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• Based on my perspective

• Everyday topics

• Not directly art focused



Pantalones! Things I Wished I knew Prior to Becoming an Art Director

Talk by Denis Rogic





• Ambitious and resilient

• Love to work with people

• Believe in hard work

• Love to create

• Perfectionist



• Clear(er) picture











• The will to change yourself



• Build teams

• Everyday interactions

• Support and help each other



• New employee mentoring

• Creating the architecture / design / 
foundations of the solutions in disciplines

• Creating content with their own hands

• Estimating the time needed to complete the 
task

• Resolving the most difficult cases

• Prioritizing tasks internally 
and externally

• Distributing duties among 
leads of other teams

• Risk management

• Supervizing staff daily

• Making decisions during
controversial / contested 
situations in their disciplines

• New employee onboarding (formal process)

• Organizing training for the team

• Filling out “soft skill” feedback

• Processing employee leave and vacation 
requests

• Supporting / organizing 
team-building events

• Monitoring and taking care of 
employees’ emotions

• Assigning people to specific 
tasks / resources

• Participating in the process 
of firing an employee

• Employee "soft skills" 
evaluation

• Creating a positive work 
environment 

• Self-improvement in the 
leader role

• Resolving conflicts

• Participating in employee 
promotions

• Headcount / resource 
planning

• Setting directions and goals 
for their discipline

• Participating in the process 
of planning milestones for 
roadmaps / timelines

• Setting the standard in their 
discipline

• Advising upper management 
with their expertise

• Participating in future project 
planning — planning the 
headcount, building teams, 
etc.

• Being a supportive role model 
for a team during difficulties

• Quality approval

• Setting the direction and 
goals for their discipline

• Employee "hard skills” 
evaluation

• Prioritizing work in the team



The Office US (TV Series 2005-2013), NBC



• Participation in the process 

of planning milestones for 
roadmaps / timelines

• Create standards in 
discipline

• Advise Upper Management 
with expertise

• Participation in the future 

projects planning - planning 

the headcount, building the 
teams etc.

• Being a support and role 

model for a team in 
difficulties

• Quality approval

• Setting the directions and 
goals for discipline

• Employee "hard" evaluation 
of the work quality

• Prioritization of the work in 

the team

•

•

•

•
•



• Create Team DNA

• Get results

• Big influence on people’s lives

• Being hands ON

OUR Team



• Ownership

• Empathy

• Appreciation

• Recognition



• Motivating yourself and others

• Habits

• Discipline



"Sometimes the hardest thing and the right thing are the same”

- The Fray -



• ALL the time

• Putting out fires

• Building trust

I don’t know . . .



• Follow your instincts

• Listen to the team

• See the big picture

• Prioritize and execute





• Different types of creative input

• Being hands ON

• Keep improving yourself











• Feedback

• Meetings

• Excel sheets

• Planning

•

•





• Constructive feedback

• Teams

• Development path

• Self-improvement

"Train people well enough so they can leave, treat them well enough so they don't want to."

- Richard Branson -



"Loneliness is a required course for leadership."

- Elisabeth Elliot -



https://www.hrmorning.com/articles/manager-burnout/



• Go for it!



The Office US (TV Series 2005-2013), NBC



• Change perspective / detach

• Improve all the time

• Don’t stop creating

• Listen to the team

• Delegate

• Prioritize and execute

• HAVE FUN!



Environment Art Team!



HR Partner               Agata Dziewulska

Art Director Lucjan Więcek

Art Director Jakub Knapik

Art Director Paweł Mielniczuk

Lead Environment        Michał Janiszewski

CD PROJEKT RED TEAM
Artist



kacper.niepokolczycki@cdprojektred.com





We are headquartered in Warsaw, Poland, with studios
in Cracow and Wroclaw. In North America, we operate
in Vancouver and will be opening a new studio in Boston
to drive development on the follow-up to Cyberpunk
2077.
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