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Foreword

“A unique gem in a beautiful yet chaotic world.”

For the team at Arkane Studios, the success of the original Dishonored was a driving
force that inspired every artist on this new opus. Not only did it energize everyone on
the team, but it also allowed us to hire some of the best talent in the world, no matter
where they were from. And together we embrace the same philosophy: creating fine

art for games.

But before we craft a single image, we begin with research. Part of our spirit resides in
the quality of the references we gather. Our shelves are lined with unique books from
the masters. We scour the web to find sources that go much deeper than anything
youd see on the first page of an image search. We visit a wide variety of locations,
taking hundreds of pictures and pages of notes. We make tough choices based on the
visual pillars we set early in the project. We build precise documents outlining every

possible detail. Then—and only then—do we start to draw.

That’s because art is not just graphics. No matter how powerful the game engine is,
if our design is weak, the graphics won't save anything. It's much more important
for a game to have a clear style and a strong visual identity. Creativity is empowered
by technology, but it begins with a team of passionate artists who create by hand,

leading to amazing results.

This philosophy (which also underscored our process during the original Dishonored)
is how we shake up the habits of the gaming industry. And the players have caught
on, praising the importance of good visual design. Of course, when you combine
creativity with next-gen graphics, the players can enjoy great and meaningful content

and badass technology. This was our goal on Dishonored 2.

These pages are filled with concept art, design briefs, illustrations, pencil drawings,
photography of our clay sculptures, 3D mockups . . . everything you might want to
see as a fan of our art. But what you're about to see is just the very tip of the iceberg.
Many more incredibly talented artists contributed to this project and helped us make

the game a memorable, beautiful experience.

My thanks to Harvey Smith and all the talented teams at Arkane Studios and Bethesda.
And a big hug to Raphael Colantonio for his support during these past twelve years.

Sébastien Mitton
Art Director, Arkane Studios

Left: Jean-Luc Monet.
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Studies of our new facades showing how the
Opposite: Aimé Jalon. Abere: Piotr Jablonski.

pigment is faded by sand and rain.

Lef: Jean-Luc Monner.
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This spread: Aimé Jalon.




These pieces are the very first studies we did for the apartments in the game, based on buildings we saw in Havana, Cuba.

This xl.ru'.".-.r.f.ﬂ': Laurent 'l:.ar.l,'ﬁ|.|.tn|-
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The Dust Districr.

This spread: Sergey Kolesov.










Built on the vestiges of an old fort, the Palace of the Duke is the
result of the clash berween classical materials and modern lines.

This page: Julien Authelet and Jérome Kedzierski.

Opposite: Aimé Jalon and Jérome Kedzierski.
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Each social class has a unique silhouette, and special attention was paid to all of our anatomy studies.

This page: Sergey Kolesov. Oppasite, rop: Elodie Marze. Opposite, bottom: Cédric Peyravernay.




Costume and facial studies Ffor our different workers.,

ﬂpﬁwfﬁ* and this prge, barrom: Elodie Marze, This page, fop: Cédric I.:'II,“'-'T..'I:".-'IZ."F]HI:}'.
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Clay sculpting allows the artists to set the look and anatomy of a subject atter the 2D concept and betore the 3D modeling. This saves time for the

3D modelers and ]t::FFJ:'-: unify the look of the characters.

This page. Cédric Pevravernay. ['..-I'_Iﬂj'}r'l.;f.f'urr'.' Lucie Minne.




C'ﬂ Fb’ ﬂ Attﬂf[ﬂ Fifteen years separate the settings of the two games, and our wish was to updarte Corvo to reflect the fact thar

= )

time has passed bur also mainrtain some of his iconic look trom the first game. Our main focus was on tailoring a new costume thart fits his position
in society but also reHects the assassin he becomes once more when the game starts. His coat is well cur and adjusted to allow for greater mobilicy
while hes using his powers. His mask also got special attention: we've changed the material to sewn metal, while the size has been adjusted to hi
his face more closely.

7 - F r
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The first step in developing a characrer is al-

ways to create a lineup of silhouertes. This
helps us secure the base look before adding
more precise details.

Oppasite: Sergey Kolesov.,

This page: Jean-Luc Monnet.
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The image shcmﬂ:asing Emily‘s arm is the PEJ'ﬁ:'{:E ex-

ample of our artistic philosophy. We're not careless
with details, and we apply everything we've learned ar
school and from experience to every piece we create:
how the texture of a material impacts the folds, whar
the silhouette of a cuff looks like, ete. . . .

Oppasite and this page, right: Emily studies by Sergey

L

Kolesov., This page, lefi: Ring by Jean-Luc Monnet.




The Outsider

Just as we brought our expertise 1o the

new characrers in Dichonored 2. we
also did a pass on the returnin g ﬁgu res,
like the Outsider. Here yOu can see the

L]
silhouette is more balanced, and some Hypﬂtlﬂ We wanted to tocus a lot of our attention on expressions. When we bring a new character to life, we

details have been slightly redesigned. don't only design the look—we also pay attention to such details as the background of the character and his or her mind

This prage: Cédric |1'::"|.rr;|1.-'-t:r1'|;|"!.-' and ' ser and skills.

Sergey Ko lesov. Above: Sergey Kolesov,




Above: An in-game drawing seen in the Dunewall Courder, showing the Crown Killer as imagined by the inhabitants of the game.

! - i R, - i F . g .
Clpposite, top and bottom efe: Sergey Kolesov, Above and opposire, bottom righi: Jean-Luc Monnet.




L
DElllﬂh Delilah’s outht was another interesting sartorial ex-

ercise tor us., We incorporated Hora into the costume design—half real,

half embroidery.

{':{,-'.-J.r.- asite: Uddric Peyravernay. This prege: Sereey Kolesov,




As in real lite, clothing changes based on the region

voure in, which gave us the opportunity to update | ThE D-I..lke Luca Abele’s costume reflects his character: its authoritative but tinted with a layer of the grotesque. And it’s hard to hide

some of our Overseers. war we drew some inspiration from Marlon Brando when vou look ar his porrrair . . .
I' O thal i piration f Marlon Brando when you look ar his porerairt

This page, e ,I'l’ cCEdrie Pevravernay, Above and th s e, .r'."_{f.lr.rr: Ser ey Kolesov.




Women now pl;l}' a much |-.1rg_cr role in the gmm-:'.s

action in a wide variety of positions, from the very
wealthy pulling the strings to the soldiers on the streets,
This page and o pposite, fop: C dric Pevravernay.
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Here are some Howler women of differing backgrounds: a native

trom Serkonos, a sectler from Morley, a woman of mixed race. This Sﬂkﬂlﬂv Inventor, alchemist, mystic, iconoclast, and painter. The artists get the job started with the design of the character, and then

eame richer and more interesting, = its up o the modeler, animaror, scripter, and audio engineer to bring him to life.

visual diversiry h-:_']EJ-'.:r.l us make the i
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Stiltﬂn Like we did with the other

main -I.:l"li'lrilll_'f{..'ﬂ-i:. 'l."r'l'_"'l.'-L' i.li_ll'_"ll!-i{,!li on ?iili][']'\\'i.lllgl'l [II'II';'

story of Aramis Stilton through his anatomy e | : - | | ]].I].dDS]].

and his costume. A former miner, Aramis is y . i - _ Brilliant and

rwisted! Thart’s

now a wealthy member of society. Though what we tried to reflect visu-

his hne clothes are behtting of someone in ally with Jindoshs meticulous

his new position, his physique is still that of appearance and sharp, analyti-

a man accustomed to a lite ot labor. cal gaze. We wanted the player

This page: Sereey Kolesov., to feel as I.'!tr.':-ugh they were be-
ing illtl-'-_'ﬁ.'li.t and found wantine.

This putge: Sergey Eolesov.




Mindy's tattoos were a great opportunity for us to get

Breanna, Mindy, and Meagan showease here how diverse the characters’ roles in society are., N - 2y into her mind.

F
L 3 M—, ] L . . i * 5 =
[ page: L Ldric Peyravernay. -==.-'-$&;H.i'.q. — RN : [ prge; Jean-Luc Monnet,
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Clockwork Soldiers

These mechanical marvels (or monstrosities) were per-

haps the biggest challenge we faced during produc-
tion. Here are some early concepts before they were
bounced back and forth berween game designers, ar-
chitects, level designers, animators, VFX artists, the
audio team, and Al programmers.

ﬂpj.l:'.::',!rfrf: _T1.|1i|::|1 Autheler, This page, H::rg::]r' Kolesov,



Flora & Fauna
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Bloodflies v o s dien
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The Roval Conservatory was our chance o display a wide variety of animals and curiosities with different origins.
This spread: Mathieu Reydeller.
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Concepts for plants you can find only at the southern edge of the world.

This page: Laurent Gapaillard.

Top: Mathieu Revdeller. Bottom: Elodie Marze.
91
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When Havana meets the Amazon forest: Not only are these pieces visually stunning, bur also they
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Weapons
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Giving Emily the same weapons as Corve would have been too casy! And its not part of Arkanes philosophy . . . Here are a number of concepts

for the silhouertes and I.!|J'El'm.|t'.'5-

This spread: Jean-Luc Monner.




Corvo is able to get a closer look at things with the help of his

mask, and Emily has her own spyglass. The look was inspired

by the idea of a tuba with lenses.

This page: Jean-Luc Monnert,
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Above: Emil;r":«' and Corvos crossbows by Fabrice Rastetter,
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This page: Timepiece by Mathieu

Reydeller and Jean-Luc Monner.

Corves gun, Crimson Painter, and our new masterpiece, Determined Traveler.

This page: Jean-Luc Monnert,




We considered giving Emily throwing knives during production bur ultimately pulled them from her arsenal. This spread: Jean-Luc Monnet.
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We wanted a weapon that would serve o distract enemies, and that’s where Delirium came from. For the n:ltsign, we mixed a Hute and an insect
captured in a bulb, When launched, it makes a sound and the insect inside begins 1o glow, emitting a long, luminescent trail.

This spread: Mathieu Revdeller and Jean-Lue Monnet.
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Nicolas Petrimaux helped us seal the direction and style for different visual effects for weapons and powers.




Our direction in terms of VFX is halfway between realistic and cartoonish, and a big part of the style comes from the nonlinear motion. Here are

some concepts that helped the VEX team higure our the final look.
This spread: Mathieu Reydeller.
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Tap: Electric devices by Jean-Lue Monnet. Bottom: Searchlight by Julien Authelet and Aimé Jalon.

Oppesite: Wall of Light and its eye by Mathieu Reydellet.

126 127



'J

B

-
|
e

-
=

RS e
==

o .

We pay a lot of attention o our prop
-r.'l-t.‘.*..‘ign:-i, "l."."I'I.iL'I'I. Wi r:l'l'.i{.‘lr_' ]'l'l'l.“.:l'l [TRLATE I'.'I.:.'-
namic and interactive in this game.

Opposite, top: Typewriter by Aimé Jalon
and Jean-Luc Monnet. This page and

apposite, bottorn: Mathieu Reydeller.
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A new location and new characters means new designs, We've updared existing devices and brought Jindosh’s eccentric touch o them.

This spread: Aimé Jalon, o : N NS, — W— - —
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[t immensely sarisfying when a design
makes it through the validation process and
is then used by another artist to be displayed
on blueprints.

This page: Aimé Jalon and Jean-Luc Monner.

Opposite: Jean-Luc Monnet.
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Opposite and above right: Mathieu Reydellet. Abowe lefi: Aimé Jalon.
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Relax and heal all affections of the body in this lusurious, one of 3
kind establishment, favored by the anistocracy around the lsles.
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Join us at the Roye™lonservatory, as Curator Breanna
Ashworth plays host to the largest collection of Roseburrow
inventions, documents and sketches known throughout the

| = |

les. Witness first-hand the genius of Esmond Roseburrow!
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Opposite, top: Aimé Jalon. Opposite, bottorn: Mathieu Reydellet, Above: Aimé Jalon.
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We love spe n-d_ing hours on typography, i.::l”iE]‘:i]_‘.l |1}'. and logotype, likely because we do the work i_':l}" hand.

Oppasite and above left: Jean-Luc Monnet. Above right: Aimé Jalon.

138 139



Coo ot

-
L“Kunes There’s no better way to enjoy a

candied beetle than o pair it with a cigar. Bur not just

any cigar. You need the best of the best: a Cullero No. 3.
This spread: Marthieu Reydeller.
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OUR TECHNICIANS

WILL MAKE IMAGES

OF YOUR DECEASED
LOVED ONES

+

[ WE'OFFER/THE BEST CUTS!/

E—

This page: .-5|.ii1'|ﬂ'~_|..1.i::|r:| and Mathieu H:_':.':,i-::lhq. l!":-'lil}l.r.ln:,:.rfr.:'. fop: Almdé _F;qu:-n. l!".'i".l]".".'n.-rf.rr. .".'r.r.'.l'e'.'ﬂ.rr.'_]r.':||1-[,|.u; Monnet,
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UIn [op of our Vicrorian architecture are
layers of industrial design, which we love 1o
d-:wlnp. Here are some studies of the wind-

breaks you can see in the Dust Districr.

This bridge is game play and level design compliant. You'll be able to cross it in many different ways, and with style! Its one of our strengths at

Arkane: we stav cohesive and rive freedom o the plavers, and we alwavs allow ourselves to fill our worlds with excitine. unigue desiens.
. 5 PELYCTS, ¥ g ] g

This spread: Julien Autheler.
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Each mission introduces a new theme, and the architecture team |1L'l|'-:j the level designers create '..'ih'u:i|E}' distinct Spots for plavers to visit. siant pipes direct the wind to the wind turbines,

Above: Roval Conservatory fagade by Aimé Jalon and Geoffrey Rosin. Tap: Jean-Luc Monnet. Bortom: Aimé Jalon.

146 147



The rich and vibrant trees surrounding Karnaca provide a beautiful resource for local sculprors,

Opposite and above right: Julien Authelet. Above lefi: Aimé Jalon,




We even made our own line of furniture.

This page and opposite, bottom: Julien Authelet. Opposite, tap: Vincent Gros. Oppasite, middle: David Cros.
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i
Whﬂle O].l We introduced some devices

powered by the wind as a secondary source, but we also

redesi gne{.i our whale ail :.'Ii.':iE}l::I'I!'i'-lI:]‘.!-i and batteries.

This spread: Mathieu Revdeller.




RoSEBURROW

RS TY P

It’s funny to see how many areas an artist can work in. One day a mummy; the next, a system to increase the strength of a pickaxe; and after thar,

an outdared device created by Roseburrow that inspired Sokolov’s whale oil process . . . Each item in the game has its own story.

This spread: Jean-Luc Monner.
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VEhiCIES When it comes o

vehicular dcsign, our excirement reaches
a peak. This is a complex process thar fol-

lows established rules set by the real-world

auto industry, as well as all of our game
and level design constraints, The fact tha
these concepts are very close to the final
FAME A55¢LS Proves our ArLises cxperiise in
those domains.

This spread: 3D mockups and sketches by

Aimé Jalon.

The .Ir.'-’rﬂ.rf.l_"ﬁ-_u" Wele (concepr abowe) is not just a nice shell of a boat, but a real ship with L‘I}'Jl[lf:l.l:'l!:: rooms inside that you visit many times throughous

the game. Like the Hound Pits Pub in the first game, the Dreadfud Wale serves as your hub between the different missions.
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Sometimes an artist needs to be able to summarize the game with a single image . . . and then promote it with two exciting magazine covers

(see the Dishonored 2 \ssue of Game | n:_,l':'}n.ﬂ.rr}]

This spread: Sergey Kolesov,
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This spread: Piotr Jablonski.
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'e H 1 Its a crazy exercise o switch o

the mind ser of such a STFONE characrer from the game

and paint through her eyes. In these pages, Sergey
Kolesov's work is the vibrant lens through which you
catch a glimpse of Delilah’s younger days.

This spread: Paintings by Sergey Kolesov,
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Legends Guess which painting depicts a real event that happened to one of our artists? We always take inspiration from our own

experiences to feed our projects. We then filter them and offer them to the inhabitants of the world we're creating. Thar's why some citizens
in the Dust District are almost convineed its not the wind which swings their shurters ar nighe . _ . knock knock KNOCK!

This spread: Piotr Jablonski.
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“Drﬂw Di‘S}Iﬂnﬂrfd” Winning Artwork We are proud and humbled ro

have a community of very talented individuals with whom we share a great passion and love of art, These are just some of the

i[]I'.:I-'If.'{iiIL}!!.-' Arrises we ve seen jill"-'HiluJ{.:'L' q'limll'ﬂ'-il'li-!', "-"l":}rl"nii LIVET [11": Yioat .

Above: Tatiana Vetrova, Opposite, clockwise from top left: James W, Cain, Adelina Solianik, Denis Lakhanov, Guilhem Carayre.




Artist Credits

Julien Authelet
David Cros
Laurent Gapaillard
Vincent Gros
Piotr Jablonski
Aimé Jalon
Sergey Kolesov
Elodie Marze
Lucie Minne
Jean-Luc Monnet
Nicolas Petrimaux
Cédric Peyravernay
Marthieu Reydellet

Geoftrey Rosin
Thomas Scholes

Special Thanks

Guillaume Curt, Art Producer

Damien Laurent and the Architecture team

Pierre Pronier and the Environment team
Thibaud Guichard and the VEX team

Jean-Baptiste Ferder, Florence Lapa] u, and the Character team

Yoann Guilloud and the Tech Art team

Damien Pougheon and the Animation team
Julien Mario, Lead UI Designer

Loic Barrier, Jean-Cristophe Blanc, and the team at Krysalide

Cristian Buliarca and the external Character team
Art Ludique—Le Musée
Gary Steinman and Anne Lewis
Viktor Antonov
&
All the Arkanites in Arkane Lyon and Arkane Austin
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THE ART OF

SHONORED?2

The Empire of the Isles is home to fantastical wonders beyond count, and dangers

to match. Now, walk in the same ste ps as supern atural assassins Corvo Attano and

Emily Kaldwin as you examine the complex and beautiful art of Dishonored 2!

Arkane Studios and Dark Horse Books are proud to present this gorgeous

collection, featuring hundreds of pieces of art chronicling the development of

the blockbuster stealth-action title. The Art of Dishonored 2 is a must-have item
for art fans and gamers alike!

DrarkHorse,com

A ARKANE

S T u D 1 O

“Bethesda’

Arkane-Studios.com

Beothesda.net




