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MAKING A FUTURE WORTH FIGATING FO

OVERWATCH VESLRAL TARGET CONCEPT

OUn November [, 2014, Blizzard Entertainment

turned a new page in its history.,

Cver twenty thousand people from around the world had
gathered at the Ananeim Convention Center in California
for the eighth BlizzCon. Many of the attendees arrived
early and flooded into the main hall to claim a seal for the
agpening ceremony. They expected to hear news aboul
Blizzard s current lineup of games, but they were In for

a surprise.

Before the packed main hall, Chris Metzen, Blizzard's
senior vice prasident of Story and Franchise Development
and one of the company's veteran creative forces, took
the stage. For two decades, he'd shaped the universes
and characters of Warcraft, StarCraft, and Diablo. More
recently, he and a team of developers had been busy with
something else. Now it was time for BlizzCon's attendees—
and the world—to discover what that was.

Metzen unveilled a never-before-seen traller, It wasn't sef
in the world of Warcraft. StarCraft. or Diablo. It was new.
It was different

it was OUverwalch

For the first time in seventeen yvears, Blizzard had created a
brand-new universe: a science fiction vision of future Earth,
filed with diverse and larger-than-life heroes and villains.

Owver the next yvear and a hall, the game went through
various stages of beta testing and refinement. Then on
May 24, 2016, Overwalch was released. It quickly became
an international bestseller, garnering critical acclaim and

winning numerous Game of the Year awards

But the road to success was long, and it began in the
wake of 1ailure.

Years beftore Overwalch's announcement, Blizzard

nad been developing a different title—a massively
multiplayer online role-playing game (MMORBRPG) code-
named Titan. Many talented artists, game designers,
producers, and engineers worked on the project. They
were eager to create something that would match the
success of Blizzard's existing MMORPG juggernaut,
World of Warcrafi.
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Despite the team’s passion and experience, Titan naver
quite found its footing. Blizzard ultimately canceled the
project.

The developers were humbled, but they weren't ready to
give up. Mot yvet. They were hungry to prove themselves, o

craft a new idea that would succeed where |itan had failed.

After Titan's cancellation, members of the game team met
to discuss the future. From their talks, an idea was born—
a first-person shooter in a near-future Earth. The genre
and setting were departures from Blizzard's current games,
but the developers saw that as an advantage. It would give
them the opportunity to explore new arl styles and stories.

A guiding principle that emerged was that the game would
focus on heroes. They would be more than just classes like
those seen in many traditional first-person shooters. The

characters would have their own Identities and backstories.

They would be the heart and soul of the game that would
become known as Overwalch.

HERD LINEUP SKETCH

EARLY HERO LIKELM

Concept artists immediately began fleshing out this
nascent idea. The first illustrations of Overwatch's hero
lineup helped establish a tone and personality for the
game. They gave the rest of the developers a clear vision
of what they were working toward. They gave them
something tangible to rally around

Artists also explored in-game concept illustrations.

The first ones featured early versions of characters like
Torbjorn, Roadhog, Reinhardt, Winston, Tracer, and Geniji.
The characters were bright and intriguing. The world they
inhabited was vibrant and alluring.

These concepls were the sparks of inspiration that fueled
the team going forward.

To: PERER € LEE, MO0 0RE AND BOTTON: ARNCLD TRAMND

As the art style of the game took shape, the developers
faced another challenge. Overwatch was visually unigue,
and it was very different from Blizzard's other universes,
How could the developers keep Overwalch fresh and new
while also making it feel like a part of the Blizzard family?
How could they embrace the company s art legacy while
also pushing it forward?

All of Blizzard s existing game universes had distincl
themes and visual styles. StarCraft was a stark and
gritty sci-h that centeread around conflict between three
powerful factions: terrans, protoss, and zerg. Warcraft
was a high tantasy world of elves, dwarves, demons, and
other creatures. Diablo was a dark gothic fantasy where
humanity was trapped amid an unending struggle
between angels and demons.

MAKING A FUTURE WORTH FIGHTING FOR - THE ART OF OVERWATCH w ong



Overwaich's developers closely examined these worlds to
learn not what made them different but whal made them
alike. Warcraft, StarCraft, and Diablo shared Blizzard's
core design pillars, such as exaggerated proportions for
characters and immersive worlds filled with deep stories.

From their studies of other Blizzard games, the developers
made four guiding art principles for Overwaich. The first
was diversity, in terms of not only character backstories
and cultures but also designs for locations, architecture,
and technology. The second was creating a hopeful

future, one that players would want to live in and fight for.
The third was making locations, character proportions,
animations, and poses dynamic. The fourth was giving the
game a handcrafted feel, ensuring that every texture and

MOCH-UP OF ART OF BLIZZARD COVER WITH TORBJIORN

piece of art felt stylized and lovingly crafted.

FinaL HERD LINEUP

The next hero lineup fulfilled these principles as well as
the leam's goal of embracing Blizzard's art legacy. The
characters were highly stylized, featuring the exaggerated
proportions and attention to detail also seen in Warcraft,
StarCraft, and Diablo.

These new heroes fit into two categories. Some were
classic archetypes that would be familiar to players of
other Blizzard games, such as the armor-clad knight
Heinhardt and the dwarflike engineer Torbjérn.
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"RECALL™ AREMATED SGHOHT

Others were completely unigue to Overwalch, like the
exuberant time-bending hero Tracer and the highly
intelligent gorilla Winston. These characters represented
some of the game's core themes: the spirit of heroism
and humanity’'s bright future.

Ihe team applied the same art principles to Overwalch s
setting as they did to the game's characters. Earth was
unexplored territory. It had never fully appeared in any
of the company's other titles. The developers relished
the opportunity to re-imagine the world through the lens
of Blizzard.

The designers sel out to make their maps as diverse and
stvlized as their heroes. They also wanted them to feel
both exotic and familiar. Places like Hanamura blended
traditional Japanese architecture with futuristic vehicles
and cityscapes. Eichenwalde fealured a village damaged
by war between humans and robots, while drawing
inspiration from classic fantasies of enchanted European
forests and medieval castles.

lo keep the focus on Overwalch s heroes, the designers
tied these locations to characters. The maps became more

MATHLAL VERHALTELT

than just places where players would do battle. Some of
them represented the countries that the heroes were from
Others featured heavily in the characters’ backstories.

Over many months, work progressed. Concept artists,
modelers, animators, lighters, game designers, and other
developers continued fleshing out heroes and maps, using
the core pillars of diversity, a hopeful future, dynamic
characters and locations, and a handcrafted feel.

When Overwalch was released in 2016, it fealured twenty-
one heroes and twelve maps. | he designers had molded
its visual style into something unigue and true to Blizzard's
legacy, and they now had a firm foundation from which

to expand

And expand they would

The future was bright, and the story of Overwalch
had just begun.
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HEROES 1

ANA

Concept arl and a detailed backstory existed for Ana
before the game team made her into a playable hero.
She first appeared in Soldier: 7&'s origin short as a
gifted sniper and an original member of Overwatch.
However, the team found it difficult to add her to the
game; Widowmaker already lilled the sniper role.

A solution came when the developers combined
Ana with the abilities of the Alchemisl, a prototype
character who used potions o harm enemies and
heal allies. The result was a thoroughly unigque
hero: a support sniper who also playved a key

role in defining the world of Overwatch and
its overarching story.
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» CHARACTER SILHOUETTES-A character's silhouelte i5 vital to gameplay. When
designing Ana, the developors used her cape to creafe a triangular shape, which

sal her apart from other characlers and made her very identiiatile in battle

For Chvarwalch s ammalors, (he cape also became an imporian 150 1o
making Ana's movements unigque,. 1hey viewed her clothing atmost

as ancther character, and they even bullt new technology

o give tham the freadom o maka (he cape as

fluid and malleéable as possibe

FIRST AFPEARANCE
OF ANA AMARI

MOUVEMENT
STUDIES

LEFT. BEM THAMKG, FRHEHT. ARRGLD FLANG
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ANA WITH YOUNG FAREEHA

PO DaED KARMND, BOTTOM: JORM FIDORA AND ABERNGLD THAMNG
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HEROES

BHSTION

Bastion was originally built for war, but the omnic is much
more than a weapon. After its combat programming was
damaged, Bastion developed an insatiable curiosity

for nature and the untouched places of the world. The
Overwalch team went through many different concepts
before they captured this duality between death-dealing
omnic and nature-loving explorer




CONFIGURATION: TANK

EARLY
CONCEPTS

ALL ISRAGES: ARMSLD TRARG
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= ABILITY IDEATION-—-Bastion's ultimate
ability went through many stages. One early
idea (opposite page, top) was a mine, Once
friggered, it woukd pop into the air and

unleash a hatl of bullets in all directions

SENTRY COMNFIGURATION
AMMD FEEDER

ALL IMACGES: ARPGUD TLANG
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EMERGY BARRIER

TOP ARMOLE TRANG, BOTTOM: BN THANG
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» EARLY IDEATION-The game team felt that early

concapts of Bastion were too impersonal, When a bird

was aoded o subsequeant illustrabons, it iImmedialaly

brought out 2 whimsical side o the character

ALL IMAGET: SRMNCID FRARE
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HEROES

0.VA

D.Va is a highly competitive former professional gamer who
became a mech pilot to protect her homeland, South Korea,
from outside threats.

In designing this character, the Overwatch team wanted
the mech and the pilot to feel as if they belonged -
together. The machine wouldn't just be /
a weapon D.Va used from time to
time; it would be a reflection of
her fierce delerminalion and

yvouthful exuberance.
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COCKPIT
INTERIOR

» DECAL DESIGMNS—-0Once the Overwalch leam
flaghed oyt D.Va's backslory as a prolessicnal
gamer, concept illustrations began reflecting that

in the lorm ol sponsorship decals

comnony DLEARD

E'-Epﬂl'tﬂ ENTERTAINMENT

T BEM BHARG, WIDCLE TOP: ARNGLD TLAMG, MOOLE BOTTOM: BEM ZTHARNG, 80TTOM: ARNGLD TRAMG AMND QAVID EANG



ALL ISRAGES: ARMOLD TRARG

g
HERCES ~ THE ART OF GVERWATCH w §27






= EARLY CONCEPTS—Some of the concepls for D.Va leatured

a pilot who was much younger than the final version (opposite
page, bottom). Tha game team wanted the character to be older
and mora inlimidating, so thay increased her age and adjusted
the mach to feal more threatening,

These illustrations also teatured a cat logo on her suit and
mech. The dasign was later changad 1o a bunny, which

sgemed like a better fit for D.Va's ability to fiy—or “hop™
short distancas,

(

e
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HANZD

The bow-wielding assassin Hanzo and the
cybernetic ninja Genji have very different
personalities and abilities, but there was a

time when they were the same character.

Originally, the Overwaich team envisioned a
hero who combined many ninja themes and
weapon types. Too many, in fact, Instead of
abandoning some of the ideas that they _-_:_-".1":r
liked, the team split the hero into two e

unigue individuals. /" _.i
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HEROES

GENJI

After dividing Hanzo and Genji into two
characters, the Overwaltch team faced a new
challenge: how to make each feel unique.

Genji's cybernetic body was a strong and exciting
visual, and the game team wanted something similarly
compelling for Hanzo. They setlled on a mix of tech-
nology (his high-tech weaponry and futurnistic boots
and glove) and traditional Japanese cultural elements
(his tattoos and the ornate patterns on his clothes).

ALL ISRAGES: ARMSLD TRARG

55,
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GENJIS KATANA: FYU-ICHIMOMI

MOVEMENT
STUDIES
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» FAMILY CREST COMCEPTS—Separaling Hanzo and Genjl int

inta different

characters opanact the door forf now stordsling possisllibes. The eroas
; . |

became brolhers, the scions of a powerlul Japanasa TEINT clan, Tha
Chaerwaich team experimanted with various Svmols 1o epresent Hanzo and

o s el I sl 7 = L } I o Fen e lmaresas 0 Fug
Genji s lamily crest (balow), iInspired by real Japanase clan amblams. | he

double dragon imagery felt like the best thematic hit, given the brothears

heritage and the fact that they both had dragon-related abililies

ALL INAGES: ARMGLD TLARE
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EARLY CORCEFTS

DRAGONSTRIKE

DEMON HANZIO
TATTOG

DRAGONSTRIKE IDEATICON

LOAER LEFT BEM DHAMS, REMAINDER OF MAAGES: ARMGLD TLAME



ASSASSIN CONCEPTS
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HEROES

JUNKRAT

Junkrat is an explosives-loving madman who
once lived in the irradiated wastelands of the
Australian Outback.

His addition to the lineup began as a gameplay
decision. The Overwalch developers wanted

lo create an indirect damage dealer, someone
who could bounce explosives off walls and
cause chaos in battle. But Junkrat also became
important to fleshing out the world of Overwalch,
and his distinct personality would stand out
among the current cast of characters.



* ULTIMATE ABILITY COMCEPTS—Junkral's
ulbmate atuhily started oul as a gant missile
as sean In the early concepts on the nexi
page, The developers feft that this ability
Wwas visually contusing dunng gameplay,
and hey opted lor the explosives-laden
RIP-Tire instead

ALL ISRAGES: ARMOLD TRARG

e

HEROES - THE ART OF OVERWATCH w 037



ALL PARGES: ARMOLD FLARNE



= {
Fo— ., i
= A
-
.
"
bR o
'-:,.-"_
e 8

» CHARACTER COMCEPTS—Junkrat went through various stages

ol concaplmg for s vsual 100K and Backstory. Une ol the first

varsions hat the davelapars hked featured the haro in a bulky

bhomb squad suit and a halmel (next spread). B

But because they

wanted to sea the characlers faces, the game leaam made a naw

Jurnkrat thal showed off his maniacal personalily

foes Junkral

| ne developers than asked hemsaelvaes, whera
come rom? More llluastrations were made, depicling the herd
as a membar of the Los Muertos gang in Maxico (opposite page,
second column, first row) and other vanations. In the and, the

developers decided he would be ane of tha Junkers, a laction

of Qangerous scavengers wno e in the Australian Quiback

TOP b DHAMNG, BOTTOM : ARROLD TRANG

S
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» CHARACTER CONCEPTS—The earliest concep!s

ol Junkrat (Opposie page, DOotlom) ncluded | roool,
a cyborg, and even one randition thal porirayea

the haro as mare alien than human. Of these

the Overwalch developers gravitated toward the

concept showing him in a bomb squad suil (left)

ALL IMACES: ARPGLD TLANG



DETONATOR FUSE BOMB

TOFE LEFT: ARMOCUE TRARE, TOP BIDCLE AMND TOF FROMHT. DD AR, HOT FOM - ARPICH D LN
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HEROES

(UL

Lucio Is a celebrated artist from the
favelas of Rio de Janeiro. Brazil. who

uses his music to inspire hope in
others and fight social injustice.

Creating a music-themed hero—
something akin to a sci-fi version of a
fantasy bard—was an idea that excited
many of the developers. They envisioned
an upbeat and highly mobile character whose
abilities would be based on light and sound.

Cne of the later concepts of Lucio (opposite
page, far right) captured much of what the
developers were looking for. There was only
one issue: the hero felt a hittle too much like
a regular civilian. In the final version, lech
and armor were added to the character
50 that he felt more heroic and distinct.



FONIG
BAGKFALZK AMPLIFIER
AMMG

TOP LEFT, TOPF MIDOLE MkHT, AND BOTTOM: ARMGLD TIAKG, TOF MDDLE LEFT AND TOP RENHT, DAVl KANG

i
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» CHARACTER CONCEPTS-An early concept of Lucio
featured urntables on his hips and equalizer pants that
would light up as he played music. Tha developers toned
down parts of ms outht in laler varsions because they fell
the visuals would be tob distracting during gameplay

LUGIC BRINGING HOCKEY TO THE NEGHBORHOOD KIDS



LUCED: PRESS KIT EEY ART

CROSSFADE VISUAL EFFECT CONCGEPT

HERL SONG

TRAASITION

SPEED S006

CAOSESFADE USER INTERFACE CONCEPT

Y REMN TEAMNG, RHCH - ARMDLD FRARNG, HOOT TORE AMIIAL DS ORET
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HEROES

MeCREE

Development of the outlaw named McCree
began shortly after litan's cancellation. While
the designers were exploring different game
concepls lo work on, art was created to
visualize one of the ideas (next spread, left
page). The developers immediately fell in love
with the character—McCree—and his blend of
sci-fi and the classic gunslinger archetype.

When Overwalch later began development,
the designers quickly brought McCree into
the game. He was everything they wanted in
a hero: a character with a strong personality,
a distinct visual style, and memorable pop
cultural themes

|'11li'|



« CHARACTER CONCEPTS—Early in
McCree's developmant, the team debated
which hand shoukd wisld his gun. They
daegided Lhat I made the most sansea il s
lesh-and-blood arm held the revolver and
his cybarnetic hand fanned the weapon's

Rammar wien snoctng.

PEACEREEPER
REYOLVER IDEATION

TOP ARMGLD FAKNG, BOTTOM LEFT. D0 ARG, BOTTOM RedHT: BEMN ZHARNG
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» EARLY IDEATION-The original artwork of McCree (opposite page) was based on an
old SlarCraft llustration by Chris Metzen (below). The gama team was so excited aboul

this first McCree concepl that a 3-0 model of the character was created (bollom)

I e devalopers mada anly minor changes balwean (he hero s ongnal concepl and

hiz hinal in-game version. Mosl of the adjustiments involved McCree's outht, such as

raplacing his coat with a serape and adding flashbang grenades o his bell

TOP LEFT: CHsllid METZERM, TOP FIGHT: AENGOLD TRAMG, BOTTOM. REMAUD JALAND
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ROE

ME

The Overwaich team always loved the idea
of a hero with ice-based abilities and
visuals, but finding the right concept took
time. It wasn't until after the designers
had explored multiple versions of the
hero thal they created the charming
and optimistic scientist named Mei

LM
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» SNOWBALL CONCEPTS—The Overwalch leam craated Snowball as a
way for Mai o use her ultimate ability, Bhizzard, and as a lun sidekick
that the hero could interact with, The only concern was that the drone
meght draw 100 much attention away from Mai hersell. To avoid this, the
designers experimentad with different concepls untll they found the
right feel for Snowball-something endeanng bul nol overly exXprassive

VISUAL EFFECTS CONCEPTS

Read more FREE comics on ReadComicOnline




= ABILITY IDEATION—The
developars initially wanted Meai to
generale a transparanl wall of Ice
but technical limitations forced them
o make it opague. The challenge
thien became inding e ngnt vsual
elements 1o make (he barrer leel
icy. Alter many rounds of iteration
the gama team accomplished this
through hghting technigues, using
difforant lovels of shininess, and
gven adding bubbles insice the

wall (opposiie page, bollom nght)

BLIEZZARD VISUAL EFFECTS CONCEPTS

ALL IMAGET: BREN THANSE
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« CHARACTER COMNCEPTS—Alter the first concept (opposite page), new varsions of
Ma) ware created thatl porirayed the character more as an adorable sclanlist than as

a seasonead advaniurar

I he develdopars liked thase concepts (abovea), but Mel' s outht and weapon came across as
too reéfined. Her two-handed weapon also made har sithouatte very similar fo Zarya's, For the
nexl version of Mei, the designers adjusted her tech s0 it had a handcrafted feel, as il she had
cobbled it together hersell. They also transtormed her waapon Inte a one-handed gun, This

made hér sithouetla unigue, and it gave Mal a free hand 1o usé for abililes and posées

BOTTOM LEFT. BEM EHARG, REMAMOER OF IMAGES: ARMGID TLAMG



* CHARACTER COMCEPTS—Tha earliost
concepl of Mal exXciled the designers, bul
thay ultimately felt that the hero was too
intimickating. The game already had many
sernous characters, and the Overwalch

leam wanied someona with a il{]|"|||?f fone

JUETIRd THAWSEAT

4 ==

o
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*WEAPON COMNCEPTS—The Overwalch developers belleved a: stall would
fit well with Mercy's angelic iconography, but they also wanted o arm the
hero with a pistol. At first, they Iried o combine thesa ilems. Concepls
were axplored for a staff that could transform into a small gun, but they

saamed oo bulky and unwieldy for Marcy

ALL IBATES BEMN FHAMS



» EARLY IDEATION-=Mercy falls into the classic
Blizzard category of Overwaich heroas. The team
was inspired by the fantasy imagery of angelic
nealers, and it sal oul to create a skl varsion ol
thal archelype

e,
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» EARLY IDEATION—-The dovelopers wanted Orisa 1o feel related o
amntcs ke Bastion, and many of her early designs (below) Included

blocky shapes and sharp angles, Howeaver, this made the haro ook

maore alegant and streamiined to emphasize thal she was
from & newer generation of omnics. This arl decision also
allowed for a more accurale depiction of Numbani's
technolegical prowess

Even after the developers decided on Oriza’s overal
appearance, they mada many adustmeants. Al one time
the hero |ooked like a beelle (previous spread, right
page, top), However, this didn't fit the fantasy of a mighty
protector that the leam wanted lo capture. For her linal dasign
the developers straightened her torso and adjustad her legs so

shed resemble something more axin o a cenlaur

AENCLD TRAMG, BEMN THAMG, JOHMN FROUSORA, AND OAVD ARG
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FPharah was one of the original four heroes
made for Uverwalch. Her development began
with a gameplay concept: a character with

a jetpack and a rocket launcher. From there,

the team fleshed out her look and backstory,
molding her into a resolute defender of justice.

At the time of her creation, the team was
still finding the right tone for the game and
its characters. Developing Pharah helped
the designers define the boundaries of
Overwalch's visual style and establish
guidelines for fulure heroes



» ABILITY CONCEPTS—For one iteration of Pharah's
ultimalte ability, Barrage, the leam concepted a giant
gagle head thal would appear behind the hero (bottom)
Howaver, the design felt too magical in natura, which

cickn 1 il the characler's tona or the lavel of tachnology

shé uses

| e developars later simphiiad the ellects for the hinal
version of the hero's ultimate ability, but the ideation

process was important lor Uerwalch as a whola

BARRAGE VISUAL EFFECT CONCGEPT

EOTTOM: BEM THAMG, REMAIRIER OF DAACGES. ARRGLD FLAKNG

e
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» CHARACTER CONCEPTS—The firsl

HEl ""'!.I (& ] r';';ll 1 (il wWas '.'.'l"'!!
received by the game team. Even at this
stage, the designers had dalinesd the
core slemants of her character, such
a% her playstyle and tgyphan heritage
|'Ll','.'|"..|l_'| LYEEICH WS 51 Il @ LY
devetopment, and the leam wanled

10 explorg pust Now ar they Could

push The desgns of ils charactars

TOF PSR THAYSRAT, REMEBMDER OF MAGET: ARNOD FRAND
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» CHARACTER CONCEPTS—New Pharah concepls wera made
thal covered a broad spectrum of different slyles (below). One
zal of illustrations fealured the hero in heavy armor. Another
went in the oppasite direclion, depicting the character as
somathing mora fike a fighler pilol. Neither version capturad
exactly what the designers wanted. The heavy armor came
across as oo tank-like, while the fighter pilol concepls lacked
the fantasy the team was trying to caplure in Ovaerwaitch

After many rounds of visual design, the developers
iound a concept that felt right (opposite page,
bottom) and slowly transformed it inlo the
final versian of the hero.

"
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RERPER

Reaper is a core Overwaich villain, a terrifying
force of destruction whose motives and powers
are shrouded In mystery.

Early in his development, the Overwalch team
knew that they wanted Reaper to lurk in the
shadows, using stealth to outflank and ambush
his opponents at close range. eEverything
about the character’s visual design reflected
this gameplay style, from his dark hood

and clothing to his wraith-like abilities
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ABILITY CONCEPT5—Belore the developers created Reapar's Shadow

step abiity, they axpanmented wilh othar sKills 1or sneaking up on

gnamies,. Une of these early ideas was a smoke bomb hal the hera could

i e =1 | | { 1 P ml i PR ) | | =T ] e | i
usa 1o gistract and disonentale opponents (Dpposile page, migala), | he

ability 8 concept arl drew an the color schames and design alamanis of

Hoaper's outhl, weapons, and other skilis
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» ABILITY COMCEPTS —The game team loyved with Reaper having a grenacdo
launcher, but they later abandonad the idea, However, hints of that early concep!
work stuck around, In his final leration, Heaper wears bandoliers of grenade
shells, and the Overwatch announcement trailer featuras the hero using the
weapons to atlack Winston and Tracer

Thera was also a time when Reaper wialded two submachine guna (below), but
the game tleam wanted hum o use weapons that would feel heavier and mora
threatening. Sholguns were the perfect replacement

ALL IMACES: ARPGLD TLANG
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HEROES

REINHRROT

Reinhardt was the first tank added to Overwalch. The developers
always knew they wanted a physically imposing hero in 2 mech suil,
but exactly how he would look was an open question

As the developers experimented with different
visual themes for Reinhardt, they looked to other
Blizzard games for guidance. They found
nspiration in archetypes like Warcraft s

These influences led the team to mold
Reinhardt into a heroic and coura-
geous knight adorned In futuristic
armor. This fusion of different
concepls made the hero both

familiar and new

Read more FREE comics on ReadComicOnline
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EARLY IDEATION



» CHARACTER DESIGNS—In one of
Heinhardt's early versions, the game
leam pursued an Alnca-themed hero
The design was called Wildebeest, and

it Incorporaled vanous inbal molifs.

EARLY IDEATHON

ALL IMAGES: ARMOLD TRARGS
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HEROES

ROAOHOG

Art for the ruthless Junker named Roadhog was created very
early in development. However, the hero's appearance wasn'l
finalized until the emergence of another character: Junkrat.

Making Junkrat—a fellow scavenger from the Outback—helped
the Overwalch designers discover new possibilities for Road-
hog. The tlwo heroes had very different personalities, but they
were both chaotic and cold-blooded. The designers made
them into criminal accomplices, a menacing duo that would
launch heists across the world




» WEAPON COMCEPTS—The Overwalch leam
exparimaniad with gwving Roadhog two weapons
one would ba his regular Scrap Gun, and the
olner would ba used only waln s ultimate
ability, Whola Hog. The designers later simplified
the idea. Instead of pulling outl & naw wWaapon

for his ultimate, Roadhog would add a special

altachment 1o the top of his Scrap Gun

ALL IRAGES: Bird THANG

g
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» CHARACTER CONCEPTS—These characto
conceapls lealured grean sKin, a mulation
caused oy the radiation that blanketed

Roadhog's home, the Australian Outback







HEROES

SULDIER: 76

Soldier: 76's origin was different from that of any other
Overwalch hero. The designers were determined o
create a character who would fill two important roles
They wanted someone who would function like a
classic soldier—someone players of other first-person
shoolers would find familiar. The developers also

saw this new hero as an opportunity to flesh
out Overwalch's backstory.

Chris Metzen, Blizzard's senior vice
president of Story and Franchise
Uevelopment and one of Overwalch's
visionaries, had a solution. He'd
previously developed a character
named Soldier: 76 who seemed
like the perfect fit for the team's "
gameplay and story needs. The /
designers embraced this herg
and developed him into an
integral part of Overwalch.

Soldier: 76's backstory was one of tragedy.
In his former life as Jack Morrison, he served
as Overwaich's noble leader. After the organi-
zation fell from grace, he became the masked |
vigilante known as Soldier: 76. His history
hecame the linchpin of Overwalch's entire
story, and including him in the game was an
important step to broadening the world and
bringing it to life



HEAVY PLLEBE
RIFLE IDEATION

TOP ORD K AMNG, REMAINGER OF A0S ARMOLD TLaAkG
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» CHARACTER CONCEPTS—Years before Overwaich's development began, Chris Metzen
created story and arl 1or soldier: 76, | he game s designers used these concepls 1o pusn the

hero forward, Ona of the D30 es1 changes they made was '.-'.I'."i:!-"_l tha chargbier With Weapons

lovices, and armar that felt more appropriate for the level of technology seen in Overwalc!

| 2y R ncepts (i site page) sh 165 | Tule], 1 was la nged
fit the characto orsonality. Bacau =oldier: 76 was a mysher ilaryte Was i

ant that b | anti | BAM) ¥ his design, wi | | NS |
Soldiar i | and r MMIE gnt c Itkm 1 | |

ALL IRRACES: CHerd METIEN
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» CHARACTER CONCEPTS—-Sombra’'s Mexican origin
araose n hor sacond concepl {provious page, botiom,
middla), which was inspirad by fraditicnal Azlec designs
The illustration excited the gama team, but the hero still

fell too much like tha anginal arl

For the third concaplt, Sombra’s look underwent a RO

shilt (previous page, bottom, nght). Enargy tendris wera

added 1o her hands o inchcate her new hacking abilities,

and har anlire wardrobe was changed to something
befitling a slealthy character

The only Issud was thal har E|"31'!1!r'll.'_| resambled Ana' s
Sombra’'s hood was then remavec and her coal was

shaortenaed o halp her stand oul as a unigua hero

TRANSLOCATOR

EXPRESSION
STULCAES

ALL IMAGEES BEM ZHANG
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HEROES

SYMMETRA

During development, the game team set out
to incorporate a classic tantasy wizard into
Overwalch's sci-fi setting. Their efforts resulted
in the Technomancer, a character who could
summon objects out of thin air using tech-
nology in much the same way that a mage
creates items using magic. Early concepts
of this idea were crealed (next spread,

right page, bottom) and refined before the
developers arrived at the gifted architech
named Symmetra

Elements of her final visual design still reflect
the original idea of bringing a wizard into the
world of Overwalch, such as her robe-like outfit
and her ability to bend reality by manipulating
hard-light technology.




» WEAPON DESIGNS—Early in Symmaelra's
development, the designers experimanied with

how she would relcad her Photon Projecton. Arbists
created concepls for spherical containers that the
haro could remove and msert into hor weapon. Tha
shape of these obyecls was based on the circular
designs of Symmetra’s Sentry Turrets so there would
be cohesion balweean her equipment ana aiiies
Ultimately, the game team went away from this
relcading mechanc, but the containérs ramainead a

visual elemant on the side ol the haro’s weapon

TOP: BORAN KERMNEY, S0TTOM: B8N IHANG
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» CHARACTER CONCEPTS—One of the kay diffarences belween
Symmatra’s early concepls (nght) and her final art involved her

visor, The game team originally planned for the hero 1o wear a

iull helmet through which she would see the warld In augmentad
reality. Tha design changed o a transiucent visor 30 that the &

hero' s face would always e visible
—

g

L
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HEROES

TORBIORN

Creating the briliant inventor and engineer Torbjorn was another
chance for the Overwalch team to experiment with the game's
art style, How stylized could they make the character while still
having him fit in the game? This was among the questions the
team asked as they carved out a special place for Torb)orn in
the Overwailch world.




ALL ISRAGES: ARMSLD TRARG
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CHARACTER CONCEPTS—Torbjorn's
ullimate ability, Maollen Core, makes him
capable of faster attacks and greater
engineering feats. The game team wanled
this transformation o feal as extreme as
possible, not only for gameplay reasons
but also to play up the fantasy that the
tech-savvy haro was a living forge.

TOP LEFT: BEM IHAMS, REWMAMNDER OF DAAGES: ARRGLD FLANG



EARALY ABILITY IDEATION
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= ABILITY CONCEPTS—0One of Torbjorn's early abilities was a trap
(opposite page. botlom right) that could fire a chain that hooked onto
enamy players and kept them within a certain radius of the device
Using it was the ype of akill that people either loved or hated, In the
end. the team scrapped the ability and replaced it with Armor Pack




RELOAD
IDEATION

EARLY RIVET
GUN CONCEPTS

LOWER LEFT: ARMOLD FLAMNG, REMAINDER OF IMAGES: BEM ZTHANG
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» CHARACTER CONCEPTS—An early version of
Torbjorn (right) featured blue enargy lines on his
armor and a slimmer body. In their quest o honor
Blizzard’'s art legacy, the game’'s designers made
some key adjustments. They created more
extreme proporlions, using a shorter and
stockier body for the hero. They also did
away with the blue energy lines on
his armor, opting for a fiery orange
glow that embraced the classic
archetype of a dwarf blacksmith.

B AU CALAND ARND ARPGUD TLANG



HEROES

IRACER

The time-bending hero Tracer
was the first character created for

Overwalch. Designing her presented
a host of challenges. Some were

technical. Others were arlistic. As
work progressed, the game team

refined Tracer into an inspirational
hero, someone who embodied the
hope and optimism of the futuristic
world in Overwalch.

ALL IMAGES: ASMNOLD TRANG

P
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TRACER HEAD CONCEPTS

= ABILITY CONCEPTS—Tracer’s original ultimate ablility was called Time Bomb, which froze
players i a temporal pnson. | hematically, it was a great Lt for the haro, but the Overwalch teaam
wasn't happy with how the skill functioned in game. The designers adjusted Tracer's ultimale,
morphing it into a damage-basad ability called Puise Bomb (opposite page, middla).

PULSE FISTOLS RELOAD VISUAL EFFELT

T, ARMOLD TRARG. MHILE: ARMOLD FLANG AMND BN THANG. [LOTTOM. BON IHAMNG



FULSE BOME VISUAL EFFECT GONCEFT

RECALL VISUAL EFFECT COMCEPT

BLINK VISUAL EFFECT CONCEPT

T ARPMOLUD TRAMG, HEMAINDER OF IMAGES: BEMN DHAMNG
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« CHARACTER AND WEAPON CONCEPTS
Waapons are an axtension ol & characler’s

playstvie and parsonglity, For Tracer, the Jama
team desigmed small, rapic-ire pisiods 1o match

har hagh spasd and manauverabiily,
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CHARACTER COMCEPTS-When the game taam
fleshed out Tracer's backstory and made her a test pilot.
this informed much of her early concept development.
Elemeants like bomber jackels, scarves, and goggles
weare Incorporated into her design (opposite)

some of these additions also had gameplay functions
For instance, the long scarf would be a way for players
to track where Tracer was going as she ripped around
with har Blink atlity. The scarl was later removed, bul
the idea of visually showing Tracer's movements survived
in the form of an enargy ribbon.



I EDPOYE €

WIDOWMAKER

The Overwalch team alwavys knew they would make a
sniper character. The only unknown was what flavor
that hero would be. A robot? A human? Someone
good? Someone evil?

Drawing on inspiration from the iconic Warcraft
character Sylvanas Windrunner, the team crealed a
hero who occupled a darker end of the Overwalch
spectrum. Her name was Widowmaker, a cold-blooded
assassin whose emoltions have been suppressed.

AL IMALCIE 5 ROy TRAMG
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» CHARACTER COMNCEPTS—-For Widowmaker, the game {eam wanied the hero o wear

- L - ] B d
aoplic technology of some Kind. Her aarly concepl ilustrations embraced this dea

gapicing har with multiple red "bug eyes.” The developers axpanmeantad with how
prominsnt o made s leature ([opposite page ] baloreg sallling on-a design thal was
bath =ubtle and insect-lke (balowd. Tho red o yaDeces reminded the 'I-_'_:.:::i.-'."_: Ol A

spider, and subsequent concepts incorporated ather visual elements {such as the

ialioo on the nexi spread) to emphasize the arachnid theme

HAIR BAaND

QOPTIC PLATE

T AERHOLD TEAMG, BOTTOMN BOMAN EEMMNEY
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« TATTOO DESIGN—Widowmaker's
arm tattoo is based on the second half
i &8 French saying thal translales as
evenng spider, hopa,” The designers
altered this phrase o “evening spider
rghimare 1o beller il Ihe herg's

menacing naiure

GRAPPLING

GALMNTLET HOOX

TOP, BN DUANG, MDIOLE: ARMOLD TRANG, BOTTOM: ROMAN KIRSAY
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WINSTON

How far could the developers push the designs of Overwalch's heroes? This was
a question they asked themselves for a number of characters, but especially for
the intelligent, genetically engineered gorilla Winston

Creating Winston taught the team important lessons about their characters
and world. It proved to the designers that they could make unigue, non-human

characters that would feel at home in Overwalch and represent ils themes of
herolsm and a bright future.

ALL NAOAGEDS ARMOLIY FLAMNG
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= YOUNG WINSTON COMNCEPT—For the "Hecall

short ik, a chikd version of Winslon was created
by Blizrard's Story and Franchise Development
To make voung Winston familiar to the audience,
visual aelements irom the adull version of the haro
werg ncorporated into the design. These included
the metal plate on his forehead, the coloring of his

clothaes, and the Horizon Lunar Colony logo

g

ASROLD TSRMG AND MATHLLS VIRFASSILE



= AMIMATION-Winsion was a difficult hero {o animate due (o his gorilla-like movements and
tha giant weapon he carries. Modilying the character for his ultimate ability, Primal Rage, also
regquirad meliculous design work. Rather than swap his modal when the skill was used, the

developers made Winston's body morph and stretch. Though this led to animation challenges,
| created a seamlass transition between his regular appearance and his Primal Bage form

TOP MATT TATLOR, LOWER LOFT BEN EHARNG. LOWER RGHT ARNOLD TRAMG
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HEROES

[ARVA

The team created concept art for Zarya, the celebrated Russian
athlete and war hero, before delermining her gameplay slyle.

Fraom a visual standpoint, the developers wanted to make a physically
strong female character. Zarya was inspired by weightlifters, and the
gsport heavily factored into her backstory and design. The tattoo on
her shoulder—512-—was included as a reference 1o her weightlifting
world record, measured In Kilograms.




LOY EMERGY BEAM

HIGH EWNERGY BEAM

PARTICLE BARRIER

npoBon,

FARTICLE CANMON DECALS

ALL MACES: ARMSLD TLAKNG
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EARLY ABELITY STURDIES



* CHARACTER DEVELOPMEMT—AIl of Zarva's abllities are
based around her gun, but the game team didn’t want the
weapon 1o outshine her. To avold this, they made the hero

part of Ihe weapon

Contact pads on her gloves (below) connect her 10 the
gun and make her a conduit for its enargies. Only Zarya's
physical strength and mantal fortilude allow her to contral the

Weanon s extracrdinary power

ALL ISSAGES: ARPIOLD TRANG
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HEROES

JENYRTTA

Like Zarya, Zenyatta was born purely from
concept art. The designers originally had an idea
to create a “cyber monk.” Early concepts (next
spread, left page) depicted him as a physically
powerful omnic, but the game team felt this
made the hero too much like existing
characlers,

In the next phase of concepts, Zenyalta
transformed from a martial artist to an

enlightened sage (opposite page, top).
He was also given the ability to levitate,
which set him apart from other heroes
EViEn TMOore.

it



» CHARACTER CONCEPTS—In Zenyalla's first concepls, the
ammic had multiple physical arms, [The designers reduced
the number in the final version of tha hero, but the exira
limbs still appear in hotographic form for his ultimate ability,

Transcandence (next spread, nght page, boltom)

ALL ISFACES: ARPOLD TRANG

A
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» ABILITY COMNCEPTS—Zenyatta's orbs were initially physical
objects that the hero would shool. This led to saveral technical
challenges, not the least of which was how to depict him
reloading. The designers changed the ability so that the orbs
would instead fire off spheres of energy. Conceapl art, like the
images below, was important in helping the designers visualize
how Zenyatta's attacks would work,

TRANSCENDENCE

ORE OF DISCORD
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HEROES

MISCELLAREOUS

Along with creating playable herces, the
developers made omnics to populate the
game s training mode and events like
Overwalch Halloween Terror and Uprising.
The same art guidelines for crafting heroes
were applied to these designs.

Uprising gave the game team an opportunity to
explore new types of omnics beyond Bastion

and Zenyatta. The developers crafted an army —

BOT

of robots filled with different models that each

had its own appearance and function (opposite
page). This work also helped the team establish
a hierarchy of omnics to draw from in the future.

ORAB
TAGTICAL
DADHE

LOMNIC
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ENVIRONMENTS

JORAOD

Light was an important theme in the charming Mexican city
of Dorado. The developers staged the environment during
the unveilling of a new power plant. This futuristic buillding,
inspired by Aztec temples, was positioned atop a slope s0
that players could see it from nearly any point in the area.
Other stations were placed along the coastline, giving the
impression that they formed a vast power grid.

The designers showed Dorado at night to emphasize the
gnvironment’s overall theme, and they created the vibrant
Festival de la Luz—="Festival of Light —in the central

courtyard (opposite page, middle row). The intensity of
ight throughout the map was jJust as bright as day, a
decision that made the location's warm reds and golds
stand oul. Even the sky was colored blue rather than
black to enhance this effect

MISION DORADO

DORADO EARLY IDEATICN

TOP. BN THANG, WCHILE MO CARVIE, BOTTOM BEM ZHANG
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LUMERICO FEGGURAT INTERIOR

TOP DD KNG, WDOLE: MK CARVER, BOTTOL BEM THANG
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LUMERICO ZHEEURAT EXTERIOR

LUMERICD ZIGEURAT INTERICH

TP DAVID ARG, MIDDLE BEM ZHARMG, BOTTOM: M AR
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ENVIRONMENTS

ECOPOINT: ANTARCTICA
[

Ecopoint: Antarctica was staged in an abandoned scientific

outpost blanketed in snow and ice. Making the environment

feel right was a challenge, but the developers had an

advantage. Ecopoint: Antarclica was smaller than

Overwalch's other maps, which meant the team could
focus more resources on effects. The developers stylized

the surroundings to immerse players in the frozen setting, Mei had once lived in the outpost as part of a scientific

such as making the snow sparkle even when it was not in research team. Hints of her former presence were scatlered

direct sunlight. throughout the map in the form of handwritten notes and
abandoned belongings (opposite page). Together, these

Though creating a cold and desolate location was a major elements conveyed that Mei had been trapped in the

goal, the team also wanted to tell a story there. The hero outpost and had used her wits o escape.

COMMUNICATIONS TOWER

ALL IMAGESE BEM ZHANG
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ENVIRONMENT

FICHENWALDE

Early in development, the Overwalch team had ideas for two
different maps. One was a lush, bright green environment
that wasn't in a bustling city. The other was a location
centered around a classic castle. The team merged these
ideas into Eichenwalde: an old German castle and village
overgrown with plant life. by filling the environment with damaged buildings and

destroyed war machines. Props like furniture and paintings
Eichenwalde was the site of a major battle between humans  were sirategically placed throughout Eichenwalde to give
and omnics, and the designers wanted it to feel as if it had a sense of history and convey that people had once lived
suddenly been abandoned. They accomplished this there (next spread).
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ENVIRONMENTS

HANAMURA

The Overwalch team sought to create a mix of old and new
for every map, a blend of the past and the future. Hanamura
was a prime example of this philosophy. The designers
crafted this environment by fusing elements of traditional
Japanese architecture with arcades and other modern pop
culture motifs (next spread). These contrasting designs also
tied into the map’s layout. The designers made each area
of Hanamura visually distinct, from high-tech streets at one
end of the city to the castle courtyard filled with bright pink
cherry blossoms.
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The cherry blossoms were an important part of Hanamura's
overall visual design and theme. Apart from being iconic

to Japan, the trees acted as a secondary accent color for
the entire environment. To push this effect even more, the
developers made the cherry blossoms emit pink light.
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ENVIROMNMENTS

HOLLYWOOD

For Hollywood, the developers went through many iterations
before finding the right balance between realism and -
tantasy. Hather than create a carbon copy of the real place, the Golden Age of cinema. The map was filled with bright

they wanted to craft an idealized and optimistic vision streets, movie posters (bottom), and backlot sets (opposite
of it. Overwalch's version of the location included clear page) that evoked the image of Hollywood ingrained in
landmarks like the Hollywood sign, and it paid homage to pop culture
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ENVIROMNMENT

HORIZON LUNAR COLONY

The developers tied most environments to specific heroes.
Horizon Lunar Colony was themed around Winston. It was
there, in a futuristic moon laboratory, where the gorilla was
genetically modified and raised. The game team modeled
much of the base's architecture after the animated short
“Recall,” which told Winston's backstory, Specific locations,
like the gorilla's room and an observatory with a view of
Earth, also appeared in the short. However, fleshing out the
parts of the base not seen in "Recall” required a great deal
of work. More conceplt art was created for Horizon Lunar
Colony than any map that had come before it. The team

TELEZCOPE

TELESCOPE

iterated on different styles of technology to
caplure the right futuristic setling.

Most of the Horizon Lunar Colony map was staged inside
the base. In early versions, the developers found that

the environment came across as too sterile and uniform.
Distinct secondary colors were added to different parts of
the map, such as green in the botany area, to make them
visually unigue. This had gameplay benefits as well. Based
on the facility's distinct visuals, players would be able to
immediately recognize their location.
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ENVIROMNMENTS

KING'S ROW

King's Row was the second map created for Overwatch,
following Temple of Anubis. For the latter, the developers
wanted a location with bright lighting that embraced a
sanse of high adventure. King's Row was an opportunity

to explore the opposite: a grittier, nighttime setting within a
big city. The developers modeled much of the location after
London's architecture, but they also incorporated elements
of Overwalch's story into the map. At one end of King's
Row, they crafted a grimy cily beneath the cily inhabited by
London’s omnics. This highlighted the violent history and

persistent tension between humans and robots that formed
the core of the game’'s overarching backstory.

As King's How was being developed, the animated short

“Alive” was also being made. In the story, Widowmaker

assassinates an omnic monk named Mondatta, who was
giving a speech to encourage humans and robots to live In
peace. The game team integrated aspects of the film into
the map, such as placing a memaorial near the spot where
Mondatta was Killed.
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ENVIROMNMENTS

LI/IRNG TOWER

The prospect of creating a futuristic Chinese metropolis Though much of Lijiang Tower was high tech, the

thrilied the game team. To capture the majesly of the city, developers incorporated night market food stalls and

the developers staged the map at night. They also placed traditional Chinese architecture (next spread) into the map.
it in and around a giant building called Lijlang Tower, which As with many other Overwalch environments, this blend of
gave an unobstructed view of the metropolis’s glittering old and new was important for creating a place that evoked
skyline. The grand vista bolstered the themes of optimism a dual sense of familiarity and wonder,

and humanity's quest for advancement.
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ENVIROMNMENTS

NEPAL

For Nepal, the developers created an environment at the
top of the world: a remote mountain setting above the
clouds, filled with a sense of mysticism and enlightenment.
These gualities were vital themes that tied into the map’'s
underlying story. Overwaich's Nepal is home to the
shamball, an order of omnic monks. Though many of the
structures were rustic in appearance, the team included (next spread) throughout the map to hint at the robots that
touches of technology and omnic-inspired symbols dwell atop the mountain
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ENVIROMNMENTS

NUMBANI

From the moment concept art for Numbani appeared
(below), the developers were drawn to the idea of creating
a highly advanced metropolis in Africa. The city represents
hope and harmony; it is a rare location in the Overwalch
world where humans and omnics live together in peace.
As the designers began bringing the environment to life,
they went through different iterations. One early idea

had Numbani float above the ground. Another featured
rectangular buildings with sleek glass surfaces. Ultimately,
the team revisited the original concept art and fleshed out a
city filled with curved skyscrapers that showed animal and
tribal designs.

NUMBANI STREETS

MUMBANI TRAVEL TEH

Because Mumbani's
aesthetic was s0
unique, the team
looked for ways to
make the location
relatable. Cafes and
other shops were added
throughout the map to give the

sense of a dynamic place bursting with life. One end of
the map featured a transportation hub to demonstrate that
Mumbani was connected to the rest of the world, rather
than an isolated utopia
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ENVIROMNMENTS

Much like Numbani, Oasis was a chance for the developers
to create a futuristic city unique to the world of Overwalch.
The two maps differed in their settings and what they
represented. From its doorways to its wall patterns, Oasis

was based on traditional Middle Eastern architecture and
motifs. Whereas Numbani was themed around harmony

between people and omnics, Oasis embraced the idea ol genetic engineering, cybernetic enhancement, and other
human-centered advancement. augmenting technologies. Automated drones (next spread,

top right) and cars were added to emphasize its high-tech
The developers modeled the cily to be a place of selling. Oasis was the first time these design elements were
knowledge and experimentation. In Oasis, people use used in an Overwalch map.
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EN"-."HEDHMEHTS

ROUTF 66

The developers crafted Route 66 to evoke the
fantasy and adventure of life on the open road.
Red rock formations, orange gravel on the ground,

and a clear blue sky combined to create a color palette One goal of Route 66 was establishing the Deadlock
distinct from Overwaich's existing environments. Many of Gang. The developers wanied the group to feel like

the buildings that were made for the map, from the rustic powerful criminals rather than simply a ragtag band of
diner to the cave filled with alien souvenirs, were inspired misfits. The key to accomplishing this was building out the
by places found along the highways of the Southwestern gang's elaborate hideout at one end of the map, showing
United Stales. that they are organized and highly resourceful.
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MPLE OF ANUBIS

Temple of Anubis was the first map crafted for Overwalch.
The team picked this Egypt-based location for many reasons.
Cne was that Temple of Anubis offered the best place to
showcase the game's heroes. [he desert environment
teatured bright direct sunlight, which rendered the charac-
ters and their designs in vivid detail. Another reason was
the map's potential for strong visual motifs. Architectural
elements like the Sphinx and the pyramids were identifiable,
and they created an atmosphere of adventure.

o>

ERARLY FDEATHIN

In making Temple of
Anubis, the develop-
ers experimented with
how far they could exaggerate
architecture and push the map's
fantasy. They also toyed with adding atmospheric
effects like wind-blown sand. Whal the team learned while
creating Temple of Anubis helped them find the right tone
and style for the entire world of Overwalch.

VISUAL TARGET

TP AND BOTTGL: BEMN THARS, MIDDLE: WETEE £ LEE



POSTGARD

EARLY EIEATICN

CAPTURE PQINT DEVICE

D LEFT: MERER €. LEE, T REIHT AHD BOTTOM: BEN JHANG, MIDDLE AESHT, ARKNOLD TEAMNS

ENVIRONMENTS THE ART OF OVERWATCH w IE,'



PYRAMID

SPAWN ROOM CONGCEPT

ALL AOER: BEMN FHAMS



CAPTURE
FOINT

DEVICE

£ E,‘:ﬁif
\ Al e B ___!1-
S E:‘_\_."'--l;l—_q_'_'\.\__l-." - .u;l_l
L= - =i e
. . 3 o W F:I.'.,.:_If -
. BB
s, SAND
o ., CRAWLER

=

—

MIDOLE LEF T ARRD LOWER LEFT: ARNGLD TRAMG, AEMAINDER OF iMARES BN THANG

e

ENVIRONMENTS - THE ART OF OVERWATCH w 183



ENVIRONMENT

VOLSKAYA INDUSTRIES

With Volskaya Industries, the developers captured a this idea, the
Russian-inspired city in a beautitul snowy environment. developers placed

The story was a critical component of the map. The team ant-omnic posters
emphasized the country's history of conflict with omnics throughout the map
through wall murals (middle row) and a giant factory (opposite page, center)

producing mechs to fight robots (opposite page, top). t was and designed the mechs to
critical to show thal these war machines were controlled by have windowed cockpits (opposite page,
people rather than artificial intelligences. To communicate pottom right).
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ENVIRONMEL!

WATCHPOINT: GIBRALTAR

Watchpoint: Gibraitar introduced ideas and designs that

hadn't appeared in other environments. The map was
home to an adult Winston, and the developers added small
touches to the environment o indicate his presence. Mosl
of these elements appeared in a lab at one end of the map,
where the hero spends his time surveying the state of the

world and snacking on peanut butter (next spread, lefi Gibraltar was also the first location

page). The inclusion of props like photographs and the set in a base belonging to the Overwalch group. The
space capsule was crucial for telling parts of Winston's developers concepted unique architecture, devices, and
backstory. vehicles to define a clear visual style for the organization.
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ENVIRONMENTS

LIS

llios was the last map the game team created before
Overwalch's release. At this point in development, the
designers had made everything from a secret base carved
into the heart of Gibraltar to the bustling metropolis around
Lijiang Tower. For llios, their goal was to craft something
conceplually simpler, an idyllic Greek vacation spot hugged
by the deep blue Mediterranean Sea. Having a down-to-

earth location served as a welcome contrast to the game's
high-tech maps. However, llios wasn't completely without
its futuristic touches. The developers added hints of
technology throughout the map to make it feel like part of
the Overwatch world.
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SKINS

ANA

Among the influences for Ana were post-
apocalyptic themes and imagery. The
designers wanted her to feel rugged and
resourceful, like someone who lives on

the outskirts of sociely. The team took this
core inspiration and crafted an entire skin—
Wasteland (below, right}—around the
idea. Strap, pipe, and canister designs
were used to emphasize that the
character had been scrounging

up whatever materials she
could find to survive.
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dbaRI
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BASTION

For Bastion's skins, the developers created concept arl
for each of the robot's configurations: recon, sentry, and
tank. It was crucial that each mode felt not only unique,
but also consistent with the skin's overall theme. These
designs also had to fit Bastion's existing animations
s0 the new skins would flow seamlessly during
transformation.

Another factor to consider when creating
Bastion's skins was adjusting the look iy . _
of the robot's feathered companion, > e

Ganymede. Changes to the bird ‘ :"\'\ o F}\,
were usually made after the hero's :'" '
concepts were finalized. This way, o » \ 1
the team could tie Ganymede's ¢
appearance into Bastion's design, '
such as with the woodpecker and
the Antigue skin (bottom)
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SKINMS

0.VA

Designing D.Va's skins entailed creating something A _ _——
new for both the mech and the pilot. The game - | 4
team never wanted one to oulshine the other.
Individually, the hero and her trusty
machine had to look distinct, but they
also needed o feel like two parts of
a greater whole. The developers
accomplished this by creating

color schemes and design I
motifs that they could share

between D.Va and her mech, such

as with the Junker skin (opposite page).
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S5KINS

GENJI

Many of Genji's skins reflect different
aspects of his Japanese ancesiry, but
there were some exceptions. Bedouin
(right) represents an era in the hero's
life when he wandered the globe, trying
to make peace with his mechanized
body. This theme also tied in well to the
fact that the hero is an assassin—a word
with Arabic origins. The developers
paid homage to this connection by
incorporating scimitars and Middle
Eastern emblems into the design.
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SKINS

HANZD

The game team rendered young versions
of Hanzo (bottom right) and Geniji
(opposite page, bottom left) to further
both brothers backstories and their
relationship. Early on, the developers
took steps to ensure that the heroes
looked similar but unmistakable. For
Hanzo, they based his bow and half-
sleeve outfit on those of traditional
Japanese archers. They also made

the color and style of his hair differant
from Genji, which had the dual benefits
of visually setting them apart and
emphasizing their different personalities.
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3R 1IN

UNKRAT

Making skins can involve changing every part of a
hero's appearance, including weapons and devices.
For Junkrat, that meant creating new designs for his
Frag Launcher, Concussion Mine, Steel Irap, and
RIP-Tire that reflected the skin's theme.

When formulating these skins, the developers
were also careful to honor the core fantasy ol [ =51
the character. They made all of Junkrat’'s skins 1
consistent with his personality; an unpredictable

madman who leaves a trail of destruction in his wake.
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SKINS

[UCIo

The developers focused on musical and athletic themes for
Liucio's skins. For designs like Ribbit (bottom left), they looked
to EDM and techno music for inspiration. Some of these ideas
originated from the hero's backstory. Breakaway (below) was
based on Licio's favorile sport: hockey.
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SKINMNS

McCREE

When making skins, the developers constantly had to decide
what they could and couldn’t change. For McCree, the
developers needed to keep certain elements, like his hat and
the position of his belt, because the character interacts with
them during some of his in-game poses and animations
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SKINS

MEI

Mei's skins were based on everything from her Chinese
heritage to her abilities. Reimagining her as a hrefighter for
the Rescue Mei skin seemed like a great fit for her weapon
and ice-based skills (below). The bulky jacket and boots also
matched the size and shape of Mei's standard appearance,
allowing the designers to keep her distinct silhouette intacl.
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SKINS

MERCY

The developers drew from Mercy's fantasy .
influences to create skins thal incorporated

decorative pleces rather than high-tech features.

Valkyrie (right) was based on the Norse mythological

beings that had the power to resurrect fallen warriors or

shepherd them to Valhalla. Devil (bottom) was a direct inversion of

VALKYRIE

the angelic themes thatl inspired her standard outfit. Sharp angles
and gothic designs were used In this ensemble to contrast with the
smooth edges and futuristic look of her normal appearance.

ToR, Mok POLIDORA. POTION LAUREL ALHTRY



SKINS

ORISA

In some of Orisa's early concept art, her hunched posture and
bulky body resembled those of a beetle. The developers went
away from this idea for her final appearance, straightening
her torso to make her feel mightier and more heroic.

However, her beetie-like origins were embraced for
the Dynastinae skin (right). The Protector
skin {bottom) headed in the opposite
direction, favoring sleek shapes
and holographic elements.

CYNASTINAE

T e ORTEN SEAKINEL, DOTTOM: Rl FAMNEE

ATy,
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SKINS

PHARAH

Pharah's Thunderbird skin (below) was based on the
art motifs of the indigenous peoples who inhabit the
Pacific Morthwest coast of North America. More than
just a unique design, this skin also tied into the hero's
multicultural origins: her mother is Egyptian, and her
father is from an indigenous culture in the Pacific
Morthwest coast,

MECHACGUEEN

SHOULDER
ARMOR

LEFT ASmOLD TSAMNG, AIGHT BEM FrelisG



SKINS

REAPER

Heaper's Mariachi skin included a hat, greatly altering his
normal appearance. The developers were concerned that it

might look too much like McCree from a distance. In the end,

Reaper's unigue posture and in-game animations made him
easily recognizable despite the changes to his outfit
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TOP BAVID KANG, HOTTOM: JOMN POURORA

MNEVERMORE

e
SKINS - THE ART OF OVERWATCH w 209



: b
SKINS

REINHRROT

During Reinhardt’s early concepting, the developers were
planning on using a golden lien theme for the hero's standard
appearance. They ultimately toned back these elements in
Heinhardt's final version, but they didn't abandon the original
idea. They slill loved the concept of a lion-themed version of
the hero, and this vision was later realized as the Lionhardt
sKin (right).

LIOMHARDT
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SKINS

ROAOHOG

When creating skins based on other cullures, the developers conduct
thorough research. For the Toa appearance (below), they consulted a Maori
tattoo artist to ensure Roadhog's designs were authentic. While working with
this contact, the developers giso learned the proper number of feathers that a
warrior should wear: three. The final version of Toa was updated to reflect this,
which gave the skin another layer of accuracy.

ALL ACES: BOHE] POLIEA
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SKINS

SOLDIER: 76

The game team always wanted to do a skin for Soldier: 76 themed
around the ‘70s era, but everyone had different ideas about what
that meant stylistically. Eventually, two skins emerged from these
discussions: Commando: 76 (bottom) and Daredevil: 76 (right).
Though they both have very distinct tones, they were both
influenced by clothing and designs from the 1970s.
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COMMANDOD: 76

DAREDEVIL: 78
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SKINS

SUMBRA

The developers wanted Sombra's skins to express
her unparalleled personality: a mix of smart,

agile, and dangerous. Los Muertos (bottom)
accomplished this and more. The skin tied into
the hero’s backstory, when Sombra's hacking
prowess was employed by the Los Muertos
gang in Mexico.

One of the challenges with building this
appearance was Sombra's tatloos. The

developers had to adjust their design
tools and create new technology

to support glowing effects on the
character’'s skin.

Tl SENGAM LEE. DT T JOHN POLIDORL

CYHERSPACE
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SKINS

SYMMEIRA

Symmetra is a highly skilled architech who works for the Vishkar Corporation.
To express this aspect of her character, the developers reimagined the hero in
an outfit that would befit someone working in a scientific laboratory. The design
wenl through several iterations before the team found a futuristic look thal
matched Overwalch's tone (bottom).

VISHKAR

ALE PAACHER: ROHM MOLDORS
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Torbjérn's long beard, short stature, and eyepatch made
him the perfect fit for the pirate-themed Blackbeard
skin (bottom). Apart from simply changing the hero's

wardrobe, the developers also animated the wheel on his
back so that it would constantly spin during gameplay

DEADLOCK

BLACKBEARD
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SKINS

IRACER

When experimenting with skins for Tracer, the
designers found inspiration in the punk rock
movement of the 1970s. This musical genre fit
the hero's spunky personality, and it also had fies
to her home country of England. Tracer's pistols
and gauntlels were modeled after guitars, while
her hairstyle and clothing were based on popular
designs and trends of punk rock culture.

TOE CIMT, ARPOLD TRAMG, AEMAINCER OF IMAGES DD AMG



SKINS

WIDOWMAKER

Changing Widowmaker's visor based on her skins was fun, but challenging. The

visor was tied lo a core animation—the different components sliding logether over
her eyes when she uses her ultimate ability, Infra-Sight. Mo matter what skin idea
the developers pursued, they designed each part of the visor to work impeccably
with the hero's existing animation
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SKIMNS

WINSTON

Some heroes feel more appropriate for serious
skins. Others, like Winston, lend themselves to
light-hearted ones. Though many of these skins
are fun in nature, they still honor the core facels
of his personality and backstory. One example
is the Explorer skin (right), which the
developers created to tie into Winston's
primate origins as well as his love

of knowledge, adventure, and
discovery.
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SKINS

[ARVA

The developers often craft skins around a P S
character's backstory. For Zarya, the Siberian J_ﬁﬂ'n 7 I",.r' = .
Front (bottom) design conveyed her Russian .

heritage and service to her homeland in #4»1
the Russian Defense Forces.
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SKINS

Many of Zenyatia's skins were based on enlightened mythological
figures, which the game team felt represented the hero's sage-like
qualities. This presented many different themes and ideas to explore

while concepting his appearances. However, the developers were
very careful with one factor of Zenyatta's character: his orbs.

Because the animations for Zenyatta's orbs are so intricate, the
developers avoided making major changes to their shapes.

Instead, they applied new textures and patterns to the
spheres that reflected each skin,

DINNYATTA

LOWER LEFT JO0MM POLIDORA AND ASNOLD TRANG, REMAINITR OF IMAGES: JOWN POUDORA



SKINS

OVERWRTCH: ORIGINS EDITION

The Origins Edition skins were an opportunity to reveal backstories

for some of the characters. Tracer's Slipstream appearance (right)
depicts her when she was a test pilot for a prototype teleporting fighter.
Her aviator shades, vest, and the large pocket on her thigh were all
inspired by fighter pilot uniforms.

)

%

But perhaps the most important part of her wardrobe was her scarf.
This skin portrays Tracer before she wore a chronal accelerator,
meaning that she would not create a trail of blue energy when zipping
around the map with her Blink ability. The scarf was included to take
the place of that art element, allowing other players o still visually
track where Iracer was moving.
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 WIDOWMAKER'S MOIRE SKIN
[his skin was released as an exclusie
bonus feature for those who preordered

Charwalch: Origing Edition

LOWER RIGHT. ARMDLD TRANG, FEWMBIRDER OF IMAGET: DD KAMND
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SKINS

HEROES OF THE STORM

After Overwalch's release, some of its heroes began appearing in another
Blizzard game: Heroes of the Storm. The developers crafted skins that
featured in both titles, and they married them to the characters' countries
of origin. Genji's mask (right) was based on styles and color schemes
seen in Japanese Noh theater. D.Va's skin (bottom) reflected the look of
police cars and uniforms in Saouth Korea.

OFFICER
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SKINS

The Summer Games skins drew inspiration from
the heroes nationalities, as well as sports that fit
their playstyles and personalities. Some of these
designs required major changes to the characters’
standard outfits. For Zarya (below), every detail

of her appearance was altered to fit the sports
theme: she adopted the color scheme of the
Russian flag, and her belt and leg armor morphed
into equipment a professional weightlifter would

use. Even her particle cannon was upgraded with
weight plates.

CHAMPION

1 THRACK
“'.IIIII AMD FIELD

\

Ay

SKINS - THE ART OF OVERWATCH w 225



SKINS

OVERWAICH
HALLOWEEN TERROR

To bolster the Overwalch Halloween Terror event, the developers
produced stories and skins inspired by steampunk and classic
horror aesthetics. The backstory for the in-game event told of a
mad scientist named Dr. Junkenstein (bottom) who brought a
hideous monster to life (opposite page, top). The game team
incorporated similar design elemeants into both skins, such
as Tesla coils and valve meters, to make the heroes feel
stylistically cohesive
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SKINS

WINTER WONDERLAND

The Winter Wonderland event gave the developers a chance
to reimagine the heroes in light-hearted, festive ways. One of
the most crucial parts of buillding these skins was designing
the weapons.

Because Overwalch is a first-person shooter, the hero's
weapon is something that players always see. That means
every pistol, shotgun, and hammer must represent an
extension of a hero's skin.

For Winston's skin (below), the developers created a gun
built from scraps of wood, tape, and discarded tech—things
that a primitive Yeti roaming the snowy mountains might
stumble across,

JINGLE

NUTCRACKER
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= BALDERICH SKIN—-Al Gamascom
2016, the developers revaaled
Elchenwalde and debuted tha
Balderich skin (right), which was
the armor of Haelnhardl' s formar

commanding officar
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SKINS

VEAR OF THE ROOSTER

Moslt of the skins released for the Year of the Rooster
event were influenced by characters from classic
Chinese folkiales. Mel's Chang e appearance (next
spread, left page, bottom) was based on one such
individual: a goddess who lives in the moon. Aparl
from changing her clothing, the developers also
redesigned Snowball to resemble the moon goddess’s

rabbit companion
FALAMCHIIN
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SKINMNS

UPRISING

Much like the Origins Edilion skins, the designs released for the Uprising
event offered a glimpse into a pivotal period of the characters’ lives. One of
the mosl extreme designs belonged to Genji. After his brother, Hanzo, nearly
killed him, he was taken in by Overwatch and given a new body (below).
The experience left the hero embittered and angry, constantly at war with
the cybernetics that were now a part of him.

TALGH
WIDOWMAKER

When designing a skin for this part of Genji's story, the
developers used his outfit to mirror his turbulent state of mind.
They made his armor feel like a mishmash of parts, symbolizing
the hero's struggle to accept what he has become, The use

of red throughout the skin also helped to emphasize his
uncontrollable rage.

BLACKWATCH

* WIDOWMAKER'S TALON SKIN—The developers
created an early concapt of the Talon skin (abowe)
based on YWidowmaker § appearance In the "Legacy
. comic, However, Il ended up leeling oo much like the
g _II hero's standard look. The {eam made the final varsion
of Talon mora distinct by removing Widowmaker's

helmel and changing the color of her skin
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s KINS

OVERWRTCH: ANNIVERSARY

Many of Overwalch's character designers were inspired by the cyberpunk
aesthetic and genre. For the Overwalch: Anniversary event, the developers
took those influences and expanded them into entire skins, such as
Cyborg: 76 (page 241, bottom right), Oasis (right), Cyberian (next spread,
bottom left), and Cyberninja (page 241, top left).

Though futuristic motifs were used in all the skins, each one retained
Its own distinct flavor. For example, Symmetra's Oasis skin drew
inspiration from the sleek architecture and gold tones of Oasis itself,
a high-tech city in Irag. Lotus flower petals—a significant symbaol in
the hero's country of origin, India—were also incorporated into her
photon projector, armor, and clothing.
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2 PRATYS

ANA

Some sprays are themed around a hero's alternate skins,
Others express a character's heritage. A few, like the image
of a shrike (second row, third column), do both.

This bird has the same name as one of Ana's skins, and

it's also native to her home country, Egypl. The text on the
animal's back is a type of Arabic calligraphy where a word—
In this case, "shrike —is written to form a stylized design.
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SPRAYS

BASTION
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SPRAYS

0.VA

Cute But Deadly art (top right) is a spray style that's used for
all heroes. The game team liked these illustrations because
they portrayed Overwaich’'s characters in a lighthearted way
while still preserving the essence of their unique personalities.
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SPRAYS

ARROLD TRANG, BN THANG, JOHN POUDORA PRUL WARTECHA BLADE TEBRSS STRHHG, AND ARDEEW BRELCH
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HANZO

The Overwaich team created certain sprays that

mulliple players are meant to combine, such as
the yvin and yang symbols of Gen)l and Hanzo
(bottom left).

BEN THARG, SR FOLUDORS, BLACK TEBRA SEUCHD, ARKROLD ThakS, AN FOWERHDULE
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JUNKRAT
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Licio

Every Overwaich hero has a unigue color scheme, such
as green and yvellow for Lacio. The game team relies on
these core palettes to give each character a ibrary of
sprays that are cohesive and easily recognizable.
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SPRAYS

ME

Mei's journal spray (bottom right) represents part of her backstory.
similar pages are scatlered across the Ecopoint: Antarctica map,
the Overwatch base where Mel was once stationed.
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SPRAYS

ORISA

Read more FREE comics on ReadComicOnline



SPRAYS

PHARAH

When establishing guidelines for sprays, the Overwalch team
was drawn to the idea of pixel arl (first row, first column). The
style felt ike a fun homage to past games that had influenced
the developers. Pixel art also allowed the team to create
simplified designs with limited color palettes, which made the
sprays easy to grasp al a glance during gameplay.

AR PaSUD FLAKG, SO POLITGEA, ASUATIC BOOM, AMD BAVID KANG
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REAPER

Moslt sprays feature clean edges, but not Reaper's.
The Overwalch team went for a rougher, graffiti-like
style to symbolize the character s chaotic and
uncantrollable nature.
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SPRAYS

SULDIER. 76

The Overwatch team included many bits and pieces of the
characlers’ backstories in their spravs. The tombstone (upper
left) ties into Soldier: 76's origin animation, which reveals his
tragic past and former life as Jack Morrison.
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SPRAYS

SYMMEIRA

In addition to expressing backstory elements, the
Owverwalch team designed sprays to reflect the characters’
abilities and outfits. The lotus flower (botiom right) is based
on symmetra's teleporter.
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TRACER

When the game team began experimenting with sprays, they used Tracer

as the test case. Artists crealed dozens of illustrations for her, and they
came In all vaneties. Some showed parts of her outhit or her weapons.
Others were decals or logos. As the game team reviewed the sprays, they
realized that the most impactful ones featured Tracer herself

From that point on, the Overwalch team decided that the majority of sprays
would feature the actual heroes in some way, whether through full body

poses (fourth row, second column) or through unigque designs (second row,
fourth column)

Al Pl FLARG AND FOWERHDULE
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SPRAYS

WINSTON

A handful of Winston's sprays were based on the “Recall”
animated short. Images like the picture (first row, second
column), lexigram (second row, second column), view of
earth (third row, second column), and poster (third row, third
column) were inspired by props and scenes from the film.

Horizon
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SPRAYS

/ARVA

Overwailch includes heroes from the far corners of the world. The
developers honored this diversity by making sprays thal featured
words In the characters native tongues (first row, second column).
In these cases, the text was not translated into other languages. It
was left as is to highlight the heroes' natlionalities and avoid issues
associated with localizing artwork.
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SPRAYS

SUMMER GAMES
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SPRAYS

OVERWHICH
HALLOWEEN TERROR

Holiday events like Overwalch Halloween Terror are an
opportunity to step outside the guidelines established for
regular sprays. The illustrations below portrayed the heroes as
children and explored new color palettes that are not usually
associated with a character's visual theme.
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SPRAYS

WINTER WONDERLAND

For the first Winter Wonderland event, the Overwaich team reimagined the
heroes as holiday ornaments (opposite). These were more than just fun new
expressions of the characters; they were a way to facilitate interactivity for the
plavers. Artists also created a Christmas tree spray that players could combine
with hero ornaments or other decorations.

AGUATIC OON AND ANH DANG
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SPRAYS

VEAR OF THE ROOSTER

Several of Overwalch's artists were from countries that celebrate Lunar

New Year. They eagerly took on the task of crealing sprays for the Year of
the Rooster event, seeing it as a chance to reflect part of their heritage
through the game's heroes.

el AMG, G FARG, BEM IHARS, ARMNOLD TRANG, AND Al DANG
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SPRAYS

UPRISING

Because Uprising revealed several heroes’ backstories, il seemed
fitting that the event’'s sprays would do the same. Many of the designs
conveyed touching moments from the characters histories, such as o~

. | . > =
infant Pharah and her parents (first row, first column). Others were f&

fun Easter eggs, like the espresso machine (second row, first %
column), which was based on an element from the alternate '

realily game leading up to Sombra's announcement.
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SPRAYS

OVERWRTCH: ANNIVERSARY

Before Overwalich's launch, a playing card-themed spray was made for McCree.
The game team liked the idea, and similar designs were crafted for many of the
other heroes. However, the developers held off on releasing these sprays.

In preparation for the Overwalch: Anniversary event, they revisited the

concept of hero-inspired playing cards. Sprays were created for
the rest of the characters, and this distinct set of images was
unveiled to the world.
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PLAYER ICONS

GENERAL

ZHARS, D VIlE KAMG, AHD AN ARG
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HERDES

) 263

PLAYER ICONS THE ART OF OVERWATCH



PLAYER CONS

HERDES, CONTINUED




PLAYER ICONS

EVENTS

SUMMER GAMES
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OVERWATCH HALLOWEEN TERROR

AbH DuAbes AND LAMARTHA BUTSS



YEAR OF THE ROOSTER, CONTINUED . ..
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ANIMATED SHORTS

ANNOUNCEMENT

This short was the public's first look at Overwalch, and it was important
that it captured the game's hopeful, futuristic setting. Success largely
rested on the design of the museum. The Overwalch team and the film's
creators went through many iterations (below) before settling on the right
one: a streamlined, modern environment with a glass roof that allowed for
ample natural lighting and a glimpse of a boundless blue sky.

ALL BAGER: STEPFHAME BELIN
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» CHARACTER CONCEPTS—For the clothing worn by
the brothers, contrasting colors and designs were
used to show their different personalities: optimism
and excitament vs. cyniciam and indifferance.

ARPSOUD TRAKNG AN TTEPHAME BELIM
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ANIMATED SHORTS

ARE YOU WITH US?

One of the main goals of this short was to tell the history of Overwatch and
establish the current state of the world. To overcome time and resource
constraints, the game team and the film's creators relied on 2-D paintings
(below). The progression of illustrations created a story arc that spans from
an era of peace and optimism to one of conflict and uncertainty.

ABOLD TRANG, BEN THAMG, ANDH ITEFHANE SELIN
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» LIGHTING DESIGN-Another goal of this piece was o show how much thought and
effort Winston puts info the message he's sending. The film’s creators used lighting
to accomplish this (below). The story begins in the morning, and then day slowly
transitions to night as Winston wrestles with how to word his transmission.

TO BEMW THANG AMND STEFHARNE BELIRM, BOTTOM: STEFHANE BELIN
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ANIMATED SHORTS

WE RRE OVERWAICH

Clear imagery was the key for “We Are Overwatch.” Because the animation
was a series of very short scenes, it was important that each one focused on a
few crucial elements. Details beyond that were left subtle, such as the N Seoul
Tower barely visible in the background of the first image below.

TOF- STEFHAMNE B AND FAES) IRMNORONE. REMAINDER OF BISGER: STEFHAMNE BELEY
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ANIMATED SHORTS

RECALL

The illustrations below show yvoung Winston's (
range of facial expressions. Making these

was an important step for the film's creators
because it established the hero's personality

and set general guidelines for how he should

be animated.

YOUNG WINSTON
EXPRESSIONS

FHOTO OF YOUNG WINSTON AND DR. HAROLD WINSTOM

SEETCHES WATUDD MEEHO0 LOWER FAIGHT, AISTIN THAVETAT. BOMAN KERMDY, SEAN SACRALLY, AMND MATHLAS WIRMASSTLT
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ncludas a lab coal and a space suit. Thasa wsual

TOP: G THEAS WERMASTELT, BT TOR SRO HICET: CHETE HS
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TALON
SOLDIER

TALOHN
HACKING
DEVICE

To AND BOTICM LEFT MUAFHEAT VBSHASIELT, WODDLE LEFT: BOMAN KENKET, BOTTOM RIGHT: JOHN POUDORA AND BOWAN KEHHEY



* ENVIRONMENT DESIGMS—Cine of the big challenges in "Recall
was designing its flashbacks. These scenes are in the past relative lo

e Chvardwaich world, Dul they shil lake place in our Tuture

The im's crealors usad color schaemes and designs that eavoked

19605 and early 197035 science fiction {images below) to create sels

and clothing thal woukd feal both futurnistis and retro

"
LUNAR COLONY CORRIDOR

ALL IRAGET: MATHEAS VEEHASHN]
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+ COLOR KEYS5—"Recall" involves different time
pariods, sats, and highting conditions. Color key
pamtngs (oppasie page ) were vital in astablis ]

the gttt atmosphare, such as the Gibraltar base

in full lighting (first row, second column) and in

CEMNENESS §ICUrtn oW, TIrst SSULmn §

CBSERVATORY TELESCOPE

PBe Wimgaes @ &8s

LEXIGRAMS

Horizon Ona HiMEAN AESEARCH DIvIRION BN L_irma oes

ALL INAGES: MAFTHEAT WERHA TR



HotLomic.net



ANIMATED SHORTS

The botlom image of Widowmaker was an early exploration
of how to light the short. The intent was to create a London
enveloped by fog and heavy orange and yellow lights, giving

the unsettling impression of a fire burning in the city, Ultimately,
this felt too different from whal is seen in the game, so the

artists went in another direction.

KNGS ROW LIGHTING STUDIES

ALL INAGES: MATHEAT WERHA SIS



TALTIN
DRCFSHIP

SECURITY
GLIARD RIFLE

MONDATTA'S
SECURITY DETAIL

TP DOMIRGC SWiEK, BOTTOM: ROMAN KEfeaY
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MONDATTA
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CROWD
CORGEFTS

» CHARACTER DESIGNS—In "Alive.” an ocmnic
named Mondatta delivers a speach about

unity to a large crowd In London. Givan this
posiive massage, the lilm's creators felt that

the individuals attending the event should come
Irom all walks ol lile. Concapl art was crafted

o flesh out different clothing and hairstyles that
would amphasize the crowd s diversity. Special
attention was paid 1o how the upper bodias wera
designed because they would be tha most visible

parts of the characlers

LEFT. BCHVUAN KERSNET, RIGHT LEUREL AUITIN AND BOWMAN KEMSMET
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* LIGHTING DESIGN—"Alive" follows two Overwalch characters who couldn't be
more different; the noble and optimistic hero Tracer and the cold and nihilistic
villain Widowmaker. Specific colors wera used to reflact who these two individuals
are. Tracer first appears on London’s streets, which ara it in warm gold tonas (first
column, second row), and Widowmaker stalks the shadowy rooftops, which are
bathed in cool shades of blue (first column, third row).

HotComic.net



= ABILITY DESIGMNS5~The color key painlings balow were made to explore how
Tracer's Recall ability would be renderad in the short. The film's creators decided
that the world around her should become slightly ethereal and blue when shea turns
back time, helping make her feel detached from the rest of London,

ALL IMAGES: MATHLAL VERHALIET
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* COLOR KEY:—Bafore the release of the “Dragons™ short, players had sean
Hanamura only in daytime, The film's creators decided to show the location at night.
They drew on the pink and blue colors that were prominent in the game map to flesh
out the film's version of Hanamura. This was done to keap the setting familiar to
playars while infusing the story with a sense of magic and surrealism.

ALL IMAGES: MATHLAL VERHALIET
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ANIMATED S5HORTS

HERD

The creators of "Hero™ knew they wanted to stage the film at
night. It fit well with the story of a masked vigilante—Soldier: 76
—stalking the streets under cover of dark. It was also an
opportunity to show off the vibrant glowing tattoos of the Los
Muertos gang (opposite page, top left).

ALL IMATER” MATHLAL VERHASIELY

HotComic.net



= LIGHTING DESIGN—While the creators explored the film's visuals in color keys
{balow), a slight change was made to enhance the atmosphere aven more. They
decided to bagin the story at sunsel. This direction escalated tension and provided

a sense of increasing danger for the film's young protagonist, Alejandra, as she
struggles to get off the mean streets of Dorado before darkness falls,

HotComic.net
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ALEJANDRA

ALEJANDRA'S PURSE

TP LEFT AND BOTTOM: MATHLAL VERHALTET, TOP RIOHT BOMAN EKEMMEY

*PROP DESIGN-Alejandra’s coin purse
was an important story element, Bright,
conirasting colors were used (o draw
attention lo IL The pursa included the
leatures of a2 murioc—an iconic creature
from Warcrafi—as a fun Easter egg and
io make the object stand oul.

ANIMATED SHORTS THE ART OF OVERWATCH

723



L e i . E | ¥
ANIMAILIED

HE LAST BASTION

“The Last Bastion” depicts a battie between omnics and the German

._' i

military. This was an opportunity to show off the Crusaders, heavily armored
soldiers like the hero Reinhardt. However, the hiim's creators didn t want to
simply duplicate his design. They removed much of the filigree that makes
Reinhardt's armor iconic, and they created outfits with color palettes that
felt more appropriale for members of the German military.

CRUSADER

JOiH TALLAR ARD ROMAN KENSEY



ToP ARl BOTTON: STIPHARNE BRI, MED0OLE: JAKE FARMLAR
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» DROP-POD DESIGMNS—In the story, Bastion falls to the earth in a drop-pod
amid a fierce Dallle between omnics and humans. A maliunction Keeps the
raBol in slandby mode, and il doasn t leave the device until years later, The pod
itsell 1z only featured for a short time in the film, largely cbscured by moss and

4

other vegelation. Evan so, the crealtors designed the entire object o make sura

they understood its shape and how the technology would funchion

-.—""i

FROP-POO

TExF MATHIAS VERHATIELL, BOTTOAD LAURES SUSTIM Ah[F MO FALLMANK
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= ENVIROMMENT DESIGNS—"The Last Bastion” was the only short film not based on an
axisting Overwalch map. That meant the creators had to build the woodland envirconmant from

ihe ground up, They explored many cilferent types of loliage in theirr guest 1o creale a loréest

One of the guidelines they followed was limiting complexity in plant designs and using only

il 1 - = . El_ .'-._ e .-\.
strong and clear shapeas. Thal made [he lores! leel real, bul also unique and visually appeahng ~ ! !
: "l b

JAEE FARAN ARD LAUREL AUETIN

e
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* EARLY CONCEPTS —Early in development, artists were tasked with painting forest
scenes, either with Bastion or without. This was an important step to discovering the
lock and feel of the environment as well as interesting story moments. Some of these
axplorations inspired sceneas for the final film, such as Bastion walking on the fallen trea
(second column, second row) and sitting at the river's edge (first column, third row).

MATHLAS VERHALTELT AMD IFEPSLAME BELIM
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ANIMATED SHORTS

INFILIRATION

Most of “Infiltration” takes place in existing parts of the Volskaya Industries
game map, but Katya's office (below) was made specifically for the short film
The creators designed the room with warm vellow colors to contrast with the
colder blues and whites in the rest of the factory and outside the facility.

This also made the office feel like a safe haven, which was an important

story point. During the film, Katva locks herself inside the room to escape
an assassination attempt by sombra, Heaper, and Widowmaker.

i BARE PARNLAM, BOTTOM. YEWON FARK



»CHARACTER COMCEPTS—Katya Volskaya was an important
character i “Inhlirabhon wino ad nol bean fully fleshiad oul in the
game. The lilm's crealors designed her clothing 1o be sharp and
wall-tailored to emphasize her reflimed and confident personality
evan her furmilure was made o rellect aspacis of Ralya, giving the

imprassion ol old-world wealth and EHEance

I 4

TP LALIREL AU, MIDOLE ARD BOTTOLE YEW Gl AR
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ALTOMATED
DEFENSE TURRET

SOLDMER MECH PILOT LIEUTENANT

TOP AND MIEDLE: VAT 2O0RIN, BOTTOM - JURGAH LEE



ALL IMACES . SSNGAH LEE

* MECH COMNCEPTS—An important story
point in “Infiltration™ was that the Russians
weare enemies of omnics. Rather than using
autonomous robols, they created mechs that
were piloted by humans,

To emphasize this point, the film's creators
designed the mech so that the pilot would
be clearly visible (opposite page). They also
made his jumpsuil red to draw attention to
him and symbolize that he was the beating
heart of the machine.
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» COLOR KEYS—Because most of the Overwatch shorts take place at night, the
creators of "Infillration” wanted to try something different. However, they still
neaded to make an environment that Sombra, Widowmaker, and Reaper could
use to conceal their movements as thay snuck info the facility.

Early concapls and color keys explored the idea of a heavy snowstorm (first

column, first row), which created the perfect conditions for the characters to
perform their Infiltration.

ALL IMATER” MATHLAL VERHASIELY
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ORIGIN S5TORIES

IRACER

The first origin piece revolved around the character
considered to be the face of Overwaich: Tracer. Before
BlizzCon 2014, the game team created a few key illustrations
to depict her backstory. The plan was for the designers to
give a presentation at the convention where they would simply
show these images and quide the audience through the story.

But that didn’t seem quite right. It didn't feel as if Tracer was
getting her day in the sun. It wasn't until the team decided to
have Tracer's voice actress narrate the story that the pieces

started falling into place. Other aspects of the project
soon evolved as well. The game team made more
illustrations and combined them with Tracer's dialog to
create an animated short.

Tracer's origin story had a tremendous influence on
future pieces. It established a clear tone and style for
what would become a crucial medium for the game team
to unveil their characters.

ALL IMAGET: SRMNOED FRAMD
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ORIGIN S5TORIES

SOLDIER: 76

When the game team set out to make the Soldier: 76 origin
piece, they knew it would serve many functions. This
character—otherwise known as Jack Morrison—was the core
to the Overwatch story. He had served as the group's leader.
His rise to fame and his fall from grace paralleled the rise and
fall of Overwatch itself. Through Soldier: 76, the team had a
chance to unveil key moments of the organization’s history.

The Soldier: 76 origin story visually evolved from the
previous piece (Tracer). The game team moved from blue
monotone to sepia colors, making the short feel even more
like a snapshot of history than its predecessor.

ALL IMATIES: ARFSGLD TIANG
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ORIGIN STORIES

THE JUNKERS

The game team always saw Junkrat and Roadhog occupying
a special place in Overwalch, bringing a unique flavor to the
world. Capturing the correct tone meant creating an origin
piece that would stand apart from the others.

To accomplish this, the team went away from the blue
monotone or sepia colors in the first origin shorts (Tracer and
Soldier: 76) and opted for full-color illustrations. Rather than
telling the duo's backstory, they shined a light on Junkrat and o
Roadhog's absurd hijinks and personalities through the lens | '%EE T =
of a tongue-in-cheek show called A Moment in Crime. .E’{‘IMS AN F AWF.ES

—

AENCLD TEAMNG AND ASTR THANTEAR
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CEIGIN STORIES
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ORIGIN STORIES

SUMBRA

For Sombra's origin piece, the game team wanted to try
something new. They felt that the character's cyberpunk
aesthetic would be a good fit for a full-color short featuring
more complex 2-0D animation than anything seen in the
previous pieces.

Making that jump brought a host of technical challenges,
but stylistically it was perfect. The line art used in the origin
pieces transitioned well into 2-D animation.

ALL IMAGES: ARMOLD FLARG
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ORIGIN S5TORIES

ORISH

When designing Orisa's backstory, the game team decided
that the robot was created by a young human genius
named Efi Oladele. Introducing this supporting character
helped the developers flesh out Orisa’s personality, but it
also presented a challenge. Efi would not be a playable
character in the game, s0 how could the team explain who
she was?

Qrisa’s origin piece fit the bill. The game designers worked
with Story and Franchise Development to craft an animated
short that explored the relationship between Orisa and Efi.
This had a dual benefit. Not only did the film make Orisa
more relatable, but it also cemented Efi's place in the
Overwalch world.

AR D TRARD AMD VoAdEl ORI
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ORIGIN STORIES

UPRISING

Uprising was a departure from previous origin pieces. Uprising was the first time the developers worked with an
Instead of telling a specific hero's story, it revealed external artist to create an origin piece. Nesskain, who had
historical events to set up game content. Early in the worked on some of Overwalch's comics and created the
creation process, the developers chose Tracer to narrate Anniversary painting, crafted the film's visuals. Though it
the film. Including her added a level of familiarity to the was important to make Uprising visually similar to previous
short, and it also tied into Uprising’s story. The event was origin pieces, the game team was eager to have the artist

Tracer's first mission as part of the Overwatch organization.  express his own distinct style in the animation.

TOP: HNH THAMG ARD BAVED KAMS, REWABDER OF A GES: MELTKAIN
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PROMOTIONAL ART

OVERWRICH HALLOWEEN TERROR

The developers joined forces with other Blizzard teams and an external artist to make
lighthearted illustrations themed around the Overwalch Halloween Terror event. These
pieces were distributed on Twitter. If someone retweeted a message from Overwaitch’s
official account, or replied to it with "#Halloweenlerror,” they would receive art in the

form of a "trick” or a “treat.”

MIE, MINE, MINE!

(R — I HOGEIN' ALL THE SWEETS!

-

see!
A
;;-:H .r-fw'-'jh

Yowive Beey Cursed!

ALL IMAGES: OHNEMEGAWART
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PROMOTIONAL ART

WINTER WONDERLAND

Following the success of Overwalch Halloween Terror's Twitter campaign,
more were launched for Valentine's Day and Winter Wonderland. Once
again, the game developers worked alongside other Blizzard teams and
external arlists to craft an array of fun, holiday-themed illustrations.

TOP LEFT: WSS, TOP FlHE: B, ENGEL, MEODOLE RIGHT ONEMESANAT], BOTTOM RidHT. LAZERALY, S0OTTOM LEFT: ART CALAERA



PROMOTIONAL ART

VALENTINE'S ORY



PROMOTIONAL ART

UPRISING POSTERS

Uprising was about an Overwatch mission to thwart event. Posters inspired by classic military recruitment
a faction of omnics attacking King's Row. The game ads seemed like the perfect style to pursue, based on
developers worked with multiple teams at Blizzard to Uprising s themes and story.

create and launch promotional art leading up to the
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PROMOTIONAL AR

OVERWRICH: ANNIVERSARY

Overwaltch’s Anniversary event marked one yvear after the resulting painting was different from previous hero lineup
game’s release. Much had changed in that time, including illustrations. Rather than show the characters” full bodies
the arrival of new heroes. The developers worked with an or depict them to scale, the Anniversary plece took a highly
artist from the community to create an image that would styvlized approach to create a dynamic composition.

celebrate Overwalch's expanded roster of characters. The

|
T COMMEMORATE THE GAME'S ONE-YEAR ANNIVERSARY, A GROUP PHOTOGRAPH WAS PRINTED AND DESTRIBUTED TO THE MEMBERS OF THE OVERWATCH DEVELOPMENT TEAM

TOP MESEKAR, BOTTOM: OVERAARH GEVELOGRWMENT TEAM
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A [HEART OF

DVERWATCH

WHEN IT LAUNCHED IN MAY 2016, OVERWATCH® TOOK THE WORLD BY STORM, capturing the hearts
of millions of players and garnering critical acclaim. Now, in this stunning hardcover, Blizzard
Entertainment reveals the creative process behind one of the most popular first-person shooter
games of all time! The Art of Overwatch features a behind-the-scenes look at the game's heroes,
environments, skins, sprays, and more, with annotations by the game team.

PRODUCT| | boows

0 Hi17 Blizzard Endertainment, inc. AR Aights reterved. Overwatch and Blizzand Entertainment are trade-
marks andlor regitered trademarks of Blizzard Entertainment, Inc, in the LS, andfor other coundries.

BHEFEIRERTAINMEIENAT

HotLomic.net



