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While this report will be focussed on gaming, concept art is used regularly not only in 

games, but also in movies. Concept art is an important part of the pre-production phase as it 

helps to produce the final product. Without concept art being completed, the company 

would not be able to carry onto the next phase of production. The ideas created with 

concept art allow a game to solidify and take on a clear direction. Many people who have 

heard of concept art generally assume that the job of a concept artist is to draw characters. 

But concept art can be used not only for the 

pre-production of a game, but also for 

promotional posters to promote the game. A 

concept artist can also suggest other things 

through their drawings. 

For example, the artwork of freelance 

concept artist Jonathan Kirtz for the 

Darksiders 2 game shows how certain tones 

can help to demonstrate an environment. The 

dark and blue tones demonstrate a 

potentially gloomy but very evil atmosphere. 

You could also turn around and maybe say 

demonic atmosphere. But as shown in the 

image on the left, this isn’t created in one go. 

As you can see, the top drawing shows the 

final design but below the final piece, you can 

see the initial designs. One of the first 

sketches in particular has a lot less in 

common with the final piece than the later 

pieces of art. While the 2nd sketch is certainly 

very similar to the final piece, you can notice 

where Kirtz has made some changes. For 

example, the extending rocks on the right-

hand side have been altered by becoming 

more pointed and jagged. This helps to 

improve the evil look of the environment. 

You then have artwork that focusses on a 

small aspect of the scene. This allows the 

artist to pay close attention to detail and this 

means that there is more information 

provided when the concept art is passed on. 
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Another element that a concept artist can also show in their work is character design. If you 

look at the image above, you can tell that Assassin’s Creed 3 is going to involve 

assassination. The concept artwork shows this due to the position of character in the 

environment. The high position suggests that the character will sneak around in the game. 

 

 

 

 

 

 

 

 

 

 

 

 

 

The second piece of concept art also gives an idea of the characters abilities and methods of 

travel. These 2 pieces of artwork were created by Gilles Beloeil who is currently a senior 

concept artist for Ubisoft Montreal. How a character is drawn is very important as its 

physique can affect what people discern from it. If you look at the Assassin’s Creed 3 

Assassin’s Creed 3 Concept Art [2] 
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artwork above, you can see that the character’s body shape is lithe which would enable the 

silent and quick movement that an assassin would need. 

  

 

To get my point across, take a look at the 2 

examples of concept art from Gears of War. For 

Gears of War, you obviously expect the 

characters to be tough so this is represented by the bulky build of the character which is 

exaggerated by the clothes and the thick armour worn. Also, if you look to the upper right 

image, you can see that any weaponry itself is drawn to be very large, helping any 

equipment to look more menacing and powerful. The artist wants you to know that the 

weapons are meant to be powerful. 

A concept artist can also suggest level design as they will be the ones that will draw the 

environment for that level. When drawing an environment, the artist needs to have an 

understanding of light as this can greatly affect the atmosphere of an environment and this 

needs to be put across in the artwork. 
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Looking at some concept art on the left of 

the game ‘Black Temple’ you can look at the 

lighting to see how it affects the 

atmosphere. By using green light instead of 

normal light, it shows more representation 

of evil. Something that is also important is 

the positioning of the light. By placing it 

above the castle, it allows the artist to use it 

as a focus point, meaning that the castle is 

drawn in one-point perspective. 

 

 

Take a look at the World of Warcraft 

artwork. This shows another example of 

lighting, but one that gives a different feel to 

the piece. The artist is looking to show a 

more peaceful side to the game and the 

lighting from the cloud represents a more 

holy light. The cloud itself is something that 

could represent peacefulness but the 

colouring of the sky and light here is 

essential. For example, if you changed the 

cloud colour to a dark grey and darken the 

colour of the sky while possibly making it 

more vibrant, this would then change the 

entire feel of the piece, making the 

atmosphere more aggressive and violent. 

Sketches that are going to be taken further through production need to have detail added to 

them which will include colour, meaning that the artist has to look at the tones they need to 

use. The theme or style of the 

game will almost always affect the 

colour scheme of concept art in 

some way; particularly for the 

environment. A first-person 

shooter game such as Crysis 2 will 

often use colours such as greys, 

blacks and blues along with dark 

tones.    
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Concept art itself is not as simple as merely drawing an image and changing it as needed. A 

concept artist needs to be aware of form when creating a character and this will start off 

with basic sketches. As the pre-production of the game progresses, the sketches can be 

either improved on or completely redone depending on what needs to be changed to suit 

the style or theme of the game. Any sketches need to be annotated so that they will be 

usable for the 3d modellers; allowing them to produce the 3d models of the characters or 

3d environments. The importance of concept art is huge as it ensures that characters and 

environments remain consistent throughout the game.  
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