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This portfolio outlines the work I did as Art Director on Avatar: Pandora Rising.
I was involved with the project from the very beginning, working with concept 
artists on the first visual exploration of the game, all the way through the 
launch of the product. As Art Director I oversaw the creation of all art assets for 
the game, as well as Marketing assets, and therefore this portfolio contains 
the work of dozens of incredibly talented artists with whom I worked closely 
to maintain the vision of the game.



Environment ART:
From the beginning of the project, we knew we had to deliver on the promise  
of the “Pandora Experience” and so we worked closely with Lightstorm 
Entertainment’s Art Team to develop a look that was true to the vision of the 
film, while still being readable on a small mobile screen.

Shipped Environment ART:

Early Look Dev Environment ART:



Environment ART:
Another component of the game was to show how the RDA Faction built 
their high-tech base in the jungle environment of Pandora, and the 
juxtaposition of nature  vs. technology.



Environment ART:
Having a clear rule set for structure shape, value, silhouette, and color is 
critical in creating art that is easily identifiable and discernable on the 
gameplay environment background.  The structures for Pandora Rising had a 
very clear, and well communicated rule set for the art team to follow via the 
style guide.



3D Character ART:
Our team worked closely with Lightstorm’s Artists to develop a stylized 
Character Design that would appropriately represent the film’s characters, 
while updating the look to be more cohesive with a mobile game title. The 
result was a simplified yet compelling character style. The following are 
excerpts from the style guide that I created, which was approved by both 
Lightstorm and Disney.





Combat:
The biggest challenge when designing artwork for a real time combat system 
is that it needs to be incredibly accurate and readable in an instant for 
competitive gameplay. Combat units need to be instantly discernable from 
other units on the battlefield, and those units need to stand out from the 
background environment artwork.



Combat Units:
Simplifying character models for in-game combat is critical for a mobile 
screen game playing experience. Camera angle and distance needs to be 
considered, and Color, Value, and Silhouette give the player an instant read on 
their own units, as well as those of their enemies. These unit creation rule sets 
are clearly communicated to the art team through a well curated style guide.



UI Art:
For mobile game development, a clear, readable UI is critical for the User 
Experience.  Implementing UI that connects with the IP while still being easy 
to understand is a challenging feat, and one that takes a lot of patience and 
exploration.



2D Character Art:
For Pandora Rising, we knew we had to have the highest quality artwork 
when representing the characters from the film, and match that style for the 
new characters introduced for the game. These paintings were used to 
represent the “Commanders” of the player’s army.



Key Art:
Another critical component to making a game with a licensed IP is to connect 
the game with the films as much as possible with Key art that reflects the 
looks of the film integrated into the game.
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THANK YOU!
For taking the time to look through my work.  Should you have any follow up 
questions about my experience or skills, please do not hesitate to reach out!


