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Introduction and Notes 
 

Editor’s Note. 

This is an unofficial Art Book of the Multiplayer-Online-Battle-Arena game Paragon. As the game was shutting down, many people looking back deeply appreciated 

the game’s impressive art directions and graphics. Since the developers Epic Games weren’t working on the project anymore, I have taken it upon myself to edit 

this book out of pure love and adoration for the art design of the game. 

This book will include in-game renders, concept arts, sketches, and 3d meshes from the artists working on Paragon. 

About inconsistency in skins and heroes images. 

This book will include inconsistent images of character skins, as the main website for Paragon was inaccessible due to the game closing. Some characters will 

lack a number of skins, but will still be providing content in terms of design sketches and development info instead. 

 

 

 

 

 

 

The Legacy of Paragon as an intellectual property remained undetermined at the time of this writing, as Epic Games decided to close down Paragon on 26th of April, 

2018.  
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Promo photos
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Cinematic Render 
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In-game Render 
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Environmental Assets 

Over the past 2 years I had the fantastic opportunity of working in a small team of immensely talented artists here at Epic Games to put together a 
few levels for the MOBO 'Paragon'. 

-Scott HomerSenior Environment Artist @   Epic Games inc- 

 

Other Map Credits (In no order)  
Kevin Johnstone - Environment Art  
Paul Mader - Environment Art/Meshing  

Pat Jones - Level Design/Meshing/Lead Environment Artist  
Jordan Walker - Lead Artist  
Chris Perna - Art Director  
Adam Wood - Concept Art  
Zak Foreman - Concept Art  
Shane Pierce - Concept Art  
Ryan Brucks – Shaders/Technical Art  
Eric Terry - Texture Art  
Kim Libreri - Technical Director 
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Some of the organic rock elements created for these levels, most were built with 60fps and modularity/reuse in mind 
 Rocks originally created by Rick Kohler for use in Unreal Tournament.
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Some of the Hard Surface gameplay elements created for these levels. 
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For the Scan based assets, Scott reused 

elements from the 'Unreal Engine Kite' 

demo that had been originally captured by 

Francois Antoine and his team, modifying 

them to use in Paragon. 

In a number of these pieces Scott included 

'kitbashed' highpoly elements created and 

shared by both Scott and his teammate 

Kevin Johnstone, this helped ensure that 

their work looked and felt very similar. 
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Monolith 

Tutorial Map 

Heroes 

UI Design 

Special Events 

Tales of Agora 
-Work in Progress- 


