











GAME ARTIST

IOpJsioBa Apunana BacuibeBHa
PyxoBoaurenu:

Huxkunrenko Ceetnana CeMeHOBHA,
MPENOJABATENb HHOCTPAHHOTO SI3bIKA;
Bo6pora Haranbs OnerosHa,
MPENOAABATENb CIICH. AUCIUTUINH

T'ocynapcTBeHHOe aBTOHOMHOE NPodecCHOHAILHOE 00pa30BaTe/IbHOE YUPeK/IeHHEe
«Ky306acckuii Xy10:KecTBeHHbIH KOLIETH»

Nowadays professional artists work even in the gaming industry. Today I would like
to tell you about types of game artists and the specifics of their work. But first, a little bit
of history: The first computer games were created using text interfaces and ASCII
graphics. ASCII graphics is an art that uses 95 ASCII table symbols on a computer screen.
For example, one of the first games, “Spacewar!”, created by students at the
Massachusetts Institute of Technology in 1962, used simple graphics based on
mathematical models.

Next stage of development happened in the 1970s, with appearing of 8-bit graphics.
Using the example of the games “Pong” and “Space Invaders”, you can see using more
complicated visual pixel images. At the same time, color screens appeared.

In the 1980s, the era of 16-bit graphics began, which can be seen in the games “Super
Mario Bros.” and “The Legend of Zelda™ At the same time more instruments for creating
computer graphic were designed which made the profession of artist more popular.

In the early 1990s there was a breakthrough in the gaming industry. The game
“Doom” made a revolution with the help of 3D graphics. It had pseudo-threedimensional
models and three-dimensional spaces.

Modern graphics use realistic visual effects as well as a combination of photorealism
and stylization.

Hierarchy of game artists:

- Junior artist. Makes tasks that do not require much responsibility.

- Artist. Most popular level among specialists.
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- Senior artist. Has enough skills and experience to work as mentors and teach
beginners.

- Expert. He can be an invited specialist and advise artists on various issues.

- Lead artist. Forms the style of the project, monitors the stylistic unity. He is
responsible for one project and manages several artists, distributes tasks, sets deadlines.

- Art director. A broker between artists and other departments. Realizes
organizational functions, watches compliance of style and quality of graphics, controls
deadlines, helps artists in professional development.

The profession of artist in game development is divided into many areas. And each
of them contributes to the creation of games. Here are the main ones:

- Concept artist. These specialists work on the first visual images of the game:
characters, environment, objects. This is called concept art — visual i1deas that help to show
and present a future product. For example, Yoji Shinkawa, who worked on the Metal Gear
Solid series of games. He made a huge contribution to the formation of a unique
mechanical style of the game. First, he works with ink on paper, and then transfers it to a
graphic tablet. He studied at Kyoto Seika University.

- 3D artist. Their job is to create models and textures based on concepts. One of the
most famous 3D artists is Rafael Grasetti, who worked on the "God of War" series. He
works in the Zbrush program. Studied at the Gnomon School of Visual Effects in Los
Angeles.

- The animator. Responsible for the realistic movements and animation of created
models. For example, Marianne Hayden, who worked on Uncharted 4, actively used
mocap to achieve incredible movement detail. (Motion capture is a technology that allows
you to transfer the movements of a real person or object into a digital environment). She
works in the Cartoon Animator and Cinema 3D programs. Studied at the University of
Maryland, Baltimore Country.

- Level artist. These specialists design the visuals of locations, making them
interesting to explore. A bright example is the work on levels in Skyforge under the
guidance of Vyacheslav Bushuev. He works in his own editor at the Allods Team studio.

Studied at SmirnovSchool.
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- UI/UX artist. UX stands for user experience. Ul is the user interface and game
design. Creates interfaces, making them intuitive and visually understable. A good
example 1s the work of Jason Kirby from Blizzard on Overwatch, where the interface has
become part of the visual style of the game. The artist works in the Unity program. Studied
at Liverpool John Moores University.

Today we have reviewed the most basic professions and ideas of gaming art, with

which a modern artist should work. As we can see, the digital world can be really various.

UI'POBOH XYIOKHUK

[TpodeccrnonanbHble XYAOKHUKA B HamM AHA paboTalOT Jake B MIPOBOiA
uHayctpun. CerogHs s Obl XOTena paccka3arb O BUAAX WMIPOBBIX XYIOKHHUKOB H
0COOEHHOCTAX UX pabOTHI.

Ho, mpexxae, HEMHOro MCTOPHU: MEPBBIC KOMIBIOTEPHBIE MIPhl CO3JABATUCH C
nomouibto TekcToBbIX UHTEP(dericoB u ASCII-rpadguxu. ASCII rpaduka — UCKyCCTBO,
ucnone3ytomee 95 cumponoB Tabmuuel ASCII Ha skpaHe komnbroTepa. Hampumep, B
ONHOW W3 mnepBbIX Wrp “Spacewar!”, CO3MaHHOW CTyxeHTamu MaccadyceTrckoro
TEXHOJIOTMUECKOTO MHCTUTYTa B 1962 romay, wucmonb3oBajach mpocras rpaduka,
OCHOBAHHAsl HA MAaTEMaTHYECKUX MOJEIISIX.

Caenyroumii stan pa3Butus mpousoliena B 1970-x ., korga nosBuiiachk 8-OutHas
rpa¢puka. Ha npumepe urp “Pong” m “Space Invaders” mMoxkHO HaOMIOAaTh pa3BUTHE
Oonee CIOXKHBIX BU3YAJIbHBIX TMHKCEIbHBIX W300pakeHWid. Torma ke MOSBISIOTCS
L[BETHBIE SKPAHBI.

B 1980-x ronax Hayanace 5pa 16-OuTHOM rpaguku, 4T0 MOKHO HAOIIOAATh B UTPax
“Super Mario Bros.” n “The Legend of Zelda” OnHOBpeMEHHO Ha4Yaiu pa3BUBATHCS
UHCTPYMEHTHI JUIsl CO3aHMs Tpaduku, 4To caenano mpodeccuro XynoXHHKa Oonee
BOCTPEOOBAHHOM.

B nauane 1990-x rogoB mpowu3omién npopeiB B Bujae nepsoi 3D-rpaduxu. Wrpa
“Doom” crana peBontouueid B mHAycTpur. OHA MCHOJB30BAIA MCEBAOTPEXMEPHBIC

Moaenu U 00bEMHBIE TpocTpancTBa. K koHIy 1990-x rofoB Urpel cTaam MCHONIB30BATh
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HACTOSIILUE TPEXMEPHBIE MOJIETH.

CoBpeMeHHas rpauka UCMOb3yeT PEATMCTUYHBIE BU3YaJIbHBIC S(PPEKTHI, a TAKKE
coderanue poropeann3mMa u CTUIN3ALNY.

Hepapxus reiiM-Xy10KHUKOB:

- Junior artist (Mnaamuii XyqOKHUK). BBIMOMHSET 3amaHusi, KOTOPBIE HE HECYT
OOJIBIION OTBETCTBEHHOCTH,

- Artist (xynoxHuK). Camblii pacnpoCTpaHEHHBIN Cpein XyAOKHUKOB YPOBEHb. -
Senior artist (cTtapmmit xynoxHuk). O0nanaeT J0CTaTOYHBIM KOJMYECTBOM HABBIKOB U
onbiTa. Takue XyI0oKHUKM Yalle BCEro padoTaroT MEHTOPAMH U y4aT HOBUYKOB;

- Expert (skcmepr). MokeT ObITh  NPUDIAMEHHBIM — CHEHUAJIUCTOM U
KOHCYJIETUPOBATh XYJ0XKHUKOB 110 Pa3HBIM BOMPOCAM;

- Lead artist (Bemymmii xygokHuk). DopMUpYeT CTHIb MPOEKTA, CIEIUT 3a
CTHJIMCTUYECKUM €IMHCTBOM. OTBEYACT 32 OJMH MPOCKT U PYKOBOAUT HECKOIBKAMH
XyJO)KHUKaMU, pacripesiesisieT 3a1a41, ONMPEaeIiieT CPOKH BBIOJIHEHUS;

- Art director (apr-mupektop). TlocpenHuk MexAy XydoKHUKAMU W JPYTHMH
oTAcnaMu. BBINONHIET OpraHu3aropckue (PyHKIUM, CACIUT 3a COONIOACHUEM CTHUIIS U
KAQueCTBOM TIpa(uKH, KOHTPOJIMPYET CPOKH BBIOJHEHHUS, MOMOTAET XyAOMKHUKAM B
BOMPOCax MpoQPeCCHOHATBHOTO Pa3BUTHSI.

[Tpodeccus xynokHuka B reiimuaeBe (oT anmMiickoro games development —
«pa3paboTka Urpy») ACAUTCS HA MHOXKECTBO HANPABICHUHN, KaXKI0€ U3 KOTOPBIX BHOCUT
CBOM BKJIaJ B CO3aHKE UI'P. BOT OCHOBHBIEC U3 HUX:

- KoHuenr-xyno:HMK. OTH CHCHUAIUCTHL Pa3padaThiBalOT TEPBbIC BU3YATbHBIC
00pa3bl UIPbl: MEPCOHAXKEH, OKPYKEHHE, OOBEKTHL. DTO HA3BIBACTCS KOHLENT-apT —
BU3YAJIbHBIC KOHLICTIIUHN U MJIEU, KOTOPBIE TIOMOTAlOT BU3YAJTU3UPOBATh U MPEICTABUTh
Oymymit nponykt. Hapumep, Ensu Cunkasa, paGotapimii Haj cepueit urp “Metal Gear
Solid”, BHEC OrpoMHBIi BKJIaA B ()OPMUPOBAHUE YHHKAILHOIO MEXAHWYECKOTO CTHIIS
urpsl. Criepa OH padoTaeT TylIbl0 Ha OyMmare, a 3areM MEPEHOCUT Ha rpaduuecKuii
wiaHweT. Yuwicd B Kuorckom yausepeurere Coika.

- 3D-xynosxkHunk. Mx pabota 3aKiroyacTcs B CO3AAHUU MOAETIEH U TEKCTYP HA OCHOBE

KOHLENTOB. OJHUM U3 CaMbIX U3BECTHBIX SD-XynoKHUKOB sBisieTcs Padasne ['pacerty,
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KOTOpbIH padoTtan Hax cepueit “God of War”. PaGoraet B mporpamme Zbrush. Yuuics B
Gnomon School of Visual Effects B JIoc- Anmkenece.

- Anumarop. OTBevacT 3a PEATUCTHUYHBIC JBWKEHHUS M OXKUBJICHHE CO3IaHHBIX
moaeneil. Hanpumep, Mapuanna Xaiinen, padoraBwmas Han “Uncharted 47, akTuBHO
MCMOJIb30BaIa MOKAN JUIsl JOCTH>KEHUS! HEBEPOSTHOM AeTanu3anuu AprwkeHnid. (Mokan B
aHuMaluu (motion capture — 5TO TEXHOJOTWSl 3axBara ABMXKCHHS, IMO3BOJISIOLIAS
NEPEHECTU JBMKCHUSI PEANIbHOTO YeJIOBEeKa Wi 00bekTa B IIM(POBYIO cpeay ). Paboraet
B nporpammax Cartoon Animator u Cinema 3D. Yuunace B University of Maryland,
Baltimore Country.

- XyA0:KHHK YPOBHeii. OTH CIENUAIMCTB TPOEKTUPYIOT BU3YyAIbHOE 0(OPMIICHHE
JOKauuil, nenas MX MHTEPECHBIMHU JUIsl UCCIEAOBaHMS. SIPKUM TPUMEPOM SIBIISETCS
pabota Hax ypoBHsmu B "Skyforge" mon pykoBonctBoMm Bsuecnasa bynryesa. PaGoraer
B coOcTBeHHOM penaktope cryauu Allods Team. Yuwmica B SmirnovSchool.

- UI/UX-xynoxnauk. UX pacmm@poBeiBacTCs Kak user —experience —
«TOJTb30BATENIbCKUAN OTBIT.

- UI — 310 user interface, nonb3oBarenbckuii uHTEpPEHc, OPOPMIECHUE HTPHI.
Cozmaer wuHTEepQeiichl, JAenas WX HMHTYUTUBHO TOHSATHBIMM M BU3YaJIbHO
NPUBJIEKATEIbHBIMHA. XOPOIIMM MpUMEpPOM sBisieTcs padota JDkelicona Kupbu or
komnanuu Blizzard nag “Overwatch”, roe unTepdeiic cTan 4acThio BU3yaJbHOTO CTUIIS
urpsl. XynoxHuk paboraet B mporpamme Unity. Yumncs B Liverpool John Moores
University.

CeromHsi Mbl PacCMOTPENIM CAMbIE OCHOBHBIE MPOQECCHU M TOHSATHS HUIPOBOIO
UCKYCCTBA, C KOTOPBIMU JOJDKEH YMETh pabOTarb COBPEMEHHBINH XyHOKHUK. Kak Mbl

MOYKEM BUACTh, IUPPOBOH MUP MOKET OBITH OYEHb PA3HOOOPA3HBIM.
HUcrounnkn
1. https://www.tealhq.com/career-paths/game-artist

2. https://habr.com/ru/articles/552768/
3. https://stemcellbio2018.ru/blog/istoriva-razvitiva-kompvuternovy-grafiki/
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