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1. Introduction

Scope and purpose of this workshop 

Welcome to the Creative Visualisation workshop! Everyone from beginners to professionals can learn something from this class. It focuses mostly on key skills, but also introduces a wide perspective on concept art, drawing, creativity, and the job of concept artist. Today’s fun includes:
· Discussion about concept art and concept artists 

· Quick sketching to learn skills
· A few main activities to apply those skills together
Keep in mind:
· Draw big, fast, simple and clear. Don't get caught up in the details, don't worry about mistakes. 
· Come up with more ideas, different ideas!

· Make your ideas awesome! Push them!
· Have fun! 
What is Creative Visualization? 

· A fancy term for ‘concept art’, as used in games, marketing, film, product design, and fashion design. 

· CREATIVE: coming up with ideas – many, interesting, and unique. 

· VISUALIZATION: putting your ideas down on paper – fast and clear. 

· It’s all about communication. 

Cool! Tell me more!

· Concept artists have an important role in a team

· Puts story and ideas into images before the game is built, inspiring the team

· Puts the ideas and emotions of the game into visual form for the audience/player

· Generate and ‘push’ ideas, contributing to game and art design
· Keeps the team 'on the same page'

· Illustration is typically about a single image that looks good. Concept art includes a wide range of illustration, diagrams, sketches and notes, and is part of a development process to create a larger project.
· Concept art is not all about drawing (it's research, ideas and communication too)!

· High level concept art is meant to inspire, and captures emotion and atmosphere. Low level concept is more detailed and serves as a blueprint for in-game art.
· Cartooning and realism are more similar than you think.

2. How to sketch better and more creatively!
Get rid of your assumptions 

Anything not stated in the design brief should not be assumed. Try to find a new way to solve this design problem.

Consider all possibilities

· Could this character be black, asian, blind, a midget, a chess expert, undead, a DJ, a psychic, a robot? Could they be equipped with a trombone, a chainsaw, a microphone, a saucepan, a gasmask, rollerskates, laser claws, a mystical belly button?
· Does this spaceship necessarily have to have windows? Have wings? Be made of metal? Have a pilot? Be aerodynamic? Look futuristic? Be soulless?
Sketch fast, with reckless abandon!
The ability to draw your ideas as soon as you think of them is an important skill. Sketching without thinking can also produce ideas you wouldn’t have found otherwise. Don’t worry about sketching ‘wrong’, or about details. In many cases, stick figures can communicate an idea efficiently.

Silhouette 

The silhouette of an object is its outer shape, when viewed from various angles. A ‘strong’ silhouette is readable and recognisable from different angles. Even at a quick glance, the viewer should be able to tell what they are looking at. Strong silhouettes can often be built up from simple, bold shapes.

3. Push designs, bring them to life

Add dynamic elements and storytelling 

Avoid drawing characters or objects in a static, expressionless pose. Characters should be drawn with personality, desires, history! Objects look better with some signs of movement or aging or use by characters.

· Consider the environment that your character or object is in. Is it wet, dark, windy, hot?

· What has your character/object been through? Has it suffered battle damage? Has it been cleaned recently? How does it eat? How was it built or designed or grown?

· Fire, dripping blood or spit, hair and cloth in the wind, glowing light sources or magic, smoke all help add movement and story to your drawing.

Push your designs – the search for AWESOME
Once you’ve drawn something, push it further, to the next level. Can you make it bigger? Older? Can you multiply it? Make it more stupider, faster or more dangerous?

How can you make it different to anything else that’s been seen before? What can you add to your design to distinguish it or add more story? 

4. Training Yourself 

Personal Training
· Becoming a better artist is similar to becoming a better soldier or an athelete – you need to exercise your artistic muscles constantly, build up your strengths, work on your weaknesses.

· Art/design school is great as it teaches you many basic skills and introduces you to many concepts and people. However, the ability to teach yourself and continue to learn new things is critical to your continuuing development as a designer.
· Become part of a (online) community. Accept feedback, challenges and collaborations.

· Draw. A lot. 

Knowledge is the foundation for your imagination 

· Find, save, and use references!

· Good fictional designers know how to build on decades of research or centuries of invention... and even borrow from others’ imaginations. This is called research!
· Learn about stuff other than art, like science, music, photography, language. The more thorough your knowledge of the world is, the more informed your designs will be. 

Ways of increasing your creativity 

· Visit interesting places, observe the world. Don’t stay cooped up in your room, staring at a blank page
· Surprise yourself. Do things you wouldn’t normally do. Try new things.
· Practice relaxing your mind. Let ideas flow, don’t try to force them out. Like Neo, in the Matrix.
· Don’t restrict yourself to one genre or one style. 

Portfolio
· Your mission is to impress the art director.

· Show your best art; you are only as good as your worst piece. If the AD isn’t blown away by your art, they won’t even read your resume or cover letter.

· Digital portfolios (web, CD) should be easily navigable, hi-res, without obstructing watermarks.
· Show that you can handle a wide range of tasks, but also that you have some personal style and can make something interesting and awesome out of something mundane.
· Research the company you are sending your portfolio to, and tailor your portfolio accordingly.
What being a Concept Artist is like

· Some studios rely heavily on precise, detailed concept art, some use it more as a guide and inspiration. Other studios may rely more on photo references to guide 3d modellers, or a combination.

· Concept artists typically work under an art lead or an art director. You need to be able to take direction.

· Concept artists need to be flexible in terms of speed, style and content. They need to be inventive, and also strong draftsman, and need to be able to communicate and work as a team.
· Freelancing pays more, but is less steady. To freelance you need a robust, attractive portfolio, good contacts, and the discipline to manage yourself.

