauty with 
cel shading is that no matter the age of the game, it can still look gorgeous, unlike many 3D 
“photorealistic” graphics of the same age, which after a few years fall behind. That’s why a game 
such as Jet Set Radio, which was made in the year 2000, looks far more appealing to the eye than a 
game such as Saints Row 2, which uses the typical realistic 3D graphical look, and looks far more 
dated, even though it was made 8 years after Jet Set Radio.



Minimalism

Minimalism is when you try to have as little on-screen guidance as possible to create a more 
immersive and cleaner looking game. Ways of doing this can be by adding a day/night cycle to a 
game, which allows the players to judge the time by the light, not a clock that’s part of the HUG. 
Another way could be through a damage model. For example, a car could have cracked windows 
and dents on it to show it is moderately damaged rather than a “health bar”. This is minimalism. 
Examples of games that use this method are the Dead Space series. Minimalism can easily be seen 
in this game through the health bar, which is seen on the back of the character’s armour.  



Pixel

Pixel graphics are probably one of the easiest styles of games to spot, because, as the name 
suggests, it’s all pixels. This may sound fairly simple to do, create everything with a few coloured 
squares, but there can be a huge difference with each colour placed and the shade of that colour. 
That’s what makes the difference between a decent pixel graphic and an outstanding one. It’s all 
about picking the correct colours. Just like cel shading, pixel graphics really do not seem to age 
unlike the 3D graphic games. A famous game that use the pixel art style is Super Mario Bros, which, 
released in 1985, really does not look its age.



Hand Drawn

When games first came about, traditional paintings couldn’t be implemented into them due to 
technological limitations. That however has changed in recent years due to the massive increase in 
tech for computers and devices alike, allowing game designers to implement hand drawn artwork, 
and digitally painted art, into their games as backgrounds and entire scenes. When this is done, it 
can often create some of the most beautiful games one can see, and is often very distinguishable 
due to its natural look. Examples of games that have hand drawn graphics are Pyre, The Wardrobe 
and a big new one, Cuphead. 



Cartoon

Cartoon styled games have, well, cartoon styled graphics. They can often reflect the old styled 
cartoon graphics of old 2D Disney movies. A game that does this really well is Cuphead, which is a 
brand new game that uses cartoon style graphics and has a whole “old” feeling to it. This can be 
good for a game as it can give the game quite a nostalgic feel. Another pro for using this cartoonish 
styled graphics are that they aren’t very demanding unlike photorealistic 3D graphics, so can be 
played easier on more devices. They can also be more memorable as using this style is more 
uncommon, which makes playing a game with cartoon graphics a more of a unique experience. 



Low Poly

Low poly games use a graphic style that focuses around the use of low poly assets and characters, 
accompanied by simple textures. This combination complements itself well, creating a simple yet 
graphically pleasing game. Game designers can go for this option when creating a small indie game 
due to the fact that there won’t need to be as much time put into creating assets and textures, 
saving time and manpower. It’s also a generally easier to run on older and less powerful PC’s, 
making it more accessible by the masses. Examples of games that use this art style are Ancient 
Warfare 3, which creates a low poly medieval world for the player to explore, fight in and survive.



Anime

Anime is one of the most popular graphic styles out in gaming currently. This is because of how 
effective it can be and how easy it can be to implement into almost any game. The reason for this is 
the anime artstyle creates quite emotive characters that a player can get quite attached to and 
really understand. This is done through the facial expressions that characters use, and the 
exaggerated colours that are often used with this style, which, if used with a realistic art style, really 
would not work out. An example of a game that uses this art style is Naruto, which is probably the 
most popular anime game because of its interesting characters, mechanics and memorable art 
style.



Craft Work/Art

This art style focuses on people being able to progress through hard work, and also allows them to 
explore and build what they want. The obvious most popular example of this is Minecraft, where 
players start out with nothing and can work their ways up to being practically invincible and build 
whatever comes to their mind. This can allow players to play the game at times how they want. 
Building famous buildings, playing survival tournaments with their friends, escape and challenges.



Concept Artist Software

To be a successful concept artist, there’s a vast number of different softwares that will be required to help you get on your way. 
There’s softwares for certain aspects, such as texturing or model editing, and within those categories there are many different 
programs that can be used. Below are a list of the most popular ones used and some specs about them.

Texturing: Photoshop CS6, GIMP, Illustrator, Paint.net, Substance Painter and MS Paint.
All these can be used to help a concept artist create the textures for their concepts. Some softwares, such as MS Paint, are very simple and are not often used for texture work, though 
can still get the job done. To add to that, MS Paint is free unlike big softwares such as Adobe Photoshop CS6. Photoshop CS6 is one of the most commonly used softwares when it 
comes to texture editing, creation and so on, due to its wide range of features. It also has a very useful 3D view and editor built into it, just like Substance Painter, which can greatly 
assist the artist with texture creation. Because of the extensive list of features that Photoshop has though, it does come with a large price. 

3D Modelling: 3ds Max, Blender, Sketchup, Maya, ZBrush, Mudbox and Cinema 4D. 
3D modelling software does as the name suggests, creates 3D models. Some softwares are focused on creating certain kinds of 3D models, such as Sketchup which is often used for 
architecture. These do often cost a lot of money also, with the industry standard being the likes of 3ds Max and Maya, though there are some good free softwares such as Blender 
which many people have grown to use over 3ds Max due to the fact it is free, open source and has a lot of support available for it. 

Normal Maps: VTFEdit, Photoshop, 3ds Max, CrazyBump and Substance Painter.
Normal maps are what give the model the extra detail. They allow it to pop out a bit more without having to actually edit the model itself. There are a number of softwares that can do 
this, such as Photoshop and VTFEdit. VTFEdit can be good as it is free, and very simple, but lacks any control over the final result as you can’t edit the blur and detail, whereas 
Photoshop gives you both of these options. 
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Concept Artist Hardware

To use the software previously listed, artists will obviously need to use certain hardwares. Hardware is something that works with a 
computer that you can physically hold, such as a monitor or RAM. Without them, many softwares may not run at all or may become 
more difficult to use.

Monitor: To actually view what you are doing, a monitor is essential. Without one then, well, you won’t have a clue what’s going on. Pretty simple really. 

Mouse: The most common form of input to a computer for an artist. A mouse offers great precision and is a very versatile tool, as it can be used in drawing, modelling and every day 
tasks. 

CPU: Often referred to as the ‘brain of the computer’,  the CPU (Central Processing Unit) gives out instructions to the rest of the computer, telling it what to do and when. The CPU 
can only issue one instruction at a time, so people often get multiple CPU’s. This is most commonly done with four CPU’s, known as quad core. The CPU processes ridiculous amounts 
of instructions a second, and can be sped up through overclocking.

RAM: RAM (Random Access Memory) stores local data for software that is running whilst it is in use. It’s much easier for the computer to access the information it needs instead of 
going back to the main hard drive, which can be far slower. 
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Concept Artist VS Freelancer

A concept artist typically uses pen and paper to do their work rather than computer software such as Photoshop. They are usually tasked 
with the initial drawings of worlds, characters, vehicles and so on. They can suggest ideas for level designs, moods and colour schemes to 
the rest of the development team for the game they are working on, and the game itself takes shape around their initial ideas. The average 
salary for a concept artist within the UK is £25,210 a year. They are set to follow the tasks that are handed to them from the company that 
they work for, and are on a set salary, so no matter how much work they have or how difficult it is, they will still earn the same amount. As 
they are employed by a company, and are not self employed, they don’t have to pay for their own software such as 3ds Max, Maya and 
Photoshop, which can save them hundreds of pounds. They also don’t need to have themselves a beasty PC to run everything, as that too 
will be provided by the place of work. And by the end of the day they will know that they always have something to work on, unlike a 
freelancer who could finish their project and need to find new work. A freelancer doesn’t work for a set company. They will look for work 
online and possibly get contacted by companies offering them work, and the freelancer will have control over the price and time. This 
aspect (having more control) is better as a freelancer, as you can ask for more money than a company employee may get. However, you do 
have to find the jobs yourself, so you could spend time without any work to do at all. As well as this, freelancers don’t benefit from 
company pensions. However, if you are a successful and well known freelancer, finding work won’t be too hard to do and you can easily 
make more money at the end of the day and a concept artist.



Concept Art: Witcher 3 - Marek Madej

Marek Madej has created a huge number of concept arts for the Witcher 3, and below are my two favourite ones. The reason these two are 
my favourites is because of how different each one is yet how impacting they both are. The image on the left shows an abandoned village 
of some sorts, with an incredibly creepy feel to it. The right image shows some old tower in the middle of a snowy land. Both images are 
beautifully done, creating an amazing feel for what the rest of the game may also look like.


