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dhove Your SGales Fitch!

By: Peter Kojesta

“Passion” is the new threat that the mediocre want to annihilate.
Even though It’s often touted as a necessity in our business, many
don't seem to respect nor want it. Speaking about your passion
is equated to a sales tactic, because it's somehow imagined that
true passion is only possible in hobbyists and starving artists.

Passion for art is what got me into this business; Passion for
games and how people play and enjoy them. | put this to work in
all aspects of my company, Exis. | hire only the best, most dedi-
cated people to work alongside me. Apparently, this sounds like
a “sales pitch” to some.

As eloquently as I'll speak to a naysayer: “Shove your sales
pitch”, | love this industry, and | refuse to tolerate poor work-
manship, sloppy delivery, and careless execution. We’'re creat-
ing worlds, and it requires a talented hand, steadied by a deep
rooted love of creation and execution.

We’'re an industry consisting of the most amazing talent on the
planet; from artists who take your breath away, to programmers
who comprehend the mysteries of time and motion through math-
ematics. We are composers who create evolving music to conjure
mood and setting, and designers who feel the subtle nuance of
gameplay in our bones. We are writers who spin a yarn, and pro-
ducers who use their organizational skills and vision to bind us
all together.

We are also business people who could easily make more money
selling widgets and filing TPS reports, but are held to this industry
by our convictions and creativity. Convictions that build the scaf-
folding we all climb, and creativity that paints the chapel ceiling.
Rekindle the zeal that started this industry, from gamer to execu-
tive, and afford it the respect it deserves.

Without our own drive, and without the passion of those who
came before us, there would be no business today; Growth and
mainstream success follow the visions of the most passionate,
not the other way around.

So | say it again, shove your sales pitch, we do this because
we love it.
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Exis provides top qual-
ity Modeling and Textur-
ing services. Our work
appears in AAA games
from publishers such as
LucasArts and Warner
Brothers, and in top level
Government Simulations
from General Dynamics
and Northrop Grumman.

We employ only top rate
art talent, and are focused
on providing our clients
with triple A quality; on
time, and on budget.We
implement every pipeline
enhancements, and con-
stantly research new de-
velopment techniques.

We strive for open com-
munication with our clients
by increased availability
and personal service. Fur-
thermore, we ensure the
security of their assets
with strict control proce-
dures. our office is on the
top floor of our building,
accessible only through
two levels of key-card pro-
tection. Our server is con-
stantly monitored and your
files are never internet
facing.




as meant to be a tiny game developed for
d Play contest. We only learned about the
month left to go. Our team decided that it
allenge to see just how much we could ac-
our of us set out to make a fun game, with
interesting design, in 1 month.

Ofiginally, Majestic-12
the Microsoft kam Bui
competiti with about
would be ice little ¢
complish in a month.
quali,ubg__rtwork and a

From a technical :
are no new problems

tandpoint, the game is pretty simple, there
to solve. From a pure play perspective, the
game is an intensely satisfying 3d sidescroller. Artistically, we really
wanted to go in a new direction. All of our day time work consists of
high end normal mapped assets with insane polycounts and trillion
instruction shadersy MJ12 was an opportunity to strip down to the
pure art of it. Everything is hand painted, much to our delight, and
we've managed to develop what | call "controlled cartoon" style.

The basic premise is that you use a combination of gorgeous
colors, with outlandish geometry for your characters, but maintain
a simple grounded element for the game world. You step out on a
ledge, but tie yourself to a tree 2 miles away. It's not a matter of
hedging your bets artistically, it's a matter of juxtaposition. Point
is, it turned out really well.

Our four man team had made a great deal of
progress in just under a month. We managed to
put together 3 levels, a slew of enemies , and a
very satisfying combat mechanic. We packaged
the game up, and submitted with literally 1 second

left in the contest ( 11:59:59 PM ). \(’/'/
Now here's the fun part; we couldn't stop our- /

selves from working on it; even after submissi
We had so much fun making this game, that even
the minutia of development, and polish steps are
a joy. Expect to see Majestic-12 soon; Just not

too soon, we're having too much fun.
—
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Modern game enwronménts are
somethm,g td’ behold; no doubt about
it. So, how do your enwronments mea-
sure up/? Are you that studio that de-
votes. its time and resources’ to making
killer aracter models but pays the ‘
~environments lip-service? Lets take .1
FPS games for example. The ‘environ-
ment occugbles 100% of the séreen T~
overlayed by a weapon that occuples
about 25% of the screen.#Does this
mean you need to devote all of your

E resrouces here’? The %ls no, but
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Few tips found here, you can increase
the quality of your levels without in-
creasing your budget. ;
One thing that stands out lmmedl—' :
ately is levels that are too clean. Thlg
is a sign of either a lowsbudget, or lack
of vision for the game envnrohments A
great way to generate usefdl © unk” in
levels, is to creates a bunch of basic
props (Bricks, Newspapers, Coke cans
rubble) and.then use the built in 3d""
Studio Max Reactor plugin to create in--
teresting combinations out of them. Set
these items up in the air, splayed apart
slightly, and then turn on the Reactor
gravity. The parts will fall into interest-
ing lay-outs. You canwrepeat this over .
and over to creaté a series of random = =
static meshes. =

s

™ 8 N2 mm '?‘h\e next tlp is to either buy or build a
NN g il ' \grea“'f library of basic items. Many indie
developers can benefit from buying
noﬁ exclusive assets; oh yea, and SO
CAN BIGGER DEVELOPERS. You don't
need to recreate that plant for every
5 sm*gle game; esspecially if you have
i ,,multlvple prOjects going inhouse using
‘the same style. We're over 6 years
‘into this console cycle, your 80 poly-
wgon plant is now 95 polygons; Your au-
'~ dience can’t tell, and it cost you thou-
sands of dollars. T'ﬁere’s no need to
‘re-invent everything yearly.




Now, earlier in this article, we talked
about adding junk to a scene. It’s im-
perative that you not overdo it, because
then you fall back into the greeble lust
cycle that makes games look horrible.
Every artist knows you need areas of
high detail, medium detail, and low
detail. Study your level and see if this
is how it’s constrcuted, or if you're
simply placing items wherever you think
it “looks good”.

Use the Golden Ratio to see if your
levels are composed in a visually pleas-
ing manner. Set the level up in visual
layers, each building on the next. For
example, the sidewalks builds on the
street as the shops builds on the side-
walk. Make sure there is a “connective
tissue” to hold these various layers to-
gether.

Lastly, make sure your environment
people are artists. Don’t stick your
amazing art team on set dress duty,
then hand those assets off to a gemplay
designer and tell them to build a level.
All too often this leads to intersect-
ing buildings, strange assets in exotic

places, and SO on. Let your desngners







