


Available Roles

● CONCEPT ARTIST

● 3D ARTIST

● CHARACTER ARTIST

● ANIMATOR

● TECHNICAL ARTIST

● UI/UX ARTIST

● VFX ARTIST
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Concept Artist
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Concept Artist

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



Concept Artist

Paint-over Final model



Concept Artist



Concept Artist
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Concept Artist Sketching Window Block from start to finish:



Concept Artist

Actual model rendered in Marmoset Toolbag:



Concept Artist



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



3D
ARTIST



3D Artist
Hard Surface Organic



Emotion we should avoid invoking in a viewer



Emotion we should strive for invoking in a viewer



3D Artist THE MAGIC OF THE 70/30 RULE



3D Artist

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



3D Artist

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



3D Artist

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

~70%

~30%



3D Artist

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



3D Artist

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



3D Artist

Ion Thruster block from Space Engineers: “Sparks of the Future” DLC



3D Artist



3D Artist



3D Artist

Hydrogen Thruster block from Space Engineers: “Heavy Industry” DLC















3D Artist - ESSENTIAL SOFTWARE
MODELING TEXTURING DRAWING

● Autodesk 3D Studio Max

● Autodesk Maya (alternative)

● Blender (alternative)

● Zbrush

● Substance Painter

● Substance Designer

● Adobe Photoshop

● Adobe Photoshop

● Adobe Illustrator

GAME ENGINES

● Unreal Engine

● Unity



3D Artist - KNOWLEDGE

PBR
Physically Based Rendering

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



3D Artist - KNOWLEDGE



CHARACTER
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Character Artist Character Creator + Headshot plugin



Character Artist Character Creator + Headshot plugin



Character Artist Model of an Astronaut in Space engineers. Modelled 
in 3D Studio Max + Zbrush



Character Artist Model of an Astronaut in Space engineers. Modelled 
in 3D Studio Max + Zbrush



Character Artist Model of an Astronaut in Space engineers. Modelled 
in 3D Studio Max + Zbrush



Character Artist Model of an Astronaut in Space engineers. Modelled 
in 3D Studio Max + Zbrush



Character Artist - SOFTWARE
MODELING TEXTURING

● Autodesk 3D Studio Max

● Autodesk Maya (alternative)

● Blender (alternative)

● Zbrush 

● Substance Painter

● Adobe Photoshop

● Adobe Illustrator

GAME ENGINES

● Unreal Engine

● Unity (alternative)

SPECIFICS

● Character Creator

● Marvelous Designer
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Animator Artist
Rig of a Space Engineer 
Astronaut Character



Animator Artist
Rig of a Space Engineer 
Astronaut Character



Animator Artist Skinning process



Animator Artist
The Rig is ready for 
animating!



Animator Artist

A few Motion Capture tests



Animator Artist

A few Motion Capture tests



Animator Artist

A few Motion Capture tests



Animator Artist

A few Motion Capture tests
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Technical Artist

Max Script Maya MEL Python Houdini VEX

Choose your Superpower!



Technical Artist

FBX Model

LODs

Runs Model Builder

Adds Havok Collisions
.MWM

Sets LOD distances

Builds Model

file used in game

Simple example of a script:



Technical Artist



UI/UX
ARTIST



UI/UX Artist

Main UI Screen of Space Engineers



UI/UX Artist

Interacting with the in-game items



UI/UX Artist Inventory UI Screen



UI/UX Artist Solving arising UI/UX problems



UI/UX Artist

Main Gameplay UI Screen



UI/UX Artist

Main Gameplay UI Screen



UI/UX Artist



VFX
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VFX Artist

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



VFX Artist

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



VFX Artist

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



VFX Artist Setting up procedural pipelines allowing quick 
iterations and tweaking of assets on the fly



VFX Artist Setting up procedural pipelines allowing quick 
iterations and tweaking of assets on the fly



VFX Artist
1 2

3 4

Creating Rocky cliffs and Mountains fully  
procedurally in Houdini



VFX Artist
1 2

3 4

Creating Rocky cliffs and Mountains fully  
procedurally in Houdini



VFX Artist



VFX Artist Once the full setup is done - generating hundreds of variations 
of such mountain formations is a matter of few clicks



VFX Artist Once the full setup is done - generating hundreds of variations 
of such mountain formations is a matter of few clicks



VFX Artist
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VFX Artist



VFX Artist - SOFTWARE
MODELING TEXTURING SCRIPTING

● Autodesk 3D Studio Max

● Autodesk Maya (alternative)

● Blender (alternative)

● Zbrush

● Substance Painter

● Substance Designer

● Adobe Photoshop

● VEX (Houdini)

● Python

GAME ENGINES

● Unreal Engine

● Unity

VFX SPECIFICS

● Houdini

● EmberGen (alternative)

● World Creator (alternative)




