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Foreword

It is with a great deal of appreciation for all you art-loving gamers, whether devoted fans
or newcomers to the genre, that our team has assembled this collection of illustrations as
a sneak peek into the crafting process behind the visually stunning world of Guild Wars 2.
We're not making it easy for ourselves. Aiming to vastly surpass the success of the first
game, we have to deliver a broader, deeper, richer, and even more epic experience. The
opportunity to share with you some glimpses of this exciting endeavor means a lot to us,
with its monumental challenges and the unparalleled satisfaction of conquering them one
by one.

We don’t regard concept art as blueprints to be slavishly reproduced, but rather as an
inspirational starting point for our amazingly creative production artists. Multiple layers of
personal contributions are expected and encouraged, sometimes leading to significant
deviations from the initial idea, but always adding depth and richness.

We invite you to retrace our intimate, occasionally convoluted thinking patterns and hope
that the emotions we experienced along the ride will resonate with you. For the remaining
duration of the development cycle, get high with us on the harmless, yet oh-so-addicting
drug of our choice: art.

Above all, set your expectations high. You will not be disappointed.

Daniel Dociu
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Ascalon

War-torn As«

habitation; now rule

have restored the land to

hundred and fifty years ago

ful, verdant land. After more than twi

of war, 1t holds that luster only i isolated area 1
pockets of greenery and fields of rolling grain 'he
charr war machine has tamed it, and the humans

have given way

Ascalon in the modern age is the homeland of the
Iron Legion of the charr nation. Even under charr
command, it i1s still a nation at war - against the
humans in the fortress of Ebonhawke, aganst the
dragon minions that swarm out of the wildla

and against the ghosts of King Adelbern's vens-
geance, (terrible incarnations of those who died
when the human king cursed his own kingdom

rather than surrender it to the charr)

Ascalon shapes our image of the modern charr
nation, of the Legions and their conflicts and of the
final days of battle between the human holdouts
and the charr loyalists. It sets the stage for war on
a larger scale, showing a land struggling to heal
and providing a harsh homeland for the strong and
stalwart charr. The creatures of the area are remi
niscent of the world Guild Wars players remember,
while still providing fresh new challenges and
places to explore

Keka Kotaki
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15 dithcult ith the charn vhose massive imon

tructures neaded 1o be .l‘.‘..!‘.,'“ Il'.ll"f' for war

Damniel Dociu

} |‘V'n )in Ahr

Damel Docu
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Kryta

Fhe bountiful fields of Kryta are the home of the
humans, once the predominant race of Tyna. 1
hundred years ago, the human empire extended
from the Blazeridge Mountains east of Ascalon
through the Maguuma Jungle far to the west

As the human race has fallen, their control has
dwindled. The fields and plains of Kryta now
comprise the last human kingdom in Tyria, ruled by
Queen Jennah, descendant of the line of ancient
Krytan kings. Within the city-stronghold of Divin
ity’s Reach, humanity clings to a desperate hope
of salvation; the dream that their race can at last

find peace

Kryta is a land of unrest. Bandits revolt against the
queen’s rule, claiming that her dreams of equality,
peace and freedom are weaknesses. Centaurs.
the original inhabitants of the northern Krytan
hills, fight against the encroachment of human

ity. The Ministry is at odds with the queen, and
political factions tear Divinity's Reach apart from
within. Only humanity's faith in the Six Gods, and
in Queen Jennah, holds the race together against
all odds

Much has changed in Kryta. The rise of the na
tion of Orr flooded the coastline, destroying the
city of Lion’s Arch and causing the populace to
retreat to the northern expanses. When the flood
receded, Lion’s Arch became a shantytown, built
and ruled by lawless outcasts and brigands. In the
last century, it has matured, be« oming a unique,
cosmopolitan city that rejects the queen's rule
and claims to be a free city state, open to all races
and cultures. To the south, the floods ravaged the
coasts, opening sheltered bays for pirates, bandits,
and hylek tribes. Kryta is a land of adventure, with
a rich history and an uncertain future
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Fhe city of of Divinity's Reach 1s made of hi

1ON nNad mortar contrasting IRLT bt e

that urroundads thi Cily i 15 (e igned 1o «
f

Hnwi?, |-Il‘l|ll]ll"llll andad “I\-I\I, in a chaotu

world. The carnival in the city's main plaza pro

vides a unique setting for wonderful mini game:

amusements, and hohday celebrations

Fan Yang
Matt Barrett
A

Jason Wiggin

Daniel Dociu
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indred and hifty yvears have passed since

o Wars, and in that time, humanity - hke our
other raci has advanced, both technologically
ind culturally. Clothing and weapons have become

more ke those of the renaissance, and maagical
theory has expanded to include new spells and

enchantments
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Divinnty's Reach i1s the final bastion of humat
vihzaton and culture I racs I humanity

here, exiled or unable to return to their homeland
logether, they work for the survival of their racs
against ternble odds - protected by the white wall

of the ( IT\;‘ and the |;\|||1IH\] hand of theu queen

Matt Barrett
Keka Kotaki

Jamie Jones
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Lhwvi 1y Heacl SOMmMe have Hrokan e with thi
human government, struck out on their own and
begun to prey on the less fortunate. Humanity 1s

crumbhng = nside and out

Keka Kotak

amie Jones
Levi Hopkins
Aaron Coberly

Horia Dociu
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15 bhrand ney reas and plact
mark the landscape of Kryta. Even in lands that

are well known to the player we wanted to add

new locations. and new vistas to l'-;n)wrv' Thess

new, swimmable areas provide us with amazing

opportunities to do just that
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Maguuma

he depths of the Maguuma Jungle were relatively
mnexplored in the ongmal Guild Wars, so the de
ign team and artists had a lot of leeway and room
to grow into wonderful concepts and fantastic
ettings. The Mursaat have not been seen in de
cades, and the Shining Blade is now the queen of
Kryta's right hand. The jungle itself no longer bows
to human rule, but is instead the province of the

cunning asura and the mysterious sylvari

Rata Sum, the center of asuran civilization, i1s a
thriving metroplex of magical invention. Their
strange experiments have altered swaths of the
jungle, releasing uncertain energies while studying
the Eternal Alchemy of life. From tesla coils of
magical lightning to the stoic golems that protect
the city, the asura’s highly magical nature offered a
lot of wonderful territory to build true high-fantasy

design within the world

Near the coast, a seed planted long ago by a weary
soldier sprouted into a great and glorious Pale

Tree. Twenty five years ago, the tree flowered, and
the first of the sylvari stepped out into the world
fully grown. Their affinity for plants, their mystic
nature and their innate sense of wonder shaped
the coast of the Maguuma Jungle irrevocably,
making it a place where they could thrive. Their
home, the Grove, is a wondrous blend of culture

and wildness

Both of these races are magical in nature, allowing
us a wonderful opportunity to showcase green
growth and lush environments, and provide a dis
tinct contradiction to the more technological charr
areas, or the ‘civilized’ human areas of the world
Maguuma is inhabited by minor races as well
including the ratlike skritt, the stoic tengu, and the
gentle quaggan. It is a wild territory, an enchanted

forest, a green and verdant frontier

Kekal Kotak
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Wi NeCTomance ke Trahearne revel in the

le-and-death cycle of nature. As the cycle 1sn’t
neither are they, despite their more sinister
ppearance. Parts of the Maguuma are also filled

vith darkness — 1t 1s, after all, another side of life



I he monster n Maaguuma gave t!
dertul chanci 1.-;;\‘,’ iIth unusual textur vvooOd

thorm vines. and other natural elements all cam

together into one iImposing whols
















As a race, the Hylek had far to go. The addition of
crafted materials and more modern weapons gave
them an edge they'd been missing, and a redesign
of their houses lent to the effect that they were a

rapidly developing, if still ssimplistic, race







Over the past 200 years, the Maguuma Jungle

has seen the largest influx of new influences

whether pushed up from below Dy thi [J| stroyers

like the Asura. or blossoming into unprecedented

life, like the sylvarn
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Asuran magic has advanced significantly in 250
years, allowing them to build bigger cities, branch
out into new fields, and develop new colleges of
research. They've left the past behind, and moved
on to bigger - and more explosive - things

Matt Barrett

Matt Barrett
Kekai Kotaki




Shiverpeaks

The Sh verpeakxks are the longest mountain range
n the world. running from the hot jungles i«
south, through the dusty and foresteda areas ot

eastern Ascalon, up into the snowy wild lands of
the icy north Tlnu\, are populated by the indeper
dent norn. a bold race of survivalists who prize

strength and courage in the hunt. Where once

tr
norn were a legend, now they are an established
ulture, mastering the mountains around then

with rugged self-reliance

The great loage of Hoelbrak proviges a meeting
place for norn adventurers to tell their tales, and
for their F'\[]v-" armorsmitnhs to trade some | f the

their

finest wares in the world The norn revel In
harsh surroundings, allying with the warlike charr

1 ferocious common interest: the thnll of battle
From the impressive mountain vistas to the lost

dwarven ruins, the Shiverpeaks provides a land of

aiscovery for players 1o explore




The various races of the Shiverpeaks have to
deal with harsh cold and difficult terrain, and the
buildings and dress had to show a certain care for
that environment. The kodan, in particular, were
based on polar bears, so their clothing and armor

had to show they were wearing the matenal for

show, and for protection—not because they were

particularly cold

Damnel Do
Richard Andersor

Donald Phar

Keka Kotak

Matt Barrett






The artists came up with this fascinating idea - a
city floating on an iceberg in the cold northern
seas. Although the design statt had no plans for
such a thing at the time, the image was so evoca-
tive and amazing they immediately had to find a
place to include it

Daniel Dociu

Richard Anderson
Aaron Coberly
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Wae saw the normn race bnelly in Guild Wars ' Fve
ol ”‘ll'f'l‘l‘f”ﬁ but in lrl,‘h".,'l\J' ' £ WO wanted to

expand on them and really develop their culture

Their reverence for the spints of the wild, theu

independence and strength, these were things we
wanted to bring out when concepting their art and
atmosphere

Susan Jessup
Jamie Jang

Aaron Coberly

Daniel Dociu
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We wanted the Shiverpeaks to feel weighty, like
heavy drifts of snow against twisted trees. The
creatures living there have the same heaviness, a

certain solidity and depth

Jamie Jul.r-b
Richard Andersor

Kekal Kotaki

Richard Andersor
Kekal Kotaki







The norn are a warnor race, who value the resi
ience and strength brought about by generations
of living in dangerous territory. Unlike the charr
..__'-‘,’Lu;!!, dominate and conquer, the norr i‘”l'
to challenge themselves and test their abiity

against powerful opponent:







In character and creature

1se all availlable avenues to comi

to the player. For example, armor d¢

des

from research of real cultur

ot about a race. Accessories, tatto

ons, color palates, texture:

reinforce a character’'s theme. he

and game play

mportant t«

inicate persor






A hundred and fifty years ago, the second of the

great dragons awakened in the far north, driving
the norn into the southern Shiverpeaks. Some
creatures - and norn - were not lucky enough to
escape the dragon, and became corrupted by his
icy power. We foreshadowed this in Guild Wars
Eye of the North, but it got better and better in
concept art for Guild Wars 2

Jamie Jones

Jamie Jones
Richard Anderson

Jason Stokes
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The horrible fleshreavers are one of our most
disturbing monsters. Born as little more than a
skeletal structure; the parents assure the survival
of their young by layering dead muscle, tissue
and flesh over the delicate newborn. A fledging
fleshreaver must continue the handiwork of its
parents, acquiring new flesh pieces and muscula
ture to attach to its skeletal structure in order to

supplant its rapidly growing form

Keka Kotak

Kristen Perry
Jamie Jones

Daniel Docu




1inn







B
3
2

|
A’
at B r
-
—— %f—WT' = - -
- " - : -~
- X - . .
o, é_%
P s L
o G, -
e

e ————— — ——
— - — — W - e —




Even beneath the l‘.lf"w'ni_ there are impressive 10

cations and compelling setting where adventures

can occur. Discovering these and explonng their
secrets, is one of the most wondertul things about

Guild Wars
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I t nation ot Orr, di ned durnng th ita

em caused by Vizier Khilbron, has excited fal
ind artists alike i:wr.nlww-!l«mr‘wft-‘-w-"t‘l‘i'
new and ex ng directior was elemel inry
As the stronaghold of the undead aragor Zhaiar
Orr has rnsen as af indead abbatoir of darkness
ind decay. Arah, the « ty built by the human goas

§ t it e het me a

the waves, but It nas

rses from beneatl
place of nightmare

f

Orr provides us with a 10¢ ation for awesome

spectacle: dark vistas ¢ f a hellish lanascape un
like anything we've ever done in Guild Wars. Ir
contrast, the Realm of Torment wasn i built on a
recognizable template like the I yvads. builldings, ana

cities of Orr. Orr, however, I a twisted landscape

whose familiar features Of v make the area more

disturbing. The dragon's corruptiof spreads acrt

the peninsuila ar 1 the ar wned rnse t the ()
;

rian soldiers rise at Zhaitan s commal ]

Orr nevertne

A complete unk nt r playe
[ has a great deal of lore ana nist ry behind It,

s well as a tremenaous al nt of cataclysn
jestructior iNA Qark 10 that ha haped It ver
the last 250 year t is a cursed land, a dark land

y land from which nightmares nse We wanted
omett 1 that would both chalienge al 1 haunt
ur player: aiving them a visiof of horror that

would set the cene for true heroes 10 rnse uj nd
defeat ar almost invincible opponent. LIving Ip 1o
those high ambitions wasl t an easy task, D i )
artists tuinitied our w dest expectations ind ther

csome. We hope you |l agree
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based on famihar U create the heart of

o |»."‘.l"1-" was pul nto making the cour

n.v-whmf.l-rrn and twisted as the monsters that

inhabit 1t







According to legend, the city of Arah was built by
the human Gods when they first came to the world
of Tyria. Grand structures that both evoke human
architecture and also departed from it in epic,
overwhelming manners, helped us establish that
“godlike,” Olympian feeling

Daniel Dociu

Daniel Dociu
Hyoyr Ahr
Hai Phar

Jason Stokes
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The monsters of Orr had to represent the nature
of the dragon that has seized that nation; corrupt
undead. and destructive. Some of the most strik

ng creatures in our game can be found here, built

[||1H-F\ from the imaagination {(and in some cases,

f

the nightmares) of our tean

b A m i







These are sketche: of draconic heads and Dq e

to be used in creating our pPrivr rchal dragons and
some of their highest-level minions. vve w nted
dragons that had a faintly serpentine feel, but
were still very different from the ¢ tandard " tantasy

dragon.”

Keka Kotaki

Matt Barrett






- \ In the early stages of a project we take the oppor
| tunity to paint what we call “look and feel” pieces
. : HE)TM'*lw-.f.n.wl-\,-u;rle“.;mfu!mg to any design speci
fication or lore, « reating these pieces hw\;v. us
develop fresh ideas and, more importantly, moods
and styles we’ll later infuse into designs that are

tied to the game's story. Some of these pieces

even inspire the designers and end up manifesting

in the game

v,
e
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The breath of the dragons exudes their essence
twisting creatures, landscapes, and all thing:
caught in their exhalation into a mimicry of the
dragon’s power. For the undead dragon, Zhaitan
this means his minions and landscapes are im

f

ages o1 decay, watery decomposition, undeat!

swampy morass, sickness, and pestilence

Aat (
Matt Ba
Kek k 1
Kekai K k
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