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Lead Environment artist on ALAN WAKE II

NAZARENO URBANO
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ESCAPE THE DARK PLACE
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CREATIVE 
DIRECTION

VISUAL 
SOLUTIONS

TECHNICAL 
IMPLEMENTATION
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CREATIVE 
DIRECTION

VISUAL 
SOLUTIONS

TECHNICAL 
IMPLEMENTATION

• The Story

• The Atmosphere

• The Construct 

• The Nightmare

• Building the atmosphere

• Research

• Proof of Concept

• Building the construct 

•  Archetypes 

•  Construct made of words

• Graffiti

• News Papers

• Billboard and Posters

• Neon

• Teleport

• Reality Rewriting

• Light Shifter

• Live Action

• Conclusion
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PSYCHOLOGICAL SURVIVAL HORROR GAME
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8Concept Art by: Juhani Jokinen
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9Concept Art by: Juhani Jokinen
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CREATIVE 
DIRECTION

THE STORY
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“The dark place is a nightmare dimension,
 it is a source of dark energy that can make art 

come true, 
it makes dreams and nightmares come true.” 

INITIATION, CHAPTER 1
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13Concept Art by: Oliver Odmark
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CREATIVE 
DIRECTION

THE ATMOSPHERE
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CREATIVE 
DIRECTION

SEEDY AND 

DANGEROUS 

NEW YORK
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CREATIVE 
DIRECTION

NEW 

YORK 

FEELS 

LIKE A BAD 

DREAM
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CREATIVE 
DIRECTION

THE CONSTRUCT
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CREATIVE 
DIRECTION

THE DARK PLACE 

IS A MENTAL 

CONSTRUCT
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CREATIVE 
DIRECTION

THE NIGHTMARE
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CREATIVE 
DIRECTION
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THE HORROR 
COME TRUE
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CREATIVE 
DIRECTION
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Concept Art by: Oliver Odmark
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CREATIVE 
DIRECTION

VISUAL 
SOLUTIONS

TECHNICAL 
IMPLEMENTATION

• The Story

• The Atmosphere

• The Construct 

• The Nightmare

• Building the atmosphere

• Research

• Proof of Concept

• Building the construct 

•  Archetypes 

•  Construct made of words

• Graffiti

• News Papers

• Billboard and Posters

• Neon

• Teleport

• Reality Rewriting

• Light Shifter

• Live Action

• Conclusion
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BUILDING THE ATMOSPHERE
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RESEARCH
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ARCHETYPE OF A BIG CITY
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COLLECTIVE MEMORIES OF 

NEW YORK
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PROOF OF CONCEPT

Exploring atmosphere

Prototypes

Combine narrative and gameplay
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Mandate 

Stage

Concept 

stage

Proof of concept 

stage 

Concept Art by: Oliver Odmark

Sam Lake Janne Pulkkinen Kyle Rowley 

NARRATIVE ART GAMEPLAY
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33Concept Art by: Markus Luotero
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CITY INTERSECTION (proof of concept)
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LIGHT SHIFTERS

Prototypes by Tommi Saalasti
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PLOT BOARD

Prototypes by Tommi Saalasti
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Proof of concept mission
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LEARNINGS:

-The Dark Place was too dark :scale, proportions and silhouette.

 We need more lights.

Main features:

REALITY REWRITE

The plot board Alan can 

rewrite the story and 

change the environment 

TELEPORTS

Enclosed 

environment used to 

teleport the player

-Main problems: backtracking, confusing puzzles, complex narrative 

LIGHT SHIFTERS

Unstable lights that 

can change the 

environment
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‒Flat city intersections ARE BORING, 

especially if the player speed is very slow

LEARNINGS:

‒Backtracking can be painful if the path is 

too long and there is no elevation

Sad Alan
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LEARNINGS:

-Flat city intersections ARE BORING, especially if the player speed is low, we 

needed to bring elevation into the layout, especially in the center area of the 

hub
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Elevated Plaza
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Elevated Plaza

Highline
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Elevated Plaza

Highline

V intersection
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Elevated Plaza

Highline

V intersection

Rooftops
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Talk Show

Cinema

Hotel

Casey Alley

Center 

Plaza

Subway

Parliament

Tower

HIGH LINE
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LEARNINGS:

Light shifters close to each other are problematic

We need better resource management 

SHIFTER

SHIFTER
SHIFTER
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SHIFTER

SHIFTER
SHIFTER

SHIFTER

SHIFTER

SHIFTER
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LEARNINGS

-BAD for navigation/camera/collisions

-Do not scale assets
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LEARNINGS:

-BAD for Combat

-GOOD for narrative/exploration
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CREATIVE 
DIRECTION

VISUAL 
SOLUTIONS

TECHNICAL 
IMPLEMENTATION

• The Story

• The Atmosphere

• The Construct 

• The Nightmare

• Building the atmosphere

• Research

• Proof of Concept

• Building the construct 

•  Archetypes 

•  Construct made of words

• Graffiti

• News Papers

• Billboard and Posters

• Neon

• Teleport

• Reality Rewriting

• Light Shifter

• Live Action

• Conclusion
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BUILDING THE CONSTRUCT



©
 R

E
M

E
D

Y
 E

N
T

E
R

T
A

IN
M

E
N

T
 2

0
2

3

57

The construct does not belong to a precise timeline. 

the way we approach the world building, and the asset creation 

is seen through the light of archetypes. 

ARCHETYPES 
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Favor timeless and iconic models

ARCHETYPES 
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ARCHETYPES 

Bezier 

curves 
Model by Pedro Amorim
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ARCHETYPES 

Model by Pedro Amorim
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CONSTRUCT MADE OF WORDS
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GRAFFITI

80s New York

The words come from Alan’s mind
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NO STREET ART
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NIGHTMARE GRAFFITI

Art is not a crime
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Cold Casey 

Alice 

find Alice 

Cult of the Word 

you were here 

your fault 

Return 

Initiation 

write 

don’t write 

you died here 

AWE 

fiction 

remember 

forget 

stop 

you lost her 

ocean 

die 

guilty 

you did this 

lost 

round and 

round 

Blessed 

we see you 

you are us 

dark 
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Graffiti artist: @irwin_suimuri
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NEWS PAPERS AS VISUAL SOLUTION

NEWSPAPERS
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Graphics design by Laine ＆ Hallami
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BILLBOARDS AND POSTERS
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Graphics design by Laine ＆ Hallami
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NEON SIGNS
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89Lighting Artist: George Phillips
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CREATIVE 
DIRECTION

VISUAL 
SOLUTIONS

TECHNICAL 
IMPLEMENTATION

• The Story

• The Atmosphere

• The Construct 

• The Nightmare

• Building the atmosphere

• Research

• Proof of Concept

• Building the construct 

•  Archetypes 

•  Construct made of words

• Graffiti

• News Papers

• Billboard and Posters

• Neon

• Teleport

• Reality Rewriting

• Light Shifter

• Live Action

• Conclusion
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THE NIGHTMARE
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A looping nightmare
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Rewriting reality
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Buildings appear on each loop
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97Concept Art by: Juhani Jokinen
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98Concept Art by: Juhani Jokinen
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SEAMLESS TELEPORTS
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SEAMLESS TELEPORTS
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TECHNICAL SETUP
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a

b

Teleport trigger



©
 R

E
M

E
D

Y
 E

N
T

E
R

T
A

IN
M

E
N

T
 2

0
2

3

102

Teleport
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TELEPORT USED AS LEVEL TRANSITION

103

Teleport
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LEARNINGS FROM SEAMLESS TELEPORT
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Good for creating looping environments 

The feature require a lot of iteration 

and bugfix

Video showing bugs
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REALITY REWRITING

105Concept Art by: Jenna Seikkula
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REALITY REWRITING
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‒ INGAME VIDEO

TECHNICAL SETUP

}

1

2

3

4

5
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LEARNINGS
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-Required concept art support

-All the permutations are custom

-Scope increases for all the crafts

-We scoped down and prioritize 

each scene
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LIGHT SHIFTERS
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It is not just a door Most of the initial 

design are a door 

appearing

I can’t just 

put a light 

on a door

Art Director Level Designer Lighting Artist Game Design/UR

Asked Concept Artist to save 

us.

We created custom concepts for 

some of the scenes 

Created a lot of 

different prototypes. 

Failed multiple times.

Shifters are the only blinking 

lights in The Dark Place.

UI and audio helpers to improve 

guidance and visibility. 

Player does not 

understand this light 

is important, they are 

stuck
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LIGHTING HIERARCHY

Gameplay lights = pure color, brighter than other lights

Neon signs to help guidance,

Dim intensity and colored

Dimmer accent lights

Lighting team: 

Damian Stempniewski

George Phillips

Andrea Migliazza
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LEARNINGS
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-Constant collaboration between design, lighting, env art and 

audio

-Require a lot of iteration

-Hard to debug, they all comes with a different problems

Video showing bugs
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CREATIVE 
DIRECTION

VISUAL 
SOLUTIONS

TECHNICAL 
IMPLEMENTATION

• The Story

• The Atmosphere

• The Construct 

• The Nightmare

• Building the atmosphere

• Research

• Proof of Concept

• Building the construct 

•  Archetypes 

•  Construct made of words

• Graffiti

• News Papers

• Billboard and Posters

• Neon

• Teleport

• Reality Rewriting

• Light Shifter

• Live Action

• Conclusion
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121Concept Art by: Juhani Jokinen
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123Movie reference: Dogville

Lars von Trier
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Forest path
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PROJECTIONS TECHNICAL SET UP

126Cube with emissive videotexture material

Spotlight with low mip Projection
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127Lighting artist:Timo Nissi
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LEARNINGS
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-3D set in game and the live action 

needs to match

-Build first the game environment and 

then let the live action crew recreate that 

on set.
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LEARNINGS(FROM QUANTUM BREAK)
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REAL LIFE 
WHITE-BOX!
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CONCEPT 

ART
3D to Alpha

LIVE 

ACTION 

SET
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CREATIVE 
DIRECTION

VISUAL 
SOLUTIONS

TECHNICAL 
IMPLEMENTATION

• The Story

• The Atmosphere

• The Construct 

• The Nightmare

• Building the atmosphere

• Research

• Proof of Concept

• Building the construct 

•  Archetypes 

•  Construct made of words

• Graffiti

• News Papers

• Billboard and Posters

• Neon

• Teleport

• Reality Rewriting

• Light Shifter

• Live Action

• Conclusion
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FIND THE LIGHTS

ATMOSPHERE
Noir crime city

Echo of New York

Dark and grimy

ARCHETYPE
Place built from memories

Words with deeper meaning

Subjective reality

EXPERIENCE
Horror story

Looping environments

Trapped paranoia

THE STORY
Let the story inspire you
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BIGGEST LIGHTS

134

Compassion

Tolerance

Truth

ALAN WAKE II environment art team
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WHATEVER YOU DO, STAY IN THE LIGHT.

135

Thank you

If you like the nightmare we are hiring:

 remedygames.com/careers
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ATTRIBUTIONS:
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Movies:

‒ Taxi Driver 1976 Director: Martin Scorsese

Books:

‒ Lost new York: Marcia Reiss

‒ Forgotten New York: Kevin Walsh

‒ Viva La Pizza: the art of pizza boxes: Scott Wieneri

‒ The Urbano Prisoner Matt Weber

‒ Store Front: The Disappearing Face of New York  James T Murray (Author), 

Karla L Murray (Author)

‒ Street of new york teNeues MENDO

‒ New York City Carrie Boretz 

‒ Berenice Abbott photofile Thames&Hudson

‒ New York in Color Ernst Haas

‒ Joker 2019  Director: Todd Phillips

‒ Games:

‒ -Quantum Break 
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