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Elizabeth

0

As a near-constant companion to the game’s protagonist, Elizabeth was the most critical of the game’s visual icons.
In these early sketches—made well before Elizabeth had a finished face—the artists explored her personality through
posture and clothing. The Irrational Games art team used the clean, bright, and iconic designs of comic-book costumes
as points of reference.




animated films for inspiration—
e in early comic books, a pideo-
ce. RIGHT:

ikt1: The art team looked again to comic books and
Wile the exaggerated eyes in the sketches. As with thos :
sime character’s expressions have to read both up close and at a distan

llerations of the dress for “Young Elizabeth.”










As a young girl confined to a tower, Elizabeth comes to be obsessed with Paris and the ided 11/

going there one day. These sketches are an exploration of Elizabeth’s hopes and dreams of )
world outside her gilded cage.







As the protagonist in a first-person game,
the rugged Booker DeWitt is seen more
in marketing and promotional materials
than in the game itself. Nonetheless, his
image needed to match his gruff voice
and irascible character. DeWitt changed
physically over the game’s development,
from a thuggish brute to a weather-
heaten everyman.
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STRETCHED CAMIAS

OVER BRASS WING FRAME
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Songbird is the spiritual successor to BioShock’s Big Daddy, and so he needed to be large, iconic,
and lerrifying. It was important to Creative Director Ken Levine that, in a floating city defined by
I+ airspaces and vistas, one of the game’s signature antagonists could fly. Only a creature visually
efined by his wings could properly dominate the spaces of Columbia.
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Songbird’s body language and neck movements are vital to his expressions. In
early development, Songbird was a dragon, and later a giant eagle. The artists
pulled back from that and produced the leather-clad horror seen here.
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Founders
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FAR LEFT AND FAR RIGHT: Some examples of
the ardent use of propaganda in the Founders’
battle against the Vox Populi. ricHT:
Explorations of the Founders’ military
uniforms.
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Sketches of the Founders. urPEr LEFT: Comstock’s guards. Borrom LEFT: Some Als were designed to be aggressive
and have pieces of gear that could easily be shot off. upPER ricHT: Characters you'd find at Baitleship Bay, a
propagandistic theme park. Borrom ricuT: Downtrodden workers from the industrial center of Finkton.
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FAR LEFT: A “wanted” poster for Cornelius Slate, a former war hero. NEAR LEFT: Drawings of i
the Vox Populi, each with the distinctive red color that marks their allegiance to Columbia’s own
revolutionary faction.







Daisy Fitzroy is the leader of Columbia’s Vox Populi movement. Her character,
il inspired by famous radical leaders of history, is an embodiment of charisma,
_ ‘rt“l;gim‘ 11 ' power, and fanalicism.
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Motorized
Patriot

G 0

These are numerous early treatments of the Motorized Patriot.
Originally intended by the Founders as attractions at the Hall of
Heroes, they came to serve the role of Columbia’s security sentries.
| The Molorized Fatriot eventually became the deadly “face of
America” you’ll see on the following page.
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Fearless, relentless, and wearing the faces of
America’s founding fathers, the Molorized Fatriot,
one of BioShock Infinite’s “Heavy Hitter” Als, is a
walking propaganda machine brought to deadly life.
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Handyman
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Another “Heavy Hitter,” the Handyman was deliberately drawn with porcelain hands
meant lo evoke the feel of late nineteenth-century handcrafted toys. Despite his tragic
origins, the Handyman is a fearsome opponent: nimble, fast, and able to fling lesser
creatures, friends and foes alike.
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LEFT: An early mood piece, showing the pathos of
Columbia’s huge-handed cyborg. The Handyman is a tragic
figure, a sad, pathetic Frankenstein’s monster. riGuT: The
Irrational Games artisls went through several ilerations

of bodies and heads before settling on the version with the
exposed heart and scarred face.




Boys of Silence
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The creepy Boys of Silence were originally designed to recycle sounds and use them as a
weapon. Qver time, these trumpet-masked children found their role as Columbia’s securily
cameras, sounding an carsplitting alarm when they hear Booker’s approach.
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/ / Siren

The Siren taps into a very real turn-of-the-century social trend
'[1.’ / of séances and mediums, as many believed that the spirit world
' / was only barely separated from the physical world. The ghostly

crealure raises other enemies from the dead lo fight again,
presenting a unique tactical challenge.










Combining firepower and superpower, Vigors are concoctions that give Booker control over various supernatural forces. LEFT: Murder of Crows, a Vigor that allows the imbiber

to summon a swarm of birds to attack enemies. riGHT: Shock Jockey gives one the ability to harness the power of electricity. All of the Vigors in BioShock Infinite were given a
dozen or more visual treatments before the final versions were approved.
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Hook exiT

iterative process. They were, after all, the means through
which players would travel at breathtaking speeds through
Columbia’s wide-open spaces. The early versions of the
Sky-Hook (left) were intended only for transportation.
The complex apparatus (below) would allow Booker

to carry his weapons with him while traveling.

Among BioShock Infinite’s many innovations, the
y- O 0 Sky-Lines and Sky-Hook went through a very intense
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These pages show the final production concept
for the Sky-Hook, which serves as both transport
interface and melee weapon.
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Weapons

o

The art team at Irrational Games focuses heavily on the look of
materials, and nowhere is this more evident than in the collection

of Columbia’s weapons. There’s plenty of fine grain on the stocks
and grips, and nole the texture of the old steel, stained and scratched
from heavy use. It’s the materials that give these weapons their
old-fashioned 1912 appearance.
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A lrs h l s LEFT: One of the art team’s earliest studies of an airship. RiGHT: Sketches of
p The First Lady, the airship Comstock built for his wife. Airships in Columbia
~range from simple transportation vessels to the-e t{lﬂgsths of the Founders.
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This spread features early skelches of what evolved into Battleship Bay, a children’s amusement park with a distinctly
military theme. Inspired by images of Prohibition-era Atlantic City, this section of Columbia visually conveys a jingoistic,
wartime patriotism.



LEFT: One of the canonical images of BioShock Infinite. What would make someone so calm as she sweeps her
burning general store? RIGHT: A concept skeich of Emporia, Columbia’s main marketplace, before the Vox Populi
uprising. By the time Booker and Elizabeth arrive, the place has become a war zone.




gy |
L Rt







