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CONCEPT ART 
 

Concept art is a visual representation which tells a story or conveys a certain 
look. It is commonly used in films, animation and video games production to 
convey a vision and set the tone for an entire game or movie [1].  

The use of the term «concept art» was recorded in the 1930s by the Walt 
Disney Feature Animation studio. A concept artist is an individual who generates 
a visual design for an item, character, or area that does not yet exist. While it is 
necessary to have the skills of a fine artist, a concept artist must also be able to 
work under strict deadlines in the capacity of a graphic designer. Some concept 
artists may start as fine artists, industrial designers, animators, or even special 
effects artists. Many concept artists work in a studio or from home remotely as 
freelancers [2]. 

The main purpose of concept art is to create a sketch or layout of an object 
in the shortest possible time, which can then be launched into production. In case 
of approval of the concept, working processes of other experts are started. If it is 
the game industry, locations and other game essences are created on the basis of 
concepts models. In the film industry models or prototypes of real objects are 
being developed. In case of approval of the concept, working processes of other 
experts are started. 

For most artists, concept art is the universe in which they live and exist. This 
is both a way of self-expression and a desire to prove to others how new and 
interesting the proposed concepts are. But most of the time, it’s hard routine work 
that involves creating a few sketches in an hour in order to select and bring the 
best on the market. The creation of such quick concepts allows you to decide 
whether it is worth developing the chosen direction, whether the customer likes 
it, whether it will become a real project [3]. 
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A mistake such as an incorrectly approved and put into production concept 
can lead to multimillion losses and the loss of another, no less precious human 
resource of the XXI century, namely time. Concept art saves it and allows you to 
distinguish the necessary among the superfluous in the early stages. 

At certain stages of work, artists who create concepts require mobility. Their 
task is to effectively convey ideas and mood in a short time, without being 
distracted by inappropriate detailing.  

A factor that affects the speed of production of ideas is the rule 10/90. The 
essence of the rule is that the first 10% of the time spent on planning and 
organizing work before starting will make 90% of the time required for the actual 
work more efficient. It follows that each minute of planning saves about ten 
minutes of execution. 

One of the best ways to do more in less time is to have everything you need 
before you get started. For the creators of concept art, it is an archive of tools and 
consumables. When creating concept art, the artist does not claim copyright and 
full originality. This means that it is permissible to use such methods and tools as 
speed painting, stroking 3D models, copying from photos, photomontage of 
elements, pencil sketches, contours instead of a full drawing, use of stock photos, 
old drawings, reference books with images from other projects, quick sketches and 
more. 

3D concept appeared due to the development of the latest technologies in the 
field of computer graphics and modeling, since not all designers can draw well 
on. But they can make a realistic 3D model using a computer program. This kind 
of concept art can perform the same functions as a drawn concept. On the other 
hand, a detailed 3D model cannot be called a «concept art» in its pure sense, since 
it is a finished product, and not quick sketches that serve to convey an idea [3]. 

For example, contemporary Japanese artist Takashi Murakami first draws 
with a brush on paper, then this image is scanned and processed by his assistants 
on a computer using the program «Adobe Illustrator», then each bend and zigzag 
are perfected in different ways. The project of the work of art passes from 
Murakami to his assistants, who possess computer technology, and back until the 
master is satisfied with the image [4]. 

Thus, in concept art it is very important to be able to show and explain 
something not in words, but with the help of visual means. The artist’s ideas must 
be understandable to the customer, the art director and those specialists who will 
implement them. The method of organizing the process of preparing material for 
the project using concept art makes it possible to select the best concept for further 
improvement with minimal loss of time and resources.  
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