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Art of Outland

Foreword

Art of Outland

COPYRIGHT AND TRADEMARK NOTICES

Outland is a game about discovery and  tuning every single detail of the game, and exploration. When I drafted the initial  I can honestly say that we poured into it all All content of the Sites are: Copyright © Ubisoft Entertainment. 

black ink sketches for the game’s look, I had  the love and energy we possibly could. 

All rights reserved. 

no idea that those would turn into a thou-TRADEMARKS. Ubisoft Entertainment, Ubisoft, Red Storm sand drawings. 

The game industry is a beast that evolves Entertainment, Blue Byte and/or other products, names and logos fast. Every year the options multiply, and referenced herein are either trademarks or registered trademarks of Ubisoft. The names and logos of actual companies and products Outland is endless silhouettes of trees,  every 3D artist tries to keep up with each mentioned herein may be the trademarks of their respective owners. 

buildings and characters that one can al- new cutting edge technology. Outland went most see but yet, at the same time, are al- with ink drawings because sumi-e brushes Any rights not expressly granted herein are reserved. 

most completely hidden in the shadows.  haven’t been updated or patched in thou-NOTICES AND PROCEDURE FOR MAKING CLAIMS OF 

The whole production process turned into  sands of years. In a way, it was safe to as-COPYRIGHT INFRINGEMENT

a long discovery itself. I was incredibly  sume that the technique could be used to lucky to have the unconditional support of  create something that would age well. 

Notifications of claimed copyright infringement should be sent to the team behind my vision – without that, Ubisoft at the address provided below. ALL INQUIRIES NOT 

RELEVANT TO THE FOLLOWING PROCEDURE WILL 

Outland wouldn’t look as unique as it does, When playing Outland, you should 

RECEIVE NO RESPONSE. 

and would probably be just another prod- look at the Jungle and the world’s architec-uct among others. Even back then I knew  ture and find your own way of seeing it. 

Ubisoft

1st Floor, Chertsey Gate East, London Street, that this kind of artistic freedom was most- The details in the darkness are missing so Chertsey, Surrey, KT16 8AP

ly unheard of in the industry. 

you can see them better – in a way only United Kingdom

you can. We create games not to shove I’ve been asked a few times what I would  pre-defined bits of entertainment down do differently if I could go back now. I re- your throat, but to give you the possibil-ally don’t wonder about that when I play  ity to make personal experiences happen. 

Outland (and I still do!). For me, every- Like I said: it’s all about discovery. 

thing seems exactly the way it was meant to be. I remember all the early mornings, long days and sleepless nights we spent fine 

- Mikko Eerola, Concept Artist 
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Early Work

First Look

Early Work

8

9

Initially the game was trying to follow the foot-steps of Pitfall and Indiana Jones. Early concepts were painterly, with the idea of actually rendering the game world in this fashion. 

Perhaps the early look was too different and ‘artsy’ 

for it to gather any traction from the publishers, so we went for a do-over. 
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Environment Concepts

Early Work

This was an early concept for a puzzle room. To continue his journey, the play-14

er needed to rotate the four mirrors and 15

align the beam to shoot into the room’s own eyes. 

On the right page we can see some tests for the character’s powers represent-ed as spirit animals. Those ideas were abandoned for technical reasons, as the transparency of the 3D objects was too complex to pull off. 
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Characters

Hero Concepts

Characters

At first the player character was to be more of a messenger or scout type, reflecting the early pitches for the game; it had a leaner body with longer legs and arms, and in general it looked like a ‘real person’. 

This approach also included ideas like messenger bags, rags and dif-20

ferent caps, but we ultimately ended up with a cleaner silhouette that 21

was also more straight-forward to animate. However, the final character did have a scarf hanging from his waist to give overall movement a more dynamic feel. 
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Hero Concepts

Characters

While the style of the game 

was being decided, we stuck for 

a long time with the character 

you can see on the right,  particle 

effects coming out from his coat. 

22



23

In the end we decided that it 

was a bit too ‘fantastical’ for 

what we were trying to do, 

striking the delicate balance 

between believable (for exam-

ple, the Jungle) and mystical 

(the Light/Darkness duality). 
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27

In this design the character still has clothing as a ‘real’ person, and we sub-sequently added the tattoos to fulfill the ‘fantasy’ part of the equation. 

It’s hard to notice it in the game because it ended up being really tiny, but the light version of the character features a sun tattoo, while his dark coun-terpart sports a moon tattoo. 
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Heroine Concepts

Spirit Guide Concepts

Characters

For a long time we thought there was going to be a girl to rescue in the Jungle. At the time the Hero himself had the ability to shoot, so we thought she could have a gun as well. 



Later during development the girl transformed first in 28

some sort of ‘Jungle spirit’, acting as a vessel for the 29

story, and ultimately she became the game’s villain(s), also known as the Sisters of Chaos. 
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31

Before knowing what the game world and the ‘culture’ 

were, we just tried different stuff without a specific direction. These are samples of the various options we explored. 
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Enemies

For some time we tried to fuse human  This direction was discarded because we figures with objects. Here you should be  had a better idea for the ‘culture’ behind able to recognize a bell, a knife, an axe, a  the game world. What we settled for felt spear… 

much more cohesive, and at that point going with anything else would have been silly. 
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Enemies

More examples of characters/objects. Clearly recognizable here are a pair of scissors, a catapult, and a clock. Some people in the team felt that these designs were too lysergic. 
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Enemy Concepts

Enemies

The world of Outland is a fallen one, so we decided to split the (long lost) The jewelry for the castes was designed keep-society of Outland into, for lack of better words, castes: the elite, and the ing this division in mind. In these sketches it peasants. 

wasn’t in its final form yet, but it was clearly coming together. 

The richest and the nobles could go around without masks, the poor and the grunts had to wear them. You can see this theme throughout the game, and it’s especially All masks on enemies are related to the prominent in places like the Shrines, were statues depict both archetypes at once. 

moon symbol and the Underworld. 
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Enemy Concepts

Enemies

Someone calls the creature on the right “the Origami Bird”, The other characters in these two pages were designed thinking more even though its design was inspired by the ice shards featured of the particle effects attached to them. In the final game, these par-in Outland’s frozen area, The Mountain. 

ticles turned out to be quite similar to smoke, especially when seen in Outland’s peculiar silhouette style. 

That for us was a bit like reading shadows: we wanted to leave some space to imagination, so one can’t see exactly how an enemy is dying, and has to form his own opinion

38

39

[image: Image 80]

[image: Image 81]

[image: Image 82]

[image: Image 83]

Art of Outland

Art of Outland

Enemies

In-Game Enemies

Enemies

We can see here some exam-

ples of the lower caste of crea-

tures wearing masks. While 

creating the actual range of 

enemies for the final game, 

we really didn’t differentiat-

ed between humanoids 

and non-humanoids. 

40

For us they all were crea-

41

tures fitting the Outland 

world, perhaps coming 

from different time pe-

riods. So even the more ani-

mal-like featured symbols on 

their body – a great example 

of that is the Winged Serpent 

boss: he wears a mask too. 
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In-Game Enemies

Enemies

More examples of human elements on non-humanoid creatures. The mush-room-like enemy has both a mask and a spine that surrounds him. 

This was particularly hard to animate because of the silhouette style – there’s a good share of optical illusions going on in its flowing motion. 

On the right you can see early sketches of a foe you encounter on the Mountain, quite late in the game. 
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Bosses

Early Concepts

Bosses

Early on during development there were a lot of discus-sions about having big structures in the background. What you see in the pictures on left and right is us playing with that idea. At this point the influence of Shadow of the Colossus was really strong: the bosses were a level in them-selves. 

For example, the right structure was a bridge, but also a giant enemy. A bit of that is still present in at least a couple of bosses of the final game, and in some levels you have a glimpse of what are the 

44

locations you’ll visit in the future. 

45

We still like this approach, and per-

haps it will be reused in one of our future projects. 
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Golem

Bosses

The Golem was directly inspired by Shadow of the Colossus. 

It combines the various elements we have in the game very well: it has both platforming and combat, and that’s not trivial to pull off with a 2D boss. 

This battle in motion is something special: several graphic effects were crafted specifically for it, like the thunders in the background, the dynamic bloom that feels ‘alive’ or the rain hitting the various sur-46

faces – they might all seem obvious but they’re a real technical challenge. 

47

One of our favorite detail is the tree on the back of the Golem: it shows that this guardian has been there for a long time. The mask on the boss, resembling a skull, takes away part of its humanity, like it was ripping off his identity. In that, we see the masks in Outland as something degrading. That’s why only the poor and the grunts are forced to wear them. 
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Bosses

High Priestess

Bosses

The drawing on the left page would have been usually looked at with terror, because it’s hellish to replicate in 48

3D, but it felt so inspiring that the team went through 49

a lot of troubles to make it happen. 

In the final version we covered the face of the High Priestess with a mask to differentiate her from the Sisters of Chaos. She still wiggles provocatively though. 
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Bosses

Mother of Eyes

Bosses

The third world is the most 

explicit when showing how 

masked characters are treat-

ed like slaves by the upper 

caste. 

In the halls you can see them 

chained and sacrificed. 

When it comes to the 

Mother of Eyes, we clearly 

50

played with the arachno-

51

phobia many people seems 

to be gripped with. 

A lot of ‘natural’ elements 

are more elaborated than 

they seem at first glance: 

for example cobwebs in the 

lair are waved in spiral pat-

terns, to reflect, once again, 

the symbology of the world 

culture. 
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Winged Serpent

Bosses

When working on this boss fight our art department had to spend more than a week playing the section over and over to make sure The Winged Serpent was a big tech-it all made sense once in motion. 

nical challenge, because to look good it needed all these complex elements 

to come together. It’s the only forced scrolling section of the game – and 

one of the hardest in the original

release. The background had to scroll as well: to make that work with cus-tom additive layers was pretty hard. 
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Bosses

Sisters

Bosses

We wanted the Sisters to look 

the same, to represent Yin and 

Yang. One of our coders, in 

a legendary outburst, defined 

the effect he had to work on 

for the final boss battle as ‘a 

54

moving Pepsi logo’. 

55

On the left you can see the 

structure you have to traverse 

when on the ladder, just be-

fore the final fight. 



It’s probably one of our 

favorite moments in Outland, 

and a great a metaphor of the 

player moving from the ‘real 

world’ to the ‘mythological 

world’. 
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Bosses

Mini-Bosses

Bosses

Once we figured out the basic concept of the world, things came together quite quickly. 

Mini-bosses and other elements depicted here are assets that the game designers required to 56

make level traversing more interesting. 

57

The smaller dragon was a cool addition to the game, as we didn’t have static turrets, so we thought ‘why don’t we add some personality to it, and turn it into a character instead?’. 
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Environments
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Environments

Underworld

The City

Environments

The world of Outland is 

mostly empty – 

The Underworld is the kind of place where nobody would live in – you’re civilization has peaked 

sent there. All the elements in there reflect death and slavery: you can see and fallen. 

spikes, chains, coffins, cages… we saw it as a massive prison. 

The City is the remnants 

of what it used to be, 

and no one is living there 

anymore. 

This was probably the 

place where the upper 

caste spent most of 

their time, 

64

throwing decadent 

65

parties in their 

hanging gardens. 
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The Mountain

Environments
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67
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Environments

Eternity

Environments

The moon blocking the sun is a great way  A lot of the art is in the game itself. 

As you can see, these old buildings are sim-to reflect the symbolism of Light and  That’s how we created the image on the  ilar in style but each one of them is unique, Darkness. In this part we wanted to go all  right, drawing the buildings with ink and  meaning that they are not duplicated out, creating a setting where buildings are  keeping them pretty much untouched in the  throughout the section. Nature and time, suspended in mid-air. 

levels. 

as always, are trying to make them crumble. 

68

69

[image: Image 119]

[image: Image 120]

[image: Image 121]

Art of Outland

Art of Outland

Environments

Shrines

Environments

The Shrines are the ‘quiet places’ in the game, were you know you’re safe. The statues adorning the Shrines usually depict both castes at once. As in the Golem’s case, we have here vegetation growing on rocks, to communicate that these buildings are 70

old, and conquered by nature. 

71

The power-up statues are perhaps a bit ste-reotypical in their characterization: the female character provides you health upgrades, and her statue brims with life, while the male character makes you a stronger warrior, hence the dry and lifeless vegetation growing at its feet. 
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Environments

The co-op portals 

are recognizable 

because of their 

Teleporters feature some cogs resembling the dual-characters en-Housemarque logo – we put a little inside joke graving. 

there. 

They both sport 

the symbol of the 

sun behind their 

head, like a halo, 

hopefully repre-

senting the good 

guys. 

72

That was inspired 

73

by the Christian 

icons typical of the 

Orthodox Church’s 

aesthetic. 
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Environments

Miscellaneous

Early World Layout

Environments

All the levels needed to be painted following a layout similar to the one you can see on the right. Each room in the game took half to one day of work. Textures needed to be seamless, they always needed gradients, and many times it was just a matter of changing one color, playing the game to see how it looked, then starting over after the realization that it didn’t go exactly as planned. 

74

75

The flowers are designed for the Jungle. Because of the strong color coding for the game, it took us a long time to find the right hues for these elements. 
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Opening Storyboards

Miscellaneous
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Miscellaneous

Boss Murals

Story Panels

Miscellaneous

The story panels tell the 

history of the world in 

visual form. They were 

meant for the intro, but 

for the final game we went 

with a small animation in-

stead. The panels were used 

throughout the world, en-

graved on rocks and build-

ings. We had to design them 

in a very specific way, be-

cause there is a moving light 

behind them at all times. 

The boss murals are used 

before a fight as a tool 

of intimidation. 

78

It’s our way to tell 

79

the player: ‘something 

big is coming, if you 

think you’re safe, think 

again’. 
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HUD Ideas

Light and Dark Symbols

Miscellaneous

At the time we didn’t have 

a dedicated UI artist, so 

our art department had to 

work on UI elements as well. 



The main challenge here was to 

simplify the icons enough to be 

readable even when sizes shrinked. 



80

That meant that our con-

81

cept artist had to hear many 

times: ‘less artsy, please’. 
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Early Title Screen

Ingame Objects

Miscellaneous

This was Housemarque’s proposal for the Outland logo. Ubisoft didn’t like it much, perhaps worried about scaling, so we ended up with the logo you know. 



In retrospect, we are still adamant that this was a superior option, as it reflected well the themes and moods of the game. 
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Murals

Miscellaneous

Murals scattered around the game de-

pict the life of the world’s inhabitants. 

The ones on the left are shown only 

once, while those on the right repeat throughout the levels. 

We are not completely sure ourselves 

about the stories behind them, but they 84

look plausible enough as part of a very ancient and magical culture. 
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Murals

Bullet Patterns

Miscellaneous

The bullet patterns you see in Outland are not graphic elements, they The tension we faced while working on those patterns was due the del-are coded in LUA. We achieved their mesmerizing effects changing icate balance we had to strike between making them visually appealing spawn time and total lifetime of bullets, as well as their linear and and challenging gameplay-wise. 

angular velocity. 

This is an original Mayan mural, 

expanded for Outland with some fan-

tastic element. In retrospect we can’t tell what part we drew, and what is real. 

86

87

[image: Image 146]

[image: Image 147]

Art of Outland

Art of Outland

Miscellaneous

Key Art

Miscellaneous

This character layout for the

cover art was suggested by

Ubisoft, we just painted over it to 

make things look prettier. 

While the Eternity background 

works rather well here, given the 

chance to pick another pose for 

the Hero, we would have preferred 

showing him in action, for example 

during a jump. 
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